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The editors of the 1UP network bring you the Halo 3 SuperGuide, an ongoing analysis 
of the game's mechanics, from the single player campaign to the weapons to the Skull 

and Terminal locations. In addition to the single player campaign, the SuperGuide 
includes an edifying look at the Multiplayer campaign, complete with strategies for each 

map and advanced tactics. You, too, can help finish the fight by creating an account 

and writing your own strategies and tips. 

Walk It Off  

Objective: Get to the river for evac  

Getting up from the crash site, you must follow your team to Sgt. Johnson. You won't 

have an objective arrow now, but your team will always know where to go. The Arbiter 
will always have a blue arrow above his head -- even if he is behind a wall -- allowing 

you to find your bearings easily. For later missions, an arrow may appear if you lose 

your bearings too long, or if you forget your current objective. 

 
Like a beacon, he knows the way.  

Follow your team until you come to an opening with a waterfall. Once you reach the 
entrance into the clearing, a Covenant Phantom appears and drops the first enemies 

you encounter. Follow the path up to your right, and engage the troops in the cement 

bunkers to your right. 



 
Eliminate all hostiles.  

After you have finished off the first wave, a second wave appears, dropping from a 

Phantom that appears at the little waterfall in front of you. Kill this wave and cross to the 

other side of the river via the rocks along the waterfall, and kill the third wave of troops. 

 
Kill the second and third waves, Grunts then Brutes.  

After dispatching all the troops in the immediate area, follow your team through the cave 

tunnel marked with a red flare. 



 
Follow the red lights.  

Emerging from the cave, you'll come across a horde of sleeping Grunts. As instructed 

by your squad, take out as many as you can with a melee attack. (You'll kill about five 

Grunts before they wake up, thirsty for revenge.) 

 
Assassinated!  

Then, prepare yourself for heavy resistance -- Jackals, Grunts, and Brute Commanders. 
We recommend a pair of Brute Spikers, as they do considerable damage to even 

shielded enemies when used in tandem. 



 
Dual Spiker = death to all before you.  

You and your squad will keep moving towards the Sgt., entering a small ravine. As you 

enter the ravine you will see a Brute holding a marine by his throat above you. If you 
are quick enough, you can kill the Brute and rescue the marine, bolstering your own 

forces. 

 
If you're fast enough you can save him.  

With your new teammate in haul, make your way up and around onto the upper area 

where the brute was, then enter the large cave marked by a red flare. A vision of 

Cortana flashes on screen. Follow the chain of red flares until you make it to the end of 

tunnel. 



 
Don't worry about how these flares got here -- just follow 'em.  

  
Charlie Foxtrot  

You'll find the bodies of marines as you emerge from the cave. Search them and you 

will find a Battle Rifle. 

 
Take the Battle Rifle off this marine.  

Now that you have the Battle Rifle, continue forward until the path drops off. Ahead of 

you by the river are several enemies fighting a pair of Pelicans. Up on high ground, use 

the Battle Rifle to take them out, then advance to their location on the river. 



 
Keep your distance whenever possible.  

Approaching the river, you'll see a pair of Banshees swoop in and down the Pelican that 

Sgt. Johnson is in. Although you've reached the river for evac, your evac has been 

taken out, resulting in a new objective. 

 
She's going down!  

  
Objective: Find Johnson's crashed Pelican  

Kill the enemies fighting the Pelicans, then move into the ravine to meet your allies. 
With only a few steps into the ravine, you'll receive fire from Jackals with Carbines along 
the upper walls of the ravine, but they're easily spotted because they'll flash a purple 

light while aiming at you. 



 
The purple light gives the snipers away.  

Move along the ravine, dispatching the Jackals and other ground forces, until you come 

upon a point where you see marines fighting. Turns out they were aboard Johnson's 
Pelican! You've found the crash site!  

 
 Save those marines.  

  
Objective: Find Johnson before he's captured  

Fight off the forces attacking the crashed marines, including the ones dropped in by the 

Phantom, then collect the Sniper Rifle and ammo by the downed Pelican. 



 
Pick up both sniper rifles; you'll need the ammo.  

With your newly found Sniper Rifle, head back the way you came, towards the cave 

with a red flare by its entrance surrounded by your troops. 

 
This is the final cave with flares, promise.  

Enter and move through the cave, down its path, until you come to a cliff overlooking an 

enemy installation. A cut-scene ensues about an imprisoned Johnson, prompting a new 

objective. 



 
There's Johnson! Save him.  

  
Objective: Rescue Johnson and his squad   

Take out as many troops as you can from your high ground position. Also, several 

troops sit right below you on the other side of the dock to your left.  

 
Snipe as many people as you can from up here.  

Drop down and proceed forward to the bridge that allows you to cross to the other side 

of the dock. You will have to fight several Brutes on the bridge, including a commander 

complete with Gravity Hammer. Kill him and take his Hammer. 



 
Shoot him from a distance, run when he puts his shields up, then finish him.  

Use the Hammer to kill the remaining forces standing between you and Sgt. Johnson's 

cell. Free Johnson, drop the Hammer for a different weapon, and prepare for your new 

objective.  

 
The Hammer crushes all.  

  
Objective: Stay alive - Pelican inbound  

Two Phatoms will come in and drop off several troops. Finish them off and then join Sgt. 
Johnson and the remaining marines back on the bridge between the docks. Jump on 

the Pelican and the mission is over. 



 
Rescued.  

Know your role ... 

Objective: Secure perimeter defenses   

Proceed down the staircase through the hallway, and a soldier will open the door for 

you. Head outside, up the stairwell towards the hangar, following your troops. Now 

open the steel door by pressing the RB button on the control panel left of the door. 
Continue through the next open door, towards the main hangar, and open another door 

towards your objective. 

 
Follow the marines through the hangar. 

  
Objective: Neutralize hostiles in the hangar  

To the left of the exit will be an encounter with Covenant Grunts and Jackals. Continue 
forward towards the oil tanker truck and defeat the Brutes in the doorway and continue 

forward. 



 
Let the marines help you out in this spot while you work on the Jackals and their pesky shields. 

 

Use the scope on the Battle Rifle, and shoot the Jackals at the end of the hall while your 

squad cleans up the rest of the Covenant forces. Proceed down the hallway, and take a 

left through the open door. There will be a small room with doors to the left and right.  

We recommend that you go through the door on the left, since it not only provides more 
options for cover from the forces inside the hangar, but also gives you a nice advantage 

point on the stairwell the Grunts use to get to your position. 

 
The left door from earlier will provide you with the best vantage point to take out any hostiles. 

Once you've killed the initial Covenant forces, or when the dropship retreats (whichever 

comes first), make your way to the right side of the hangar and use the turret. Detach it 

and carry the turret to the hangar deck, using it on the remaining enemy forces. 



 
Open fire on the dropships' turret to neutralize the enemy fire. 

Another dropship will arrive to provide you with more resistance. With the turret in tow, 
aim at the dropship's plasma cannon at the very front of the ship and destroy it. It will 
retreat, allowing you to concentrate on cleaning up whatever Covenant forces remain in 

the hangar. Now proceed back to the ops-center at the start of the level. 

  
Objective: Get back to ops-center  

On your way back, you'll encounter a swarm of Drones. It's recommended you equip 

your Assault Rifle and take out these flying pests with short controlled bursts. Once 
they're killed, continue on your way to the ops-center, where you'll give the Covenant a 

small but awesome gift: a bomb. 

 
Short controlled bursts -- the best way to deal with a swarm of Drones. 

Gift with Purchase  

Objective: Rescue marines in the barracks  



Before you can setup the bomb, you'll need to rescue marines captured by Brutes in the 

barracks. So get your heavy weapons ready such as shotguns, plasma grenades, and 

take these guys out as you enter the doorway to the barracks. Of the different enemy 

forces in the barracks, the strongest is Brute Chieftain, who carries a Gravity Hammer. 
Don't get too close to him, because the Hammer will knock you on your butt in just one 

or two hits. A combo of grenades and shotgun will take care of him, though. 

 
Heavy weapons and quick feet are the best recipe for fighting a Brute Chieftain. 

Swap out your assault rifle for the Gravity Hammer on the Brute Chieftain's body. 
Continue up the ramp and through the open door. Walk down the hallway and drop 

down the shaft in the ground. Switch to rifles and fight the drones in the air chamber. 
Proceed towards the large air vent shaft, drop down (don't worry, you won't get hurt) to 

the bottom of the shaft and go through the doorway to rendezvous with the Arbiter. 
Finally, you'll enter the barracks. 

 
Drop through the hole in the floor. Yes, it's OK. We promise. 



Your objective is simple: save the marines in the barracks, and then evac via the 

landing pad. Equip your Battle Rifle and dispatch the Brute choking one of your soldiers. 
If you manage to save this solider, he'll retreat and pick up a rifle for himself, providing 

covering fire. Kill the Brutes in the barracks with the Battle Rifle and the Gravity 

Hammer. 

 
Get the Brutes in your sights early, and from a distance. You don't want to get too close to their melee attacks. 

The Battle Rifle will take care of the Brutes from a distance, while the Gravity Hammer 

works great for the up close and personal attacks against the Brutes. The Hammer has 
a limited amount of hits to it, so once it's done you should find another weapon to swap 

out. Plus, the Arbiter will help you out a lot in this section, a bonus considering he can't 

die no matter how many hits he gets -- use him to your advantage. After you've 
squashed the Brute resistance, proceed through the exit door (follow the Arbiter to this 

location) and outside to the elevator lift towards the landing pad. 

  
Objective: Evac via the landing-pad  

On the landing pad, you'll be ambushed by a dozen Brutes in jet packs. Wait for them to 
land before opening fire, since it takes the jet pack a bit of time to fire their thrusters and 

propel the Brutes through the air. When all the Brutes are dead, a Pelican arrives to 

pick up the troops and to bring them to safety. Now, go back to the ops-center again, 
because the Brutes have managed to disable the bomb. It's up to you to make it back 

there and rearm the bomb. 



 
Yes, Brutes can fly. It's best you wait for them to land before waisting ammo on them while they fly around. 

  
Last One Out , Get the Lights  

Objective: Return to ops-center , arm the bomb  

On your way back to the ops-center, you'll come across a Grunt operating a plasma 

turret. Kill him and take the turret in order to dispatch the Covenant forces easily. 
Continue towards your waypoint marker to the ops-center. Activate the bomb and 
escape! 

 
Grab the plasma turret and remove the Brutes from the ops-center. 

  
Objective: Escape - Find the elevator in the hangar  

Ditch the plasma turret before you begin your escape, since it will only slow you down. 
Equip a shotgun, a Battle Rifle, or an Assault rifle, and make your way to the hangar 

bay (yes, the same one from earlier). Follow the on-screen waypoint marker to the 

maintenance elevator and escape to the next level. 



Full Contact Safari  

Objective: Lead marines away from the base  

It's time for you to lead the survivors out of the base and to safety.  Take the hallway to 
the left of the burning path and get into the Warthog with a turret, while the marines will 

get into other Warthog. 

 
Load up the Warthogs.  

Drive along the path marked by red flares until you come to a small outpost where 

marines are fighting Jackals. Kill the Jackals and let the two marines load into the troop 

transport before you move out. 

 
The marines will only load up after the Jackals are dead.  

Follow the path and kill any enemies you come across. The path will fork around the 

little hills, but it'll come back to the same point, so you won't get lost. Once you reach 

the downed Phantom, kill the enemies and take the path on the right. 



 
Kill all enemies around the crashed Phantom, the follow the other car.  

You'll pass through a short ravine into a small valley. Here, you'll fight troops dropped 

off by a Phantom, enemies in hovering towers, and a turret on a hill. Neutralize the 
turret first -- the biggest threat in the valley -- and then drive around the perimeter 

eliminating the remaining ground forces. 

 
You'll have to deal with the troops and the Shade turret.  

Next, drive up and over the dam, and follow the dried river bed. Eventually it will lead 
you to a human installation overrun with Covenant forces, where you'll fight enemies on 

foot and on Brute Choppers. 



 
Take out the Choppers fast.  

Kill all the forces around the installation, commandeer a Brute Chopper -- allowing your 
troops to take over the Warthog you were in -- and head to the large purple shield just 

past the installation. The shield is guarded by Brutes and Drones; kill them and then 

use a grenade on the shield's generator, allowing your vehicles to continue on their way. 

 
Take a Chopper, kill the energy shield, then proceed.  

Follow the path, preferably while operating a Brute Chopper, and you'll come to a 

highway. If you have enough speed, you'll not only make the first jump, but also the 

second jump. The marines in the Warthog will disembark and go on foot, which prompts 

the new chapter of the level and a new objective. 



 
Get lots of speed for the second jump.  

  
The Broken Path  

Objective: Get to the town of Voi  

Take the remaining marines and, in your Brute Chopper, head forward until you come 

to a group of marines fighting the Covenant. Kill the remaining forces in the buildings, 
prompting a message from your HQ about fighting the incoming enemy until Pelicans 
arrive with support. Head into the buildings on the opposite side of the Covenant 

floating tower, where you'll find a turret as well as three Trip Mines. Take the Trip Mines 
and lay them in the road or along the choke points to the turret, and prepare for the 

incoming enemy. 

 
The Trip Mines will soften them up.  

A Phantom dropship shows up, so man the turret and kill the enemy as they jump out. 
Next, disconnect the turret from its mount and move towards the Wraith, shooting the 



pilots. Man the Wraith and move out. (If you destroy the Wraith, use the Warthog that 

the Pelican drops instead.) 

 
Use the turret to take out the Wraith's pilot, then claim it for yourself.  

Continue down the path, clearing out the enemy towers and Choppers, then enter the 

tunnel ahead of you. When you come out of the tunnel, you will see two Brutes standing 

next to their Choppers. If you are quick enough, you can blow them up before they can 

reach their vehicles. Eliminate them and then head to your left, continuing along the 

broken highway.  

 
Kill them before they reach their Choppers.  

As you come down the ramp from the broken section of highway, you will be attacked 

by three Brute Choppers, a turret, and two Wraiths. Take the path on the right of where 

you came down the ramp, and kill the turret on your upper left. Next, kill the three Brute 
Choppers or let your marines in the Warthog kill them, then move to the Wraith dead 

ahead. Now all that should be left is the final Wraith. 



 
There are a lot of enemies, kill the lower ones before the Wraith on the hill.  

Drive up the hill and kill the final enemy Wraith, and proceed up the highway.  

 
That is the last of the Wraiths.  

You will encounter an enemy road blockade that, unless you have a Wraith, will force 

you to dismount and fight in a close firefight with several Brutes. Fight your way through 

the barricade, by using the sheer forces of a Wraith or by brutal ground fighting. 



 
This barricade is much easier with a Wraith, just push your way through.  

Unless you've captured a Wraith, this next part is going to be tough. You'll spot a 

downed Pelican and a large energy shield blocking your way to Voi. You will have to 

fight several Brute Elites and a turret, so use the Wraith on them, thus ending the level. 

 
It looks like a lot, but it all goes down before the Wraith.  

Ghost Town  

Objective: Destroy first antiair Wraith  

The mission starts with you in a convoy of Warthogs. Enjoy the ride, for now. 



 
A brief pause before the carnage.  

At the outpost, you must proceed through the door by holding the RB button. 

 
Hit the green switch on the right.  

Enter the building and walk up the staircase, then make a right at the top, and another 

right at the next corner. Follow this path until you find the open doorway into the next 

room. 



 
Take the stairs, round the bend, and hit this guy in the back of the head.  

When you're in the room blocked off from the rest of your marines and the Warthog, find 

the controls of the door and let them in. The controls are along the catwalk to the right 

of where you've entered the room.  

  
Hitting this switch allows the Warthog to come in.  

Once your Warthog enters the room, mop up the remaining forces, and open the door 

with the green switch. 



 
Make sure to hit the green switches so your Warthog can follow.  

Move down the hallway until you come to a Brute on a Ghost. You and your Warthog 

ally will make short work of him. Open the door that he was guarding and then hop on 

the unmanned Ghost behind you. Proceed out the door. 

 
Kill the Brute, open the door, take the Ghost.  

As you exit the door you will see a vast open area. Don't race off onto the walkway. 
Instead, take a left when you're out the door and stick to the upper perimeter of the area, 
in order to reach the center platform, where a Phantom drops off a number of ground 

troops. Hop off your Ghost and eliminate the enemy troops. 



 
Keep to the perimeter as you approach the Phantom drop site.  

With all the Covenant ground forces destroyed, proceed to the roof of the building, 
where the Phantom dropped off enemy troops, and pick up the sniper rifle up there. Use 

it to kill the gunner of the first antiair Wraith.  

 
Grab the sniper rifle and shoot the gunner.  

Get back down to the Ghost, and drive off the upper area and down to the ground. 



  
Move fast so the Wraiths don't have time to turn.  

On the ground you'll fight four enemy Ghosts. Eliminate them and then drive up to the 

antiair Wraith. Since the gunner is dead, hop off your Ghost, jump onto the Wraith, and 

plant a grenade. This will destroy the first antiair Wraith, completing your objective and 

prompting a new one. 

 
Mount the Wraith and plant a grenade.  

  
Objective: Destroy all other Wraiths  

Proceed to the far side of where you came in and destroy the Wraith. You can sneak up 

on the Wraith by coming up the ramp near it. Climb onto it and plant another grenade. 



 
Up the ramp, mount the tank, plant grenade, and enjoy the show.  

Enter through the door just past the destroyed Wraith, and then take an immediate left. 
Enter the door ahead of you and go up the stairs. At the top of the stairs is a large 

grouping of Brutes and Grunts. Lob grenades until nothing moves, and then proceed 

back down the stairs and through the opening doors. 

 
This is what the room should look like after you've unleashed your grenades.  

Enter the next room and proceed to the large set of doors straight ahead. Wait until the 
rest of your forces are fully in the room, including the Warthog, and then hit the switch 

that will open the doors to the next room. You will be ambushed by a large group of 

Drones. After taking them out proceed down the hallway, where the rest of your allies 

are. 



 
Hide, if you can, and let your Warthog kill the Drones.  

After regrouping with the rest of your forces, you'll be prompted to drive with a squad of 

Mongooses, each with a soldier equipped with a rocket launcher. Take control of a 

Mongoose and proceed through the opening doors. 

 
Mount up and roll out in force.  

Through the doors you'll enter a large dried lakebed. Your target: the remaining two 

antiair Wraiths. Don't worry about staying too close to them or the various 

Ghosts/Banshees guarding them; just drive without stopping. The gunner on the back of 
your Mongoose is a crack shot, so as long as you're both alive, he'll make short work of 

all the enemy vehicles. 



 
It's like he can't miss.  

  

Judgment  

Objective: Kill the Scarab tank  

Drive around the Scarab, staying out of its front arc. The Scarab also has a secondary gun 
on its back, so you must keep moving. If you get flipped, just get back on your Mongoose, 
and keep moving again. And don't worry about damaging the Scarab; you're computer 
assistants will know exactly where you need to hit it. 

  

After destroying the enemy in the area, a Pelican drops in another 
Mongoose with a copilot equipped with a rocket launcher. Then, as a 
Scarab moves into the area, you will enter a new chapter and be 
given a new objective.  



Keep moving.  

  

Once the Scarab falls to the ground, you must board it 
and deal a death blow. Jump into the back portion of 
the Scarab, proceed up a level, and then shoot the 
Scarab in its core appearing like an energy shield. 
Shoot the core twice, then jump off the Scarab before it 
blows. With the Scarab destroyed, you are given a final 
objective 

  
Objective: Neutralize the antiair cannon  

Pelicans come in dropping an Arbiter to the ground. Head to his blue arrow and then 

follow your squad through a series of hallways that lead to a truck-loading area. Now, 
fight through the two large rooms against a series of Brutes. Destroy them and prepare 

for the third room. 



 
Do what Master Chief does best.  

Fight the pair of Hunters when you enter the third loading dock. Close the gap between 

you and them, disabling their ability to use their cannons.  

  
Hunter enter.  

Use a Bubble Shield if you have one, which will allow you to pop out and hit the Hunters 

with grenades. 



 
The Bubble Shield works great against Hunters.  

Once you've killed the Hunters, don't go out the doors that they came through. Instead, 
head up the stairs to the left of the door they came through, where you'll find a sniper 

rifle. 

 
Take these stairs to the sniper rifle.  

Use the sniper rifle to take out several enemies, including a Brute Commander with a 

Gravity Hammer. When you've exhausted the sniper rounds, jump down, take the 

Gravity Hammer, and follow your troops. 



 
Snipe the guy with the Gravity Hammer.  

Using the Gravity Hammer, smash through the remaining troops between you and the 

antiair cannon.  

 
Hammer time.  

Kill the Covenant forces around the gun and then shoot the blue orb that appears 
beneath the gun whenever it fires off a shot; a few Plasma Grenades ought to do the 
trick.  



 
Hit the gun in the orb that is exposed when it fires.  

The mission is over when the gun is destroyed.  

It Followed Me Home  

Objective: Find the crashed Flood ship            

After seeing the Flood ship crash at the end of the last level, you have been tasked with 

destroying the ship and stopping the infestation. Head right at the start of the level, and 

work your way around the chasm towards the crash site. 

 
Head through the fog and towards the installation.  

You will come to a tight road. Follow it, and after it bends to the left, find the dead Brute 

on the left side of the path. Take his Gravity Hammer; you'll need it. 



 
Take the Gravity Hammer off this body.  

Continue down the path until you come to a group of marines behind sandbags. To the 

left will be the first group of Flood you have to fight. Use the Gravity Hammer, and 

collect the Bubble Shield near the sandbags. 

 
Once you hit the sandbags, take a left and hit the Flood with all you got.  

Head into the building on the right of where you just fought the Flood. Inside, bash the 

enemy with your Gravity Hammer, then follow the Arbiter into the next room. 

As you enter the next room you'll see a dead Brute with two Spikers laying next to him. 
Pick up the Spikers, switch weapons, and pick up the shotgun on the left of Brute, next 

to a dead marine. Now that you're properly equipped, move on out. 



 
Get the Spikers and the Shotgun before moving out.  

Move through the crates until you come to an area where marines are fighting the Flood. 
You'll see a yellow catwalk above the fray, so head up there to find a flame thrower. 

 
The Flamethrower will be your best bet against the Flood.  

Now, take out any remaining Flood and cross the catwalk, going through the door on 

the other side, and dropping down the hole in the floor. 



 
What a convenient place for a hole.  

Follow the blue arrow: If you're lost, just look for the blue arrow that indicates the 
distance from the objective 

Falling through the hole, you'll have to fight the Flood in very tight quarters. Use your 
flame thrower to take them out, but make sure you put as much distance between the 

Flood and yourself, otherwise you'll set yourself on fire as they run towards you. 

 
Roast them in the choke points.  



  

Proceed towards the blue arrow and you will come 
out onto a catwalk. A cut-scene starts showing 
several Elites dropping out of the sky. The start of a 
new chapter! 

  
Shadow of Intent  

Continue following the blue arrow, passing the Elites fighting in the background. Follow 

the Elites into the building and through the hallway, destroying the Flood before you. As 
you follow the Elites into the second room of the structure, see that Cortana is on the 

crashed Flood ship, prompting a new objective. 

 
Let the Elites go in first.  

  
Objective: Search the ship for Cortana . 

Continue to follow the Elites and Arbiter towards the blue arrow marking the crash site. 
You'll come out onto a catwalk, where there is a mounted machine gun. Dismount the 
machine gun and use it to press the attack forward, destroying the Flood you come 

across. 



 
Fall to the machinegun.  

Eventually, as you fight your way along the path, you will come to a point where you 

can no longer proceed forward. To your right you will see the crashed Flood ship. Jump 

down and pick up weapons right where you've dropped down. 

  

Need a Weapon?: Chances are that if you need a 
weapon, there are plenty laying around. The Flood 
are constantly dropping their weapons, so take a 
moment and look around!  

Proceed up the ramp made by the ship's wreckage, and then jump into the bright yellow 

hole, taking you into the bowels of the ship, prompting a new chapter. 



 
Down into the bowels of the wreckage.  

  
Infinite Devil Machine  

Follow the tunnel of the ship. You will drop down another hole and then continue to 

follow the single pathway. The Gravemind will speak to you twice, and after the second 
time, you'll see the purple box where Cortana is supposed to be, which you then have 

to interact with Cortana's supposed location. 

  

After interacting with Cortana's location, you will enter 
into a lengthy cut-scene that prompts the end of the 
level.  

 

Installation 00   

Objective: Eliminate hostile antiair units  

Follow your troops through the cave towards the high vantage points, and use your 

sniper rifle to take care of the Brutes in the lower clearing. Your squad mates will take 

care of the Grunts, leaving you responsible for the sniper shots. After you've killed them, 
proceed down into the clearing and through the small cave. It's the same situation again 
at the entrance of the cave -- stay back and sniper at the Brutes, while your squad 

handles the resistance. Pick up supplies such as Plasma Grenades from the bodies, as 

you'll need them to fight the two Hunters. 



 
Hunters are vulnerable to well placed Plasma Grenades. 

Drop down to the clearing, position yourself to come up from behind the Hunters, and 

stick them with a Plasma Grenade from behind. Try to get the grenade close to their 

orange skin, since that will cause the most damage. Once you've killed off these 

baddies, drop your sniper rifle in favor of a Brute Shot, which you can find on a Brute. 
Follow your squad up the side of the cliff, proceed into the cave and into the metallic 

base structure. 

 

Is this Marathon?: In the base, enter any door at your nine o'clock, and interact with the alien terminal to get a refresher 
course of a design narrative for an early Bungie game.  

 
Equip your Brute Shot and proceed through the door at the end of the hall. Walk up to 

where your squad mates and help them fight off the Brutes and Grunts. Also, Brutes will 

show up driving two Prowlers, so be ready for some vehicular combat. Once you've 
killed them off, pick a Prowler or a Mongoose, and grab the rocket launcher in the 

wreckage of the Pelican dropship. Don't equip the rocket launcher yet, but hang onto it 

for later. Whichever vehicle you do not pick, your squad mates will mount and drive 

along beside you into the upcoming fight. 



 
Whichever vehicle you choose, your squad mates will operate the vacant one.  

Make the jump over the sand dunes, and engage the Brutes who fancy themselves as 

motorcycle jocks driving new Choppers. Grab a Chopper, not just because they look 
cool, but because they have the ability to fire while driving, something the mongoose 

lacks unless you have a marine in the back seat firing at your enemies. 

Drive along the face of the cliff towards the large door to the Forerunner's installation, 
where you'll see Sentinels shooting at the Covenant forces. Now that this pathway is 

cleared, turn around and follow Sgt. Johnson's Pelican to the next location. If you can, 
get your hands on a Prowler, fill it up with marines, and give one of the marines your 

rocket launcher. Situate the marine in the side gunner seat of the prowler -- now you're 

ready to take on the Covenant Wraiths and antiair units. 

 
The Prowler is one of the best vehicles in the game, especially since you can stockpile it full of marines. 

On the large clearing, your objective the antiair wraiths are on the far edge of the 

clearing, protected by Wraiths, Ghosts and Covenant. As long as you keep your team in 

one piece while driving around in your Prowler, you dispatch the enemy in no time at all. 



Just don't drive off the sides of the cliffs. Now, sit back and watch Commander Keyes 

show you how to land a Frigate. 

  
Forward Unto Dawn  

Objective: Lead friendly armor through the wall  

Walk to the back of the Frigate and pick a Scorpion Tank. As you proceed back to the 
Forerunner's installation door, let the marines in the other Scorpion Tanks fight the 

enemy resistance. You'll encounter some heavy fighting up ahead, especially from 

Wraiths and dropships, of which you can destroy in four hits from the Scorpion's cannon. 

 
Get your boys inside and through the forerunner installation. 

Guilty Spark will open the door for you. It's all on foot from here, so hop out of your tank, 
and flip the switch to extend the bridge, allowing the rest of your battalion into the 

structure. Follow Guilty Spark through the structure until you come out the backside. A 

scarab will walk right by and a marine will bring a Warthog right up to your feet. Hop in 
the back and take control of the Warthog turret, while the marine drives you to the next 

destination.  

  
Objective: Locate the cartographer  

You'll be thrown into another battlezone. Ditch the Warthog and control a Scorpion Tank. 
Take out the Wraiths as soon as you can, and make your way towards the scarab 

conveniently waiting for you. 



 
Shoot out the canon on top of the Scarab, to neutralize its effectiveness. 

In your tank, aim for the legs. And as soon as it hits the ground, jump into the back and 

make your way to the shield barrier. Shoot it until it's destroyed, then shoot at the matrix 

core until it starts flashing red. Now, flee from the explosion. 

 
And boom goes the dynamite! 

Hop in any available Warthog you can find, drive up the ramp, and enter the door.  

  
Real Men Don't Read Maps  

Follow Guilty Spark and the Arbiter through the inner workings of the structure. There 
will be light resistance from Covenant forces, a cakewalk in comparison to the earlier 

parts of this level. You'll come into a large open area with a control switch. Guilty Spark 

will tell you to hit the switch to activate the cartographer. Cue cut-scene. 

Objective: Head downstairs for evac  



Follow Guilty Spark and back into the installation. Dispatch any resistance you come 

across from the Grunts or Brutes. Once you take out a Brute with a Brute Shot, pick it 
up, and use it against the only "hard" battle in the level -- an Elite Brute wielding a 

plasma turret. Use the Brute Shot from a safe distance to inflict a significant amount of 

damage on the Brute. Pick up the plasma turret off the Brute and proceed through the 

open door.  

 
The plasma canon will make short work of the Brute Chieftain, and if he gets too close, toss a few Firebomb Grenades at him.  

Navigate through the hallways until you spot a gathering of Brutes, complete with six 

Brutes in jet packs and one Brute Chieftain. Take out the Chieftain first, so you can pick 

up his Gravity Hammer from its body. Now use the Gravity Hammer to take out the 

remaining Brutes in jet packs.  

 
Now with the Gravity Hammer in tow, thanks to taking out the Brute Chieftain, these flying Brutes stand no chance against you. 

Wait for them to land and jump in close, landing a solid hit with the Gravity Hammer. 
Once they're killed, hop into the back of the Pelican and the mission is over. 



Trident   

Objective: Deactivate first barrier tower  

Woo hoo! You have the Spartan Laser! Find cover behind the rocks and peep out just 
enough to fire a solid shot at each of the turrets firing on your squad's position. Use the 
remaining shots from the Spartan Laser to take out the Brutes on the other side of the 
stream. If you have any shots remaining, use them on the antiair Wraith, otherwise pick 
up a grenade, hop on the back of the Wraith, and throw the grenade into the driver's 

seat. 

 
The Spartan Laser is fantastic in taking out heavy artillery such as a turret. 

Follow your squad to the place where the Pelican dropped off a Warthog and Mongoose. 
Mount up and roll out through the cavern, and face off with two Ghosts and a turret. 
Once that's done with, it's time to be more selective on your vehicle choices. For 
instance, a Warthog with a full crew would be ideal at the end of the cavern, since you'll 

face off with a Wraith. So, get your crew mounted on the back gun and get into the 

driver's seat. 



 
Jump the little gap and follow the rocky wall around in a half circle, to ram into the turret. 

This open lakebed area offers a fun stunt route against the enemies. Once you come 

down the hill, hug the right side of the pathway and follow it over a small jump. Stay on 

the pathway, keeping the rocky wall to your right. Follow this pathway around in a large 
loop, which should position you to ram into a plasma turret, sending you flying back 

down to the ground level to face off with the Wraith. Concentrate all of your firepower on 

it and the remaining enemies. Wasn't that fun? 

A Pelican will drop ammo for you. We loaded up on shotgun and Battle Rifle rounds 

before proceeding into the structure. Hop back into the driver's seat on the Warthog, 
and plunge into the entryway at the base of the tower to take out the turret and Grunts. 
It's all on foot from here. 

 
Infiltrate the base and take out the petty Grunts. 

Go through the small doorway, navigate the tower's passageways, and kill any 

Covenant resistance you come across. Be sure to pick up a Brute Shot along the way; 



you'll need it later. Eventually, you'll spot a large elevator platform, made active by 

hitting the control switch. 

 
Take the elevator platform up to the Brute's room. 

At the top of the elevator lift is large room full of Brutes and a Brute Chieftain. Equip 
your Brute Shot, pick up the Spike Grenades from the Covenant weapons cache on the 

side of the wall, and unload it on everyone in the room. Hit the control switch to power 

down the shield generator. 

  
Objective: Deactivate final barrier tower  

Sgt. Johnson failed to deactivate the tower. Guess who has to pick up the slack? That's 
right: you! Go back outside where you've parked the Warthog, and drive it back out the 

way you came in, to the beach landing, and hop into the seat of Hornet. 

  
If You Want it Done Right…  

Fly the Hornet towards the air battle taking place ahead of your location. Your primary 
targets should be the antiair Wraiths on the ground, the Banshees, and the Covenant 

dropship -- in the order. Once the targets are eliminated, take out the remaining 

resistance around the entrance to the final tower. Land the Hornet and proceed inside. 



 
Take out all of the antiair Wraiths so your forces can penetrate the structure. 

The structure layout is identical to the tower earlier, except now you have to deal with 

Brutes, drones and Hunters, rather than the weaker Covenant forces. So yeah, it's a 

pain in the butt. Kill everyone, then take the elevator up to the large control room. 

 
The Brute Chieftain will be equipped with a plasma turret, and not the standard issue Gravity Hammer. 

Yes, you have to battle grunts. Again. This time, however, they can turn invisible, which 

obviously makes them a little harder to shoot. To spot their locations, find the 

apparitions in the air and open fire. Next, tackle the Grunt Chieftain with a detached 

plasma turret. Be cautious in your approach, though. Consider grabbing one of the 
Needler's from the Covenant weapons cache on the wall, or a duel-wield Mauler's off 

the bodies of the Grunts. It's up to you; just kill this guy and hit that shield control switch. 
Cue cut-scene. 



 
The Maulers only work well at close range, so wait until the Flood lunge at you before opening fire. 

Reacquainted with your friends the Flood, it's time to high-tail out of here. Consider duel 
wielding a pair of Maulers right now, since they're as powerful as shotguns, dealing 

significant damage. Once you exit, rendezvous with your ship dropship and pick up a 

Scorpion Tank and a Warthog. Time to breach the citadel. 

  
Journey's End  

Objective: Breach the citadel  

We decided to go with the Warthog in this section, placing the Scorpion Tank as our 

back up. Why the Warthog? Because of its plasma gun. Plus, it has great 
maneuverability through the narrow chasm up ahead, a great trait for avoiding fire from 

various Grunts. Also, once you exit the chasm and you spot the citadel, there are all 
sorts of stunt jumps along the mountainous pathway, which you can use to jump into 

turrets and enemies (incidentally, this makes awesome videos for you to upload). 

 
If you're having trouble shooting at the turrets, consider ramming them with the Warthog. 



Towards the end of the pathway, you'll hear, from the communication speakers, that 

Hornets are inbound. This would be a good time to stop, hop out of the Warthog and 

into the pilot seat of one of the Hornets.  

Two Scarabs Battle  

Approaching the scarabs from the ground, like in the previous encounters, is simply 
superfluous work. The Hornets work out great against these walking behemoths. Here's why.  

The missiles on the Hornets are pretty damn powerful. With a couple of shots on the legs of 
the scarabs, they'll slow down and drop to the ground. Once the scarab is wounded and has 
dropped to the ground, position yourself behind it and shoot out the armor plating guarding its 
power core. 

Take out the backside of the Scarab to reveal its core. 

Knock out the core and you've just taken down a scarab in under a minute. Now, get the 
other one. Once they've both been taken out, land your Hornet and join the Arbiter at the 
base of the citadel and run inside. 

  
Revelation  

Objective: Stop Truth from firing the rings  

Revelation is an all out race to stop Truth. Allow the Flood to run ahead of you and the 

Arbiter, letting them to deal with the heaviest of the fighting against various Brutes. 
Meanwhile, you should trek forward along the platform towards Truth's location. Once 

you get there, sit back and watch the cut-scene. 

Objective: Escape the Flood  



 
Jump into the blue tinted vent to escape. 

Well that was a short lived truce, wasn't it? Start kicking ass and backtrack to the 

entrance towards the lift. Drop through the blue colored vent shaft near the lift to end 

the mission. 

Rampant  

Objective: Find Cortana 

After the cut-scene, proceed directly ahead into the bowels of Flood's lair. Fight your way 
through the first big room, and then pick up the pair of Spikers in front of the first door you pass 

through. 

 
Spikers are excellent anti-Flood weapons.  



  

Do Not Shoot These: These pods are full of little Floodlings. If you 
shoot them they will swarm you, so do your best to keep your shots 
from hitting these.  

Through the first door, you'll pass a short corridor, where you'll have to jump down through 

another door. Time for a big fight. 

 
Once you pass through this door the real fight begins.  

Enemy soldiers descend down the hill landing right in front of you. Stay at the bottom and kill 

them as they come down. When you run out of ammo, simply run to the base of the hill -- where 

you have been slaying enemies in mass -- and collect a new one. Head up the top of the hill 

when you've finished the first wave. 



 
Shoot them as they come down the hill.  

Another wave of enemies will spawn when you reach the top of the hill. Fall back down the hill, 
and repeat the same strategy until they stop coming down. Then work your way back up the hill, 
killing the stragglers. 

 
The second wave includes infested Elites complete with swords.  

As you proceed down the large tunnel at the top of the hill, make sure you have a long ranged 

weapon. There will be Floods that can shoot spikes from long distance. Use a gun to shoot them 

off the walls and roofs before proceeding. 



 
The needles from the guys above you hurt as much as a Carbine.  

Continue down the tunnel, following the blue arrow through the doorway. You will now get a 

brief reprieve; the next two rooms will have zero enemies. 

After passing through another door you'll come into a room where several corpses stand up. Kill 

them and then scavenge the area for weapons, then head for the tunnel. 

 
These "corpses" are about to stand.  

The tunnel will end with another hole that you have to drop through, which will lead you into a 

room filled with Floods. Hang back at the place where you've dropped down, letting them come 

to you. 



 
Always keep your distance from the Flood.  

Proceed slowly into the room and kill the remaining enemies. Your goal will be to get through 

the door on the opposite side of the room from where you started (look for the blue arrow). 

 
The blue arrow will show you where to go.  

Pass through the doorway and through the short hallway, until you come to a large room filled 

with enemies. To your right will be a small hallway, where there is a flame thrower.  



 
Grab the Flamethrower and then burn 'em up.  

Grab the flame thrower and enter the large room, burning all who stand in your way. 

 
Burn every last one of them.  

When you get to the end of this room you'll be out of ammo for most of your weapons, but that's 
OK since in the next room, just through the door you've passed through, will be a Covenant 

Carbine sitting on a rack. First, use your remaining ammo to kill the wave of Flood that will hit 

you right at the door, and then pick up the Carbine. With the Carbine in hand, shoot the Flood on 

the upper pathway, and snipe the remaining Flood you can see from the doorway. 



 
Take the Carbines off the rack and shoot the Flood from a distance.  

After you have cleared out the Flood with the Carbine, ditch the gun, and pick up ranged 

weapons. Now, with guns in hand, proceed through the room, fighting your way up the various 

levels of the room. Eventually, when you reach the top, you'll jump across a small chasm and go 

through a doorway. 

 
Jump across to this door.  

Go through the doorway, through the short hallway, and into the reactor room. 



 
The reactor room has a lot of enemies, so watch out.  

Kill all the Flood around the perimeter of the room, and then head out along the fleshy pathway 

that leads to the room's center. From here, take the path to your right, which branches towards 

the rest of the room's perimeter. It will be marked by a blue arrow. 

 
Head through the blue doors.  

Proceed through the non-Flood converted doors and to the computer in the center of the room. 
Punch your way through the shield, and free Cortana. 



 
Beat the crap out of this shield to free Cortana.  

  
Nor Hell a Fury…  

Now that you have Cortana back, head back into the reactor room, prompting the following 

objective. 

Objective: Destroy the reactor 

Get back out to the center of the room and hit the switch on the computer, exposing the reactor's 

pylons. 

 
Hit this switch to expose the reactor's pylons.  

Now shoot the three glowing pylons marked by blue arrows. And don't worry about getting close; 

even a pistol can set them off from a distance. 



 
Shoot the pylons to get the reactor going.  

You will be given a new objective when the reactions are destroyed. 

  
Objective: Escape High Charity 

After fighting to the other side of the reactor room, Cortana informs you that an explosion has 

made a new exit. She marks the path way on your HUD with a series of blue arrows. Follow 
them back through the rooms that you previously fought through, killing as much Flood as you 

need to. Remember, you're not trying to kill them all; you're trying to kill any who slows you 

down from getting to the exit. 

 
Just shoot enough to let you pass through.  

After you proceed through the areas you previously went through, Cortana will tell you that she 

has picked up a friendly contact. Run to the blue arrow on your HUD, which turns out to be the 

Arbiter, complete with a flame thrower. 



 
Arbiter to the rescue!  

Now, with the Arbiter leading the way, fight your way to the final blue arrow that Cortana puts 

up on your HUD. It will lead you to a Pelican that, when you board it, will signal the end of 

Mission 8. 

 
Jump on and get the hell out of there!  

Full Circle  

Objective: Find the control room 

You start the level along side the Pelican that you've just crashed into Halo. Pick up a Battle 

Rifle and a Shotgun from the wreckage and proceed towards the large cave. 



 
Search the crash site for weapons. 

Just after you get past the wreckage there will be two secrets that you can get before proceeding 

with the level.  

 Mythic Skull  

 

As you enter the first cave you come across, watch the right wall. Just after you pass a boulder there 
will be an offshoot in the cave. Take this offshoot and use your flashlight and you will find the skull at 
the end of the tunnel.  

Terminal  

 

After you pass through the cave look to your right. You will see a steep hill with some structure 
sticking out from the snow. Head up the hill, jump to the structure and head inside, you will find  a 
terminal.  

You'll drop down a few levels as soon as you come out of the cave. You will then exit onto a 

large snowy plain, where Flood infested troops will drop in from the sky. 



 
How did the Flood learn to use drop pods? Don't ask, just shoot!  

Fight your way through the Flood and then proceed along the path to the right of the tower in the 

center of the plain. 

 
The Flood will do all they can to stop you from reaching the structure.  

Once you get to the end of the pathway, you'll start the arduous process of looping around the 

tiers of structure.  There's a flamethrower at top of the ramp on the first level of the structure. 
Take it and proceed. 



 
The flamethrower: the bane of the Flood.  

 Sentinels 

  

The Sentinels are not your enemy! Just let them be as they 
fight the Flood. If you see one die though, don't hesitate to 
pick up their Sentinel Beam weapon.  

As you loop around the first level of the structure, you'll notice the rain of Spartan Lasers. Don't 

worry; it's not targeting you. Sgt. Johnson is up on the cliff off to your left, helping you out. 

 
Sgt. Johnson + Spartan Laser for the win!  



Fight your way up through the remaining floors, and then prepare for one heck of a fight at the 

top. You'll have to wait for the Monitor to open the large doors to the control room. Stick close 

to the doors and fight off the Flood. Once you see a loading screen, you'll know that you have 

succeeded. 

 
Hold out against the flood of...Flood.  

Sgt. Johnson will join you as you run to the control room. Follow him and the Arbiter down a 

series of hallways, none of which have enemies. (They're marked by blue arrows if you get lost.) 

 
Sgt. Johnson joins the group.  

Eventually you'll enter through another door where a cut-scene will start, showing the Monitor 

attacking you, the Arbiter, and Johnson. 



 
You must destroy the red eye.  

At the end of the cut-scene you will be given a new and obvious objective. 

  
Objective: Kill the Monitor , activate Halo 

Shoot the Monitor with whatever weapons you have, dodging its particle beams and timing your 

shots. It puts up a shield that appears to give temporary invulnerability. 

 
The Monitor uses two attacks: one is a shield and the other is a Sentinel Beam.  

After taking a bit of damage to him, the Monitor runs away and Sgt. Johnson will offer you his 

Spartan Laser. Take it and shoot the Monitor three times, killing it . 



 
Three shots is all it takes from this hulking gun.  

With the Monitor dead, a cut-scene will start, showing Johnson's death and you using Cortana to 

activate Halo. And when the cut-scene ends, it's time to run like hell! 

 
Run and don't look back.  

  
The Way the World Ends 

Objective: Get to the Frigate 

As you run the way you came in, you will be attacked by a horde of Flood. Only shoot as many 

as you need to clear a path. Run! 



 
Don't stop, just run and gun.  

As you exit the structure that housed the control room, take an immediate right up the icy cliff, 
to the pathway that Sgt. Johnson used to shoot the Spartan Laser. At the top of the walkway is a 

shotgun, so grab it and proceed to the blue arrow on your HUD. 

 
Take the shotgun; it will help.  

When you reach the blue arrow, you must run through another structure filled with Flood and 

Sentinels, who are now battling one another. Again, you're only priority should be to shoot 

enough that you can keep running, so never stay still for too long. 



 
Keep running.  

Proceed to the next blue arrow that Cortana has put onto your HUD. At the end of this arrow will 

be Sgt. Johnson's Warthog. Mount up and put the pedal to the floor. 

 
The Warthog is your only chance to escape the blast of Halo.  

It's time to test your driving skills. It's up to you to guide the car on a path that won't get you 

killed. Drive across the exploding tiles until you come to a large structure. Here you will have to 

follow the red pathway on the ground. 



 
Follow the red road.  

When you reach the end of the structure, you will drive through another series of exploding tiles. 
Stick to the center and you should be OK. 

  
Stick to the center here and the tiles won't fall before you.  

You will enter a large corridor at the end of the tiled path. Stick to the middle of the corridor as 

long as possible, returning there for the corridor's final length. If done correctly, you'll perform 

an awesome jump through a ball of fire. 



 
The center path is definitely the most rewarding.  

Exiting the corridor, you'll enter another large structure, not unlike the one you drove through 

previously. Follow the red lines of the structure until you come to another pathway of exploding 

tiles. 

 
Lots of red roads; lots of repetition.  

Drive towards the blue arrow and then, when it moves, head to your right and take the ramp over 

the gap and to the next set of tiles. After landing the jump, take a sharp left, jumping to a 

structure with a red path. Follow the red path around the structure. 



 
This is the last of these structures, promise.  

Next, head into the second large corridor. Stick to the right for the first jump, then cut to the 

center and get to the far left. Ride this out until the end of the corridor. 

 
First, take the right ramp, then head to the left side of the structure.  

After exiting the corridor and taking the large jump at the end, take a right and follow the tiles 

around to the next blue arrow. As you approach the arrow, a large piece of the structure will 

smash the path ahead of you. Take a left! 



 
Watch out! It cuts the road off.  

Now that you have turned left, you're on the home stretch. Drive through the last of the 

exploding tiles and head towards the Frigate, which should now be in view. Make sure you have 

plenty of speed for the final jump into the hangar of the frigate. 

 
Hit this jump with as much speed as possible.  

You've finished the fight, but just barely. Enjoy the show; it's all cut-scenes from here!  

 

 

 

 

 

 



Controls: 

  

Differences between Halo 1 and 2 Control Schemes  

Due to the inclusion of equipment and the lack of black and white buttons on the Xbox 
360 controller, there are a few differences in the control scheme that are worth noting. 
The X Button in Halo 1 and 2 handled context sensitive actions such as activating 
switches, picking up weapons, reloading, and using turret. Now that the X button is 
used to deploy equipment, the Right Bumper now handles most these actions with a 

few exceptions. 
 
Grenades  

Switching between the three grenade types is now accomplished by the left bumper 

when not dual wielding. 
 
Dual Wielding  

Picking up a second weapon to dual wield is now performed by the left bumper within 
pick-up range. When dual wielding, each weapon is independently reloaded by its 

respective bumper rather than both being reloaded. 

Turrets  

To use a stationary turret, click the right bumper. A turret can be unmounted and used 

while moving. This is accomplished by using a stationary turret with the right bumper 

and pressing the B button to unmount it. 

Crouching  



There are now two options for crouching: (1) the classic method that requires the left 
analog stick to be clicked and held down to continue crouching, or (2) a toggle method 

which requires you to click LS to begin crouching, and again to stand. 

Voice Communication  

Proximity voice is heard automatically by those who are within a certain range. To 
communicate via headset (previously handled by the White button in Halo 2), tap any 

part of the directional pad and begin speaking. The channel will automatically close 

when the game detects that you are no longer speaking. 
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Follow the Arbiter : On any level where the Arbiter is around, he will show you the way if you get lost. 
You can always find him thanks to the big blue arrow above his head. 

Reload : You'll often forget to reload -- especially for that off-hand weapon -- so reload anytime you have 
a free moment, even if you're down a few rounds in the clip; you never know when you need a full round. 

Different grenades for different situations : You have four types of grenades at your disposal: flame, 
spike, plasma and frag. Spike and plasma grenades stick -- good against some enemies, but terrible 
when fighting the Flood. The point? You have options, so don’t just mash the RB button, but choose the 
grenade based on the current situation. 

Teammates : Before Halo 3, you teammates weren't known as the smartest of the bunch.  The allied A.I. 
in Halo 3, however, is quite good. Keep them alive and give them the most powerful weaponry you can, 
preferably a weapon that has a few shots left. Why? Because your teammates never run out of ammo. 

Don't always dual-wield : Dual-wielding has its ups and downs. Yes, you put out twice as much fire, but 
you can't throw grenades or melee unless you drop one of the weapons. 

Sneaky melee : Hitting enemies from behind is an instant kill. Moreover, it won't alert the others to your 
presence.  

Fire in bursts : Sure, you can unload a fully automatic gun in matter of seconds, but that doesn't mean 
that you should. Unless the enemy is right in front of you, fire your weapon in bursts. This will make your 
shots more accurate, as well as conserve ammo. 
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Equipment changes the way that you will play Halo 3. Depending on which piece you have, it 
will provide a chance to explore new strategies, making you an adaptable opponent.  

 Flare  
The flare sends out a radiant light, temporarily blinding 
all the enemies around it. Generally, unless it's the 
only item available, you shouldn't choose the flare over 
another item. 



 

Bubble Shield  

  

The Bubble Shield places a barrier around the area 
where it is deployed. This barrier is impervious to all 
forms of damage, keeping those inside the bubble 
safe. However, attacks can't go outside the bubble. 

 

 Energy Drainer  

  

The Energy Drainer is effective only against shielded 
enemies. The Drainer takes down enemy shields with 
its initial burst, and then charges up and explodes, 
finishing them off. 

 

 Grav Lift  The Grav Lift is a deployable jump pad, shooting you 
up into the air, giving you quick access to higher 
ground. Unfortunately, it also works for enemies. 



  

 

 Invincibility  

  

The name describes it all: makes you invincible for a 
short time. A valuable item, indeed, use it for the 
direst of situations. 

 

 Invisibility  

  

Gives you a temporary cloak. Use the invisibility to 
pass large groups of enemies, or to sneak up behind 
them 

 

 Jammer  
Available only in multiplayer, the Jammer jams the 
radars of your opponents, making fake targets appear 
on enemy radar. It's particularly useful to opponents 
who are trying to get close to their enemies in order to 
steal the flag or to execute them. 



  

 

 Portable Cover  

  

The Portable Cover is a one way shield device. When 
deployed, the person behind the shield can shoot 
from it (unless it's an energy weapon), and the shield 
absorbs all bullets shot at it. It does not stop rockets, 
however. 

 

 Trip Mine  

  

When deployed, this mine will explode whenever 
anyone or anything touches it.   

 

 Regenerator  

  

The Regenerator does the opposite of the Power 
Drainer; it charges shields. Like the Bubble Shield, it 
radiates out a small field, recharging the shields of 
anyone who is within it -- friendly or otherwise. Use 
these whenever you or your team is trying to take or 
hold a spot where you are outnumbered. 

 



 Auto Turret  

  

Similar to an immobile Sentinel, the auto turret is a 
deployable antipersonnel turret. Drop the auto turret 
in an area where you want to defend, and it will shoot 
at the enemy. 
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The weapons of Halo 3 are diverse. With two race's arsenals to choose from, you really have a 

chance to pick up a weapon that suits your play style. 

  
UNSC Weapons  

 Assault Rifle 

  

The Assault Rifle is back! And it's sweet. The rifle 
packs a punch, even at a distance. This is one 
weapon we frequently kept. 

 

 Battle Rifle 

  

Best used from a distance. The zoom feature makes it 
a nice weapon for headshots. 

 

Magnum 

  

The Magnum is a decent pistol. It packs a decent 
punch, and is great as an off-hand weapon. 

 



 SMG 

  

   

The SMG shoots ridiculously fast, and can be dual-
wielded. But it's not very powerful and is extremely 
inaccurate. Use this weapon as a last resort. 

 

 Rocket Launcher 

  

The Rocket Launcher fires high explosive projectiles. 
It is fantastic against all types of enemies, but don't 
shoot it when you're close to the blast! 

 

Shotgun 

  

  

In campaign mode, the Shotgun is great against the 
Flood. In multiplayer, it's great against opponents in 
close quarters.  

 

 Sniper Rifle 

  

With two levels of zoom, the sniper rifle is a 
sharpshooter's dream weapon. It is very powerful and 
can kill any enemy in just a few shots; one shot if you 
get a headshot. 

 

 Spartan Laser 

  

The Spartan Laser is the only battery operated 
weapon of the UNSC. It takes a few seconds to fire, 
and has a downtime between shots, but kills in one 
shot if you land it on any personnel. Highly effective at 
destroying enemy vehicles. 

 

 Flamethrower 
This weapon spits a line of fire, burning anything it 
touches. It does have a decent range if you arc the 
flames, though it can overheat or burn you if you 
touch something on fire. Use this in close quarters 
only, or against the Flood. 



  

 

 Missile Pod 

  

 A portable rocket firing turret, the missile pod can be 
used on top of the two weapons you normally carry 
and can also track vehicles 

 

 Turret  

  

 This turret fires powerful bullets at a high-rate. When 
detached, it provides the player with a high-powered 
machine gun that doesn't take up a weapon slot. 

  
Covenant Weapons 

Carbine 

  

The Carbine is the middle ground between an assault 
rifle and a sniper rifle. It can zoom, shoot 
semiautomatically, and is fairly high-powered. If you 
don’t have the option of a sniper rifle, the Carbine is a 
decent backup. 

 

 Beam Rifle 

  

   

The Covenant Beam rifle is the enemy version of a 
sniper rifle. It has two levels of zoom, is extremely 
powerful, but prone to overheating.  

 

 Brute Shot 
The Brute Shot is a rapid fire grenade launcher with a 
bladed bottom for a big melee attack. Able to kill most 
foes quickly, but the downside is its tiny clip, so make 
sure you don't miss. 



  

 

Mauler 

  

The Mauler is the Brute pistol. Essentially a portable 
sawed-off shotgun, the Mauler is highly effective in 
pairs, especially against the Flood. Use only in close 
quarters when playing multiplayer. 

 

 Brute Spiker 

  

This Brute Spiker is arguably the most powerful gun 
the Brutes can wield. It fires rapidly, does heavy 
amounts of damage in short to medium range. When 
dual-wielded, the Spikers tears through armor and 
shields like tenuous paper.  

   

 

 Needler 

  

The Needler can't be dual-wielded anymore, but that 
doesn't mean it won't blow the hell out of anyone who 
gets in its way. It fires rapidly, tracks enemies, and 
blows them up if they get enough needles in them. 
What's not to like? 

 

 Energy Sword 

Probably the most popular weapon in the Halo 
franchise, the Energy Sword returns with all the power 
the fans expected. Capable of killing targets with a 
single blow, the Energy Sword should be a priority 
whenever possible, ideally in conjunction with a long 
ranged weapon. 



  

 

 Flak Cannon 

  

The Flak Cannon is the Covenant answer to the 
rocket launcher. It fires high explosives over a long 
range.   

 

 Gravity Hammer 

  

One of the new additions to the Halo arsenal, the 
Gravity Hammer does not disappoint. Highly effective 
against the enemy, the Gravity Hammer does splash 
damage and heavy damage to the target who gets hit. 
Did we mention it's fun as hell to use? 

 

Plasma Pistol 

  

The Plasma Pistol is back, still capable of shooting 
charged shots that obliterate enemy shields. 
However, unlike previous games, the Plasma Pistol 
constantly drains the battery while charged, 
discouraging players from holding charged shots for 
prolonged periods of time. 

 

Plasma Rifle 
This is the all purpose Covenant weapon. It has good 
range, damage, and can be dual-wielded. You can't 
reload them, so just use them until the batteries are 
dead. 



  

 

Plasma Cannon 

  

  

The Plasma Turret fires high-powered bolts of 
plasma. Like all detachable turrets, it cannot be 
reloaded. Highly effective against all enemies.. 
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The ephemeral grenades. These sidekicks can be found all throughout your campaign 

in Halo 3, as well as in Multiplayer matches. It may take some practice to get down the 

timing of when these babies will explode, and the tossing techniques of each. But once 

you understand each of them, you'll be a formidable opponent. 

Frag Grenade 
 

   

The most basic of all grenades, you simply pull 

the pin and throw. It won't stick to enemies, but it 

will blast them to bits. 



  

 

Firebomb Grenade 
 

  

   

This grenade explodes upon contact. It doesn't 
matter if you hit an enemy or just the ground, the 
grenade will set it ablaze and damage anything 
that comes into contact with the fire. 

 

Spike Grenade 
 

  

   

The Brute grenade sticks to an enemy, just like 
the Plasma Grenade, but it doesn't have a typical 

explosion. When it blows it shoots out a hail of 
shrapnel, destroying or damaging multiple targets 

close to the explosion. Since it sticks to walls, the 
Spike Grenade is a good weapon to throw onto a 

doorway. 

 

Plasma Grenade 
 

   

The extremely powerful Plasma Grenade sticks to 
enemy players and NPCs. In Normal Mode, 
sticking a grenade on a Hunter kills them in a 

single shot. Use carefully. 



  

 
Vehicles Sep 25, 2007 Give Thumbs Up | Edit | History | Contributors  

Listed below are all of the vehicles from Halo 3. Some you can drive, some you can't. But it's good to 
have a general knowledge of what each one of them is capable of to help you finish the fight. 
 
UNSC 

Warthog  
 

 

The Warthog now comes in two variants: (1) an armed 
hog with a mounted turret carrying up to three people, 
(2) a troop transport without mounted weapons, but 
carries six people. The troop transport variant can only 
carry NPC passengers. 

 
Mongoose  
 

 

As the UNSC's infiltration vehicle, the Mongoose lacks 
weapons, but can carry two people, one of whom can 
shoot. The Mongoose, fast and nimble, is the ideal 
vehicle for shooting between positions. 

 

Hornet 
 

The UNSC's air superiority vehicle. It fires rockets and 
has a built in machine gun, capable of carrying two 
passengers on its sides. 



 
 
Scorpion  
 

 

The Scorpion tank is the human's heaviest machinery. 
It has one large cannon, capable of taking out even 
the toughest enemies, and can carry a compliment of 
five troops -- four passengers and one troop who 
operates the mounted machinegun. 

 
Pelican  
 

 

Though you are never given the chance to use a 
Pelican, they are the backbone of the human vehicular 
armament. They are responsible for flying in the 
heaviest equipment and troops, as well as rescuing 
you from a hot landing zone. 

 
Elephant  
 

 

A slow moving mobile base with one hell of a horn, the 
Elephant is only available in multiplayer games in the 
map Sandtrap. The Elephant has two turrets -- the one 
on the side can be detached -- and a Mongoose in its 
lower bay.  

 
 
COVENANT 

Ghost  
 

The Covenant's fast attack vehicle. The Ghost carries 
only one occupant, but it has high powered plasma 
cannons and the ability to "boost." Using either its 
plasma cannons or its boost ability, the Ghost is a 
powerful adversary.  



 
 
Wraith  
 

 

There are two Wraiths variations: (1) one made for 
antiair fire, and (2) the other built for offense, equipped 
with a high powered plasma explosive. Both should be 
approached cautiously, and used whenever possible. 

 
Prowler  
 

 

The Brute version of a Warthog, the Prowler carries 
multiple passengers, is fairly fast, and has a mounted 
plasma turret. The plasma turret seems to be stronger 
than that of the Warthog, but the Prowler seems less 
maneuverable. 

 
Chopper  
 

 

The Brute Chopper carries only one passenger, but it 
makes it up with brute force (hah!). It can either shoot 
a pair of high powered cannons, or perform a "boost" 
similar to a Ghost for a powerful kill. It is effective 
against both vehicles and troops, but not as 
maneuverable as the Ghost. 

 



Shade Turret  
 

 

The Shade Turret isn't portable, but what it lacks in 
portability it makes up in power. If you see a Shade 
Turret, it's best to take it out from afar, with a sniper 
rifle. 

   

 

Phantom 
 

  

The Covenant Phantom is the Covenant's answer to 
the Pelican. Equipped with large plasma turrets, the 
Phantom is a fast-insertion vehicle, allowing the 
Covenant to drop multiple ground troops into a zone. 
Destroyed only by heavy armaments. 

 

Banshee  
 

 

The Banshee is the Covenant fighter. It is equipped 
with plasma cannons and a missile launcher. It is higly 
maneuvarable, can gain speed rapidly, and can kill 
both ground troops and vehicles effectively. 

 
Scarab  
 

 

Though you never get the chance to operate a Scarab, 
you'll tackle them during Halo 3's single-player 
campaign. They have several turrets mounted on their 
sides, a large swiveling turret on top, and a main gun 
that shoots out of the "face" of the vehicle. Drive 
around them at high speeds and shoot out their leg 
joints, then blow their cores. 
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Halo 2 kept its multiplayer game fresh for so long by regularly adding to and mixing up the different 
gametypes, and dozens more were created by enterprising users setting their own rules in Custom 
games. We're sure to see some form of the more famous creations like Zombie in the final game, but 
here's what we have experienced in the Beta:  

VIP 
 
One member of each team is the VIP, endowed with an Overshield. Players only score points by killing a 
VIP, and the first team to 10 points wins. If a VIP dies, the next person on that team to respawn becomes 
the VIP (as far as we can tell). It's a great new mode, and allows for a lot of strategic choices in terms of 
choosing to use your powerful VIP on offense to hunt down the other teams' main man, or have them stay 
back and defend themselves. It works surprisingly well on Valhalla, making for some lengthy hunting 
matches. 
 
Territories  
 
It's so much better now. Territories was just measured chaos before, but it's much smarter and more 
enjoyable now. There are offensive and defensive rounds, and five Territories throughout the level during 
each round. One team must defend the Territories from being captured, while the other tries to capture as 
many as they can per round. They take a while to capture (though it can be sped up with multiple people), 
but once captured cannot be taken back. It works fantastically on High Ground, as capturing each territory 
basically means fighting deeper and deeper into the base as the round goes on. A huge improvement. 

Land Grab  
 
Also changed for Halo 3, Land Grab's capture points cannot be taken back after being captured, so each 
round is a competition to grab the majority of the five available plots. The team with the most captured at 
the end of the game wins. It's not as good as Territories, but certainly much better than its original form 
and still very fun. 
 
Capture the Flag  
 
It doesn't have any changes that we noticed, though it very rarely comes up. 
 
Oddball  
 
It seems the same as before, only the (now ludicrously-detailed) Oddball now always kills instantly with a 
single melee hit. It's also great to play in and around Bubble Shields and the shield doors on Snowbound. 
 
Assault  
 
The bomb doesn't need to be armed manually anymore; it automatically arms when you plant it, and 
counts down from 15, giving the other team a chance to disarm it before the time is up. We haven't played 
a ton of Assault, but it definitely seems to work better than before. 
 
King of the Hill 
 
The hill itself is now represented by a giant circular colored wall about 10 in-game feet high. It's somewhat 
translucent, but it's still difficult to see into or out of with any degree of accuracy. It definitely makes things 
more difficult for those in the hill; that may be for balance, but it's not necessarily more fun. Bungie may 
want to consider revising this, either lowering the height of the wall or making it a much lighter color. 
 
Slayer , etc . 
 
The other modes that we can recall all play identically to those in Halo 2.  
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Kill 5 opponents in a row without dying. 

  

Killing Frenzy!  
 

Kill 10 opponents in a row without dying. 

  

Running Riot! 
 

Kill 15 opponents in a row without dying.  

  

Rampage! 
 

Kill 20 opponents in a row without dying. 

  

Untouchable! 
 

Kill 25 opponents in a row without dying. 

  

Invincible!  
 

Kill 30 opponents in a row without dying.  

  

Killjoy!  
 

End an opponent's killing spree - any spree. 

  

Shotgun Spree! 
 

Kill 5 opponents in a row with a shotgun without dying. 



  

Open Season! (Formerly named Cheneymania!) 
 

Kill 10 opponents in a row with a shotgun without dying. 

  

Sniper Kill!  
 

Kill an opponent with a Sniper Rifle or Beam Rifle. 

  

Sniper Spree! 
 

Kill 5 opponents in a row with a sniper weapon without dying. 

  

Sharpshooter! 
 

Kill 10 opponents in a row with a sniper weapon without dying.  

  

Sword Spree! 
 

Kill 5 opponents in a row with the sword without dying. 

  

Slice 'n Dice! 
 

Kill 10 opponents in a row with the sword without dying. 

  

Double Kill!  
 

Kill 2 opponents within 4 seconds of the previous kill. 

  



Triple Kill!  
 

Kill 3 opponents within 4 seconds of the previous kill. 

  

Overkill!  
 

Kill 4 opponents within 4 seconds of the previous kill. 

  

Killtacular!  
 

Kill 5 opponents within 4 seconds of the previous kill. 

  

Killtrocity!  
 

Kill 6 opponents within 4 seconds of the previous kill. 

  

Killimanjaro!  

Kill 7 opponents within 4 seconds of the previous kill.  

  

Killtastrophe!  
 

Kill 8 opponents within 4 seconds of the previous kill.  

  

Killpocalypse!  

Kill 9 opponents within 4 seconds of the previous kill. 

  

Killionaire!  
 



Kill 10 opponents within 4 seconds of the previous kill.  

  

Laser Kill!  
 

Kill an opponent with the Spartan Laser. 

  

Grenade Stick! 
 

Kill an opponent by sticking them with a plasma or brute grenade. 

  

Beat Down! 
 

Hit and kill an opponent with a melee attack. 

  

Assassin! 
 

Hit and kill an opponent with a melee attack from behind. 

  

Bulltrue!  
 

Killed an opponent that was in the act of a sword lunge.  

  

Hijacker!  
 

Board a vehicle. 

  

Skyjacker! 

Board an aircraft by forcably removing the opponent in it. 



  

Wheelman! 
 

Be the driver of a vehicle when a passanger kills an opponent. 

  

Splatter! 
 

Hit and kill an opponent with a vehicle. 

  

Splatter Spree! 
 

Splatter 5 opponents in a row with a vehicle without dying. 

  

Vehicular Manslaughter! 
 

Splatter 10 opponents in a row with a vehicle without dying. 

  

Death From the Grave 
 

Kill an opponent after you have died. 

  

Extermination!  
 

Get an overkill on the opposing team that results in all of the team being dead.  

  

Perfection! 
 

Win a slayer game with a score of 15 or more kills without dying.  

  



Hail to the King!  
 

Kill five opponents in the hill without dying and the hill moving.  

  

Killed VIP!  
 

Kill an opponent's VIP in a VIP game. 

  

Killed Flag Carrier!  
 

Kill the opponent flag carrier in CTF. 

  

Flag Kill!  
 

Get a melee kill with the flag. 

  

Flag Score! 
 

Score the flag in CTF. 

  

Killed Bomb Carrier!  
 

Kill an opponent bomb carrier in Assault. 

  

Bomb Planted! 

Plant the bomb in Assualt. 

  

Oddball Kill! 
 



Get a melee kill while holding the oddball. 

  

Killed Juggernaut! 
 

Kill the Juggernaut in a Juggernaut game.  

  

Juggernaut Spree! 
 

Kill 5 opponents in a row as the Juggernaut without dying. 

  

Unstoppable! 
 

Kill 10 opponents in a row as the Juggernaut without dying.  

  

Unconfirmed, but detected in code for Halo 3 Beta.  

Incineration!  
Kill an opponent with a flame-based weapon. 

Last Man Standing! 
Be the last human in an infection game. 

Infection Spree! 
Kill 5 humans in a row as the zombie without dying. 

Mmmm Brains!  
Kill 10 humans in a row as the zombie without dying. 

Zombie Killing Spree! 
Kill 5 zombies in a row as the human without dying. 

Hell's Janitor!  
Kill 10 zombies in a row as the human without dying. 

Is Quisnam Protero Damno! 
Kill 15 zombies in a row as the human without dying.   
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Recruit - Grade 1 
 

 
Apprentice - Grade 1 
 

 
Private - Grade 1 
 

 
Corporal - Grade 1 
 

 
Corporal - Grade 2 
 

 
Sergeant - Grade 1 
 

 
Sergeant - Grade 2 
 

 
Sergeant - Grade 3 
 



 
Gunnery Sergeant - Grade 1 
 

 
Gunnery Sergeant - Grade 2 
 

 
Gunnery Sergeant - Grade 3 
 

 
Gunnery Sergeant - Grade 4 
 

 
Lieutenant - Grade 1 
 

 
Lieutenant - Grade 2 
 

 
Lieutenant - Grade 3 
 

 
Captain - Grade 1 
 

 



Captain - Grade 2 
 

 
Captain - Grade 3 
 

 
Major - Grade 1 
 

 
Major - Grade 2 
 

 
Major - Grade 3 

Posted by I Snix I on the360forum.com  
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Halo 2 had 21 maps when all was said and done, and with downloadable content being so hot and 
profitable, we may see even more than that in Halo 3's lifetime. The three maps that we get a taste of in 
the Beta aren't revolutionary in design, but they incorporate all of the new gameplay elements well, 
looking and sounding fantastic along the way. 

 

 

 

 

 

 

 

 

 



Valhalla  

 

 
 

Halo multiplayer wouldn't be complete without a large rectangular map, with a base at each end and a 
handful of vehicles. In Halo it was Blood Gulch, in Halo 2 it was Coagulation, and in Halo 3 it's been 
completely reimagined as Valhalla. Covered in rolling grassy hills and huge rocky outcroppings, it plays 
more like a summertime version of Halo 2's Containment than anything else. It also incorporates two of 
Halo 3's newest additions: the Mongoose (a Spartan ATV) and the Chief-launching Man Cannons.Each 
base has two Cannons on the main floor, which will shoot you to the center or side of the map depending 
on which you walk into. The bases also house a Sniper Rifle, Missile Pod, and a few more weapons in the 
basement, and Battle Rifles, Brute Spikers, SMGs, and grenades on the main floor. There's no longer 
room for a Banshee anywhere in the base, but as we see in the picture of the map, the Banshees will 
(probably) spawn behind the bases. 

Once you're decently armed, you can launch towards the center of the map to grab the Spartan Laser, or 
take the Warthog or one of the two Mongooses that respawn at the base. The middle sides of the map 
are fairly different -- one comprised of flatter land and a downed Pelican and caves to sneak around in, 
the other a twisting river with overhanging cliffs and a mounted gun turret to do with what you will. Since 
the Beta is limited to eight players right now, the map feels a little large, with few people taking advantage 
of the vehicles, but every mode we've played on it has still been a blast. 
The varied terrain affords players a ton of potential routes across without being caught in the open for 
more than a few seconds, and you really have to be on the ball when you're on defense in an objective-
based mode to see the enemy coming. Most conflict seems to take place near the center and sides of the 
map, not the bases themselves, but that should change once more players are added. Visually the map 
has a lot of nice touches, like actual grass and flowers covering the more verdant areas, a huge beautiful 
waterfall and a detailed, rushing river for your corpse to float down. 
 
High Ground  

 



 
 
  
An asymmetrical map perfect for one-flag Capture the Flag or Assault, High Ground fills a similar role to 
Halo 2's awesome Zanzibar map (which will also be in Halo 3, remade as Last Resort). A rocky slope 
leads up the front of a huge base (with a Sniper Rifle, Rocket Launcher and Grav Lift on the way), which 
is fronted by a giant gate (which can be opened with a mechanism inside), mounted turret and a small 
tower that houses a Spartan Laser. The inside of the base is varied and intricate, with all sorts of rooms, 
pipes and staircases that allow you to worm your way inside. Most of the action takes place around the 
base entrance and a small bunker outside that acts as another tunnel inwards if it isn't too heavily 
guarded.  

The balance of having a Sniper Rifle spawn far outside of the base and the Spartan Laser inside is a 
brilliant touch, making all of the ground in between much more dangerous, with these two weapons 
fighting for dominance during the initial charges of each round. Three Mongooses are also accessible on 
the map, one in the base and two at the beach (beginning of the slope). They're not quite as crucial as 
they would be on larger maps, but they can still make for some fun flag pickups, and they generally 
become a much bigger factor once the gate opens. High Ground is probably our favorite map in the beta, 
and we can't wait to learn all the intricacies of the base and watch thrilling 16-player matches unfold.  

Snowbound  

 



 
 
  
Here's the thing about Snowbound: It's not quite symmetrical, but it's not asymmetrical enough either. It's 
a weird complaint, but it makes for a degree of chaos and more of a hectic pace than we're used to from 
Halo multiplayer. It's not a bad thing necessarily, but we're still not quite used to it. Set on a snowy field 
aside icy outcroppings, the map houses two large Covenant bases dug into the snow, each with multiple 
entrances and a network of tunnels connecting them underground. There's also a small garage with a 
Ghost, two other entrances to the tunnels and a few other nooks and crannies. Giant automated Plasma 
guns will shoot you down if you stray too far from the main field, but it is possible(though very hard) to get 
past them, at which point you are blocked by an invisible wall. (note: the guns can be confused about 
which target to shoot if there are two or more people in range, which can be quite funny to do.   

Running around in the crunchy snow is fun, but the best battles take place around the entrances to the 
bases, which employ Bungie's new Shield Doors -- similar to the Bubble Shield, they can only be looked 
through and not fired through. Some great moments of caution and intensity take place around them, and 
you'll regularly save yourself by running through one at the last second. The Spartan Laser and Beam 
Rifle (which spawn at different bases) seem to dominate much of the outdoor action once they're up and 
running, but that power struggle is still an inviting conflict. The best modes we've tried on it are Land Grab 
and Oddball, though we're interested to see how Assault and some of Bungie's unannounced modes fare 
on it as well. 

 
Maps provided by Bungie.  
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Depending on what skill you're playing the game on, even the lowliest of these enemies will put 

up a good fight. They each serve their own purpose, but when combined on the battlefield, can 

work together in ways that will prove deadly to you. 

 Grunts (Unggoy) 
The Grunt is the backbone of the Covenant troops, 
fighting in large groups. They're often equipped with 
Plasma Pistols, but they also carry Needlers from 
time to time. Any weapon works well against them. 



  

 

 Jackal (Kig-Yar)  

  

These troops will be deployed in two ways. Either 
they will be deployed in a mixed unit, equipped with 
shields and Plasma Pistols, or placed solo with some 
sort of rifle. If they are shielded, use a grenade; when 
they are sniping you, use a sniper rifle.  

 

 Brute (Jiralhanae) 

  

Brutes are the most dangerous enemy you'll face in 
Halo 3. They come in a lot of different varieties. Some 
will use jet packs and wield Plasma Rifles, while 
others are heavily armored and wield Gravity 
Hammers. And some Brutes sit in shields with Brute 
Shots or Spikers. Approach them cautiously from a 
distance. Right before you finish them off, preferably 
with something powerful like a Rocket Launcher, they 
will charge you and try to melee you to death.  

 

 Hunters 
(Lekgolo) 

 Hunters, extremely dangerous in long and short range, always fight in pairs. 
If you put too much distance between them and yourself, they'll fire their high-
powered cannons; too little distance and they'll try to melee you to death. 
Keep them close, dodge their attacks, and then stick them with grenades or 
melee their back armor. 

 

 Drones 
(Yanme'e) 

 Drones are rarely deployed in Halo 3, but they can be very dangerous if 
you aren't properly equipped. They will drop out of the sky and attack you in 
large groups using Plasma Pistols. They are best dispatched with a turret or 
assault rifle 



 

 The Flood 

  

They start out as little balls of infectious death, but 
quickly transform your previous enemies, and allies 
alike, into mindless beasts. The Flood come in many 
forms, based primarily on what their host was before 
infection. For instance, marines transformed by the 
flood wield the weapons they did in life and shoot you 
as they approach. Best to keep your distance when 
you can, and then smash them with an Energy Sword 
or Gravity Hammer. 
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Follow the Arbiter : On any level where the Arbiter is around, he will show you the way if you get lost. 
You can always find him thanks to the big blue arrow above his head. 

Reload : You'll often forget to reload -- especially for that off-hand weapon -- so reload anytime you have 
a free moment, even if you're down a few rounds in the clip; you never know when you need a full round. 

Different grenades for different situations : You have four types of grenades at your disposal: flame, 
spike, plasma and frag. Spike and plasma grenades stick -- good against some enemies, but terrible 
when fighting the Flood. The point? You have options, so don’t just mash the RB button, but choose the 
grenade based on the current situation. 

Teammates : Before Halo 3, you teammates weren't known as the smartest of the bunch.  The allied A.I. 
in Halo 3, however, is quite good. Keep them alive and give them the most powerful weaponry you can, 
preferably a weapon that has a few shots left. Why? Because your teammates never run out of ammo. 

Don't always dual-wield : Dual-wielding has its ups and downs. Yes, you put out twice as much fire, but 
you can't throw grenades or melee unless you drop one of the weapons. 

Sneaky melee : Hitting enemies from behind is an instant kill. Moreover, it won't alert the others to your 
presence.  

Fire in bursts : Sure, you can unload a fully automatic gun in matter of seconds, but that doesn't mean 
that you should. Unless the enemy is right in front of you, fire your weapon in bursts. This will make your 
shots more accurate, as well as conserve ammo. 
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The weapons of Halo 3 are diverse. With two race's arsenals to choose from, you really have a 

chance to pick up a weapon that suits your play style. 

  
UNSC Weapons  

 Assault Rifle The Assault Rifle is back! And it's sweet. The rifle 
packs a punch, even at a distance. This is one 
weapon we frequently kept. 



  

 

 Battle Rifle 

  

Best used from a distance. The zoom feature makes it 
a nice weapon for headshots. 

 

Magnum 

  

The Magnum is a decent pistol. It packs a decent 
punch, and is great as an off-hand weapon. 

 

 SMG 

  

   

The SMG shoots ridiculously fast, and can be dual-
wielded. But it's not very powerful and is extremely 
inaccurate. Use this weapon as a last resort. 

 

 Rocket Launcher 

  

The Rocket Launcher fires high explosive projectiles. 
It is fantastic against all types of enemies, but don't 
shoot it when you're close to the blast! 

 



Shotgun 

  

  

In campaign mode, the Shotgun is great against the 
Flood. In multiplayer, it's great against opponents in 
close quarters.  

 

 Sniper Rifle 

  

With two levels of zoom, the sniper rifle is a 
sharpshooter's dream weapon. It is very powerful and 
can kill any enemy in just a few shots; one shot if you 
get a headshot. 

 

 Spartan Laser 

  

The Spartan Laser is the only battery operated 
weapon of the UNSC. It takes a few seconds to fire, 
and has a downtime between shots, but kills in one 
shot if you land it on any personnel. Highly effective at 
destroying enemy vehicles. 

 

 Flamethrower 

  

This weapon spits a line of fire, burning anything it 
touches. It does have a decent range if you arc the 
flames, though it can overheat or burn you if you 
touch something on fire. Use this in close quarters 
only, or against the Flood. 

 

 Missile Pod 

  

 A portable rocket firing turret, the missile pod can be 
used on top of the two weapons you normally carry 
and can also track vehicles 

 

 Turret   This turret fires powerful bullets at a high-rate. When 
detached, it provides the player with a high-powered 
machine gun that doesn't take up a weapon slot. 



  

  
Covenant Weapons 

Carbine 

  

The Carbine is the middle ground between an assault 
rifle and a sniper rifle. It can zoom, shoot 
semiautomatically, and is fairly high-powered. If you 
don’t have the option of a sniper rifle, the Carbine is a 
decent backup. 

 

 Beam Rifle 

  

   

The Covenant Beam rifle is the enemy version of a 
sniper rifle. It has two levels of zoom, is extremely 
powerful, but prone to overheating.  

 

 Brute Shot 

  

The Brute Shot is a rapid fire grenade launcher with a 
bladed bottom for a big melee attack. Able to kill most 
foes quickly, but the downside is its tiny clip, so make 
sure you don't miss. 

 

Mauler 

  

The Mauler is the Brute pistol. Essentially a portable 
sawed-off shotgun, the Mauler is highly effective in 
pairs, especially against the Flood. Use only in close 
quarters when playing multiplayer. 

 



 Brute Spiker 

  

This Brute Spiker is arguably the most powerful gun 
the Brutes can wield. It fires rapidly, does heavy 
amounts of damage in short to medium range. When 
dual-wielded, the Spikers tears through armor and 
shields like tenuous paper.  

   

 

 Needler 

  

The Needler can't be dual-wielded anymore, but that 
doesn't mean it won't blow the hell out of anyone who 
gets in its way. It fires rapidly, tracks enemies, and 
blows them up if they get enough needles in them. 
What's not to like? 

 

 Energy Sword 

  

Probably the most popular weapon in the Halo 
franchise, the Energy Sword returns with all the power 
the fans expected. Capable of killing targets with a 
single blow, the Energy Sword should be a priority 
whenever possible, ideally in conjunction with a long 
ranged weapon. 

 

 Flak Cannon 

  

The Flak Cannon is the Covenant answer to the 
rocket launcher. It fires high explosives over a long 
range.   

 

 Gravity Hammer 

  

One of the new additions to the Halo arsenal, the 
Gravity Hammer does not disappoint. Highly effective 
against the enemy, the Gravity Hammer does splash 
damage and heavy damage to the target who gets hit. 
Did we mention it's fun as hell to use? 

 



Plasma Pistol 

  

The Plasma Pistol is back, still capable of shooting 
charged shots that obliterate enemy shields. 
However, unlike previous games, the Plasma Pistol 
constantly drains the battery while charged, 
discouraging players from holding charged shots for 
prolonged periods of time. 

 

Plasma Rifle 

  

This is the all purpose Covenant weapon. It has good 
range, damage, and can be dual-wielded. You can't 
reload them, so just use them until the batteries are 
dead. 

 

Plasma Cannon 

  

  

The Plasma Turret fires high-powered bolts of 
plasma. Like all detachable turrets, it cannot be 
reloaded. Highly effective against all enemies.. 

Modes Sep 25, 2007 Give Thumbs Up | Edit | History | Contributors  

Halo 2 kept its multiplayer game fresh for so long by regularly adding to and mixing up the different 
gametypes, and dozens more were created by enterprising users setting their own rules in Custom 
games. We're sure to see some form of the more famous creations like Zombie in the final game, but 
here's what we have experienced in the Beta:  



VIP 
 
One member of each team is the VIP, endowed with an Overshield. Players only score points by killing a 
VIP, and the first team to 10 points wins. If a VIP dies, the next person on that team to respawn becomes 
the VIP (as far as we can tell). It's a great new mode, and allows for a lot of strategic choices in terms of 
choosing to use your powerful VIP on offense to hunt down the other teams' main man, or have them stay 
back and defend themselves. It works surprisingly well on Valhalla, making for some lengthy hunting 
matches. 
 
Territories  
 
It's so much better now. Territories was just measured chaos before, but it's much smarter and more 
enjoyable now. There are offensive and defensive rounds, and five Territories throughout the level during 
each round. One team must defend the Territories from being captured, while the other tries to capture as 
many as they can per round. They take a while to capture (though it can be sped up with multiple people), 
but once captured cannot be taken back. It works fantastically on High Ground, as capturing each territory 
basically means fighting deeper and deeper into the base as the round goes on. A huge improvement. 

Land Grab  
 
Also changed for Halo 3, Land Grab's capture points cannot be taken back after being captured, so each 
round is a competition to grab the majority of the five available plots. The team with the most captured at 
the end of the game wins. It's not as good as Territories, but certainly much better than its original form 
and still very fun. 
 
Capture the Flag  
 
It doesn't have any changes that we noticed, though it very rarely comes up. 
 
Oddball  
 
It seems the same as before, only the (now ludicrously-detailed) Oddball now always kills instantly with a 
single melee hit. It's also great to play in and around Bubble Shields and the shield doors on Snowbound. 
 
Assault  
 
The bomb doesn't need to be armed manually anymore; it automatically arms when you plant it, and 
counts down from 15, giving the other team a chance to disarm it before the time is up. We haven't played 
a ton of Assault, but it definitely seems to work better than before. 
 
King of the Hill 
 
The hill itself is now represented by a giant circular colored wall about 10 in-game feet high. It's somewhat 
translucent, but it's still difficult to see into or out of with any degree of accuracy. It definitely makes things 
more difficult for those in the hill; that may be for balance, but it's not necessarily more fun. Bungie may 
want to consider revising this, either lowering the height of the wall or making it a much lighter color. 
 

Slayer , etc . 
 
The other modes that we can recall all play identically to those in Halo 2.  

Multiplayer Strategies Jun 7, 2007 Give Thumbs Up | Edit | History | Contributors  

Halo 2 is widely regarded as the best console game to play online, with the stats to prove it: at 

last count, over 800 million man hours have been logged. That said, it's still far from being an 
accessible game, and the Halo 3 Beta is already scaring off reams of newcomers popping their 

heads in to see what all the fuss is about. They hop on, get slaughtered from five different 



directions before they can get their bearings, and curse Bungie's name while tears of frustration 

roll down their cheeks.  

Well, we want you be as excited as some of us are for Halo 3 to drop on September 25th. 
Campaign and co-op will be great and all (just an educated guess), but the legs of the game will 
likely lie online once again; and you're not going to be interested in logging 800 million hours of 
your own until you can fend for yourself. Learning the maps is what will take you from regular 

player to competitor, but you shouldn't have to do that to enjoy it at a very basic level. Here are a 
few relatively general bits of info to keep in mind; absorb them all, and you're well on your way 
to dying less, if not becoming a deviously ruthless mastermind assassin (*not guaranteed by any 

means, particularly if you simply suck). 

Grenades 

This isn't an ordered "Top Ten" list, but Grenades would be #1 if it were. Simply, the man who 
uses grenades will defeat the man without in an overwhelming majority of scenarios, and it's 

surprising how many players treat them as their last line of defense. As long as you're not 
fighting on a narrow ledge, you should be throwing Frag and Plasma grenades before you shoot 

(and during shooting, of course). And you throw grenades at an enemy's feet, not their head. If 
they're backing towards a wall, throw it past them. The goal is to explode it near them, not on 

them (unless you're trying to stick them with a Plasma or Spike grenade). The more you throw, 
the more accustomed you'll get to leading them -- throwing it where they're going to be rather 
than where they are -- but for now just focus on making grenades an immediate go-to part of 
your arsenal, and make sure you have a couple on you at all times (more important than, say, 
going out of your way for the rocket launcher).  

Reloading 

This goes for most shooters, but it still needs to be said: reload constantly when you're not in the 

middle of firing. It simply takes a tap on the corresponding bumper, and you'll completely 

eliminate potential deaths due to running out of ammo before your opponent. Those precious few 
seconds can make quite a difference in finishing someone off , especially if you can stop their 

shield from recharging. It's also very important to recognize that the reload animations for some 

weapons, like the shotgun, can be interrupted simply by firing. So you have no excuse not to. 

Use the radar 

Consider this equivalent to looking at the "Upcoming Piece" window in Tetris; without using it, 
you're only dealing with problems at the last possible minute. We spoke to a few Halo whiners, 
er, outsiders, and their biggest complaint, unanimously, was being shot before they even saw 

their enemy. Even some of the Halo vets around here (we'll keep identity a secret, just call them 

Shmark Shmackdonald), don't use the radar much. It is absolutely crucial to be aware of it at all 

times. It doesn't mean you have to be staring at it instead of what's ahead of you, but you must 

catch little red enemy dots as they pop up. It's also incredibly helpful in the middle of the battle; 



good players can keep foes on the opposite side of a rock for quite a while simply by watching 
their radar and acting accordingly. It's also important to note that you don't appear on radar while 

ducking or standing still, so use that to your advantage. It's shockingly easy to sneak all the way 
to the back of an enemy base simply by ducking and hugging the walls, or getting the drop on 

someone in a chase by turning a corner and standing still.  

Know the weapon ranges  

If we had a Golden Graham for every time we see someone chasing an enemy with a shotgun, 
firing over and over at midrange and doing next to no damage, we'd have a tasty bowl of cereal. 
If you don't know that a shotgun is only effective at close range, you may be beyond help. But 
other weapons aren't so easy to tell; while the Covenant Carbine is very effective mid to close 

range, the human equivalent, the Battle Rifle, becomes more ineffective the closer your foe gets. 
It really takes some time with each weapon to be comfortable with knowing its limits, but it 

helps a ton once you do. And when you have an Assault Rifle and your opponent has an SMG, 
it's nice to be able to tell immediately that the battle is yours if you simply stay slightly far 

enough away. Again, it's just something you'll get better at with experience, but watch what your 

teammates and enemies use effectively, and try to get a good sense of where they're using it from.  

Find your sensitivity 

If you don't know what this is, go into the control setting and note that you can adjust your look 

sensitivity under or well over the default. A simply tweak of a sensitivity level or two can make 

a world of difference in your kill count and basic enjoyment of the game. It's a matter of finding 
a balance between being able to keep up with the action around you and still engage in it 

effectively. And slower is better for some people, as being able to whirl around to face foes 

won't help if you can't hit them. Take it up, take it down, tweak it all around. In Halo 3 you can 

adjust it at any point, even during a game, so play around with it until you're comfortable. It's 
probably the most tangible change you make to your experience without completely remapping 
the controls, and can turn around a struggling player in minutes. 

Girls like a sensitive guy. 

Know how your shield works, or, Retreat! 

Here's how it works: your armor has a shield, which recharges itself when unharmed for a few 

seconds. If it's depleted entirely, your health will start to drain. You might be familiar with the 
system since it's now the standard for shooters thanks to the first Halo, but it's even more 

important to appreciate in multiplayer. Ducking out of a battle for a second or two to get some 
shield back can quickly change the outcome, as can recognizing when exactly your opponent's 

shield has dropped (and go in for the melee kill). By that same token, there are many battles 
worth leaving entirely; if you have no shield and little life and you're unclear of you're foes 
health situation, it's not really worth the risk to stick around if you don't have to. Toss a grenade 
at your feet and simply run away, and breath a sigh of relief as you watch and hear your shield 



refill. Too many new players simply run out in the open and empty everything they're got into 
the enemy, inevitably dropping first; experienced players will wait for just the right time to make 

their move, and fight in spurts to maximize their shield. 

Know what's killing you , or, Listen Up! 

A ghost sounds completely different than a Brute Shot, and knowing what's rapidly dropping 

your shield from behind is important. Don't play without sound, and just keep an ear open for the 

noises associated with different items in the game. Even if you can see your assaulter, it's 

sometimes tough to tell what's hitting you in the face without knowing what it sounds like. 
You'll just get better at with time, but it helps if you realize how important it is. And with the 

absolutely ear-dropping sound design in Halo 3, it will only become more crucial. 

Melee 

If you're within a few feet of your opponent, stop firing and go for the melee. Every. Time. Halo 
3's melee doesn't quite pull you towards your target as much as Halo 2 did, but it's still a key part 

of your arsenal to be aware of. Weapons, grenades and melee are the pyramid of Halo offense, 
but many people only take advantage their guns. It's not just about one-hit kills from behind 
(which are satisfying nonetheless), it's about dropping your opponent quickly in a face-to-face 

bout, before they can finish off that clip in you. Once you get good at it, combat is simply a 
matter of snaking towards your opponent, popping shots and firing off grenades, until you're 

close enough for the killing blow. The Brute Shot and Brute Spiker have blades on the bottom, 
so they're even more effective, and melee is even better when you're in the air. Jumping down 
onto foes and hitting them just before you land isn't as hard as you think, and makes you feel like 

a sci-fi ninja.  

Headshots 

Master Chiefs have a good amount of health, and focusing your fire at the head simply takes less 

time to kill them. It's not about fancy sniper headshots or any advanced techniques, it's just about 

moving your targeting slightly upwards. Of course if you can't hit the broad side of a Covenant 
base you're still better off going for the widest target, their body, but if you're willing to play a 

bit more risky, go for the face, or general shoulder/neck area. Don't completely leave your 
comfort zone, but if you just keep the Zombie Principle of killing in mind, you should wind up 

with a few more kills.  

Make friends 

The party system in Halo 2 and  3 is still the best way to play online by far. Take advantage of it, 
and party up with friendly, tolerable folk when you run across them. It's okay to be a bit of a 
nerd and immerse yourself in the community, and it will simply make your experience more 

rewarding. The only thing better than getting an awesome unlikely victory is sharing it with 



someone. Hit up message boards, go after your friends' friends or Recent Players list if you have 

to, but find people who you can play with every time you hop on. No game will last you forever 
by yourself, but if you can take advantage of the social aspect as well it becomes more than just 

videogame, and that's what makes Halo so great. And hellooo Saved Films. 

Duck-jumping , the first step to intermediacy 

Duck-jumping will open up new ways to navigate levels once you get it down. Visuals help with 
the explanation, but just think about it logically: if you duck when you jump, pulling your legs 

up, less of you needs to clear a ledge for a landing. You can make a lot of jumps you couldn't 

make otherwise, and generally expand your maneuverability. Leave jumps as late as you 

possibly can, and duck right before you land. It takes some people a while for it to "click," but 
once you've hit it a few times you'll rarely miss them, and have a significant advantage in getting 

around more complex areas of levels. 
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Iron Skull - Sierra 117  

At the end of the level. Face the Pelican that arrives (no, don't get on it). Turn 90 

degrees left and jump onto the large ledge. Walk all the way down until you see another 

(thinner) ledge on the building in front of you. Jump onto it and follow it all the way to 

the end where the Skull sits in the shadows. 

Black Eye Skull - Crow's Nest 
 
At the start, there is a massive pipe above you with the skull on top. Walk up the two 

small stairs and on the left there's some shelves you can jump on to. Jump up to the 

metal bars and then onto the pipe. Continue to the end where you'll see a Skull. Plus, 
you don't have to use the RB button to pick this one up. 

Tough Luck Skull - Tsavo Highway 
 
This skull is located after you go through the shield that blocks the road. (After you hear 

the guy on the radio request help.) You'll exit onto a bridge with a large pipe on your left. 
Climb up one of the yellow ladders and turn right. Continue down and jump over the 

yellow guard thing that blocks your way. Immediately turn left and jump all the way 

down on the grey support below. Walk down the support and look left, you'll see a ledge 

coming out of the cliff. On the ledge is the Skull. 

Catch Skull - The Storm 
 

From the start continue through the level until you're outside. Grab a vehicle and kill the 



enemies such as the Wraiths. Then go to the top right corner on the plains where there 

is some sort of small silo tower. The Skull is sitting on top. To get to the skull: Grenade 
jump up, or if that doesn’t get you high enough park a vehicle by it and use that for extra 

lift. (To grenade jump, face where you want to go, then throw a grenade just in front of 

your feet, then run and jump towards your desired location. The explosion beneath will 
give you extra lift and hopefully not kill you!) 

Fog Skull - Floodgate 
 
At the very start of the level, as you walk up the stairs leading into the town (the marines 
will start talking), look straight up and right to the first building on your right (past the 

missile turret). A single Flood will appear and then jump across, and out the map. Shoot 

him before he jumps and the Skull will fly down to the ground. However, if you shoot 

him too early the Skull will land on the roof and you will have to try again. Do not 

mistake him for the two Flood that jump onto the roof of the building in directly ahead. 

Famine Skull - The Ark 
 

This skull is located after you get the Mongoose and drive over some small cliffs. Then 

you have a choice: straight on or turn right. (Either way you have to go down the right 

path later.) Continue down the path and defeat the Ghosts that attack you, under a big 

"metal cover thing." Then, after coming out from under the big "metal cover thing," turn 

right to go up a path leading to some enemies and a small cave/tunnel. Instead, stop on 

the path, and look right to see a bolder jutting out of the rock. Hop on the top of the 

bolder and up onto the rock. Then jump over onto the top of the big "metal cover thing" 

(mentioned earlier). Turn left and walk up to the last support that juts out the Skull is at 

the end of it. This next bit can be a bit tricky. Using a grenade, grenade jump forwards 

and onto the support. Pick up the Skull. (To grenade jump first face where you want to 
go, then throw a grenade just in front of your feet, then run and jump towards your 

desired location. The explosion beneath will give you extra lift and hopefully not kill you!) 

Thunderstorm Skull - The Covenant 
 
This skull is located on the second tower. After shutting down the first tower, grab the 

hornet and fly over to tower two. Once you land, head up the staircases as if you were 
going to the entrance, but just before look towards the centre to see the dividing 

staircase that leads to a platform. Walk to the end, and the Skull is on the ground. 

Tilt Skull - Cortana 
 
Continue through the level until you drop down into an open, fleshy hole, into a small 

room with an open door and an Energy Sword beside a dead Elite to the right. In the 

next room is a circular floor. Walk straight in (kill the flood first) to the middle of the 



platform and turn left 90 degrees. You should see two small ramps leading downwards. 
Hop on to the divider of the ramps and up onto the "mushroom like" platform coming out 
of the wall to your left. (Cortana will say some weird stuff about playing games.) Then 

jump again onto the next platform just above you. Turn around 180 and look up, jump to 

the next platform and run across the fleshy pipe onto, a bigger, purple platform. Sitting 

in the centre, in a puddle of bones and fluid, is the Skull. 

Mythic Skull - Halo 
 
This Skull is at the beginning of the level. Head into the cave in front of you, straight 

away keep to the right, and there is a small path that leads off to some rocks. The skull 

is sitting in front of them. 
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Blind Skull - Sierra 117 
After you defeat the first set of enemies you encounter continue downstream and after the 
waterfall hug the right hand wall. Continue until you reach the cliff edge, you'll see that there is 

a rock platform sticking out straight in front of you over the cliff. The skull is on the platform. 
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The Ark  

1. In the first building, turn left and go through the door. You should be in a curved corridor, 
and the terminal is just on the side. 

2. After the "floating blue thing" opens the door, continue through until you activate a 

bridge. Turn around and the terminal is in front of you. (It only opens after you activate 

the bridge.) 
3. After you defeat the Scarab and enter the buildings, and you have killed the sleeping 

Covenant, go down the ramp to a locked door (you must take the left door). Then, go 

down another (larger) ramp. At the back of this ramp, go round the back to find a small 

room containing the terminal. 

The Covenant 

1. In the first tower, before you go up the lift, cross it to the other side. There is a terminal 

in the darkness. 
2. In the second tower (the one the Elites took). Go to the tower entrance, (it's locked) turn 

around and then terminal is in front of you. 
3. In the third tower, (just like in the first tower) before you go up the lift, cross it to the 

other side. There is a terminal. 



Halo 

1. After you exit the first cave at the start of the level keep right and take the icy slope upto 
a building (heading back on yourself). The terminal is inside.  
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Description: Gamerscore in the parenthesis.  
 

Add Entries
 

UNLOCKABLE  HOW TO UNLOCK    

Landfall (20)  Finish the first mission of the Campaign on 

Normal, Heroic, or Legendary.  
Edit 

Holdout (20)  Finish the second mission of the Campaign 

on Normal, Heroic, or Legendary.  
Edit 

The Road (20)  Finish the third mission of the Campaign 

on Normal, Heroic, or Legendary.  
Edit 

Assault (30)  Finish the fourth mission of the Campaign 

on Normal, Heroic, or Legendary.  
Edit 

Cleansing (30)  Finish the fifth mission of the Campaign 

on Normal, Heroic, or Legendary.  
Edit 

Refuge (30)  Finish the sixth mission of the Campaign 
on Normal, Heroic, or Legendary.  

Edit 

Last Stand (40)  Finish the seventh mission of the 
Campaign on Normal, Heroic, or 

Legendary.  

Edit 

The Key (40) Finish the seventh mission of the 
Campaign on Normal, Heroic, or 

Legendary.  

Edit 

Return (50)  Finish the final mission of the Campaign 
on Normal, Heroic, or Legendary.  

Edit 



Campaign Complete: Normal (125)  Finish the Campaign on Normal.  Edit 

Campaign Complete: Heroic (125)  Finish the Campaign on Heroic Edit 

Campaign Complete: Legendary (125)  Finish the Campaign on Legendary  Edit 

Iron (10)  Finish the Campaign on Normal, Heroic, 
or Legendary, then find and claim this 

skull.  

Edit 

Black Eye (10)  Finish the Campaign on Normal, Heroic, 
or Legendary, then find and claim this 

skull.  

Edit 

Tough Luck (10)  Finish the Campaign on Normal, Heroic, 
or Legendary, then find and claim this 

skull.  

Edit 

Catch (10)  Finish the Campaign on Normal, Heroic, 
or Legendary, then find and claim this 

skull.  

Edit 

Fog (10)  Finish the Campaign on Normal, Heroic, 
or Legendary, then find and claim this 

skull.  

Edit 

Famine (10)  Finish the Campaign on Normal, Heroic, 
or Legendary, then find and claim this 

skull.  

Edit 

Thunderstorm (10)  Finish the Campaign on Normal, Heroic, 
or Legendary, then find and claim this 

skull.  

Edit 

Tilt (10)  Finish the Campaign on Normal, Heroic, 
or Legendary, then find and claim this 

skull.  

Edit 

Tilt (10) Find and claim this skull when playing on 
Normal, Heroic or Legendary difficulty. 

Edit 

Mythic (10) Find and claim this skull when playing on 

Normal, Heroic or Legendary difficulty. 
Edit 



Graduate (10) Earn 5 EXP or finish 10 games to complete 
the requirements for basic training 

(Online). 

Edit 

UNSC Spartan (15) Earn your Sergeant rating to be recognized 
as a true Spartan (Online). 

Edit 

Spartan Officer (25) Advance to the Spartan Officer ranks 

(Online). 
Edit 

Two for One (5) Score a Double Kill with a single spartan 
laser shot in a ranked free for all playlist 
(Online). 

Edit 

Too Close to the Sun (5) Destroy an enemy banshee with the spartan 
laser or missile pod in a ranked playlist or 

in campaign. 

Edit 

Triple Kill (5) Kill 3 enemies within 4 seconds of one 
another in a ranked free for all playlist 
(Online). 

Edit 

Overkill (5) Kill 4 enemies within 4 seconds of one 
another in a ranked free for all playlist 

(Online). 

Edit 

Lee R Wilson Memorial (5) Score 5 grenade sticks in any ranked free 
for all playlist (Online). 

Edit 

We're in for some Chop (5) Destroy an enemy vehicle with equipment 
in a ranked playlist or in campaign. 

Edit 

Killing Frenzy (5) Kill 10 enemies without dying in any 
ranked free for all playlist (Online). 

Edit 

Steppin' Razor (5) Score a Triple Kill with the sword in a 
ranked free for all playlist (Online). 

Edit 

Mongoose Mowdown (5) Splatter an enemy with the mongoose in a 
ranked free for all playlist (Online). 

Edit 

Up Close and Personal (5) Kill 5 enemies by melee or assassination in 

a ranked free for all playlist (Online). 
Edit 

Fear the Pink Mist (5) Kill 5 enemies with the needler in a ranked Edit 



free for all playlist or in campaign. 

Headshot Honcho (5) Kill 10 enemies with headshots in a ranked 
free for all playlist or in campaign. 

Edit 

Used Car Salesman (5) Destroy a vehicle that has three enemies in 

it in a ranked playlist or in campaign. 
Edit 

Marathon Man (40) Locate and access all Terminals in the 

Campaign. 
Edit 

MVP (5) Earn the MVP in any ranked playlist 

(Online). 
Edit 

Maybe Next Time Buddy (5) Board the same vehicle within 10 seconds 
after being boarded in any free for all 
playlist (Online). 

Edit 

Guerilla (10) Score over 15,000 points in the Campaign 

meta-game on the first mission. 
Edit 

Demon (10) Score over 15,000 points in the Campaign 

meta-game on the second mission. 
Edit 

Cavalier (10) Score over 15,000 points in the Campaign 

meta-game on the third mission. 
Edit 

Askar (10) Score over 15,000 points in the Campaign 

meta-game on the fourth mission. 
Edit 

Exterminator (10) Score over 15,000 points in the Campaign 

meta-game on the fifth mission. 
Edit 

Ranger (10) Score over 50,000 points in the Campaign 

meta-game on the sixth mission. 
Edit 

Vanguard (10) Score over 50,000 points in the Campaign 

meta-game on the seventh mission. 
Edit 

Orpheus (10) Score over 15,000 points in the Campaign 

meta-game on the eighth mission. 
Edit 

Reclaimer (10) Score over 15,000 points in the Campaign Edit 



meta-game on the final mission. 
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Description: Armor Variants  
Where Entered: Complete each of the tasks below to unlock the specific Armor Variant.  
 

Add Entries
 

UNLOCKABLE  HOW TO UNLOCK    

Spartan EVA Body Piece Complete Tsavo Highway on Normal, 
Heroic, or Legendary 

Edit 

Spartan EOD Body Piece Complete Tsavo Highway on Legendary Edit 

Spartan Scout Body Piece Unlock "Too Close to the Sun" 
Achievement 

Edit 

Elite Flight Body Piece Complete Tsavo Highway on Heroic or 
Legendary 

Edit 

Elite Ascetic Body Piece Unlock "Up Close and Personal" 
Achievement  

Edit 

Elite Commando Body Piece Unlock "Triple Kill" Achievement Edit 

Spartan EVA Shoulder Piece  Complete The Ark on Normal, Heroic, or 
Legendary 

Edit 

Spartan EOD Shoulder Piece  Complete The Ark on Legendary Edit 

Spartan Security Shoulder Piece  Earn 750 Gamerscore Points Edit 

Spartan Scout Shoulder Piece  Unlock "We're in for some Chop" 
Achievement  

Edit 

Elite Flight Shoulder Piece  Complete The Ark on Heroic or Legendary Edit 

Elite Ascetic Shoulder Piece  Unlock "Overkill" Achievement Edit 

Elite Commando Shoulder Piece  Unlock "Killing Frenzy" Achievement Edit 

Spartan EVA Head Piece  Complete Campaign on Normal, Heroic, Edit 



or Legendary 

Spartan EOD Head Piece  Complete Campaign on Legendary Edit 

Spartan Security Head Piece  Earn 1,000 Gamerscore Points Edit 

Spartan Scout Head Piece  Unlock "Used Car Salesman" 
Achievement  

Edit 

Spartan Mark V Head Piece  Unlock "UNSC Spartan" Achievement Edit 

Spartan ODST Head Piece  Unlock "Spartan Graduate" Achievement  Edit 

Spartan Rogue Head Piece  Unlock "Spartan Officer" Achievement  Edit 

Elite Flight Head Piece  Complete Campaign on Heroic or 
Legendary 

Edit 

Elite Ascetic Head Piece  Unlock "Steppin' Razor" Achievement Edit 

Elite Commando Head Piece  Unlock "Overkill" Achievement Edit 

- - Edit 
 
   


