Gamephobic.com – Halo 3 Battle Rifle (BR) Guide.


The Battle Rifle:

The Battle Rifle is an excellent all around weapon. It is very useful at medium to long range and, in the right hands, can be more effective than the Assault Rifle at close range. Although it is not a standard start weapon, from time to time you will undoubtedly find yourself in Battle Rifle matches. Not being well versed with the Battle Rifle will severely limit your success in such situations. This guide will attempt to explain the reasons and ways in which the Battle Rifle can and should be utilized to help you gain the upper-hand on any map in any situation. We will compare the weapons usefulness against other weapons in the game and attempt to determine which situations would favor the Battle Rifle over another weapon. 
Specifics of the BR:


The BR is a unique weapon in that it fires a 3 shot burst with each trigger pull. Unlike the Assault Rifle we are all familiar with, continuously holding the trigger down while wielding the BR will not produce a machinegun spray. Some may consider this a disadvantage, as the more ammo you can pump out in a short period of time increases the amount that may land on the target. As this is true, it is valid to consider that the Battle Rifle’s ammo causes more damage than that of the Assault Rifle. Another difference between the BR and the AR is the fact that the Battle Rifle gives increased damage for shots landing to enemies heads after his shields are depleted. To be precise, the BR requires 3 shots to the body to fully deplete shields and another 2 shots to finish an enemy off (or 1 additional shot to the head). The Assault Rifle on the other hand, must have 16 rounds land to complete a kill, with no bonus for hits landing to the head.

Much like the Sniper Rifle, the Battle Rifle allows the user to zoom in on targets using its scope. You will only have one level of zoom with the Battle Rifle however. It is also important to point out that you lose the view and thusly the use of your radar when looking through the scope. This would allow people to sneak up on you more easily for a single melee to the back assassination. While utilizing the scope, getting hit with a single shot will cause you to ‘un-scope’ or pop out of the scope view. This in some ways is good as it automatically returns you to a standard view where you have use of your radar. However, unexpectedly shifting from the scope view to the standard view might cause you to become disoriented and slow your reaction time. A possible way to avoid this would be to always have cover available or an escape route planned prior to entering the scoped view. This will allow you to, at a moment’s notice, easily slip out of an enemies view and prepare for whatever happens next.  Also, a moving target must be lead for the rounds to land. This means that you must aim a bit ahead of an enemy as to cause the bullets to arrive at the target at the same time the target enters the line of fire. This might sound quite complex, however, with a little bit of practice this is easily understood and implemented.

Battle Rifle Tips:

· Practice… Load a forge game on Last Resort. Set your secondary weapon to the Battle Rifle and the ammunition to infinite. Run around the map taking aim at the many plasma coils. Attempt to jump off of objects and destroy your target plasma coil before you hit the ground. Not only will this help your aim and use with the Battle Rifle, it will act as a warm-up session if you do so prior to heading into an online match.
· If you have the opportunity to pickup and make use of a Battle Rifle do so. Still, only use it in applicable situation. But do not shy away from practice; it will only make you better.
· Strafe Aiming is a skill that should be perfected as much as possible. Instead of using your right joystick to aim, after you have acquired your target at range attempt to use the left joystick and strafe to make small changes to your aim. Not only can this increase your aiming greatly, it will also provide defensive strafing increasing the change that fire returned towards you will not land. 
· RELOAD. The most important thing after finishing an enemy or even attempting to finish an enemy is to reload. Anytime you are at rest or behind cover and not in immediate danger, attempt to reload. Entering an encounter without a fully loaded weapon puts you at a distinct disadvantage.


General Tips to Play by:

· Whenever possible, identify the weapon your enemy is wielding prior to engaging. This will help keep you from announcing your presence to a sniper that has not noticed you yet, or from running face-to-face into a shotgun wielding opponent.
· Throw grenades often. Make it a goal to never die with unused grenades. Not only do grenades offer a long range explosion that can reduce enemy’s shields and give you the upper-hand, if you do not use them, your enemy can get them when you die. 
· When changing button layouts or attempting to master a different weapon, don't give up prematurely. The new button layout may give you an edge once you get used to it, and the more experience you have with each and every weapon in the game the better. Wielding/using a weapon is also one of the best ways to determine how to defend against it.
· Attempt to memorize the location / spawn times of power-ups, vehicles and commonly used weapons on each map. Knowing when to go looking for the Active Camouflage or when to expect a Rocket Launcher wielding enemy can make all of the difference in a game.

· If in doubt, wait it out. Because spawn times are static, if you commonly find yourself entering the fray only to have two people flank you and finish you off, wait a few moments after spawning before heading out, it could make a huge difference. If an enemy dies a few seconds after you, he will spawn a few seconds after you. This could mean he is effectively ‘right behind you’, or will enter an engagement after you which could give him the upper-hand.
Weapon Matchup (Battle Rifle vs. Common weapons):

Battle Rifle (BR) vs. Assault Rifle (AR)

The BR has many benefits over the AR. It has a scope for increased range and, in the hands of a player with good aim, can outperform the AR at close range. The AR however has the advantage of continuous fire which in the hands of a newer player (noob) might make it more appealing. If the AR lands 16 shots the enemy is toast. The BR requires 3 shots to the body to fully deplete shields and another 2 shots to finish an enemy off (or 1 additional shot to the head). Assuming your opposition has a BR and you are wielding an AR, unless it is known that your enemy has less than average aim, taking cover might be the best option. Reducing the distance between you and the enemy will not give your AR an advantage, but it will certainly increase your odds.

Battle Rifle (BR) vs. Brute Shot (BS)

The BS is a good weapon against vehicles and can be quite useful at close range. However, Its slow projectile speed sometimes causes it to be useless at long range. A BR at medium to long range is favored against this weapon and should be victorious in most situations. One thing also to keep in mind while going up against an enemy wielding the BS is that the projectiles, similar to the rockets from the rocket launcher, cause splash damage. This means that staying away from anything that can allow the BS's ammo to go boom (walls) might be a valid tactic.

Battle Rifle (BR) vs. Sniper Rifle (SR)

The SR is an extremely deadly weapon in the hands of a skilled player. Because of this, long range engagement with an enemy wielding the SR should only be pursued in situations where the enemy is already at a disadvantage (they have already taken damage, are already being engaged or are flanked) or if that player's skill is known to be lacking. As with most long range weapons, attempting to close the distance before engaging a target is recommended. That being said, it is important to point out that one headshot with the SR will kill at any range, and that 2 body shots will do the same.

Battle Rifle (BR) vs. Needler

The Needler is a very powerful weapon. All it takes is for 7 needles to connect to an enemy and they are done. For that reason, all encounters with this weapon should be considered carefully. The Needler is commonly considered more powerful at short to mid ranges then long. The Needles also have a tracking feature which can make dodging them difficult. I generally see people shy away from encounters with a Needler unless they are at long range, or the enemy is otherwise disadvantaged. Remember to practice your strafing.

Battle Rifle (BR) vs. Rocket Launcher (RL)

Although primarily dangerous at short range, the RL can be just as deadly at long range. If an enemy is hit directly with a rocket, instant death will result. Along with this however is a large radius of splash damage much like the explosion of a grenade. I do not normally shy away from an encounter with an enemy wielding an RL. In most cases, if you are caught at close range you are toast. Common BR rules apply against the RL. Keep your distance and finish them quickly. Remember also that two shots are capable before a long reload is necessary. A tactic often experienced is for enemies to attempt a shot at the feet of an opponent, allowing the splash damage to do the work. Timing a jump correctly could reduce or even eliminate the taking of damage. Do this twice and you have a reloading or weapons swapping enemy.

Battle Rifle (BR) vs. Energy Sword (ES) Gravity Hammer (GH) Shotgun (SG) and Mauler (M)

Although it might not be possible at all times, it is important to remember to keep your distance when using the BR against any of these weapons. They are all devastating at close range. If you do find yourself in close proximity to any of these weapons, it would be useful to have a plasma grenade handy. Most players when wielding a short range weapon will attempt to rush towards you in a straight line. This makes them a sitting duck for a sticky grenade. If you engage an enemy with one of these weapons while you yourself are using the BR, simply keep your distance. Experienced players may take cover and anticipate that you will follow them. Do not fall for this, as you have already identified that they are wielding a close range weapon. In this instance, position yourself as necessary to send a grenade or two towards where you expect they may be hiding. Also, if presented with a situation where an enemy has a close range weapon and you yourself are wielding a BR, do not expect an easy kill... a more suitable weapon is probably just a button press away for your enemy. Stay on task and never assume a kill will be an easy one.

The above weapon matchup information is useless if you do not identify what weapon your enemy is using. Also, remember that their secondary weapon will be slung over their back, attempting to identify what weapon they can switch to is every bit as important as knowing what weapon they are currently using.
Share the wealth. 
Tell your friends to visit Gamephobic.com and read this guide. 
You don’t want your friends to stay noobs forever, do you?
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