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INTRO


The disastrous war between the Allies and the Soviets had ended and peace is here again, or so they thought.  After the death of Joseph Stalin, his incompetent son, Kukov, took over the whole Soviet Empire in the year 1974. There were riots and unrest due to economy problems around the whole of Russia.  Russia was poor and without a strong military force and money. This lasted for 15 years till 1989 in which Kukov was forced to committed suicide.  Kane, a well-known terrorist, who was Stalin's right hand man, took over the throne and started restoring the wealth of Russia and enhancing its military forces secretly, while doing so, Kane found a green color substance which is now known as Tiberium.  Through research, it is found that tiberium could be extracted and made into a poisonous gas, which can disintegrate the internal organs of a human being, and even burn down certain types of metal.  Using this new weapon, Kane managed to dominate the whole of the African continent easily, announcing the start of a new Empire, The Brotherhood of NOD.





Meanwhile The United Nations formed their own pact called �NATO� (Northern Allied Treaty Organization) which had been pulling military resources together in the case of any emergency.  The allied forces also formed the United Nation base G.D.I (Global Defense Initiative), consisting of key Allied military countries with the United States and England as the leaders. When the GDI learned about the chemical weapons that were used by NOD to conquer Africa, special agents were sent to infiltrate the NOD Bio Research center to discover the formula used to make the chemical weapon.  Soon, the chemical weapon was no longer a secret and both forces worked on it to improve the chemical spray.  In no time, this chemical weapon was improved and it even has the ability to burn down armored vehicles.  The GDI later worked on other weapons, such as Laser and the devastating Sonic Wave.





After another 35 years, in the year 2024 both the GDI forces and the Brotherhood of NOD were powerful enough and to take on each other and start World War 3, however they require capable Commanders and have approached to sign you.  Whose side are you on, choose wisely.





FEATURES


Superb gameplay.  Challenge head to head with another human opponent to play Future Wars 3.0 to the max!


More challenging Artificial intelligence.  Playing in skirmish is much more challenging than before 


New strategies introduced. No longer will you be plagued by cheap tactics or Tank Rushes!


Tons of total awesome new units and structures.


New tiberium now replaces ore


All hidden sound tracks released





BUGS


Chinook bug - Whenever you load units that replace civilians into the Orca Transport, the Orca Transport starts to fly off.  For instance Guerilla, Civilian Scout, Tiberium Suicide and any other civilians.  This is because Westwood designed it so that the Chinook flies off when civilians are loaded.  This was done for missions.





DOS bug - In Dos everything looks weird because this conversion is designed for Win95.  The only problem I noticed was that the new icons are huge and overlapping.  This is because of the resolution change between Win95 and Dos.








FUTURE WARS 3.0 CREW AND BETA TESTERS


Lionel Chin Weijie - http://www.planetcnc.com/radz


Matt Kment - http://members.xoom.com/raplanet/main.htm


Raul Riera - http://members.xoom.com/raul_thegnrl


Will Cheeseman - http://cc.redalertsource.com


Gideon Ooi


Victor Ong





呢PYRIGHT NOTICE


Red Alert Future Wars 3.0 copyright by Lionel Chin Weijie and Future Wars team 1998


All units are copyrights of their respective owners.





INCLUDED FILES


Readme.doc - This Readme file


Fwars1.mix - Required file


Fwars2.mix - Required file


Fwars3.mix - Required file


Tiberium.mix - Required file


Blue.mix - Required file


Fwars.bat - This batch file that is used to run Future Wars 3.0





MINIMUM REQUIREMENTS


You need to be able to play the Windows 95 version of Red Alert.


Future Wars 3.0 may work with DOS but you will get extremely large icons, which overlaps!


Red Alert: Counterstrike & the Aftermath add-ons required.





RUNNING FUTURE WARS 3.0


To play Red Alert with Future Wars, copy all the required files (Fwars1.mix, Fwars2.mix, Fwars3.mix, Tiberium.mix, Blue.mix and Fwars.bat) to your Red Alert directory.


Run FWARS.BAT to play Red Alert Future Wars 3.0.


Be sure to remove any rules.ini, aftrmath.ini and title.pcx files that you have in your Red Alert directory before you run Future Wars 3.0.


If you wish to run normal Red Alert, just run RA95.EXE instead of FWARS.BAT.





TROUBLESHOOTING


If you have any problems, E-mail me at �hyperlink mailto:lionelchin@pacific.net.sg ��lionelcw@singnet.com.sg� or ICQ me at 6790037.
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NOTE


Please send me your feedback so that I can improve it!


E-mail: �hyperlink mailto:lionelchin@pacific.net.sg ��lionelchin@pacific.net.sg�


ICQ: 6790037


For the latest news, conversions, utilities and other downloads, visit Red Alert Danger Zone at �hyperlink "http://www.geocities.com/TimesSquare/Battlefield/7587" ��http://www.planetcnc.com/radz/ �


