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Introduction  
 

Alt Controller is a free program  that lets you map computer input  events 

(e.g. clicking a mouse button , moving the pointer, squeezing a game controller 

trigger ) to  actions  (e.g. pressing a key, clicking a mouse button ). The aim of 

the program is to help make third -party programs, such as computer games, 

more accessible to users with physical difficulties.  

 

For example, suppose a computer game only supports keyboard input but you 

want to control it using your cursor pointer. You could tell Alt Controller 

that when you move your pointer to the left, you want it to press the key to 

steer left, and if you point higher up the screen, you want to accelerate  etc .  

 

The program is an ongoing project , so it would be great  to receive any 

feedback on whatõs good and whatõs not! 

 

Disclaimer  
 

While it is very much hoped that Alt Controller will be a helpful tool , you 

should be aware that it is possible to use Alt Controller to int erpret 

computer inputs in potentially undesirable ways.  For example, you could tell it 

to press Delete every time you move the mouse...  Exercise caution  with any 

profiles you create and any applications you use them with.  

 

It is also possible to use Alt Co ntroller to create profiles w hich might 

disclose, or reduce the security of, sensitive information. For example, you 

could tell it to enter a password when you press a particular key. You are 

strongly advised not to use Alt Controller to enter or in any wa y manipulate 

sensitive information such as usernames, passwords, credit card numbers 

etc. You are further advised that Alt Controller includes a "Log information" 

option which can display and save information about the actions it is 

performing, including k ey presses. 

 

The developers of Alt Controller accept no responsibility for any 

consequences resulting  from downloading, ins talling or using this software.  



Getting started  
 

Step 1  As Alt Controller doe snõt have an installer just yet, the first step is 

to d ownload the zi p file (e.g. Alt Controller v0. 61.zip) from the link at 

www.tcbrogden.co.uk  and unzip it somewhere on your computer (for example, 

My Documents). You should see something like this:  

 

 
 

Step 2  Read the README.txt file  and ensure that you agree with the 

license terms.  J 

 

Step 3  Alt Controller needs a couple of bits of software in order to run. 

Install these as follows:  

(i)  Open the Prerequisites  folder.  

(ii)  Double-click dotNetFx40_Client_setup.exe . Follow the 

instructions in the wizard. This installs the Microsoft .NET 

Framework 4.0 (client  profile ). 

(iii)  Double-click xnafx40_redist.msi . Follow the instructions in the 

wizard. This installs the Microsoft XNA Framework 4.0.  

You only need to do this once before you firs t use Alt Controller.  

 

Step 4  Start Alt Controller as follows:  

(i)  Open the bin folder.  

(ii)  Double-click AltController.exe  

 

http://www.tcbrogden.co.uk/


Thatõs it! You should see a window like this. Stylish  huh? 

 

 
 

Step 5  Now you can either load an existing profile (in the òProfilesó folder) 

using the  File  ð Open menu option , or you can create you r own using the 

options on the Edit  menu. To learn what a òprofileó is, read oné  

 

 
 



Known limitations  

 
Alt Controller does not receive key presses that were generated using a 

number of onscreen ke yboards.   

 

In some applications, left, right, up and down key presses only work if 

NumLock is not on (otherwise, they generate numbers).  
 

What are profiles?  

 
Profiles are files that store which computer inputs you wish to use and which 

actions they should p erform.  When you want to use a profile, select File ð 

Open and browse to where it is on your computer. Youõll see the name of the 

profile in Alt Controllerõs main window which means Alt Controller is doing 

what that profile tells it to.  

 

Profile file names  end in ò.alt.xmló but theyõre just fancy text files that Alt 

Controller can understand. Some example profiles  for car racing games  have 

been provided in the Profiles  folder for you to try.   

 

To stop using a profile, you can either:  

-  Close Alt Controller ( òXó button, File ð Close, or Al t+ F4) 

-  Load a different profile ( File ð Open, or Ctrl+ O)  

-  Load a new blank profile ( File ð New, or Ctrl+ N) 

 

You can only have 1 profile running at a time. Weõve been tending to create a 

separate profile for each computer game, but you can make them as simple 

or as complicated as you like! By default , Alt Controller automatically loads 

the profile you last used when it starts ; you can turn this behaviour off from 

the Tools ð Options  window if you wish . 



What does my profile do?  
 

When youõve loaded a profile, you can select  View ð Profile notes  to see any 

notes that ha ve been entered for the profile, and you can select Profile 

summary to see a (stylish) graphical view of what the profile does.  

 

 
 

 



This example is showing that whe n Iõm using the program TmForever  (Track 

Mania Nations Forever), I can press the A key to switch to Driving  mode. 

Then, my mouse pointer position will be converted into key pres ses according 

to some screen regions called Left, Right, Accelerate and Brake.  To get out 

of Driving  mode, I can press the Escape key. More explanation of what this 

all means lateré 

 

Creating and e diting profile s 
 

You can use the Edit  menu options to create a new profile, or change an 

existing one. When youõve finished editing , you can save your changes using 

File ð Save (saves to the current profile file) or File ð Save As  (lets you 

choose a new file to save to).  

 

The things you can edit are:  

(i)  Which inputs  you want to use  

(ii)  Which situations  to recognise  

(iii)  Which regions  of the screen to us e 

and most importantlyé 

(iv)  Which actions  the inputs should perform in each situation  

 

Inputs  
 

Select View ð Choose inputs  to say which computer inputs you want Alt 

Controller to interpret. Currently, you can use a mouse, keyboard and/or up 

to 4 Xbox 360 game controller s. You can also create your own custom 

windows with buttons to act as a kind of input too  - more on that later.. . 

 

 



Situations  
 

Often you might want Alt Controller to do things only in a certain situation , 

such as when youõre playing a particular game or doing a particular activity . 

For example, if youõre using Alt Controller to help steer a racing car with the 

mouse pointer, you only want it to do that while youõre in the game window 

and while  youõre racing.  

 

But you might want some other inpu ts to work  at  any time, regardless of 

which program youõre using or what  youõre doing with it . For example, maybe 

you always want to use the direction pad  on an Xbox 360 controller for 

pressing the cursor keys , or the Start  button  for pressing the Windows 

Start button?  

 

For this reason, Alt Controller lets you define different situations  and 

choose which actions to perform in each situation. Situations consist of:  

(i) Modes 

These represent different activities  you want to do:  

e.g. òDriving  a racing caró, òResizing a windowó, òOpening a programó  

(ii) Apps  

 These are the programs you want to use with Alt Controller.   

Alt Controller automatically works out which actions to perform 

according to which program window youõre currently using. 

(iii) Pages 

 These allow even finer control, but probably wonõt usually be needed. 

 

There is also a Default  mode, app and page which kind of means òunless Iõm 

told otherwiseó. Use these for actions that you want to happen regardless of 

which mode, app or page youõre in. If all  of this sounds very confusing, just 

start off using Default  for everything and see what happens!  

 

You can create and edit situations using the Edit  ð Choose situations  option. 

The apps tab shows you the list of programs that are currently running, so 

make sure the program you want to use is running when you open the window!  

The name that appears for each program will normally be the same as its 

ò.exeó file. For example, the TrackMania Nations Forever program is 

TmForever.exe so it appears as TmForever in t he list.  

 



 
 

 
 



Screen regions  
 

Alt Controller lets you create rectangular regions of the screen and choose 

actions to perform when the mouse pointer moves inside them.   

 

To create or edit screen regions, select Edit ð Choose screen regions . You 

can choose a picture to use as a backdrop to help create the rectangles, and 

you can define them either by clicking and dragging on top of the picture, or 

by entering co -ordinates in the text boxes.  

 

Rectangle co-ordinates are defined as percentages of the active window 

dimensions (so that theyõre independent of screen resolution, window 

position and size), with (0,0) being the top -left corner and (100,100) being 

the bottom -right corner.  

 

 



 

You can choose whether Alt Controller should draw these rectangles on top 

of a particular app window (e.g. the game you want to play) using the View ð 

Draw screen regions  option.  

 

 
 

If you want to take a screenshot of a program or game window, open it and 

press Alt+PrntScrn  (i.e. press the Print Screen  key while youõre holding 

down the Alt  key). Then open a picture editing program like Microsoft Paint  

and choose Edit ð Paste (or  type  Ctrl+V ). This will  paste in a screenshot of 

your program. Now you can use File ð Save As  to save the picture to a file 

e.g. a JPEG file (alternativ ely, Bitmap or PNG are fine also). It might be a 

good idea to save the picture in the same place as your profile file. Now you 

can choose your picture in Alt Controllerõs Choose screen  regions  window by 

selecting the Choose screenshot  button and browsing t o where you saved 

the picture. J 

 



Actions  
 

All this talk of modes and rectangles is all very well, but how do we use them 

to do something useful?  Thatõs where actions  come in. You use the Edit  ð 

Choose actions  option to say what the inputs should do in ea ch situation.  

 

 
 

Yes, I know this window looks like the control panel for a space ship. My bad ! 

The example above shows how to say that when weõre using Track Mania 

(òTmForeveró), pressing the A key  performs a Change mode action to select 

a mode we create d called Driving . This is how we will  enable our mouse 

pointer controls when we want to play the game. Take care to choose a key 

(or other input) that isnõt used for something else in the game (unless you 

want that something else to happen too!).  

 


