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I. INTRODUCTION



What is the Red Alert Unit Creator?



	

The Red Alert Unit Creator, TUC for short, is an editor for Red Alert, a highly customizable game created by Westwood Studios. TUC creates data files that  does not modify Red Alert’s original files so you don't have to worry about it corrupting any of your saved games or original files. TUC is able to edit both single player or multi-player game, so that you’re able to play the modified Red Alert version with you friends over LAN or the Internet.



With the Red Alert Unit Creator you can edit everything in Red Alert! Create new Units or buildings with awesome graphic! It’s very simple to use: You’ve just got to open a Red Alert Library File, RAL in short, Drag&Drop the new Unit Graphic you’d like and compile! TATAA! You self-made unit  / building is ready. Further you’re even able to change the look of the weapons. Why should you always have to look at those boring rockets, bullets and other stuff flying around? Wouldn’t a red laser cannon would be more grateful. Just Drag it, drop it and compile! And let your units shoot with a red laser cannon...



We at Voyager Entertainment had a goal in mind...to create an editor for Red Alert that would give everyone a chance to experience how it feels hacking and editing one of the most popular games the world has ever seen. Not that Red Alert wasn’t good enough, we felt that it just wasn’t enough playing the same game all the time. So we’ve given you the opportunity to make a completely different game.



The BIG difference between the Red Alert Unit Creator and other Rules.Ini editors out there is that with TUC you’re able to change the look of Red Alert. TUC comes with many ready-to-use graphics of new units, buildings and projectiles. We also release upto 5 new units every week available for download for all registered Unit Creator users.



Major Features





You can change almost all graphics of Red Alert, that means you'll be able to create completely new units!

far over 200 new Aircraft, Vehicles, Ships, Soldiers, Buildings, ... free for download!

Easy to use Drag 'n Drop Interface! Simply open the graphic database of your choice (Red Alert Libraries / *.ral Files), select a graphic you like, drag it . . . drop it, and compile! Voilà, your unit is ready!

We release 1 to 5 new units / buildings every week that will be available for registered Unit Creator users.







c.) Requirements

	

		Minimum Requirements:

		IBM (or 100% compatible) Machine

		486 DX2 / 66 Mhz

		Mouse

		8 MB RAM

		2 - 55 MB free HDD Space

		Registered Version of Red Alert



		Recommended Requirements:

		Pentium 200 Mhz

		32 MB RAM

		55 MB free HDD Space

		Registered Version of Red Alert + registered Verions of

		Counterstrike Mission CD (1)

		The Aftermath Mission CD (2)



USING THE UNIT CREATOR



How Do I Run the Red Alert Unit Creator correctly?

Just run the installation program (setup_uc.exe) and install it to the destination you want (it needn’t be you Red Alert directory). Then start the Unit Creator (uc.exe) and type in your Red Alert Directory in the Settings Dialog (see chapter III.f)



b.) How does TUC work?

The Unit Creator installs a two data files to your Red Alert directory. One of the files (Mix file, *.mix) contains the graphic data for the self-made units. The other file is the famous and well-known Rules.Ini file, which causes Red Alert to treat the new units with their special settings and new graphics.

You can freely distribute the Mix and the Ini file and give it to you friends for playing over the Internet or LAN.



What are Red Alert Library (*.ral) Files

Red Alert Library Files contain the Graphics Data for the Unit Creator. At the moment there are three different types of RALs. One for Icons, one for Units / Buildings and one for Projectiles. Opening a RAL File is very simple: Just start the Unit Creator, click on the ‘Open RAL’ button and open the Library.

A first Unit

Now! Are you ready to make a first unit? Then, let’s go! Start the Unit Creator and click on the ‘Settings’ button. When you’ve selected the Red Alert Directory, press OK. Then click on the ‘Unit’ Button. Now you see the ‘Create new Unit’ interface (see chapter III. a). Now click on the ‘Load’ Button or right-click somewhere on the interface. Click on ‘Vehicle’ and then click on ‘Mammoth Tank’. Now the complete settings for the Mammoth Tank have been loaded. Type in a name (if you have counterstrike installed on your system, Red Alert will take over the name you enter here for your new unit) and type in a new pricing. I think 100 would be nice. Make him a little bit stronger and give him double speed, strength of 1500 and speed 8 would be OK. Then click on ‘Add to Project’. The Project Dialog appears. Here you have to click on ‘Compile’. Now start Red Alert and you’ll see that you’ve a powerful and very fast moving Mammoth Tank.



THE UNIT CREATOR INTERFACE



The ‘Create new Unit’ Interface

		( General Settings

		Name: 			Here you can give your unit a name

Owner: 			Right - Click to select which country is 

able to build your unit

Armor: 			Right - Click to select how strong your

unit is armored

Strength: 			How many hit - points does your unit 

have?

		Cost: 			How much does your unit cost?

		Speed:			How fast is your unit?

		Sight:			How far can your unit see?

		Primary Weapon:	Right - Click to select the primary

						weapon

		Secondary Weapon:	Right - Click to select the secondary

						weapon

		( Detail Settings

		Ammo:			Ammo your unit carries

Guard Range:		Area to scan for enemies to attack

Prerequisite:		Right-Click to select the buildings 

needed to build your unit.

Tech-Level:		Right-Click to select the tech-level

				needed to build your unit

		Rate of Turn:		How fast can your unit turn around?

		Reload Time:		Time between reloads

		Passengers:		Passengers carried by your unit

		Points:			Points you get when killing the unit

		

		( Special Abilities:

		Cloakable:			Is your unit equipped with a cloaking

						device?

		Explodes:			Does your unit explode violently?

		Invisible:			Is your unit completely invisible?

		Self Healing:		Can your unit heal up to half strength?

		Sensors:			Is it equipped with sensors to detect

						nearby cloaked objects

		Double Owned:		In multiplayer, can it be built by 

everyone

		C4:				Equipped with C4 building sabotage

						explosives?

		Panic:			Does it panic when under fire?

		Infiltrate:			Can it infiltrate buildings?

		Dog - Logic:		Has it special case dog-logic?

		Crushable:			Can it be crushed by tracked vehicles?

		Tracked:			Is your unit tracked?

		No Moving Fire:		Must it stop before it can shoot?



		( Graphics:

		Icon Drag&Drop Interface:

Here you can Drop the Icon graphic for your unit. Open a Red Alert Library File and drag the graphic you like to this interface. 

		Image Drag&Drop Interface

Here you can Drop the Image graphic for your unit. Open  a  Red Alert Library File and drag the graphic you like to this interface.

		Internal Name:

The Internal Name helps Red Alert to identify the new graphics. It must be a unique name (that means you can’t use it twice in the same project). Type in 4 characters of you choice.

		Frame Tolerance:

With this scrollbar you can adjust the frame tolerance. The higher the frame tolerance the higher is the possibility that your unit won’t work! So, if you’ve frame tolerance zero, it almost sure that your unit will work.

		Unit to Replace:

Select the Unit you want to replace in this List. It will take over the new values and settings.

		The ‘Load’ Button

To click onto the ‘Load’ button is the same as to right-click somewhere onto the ‘Create new Unit Interface’. It allows you to load the values for units.

		The ‘Add to Project’ Button

			With this button your unit is added to the current project.



b.) The ‘Create new Weapon’ Interface

		( General Settings

		Weapon to be replaced:	Right-Click to select the weapon

							you want to replace with you 

settings

		Damage:				Damage Value the weapon does 

with each hit

		Range: 				How far can the weapon shoot

		Delay Time:			Time between shots

		Speed:				How fast does the projectile 

travel

		Burst:				Number of rapid succession 

shots

		( Detail Settings

		Camera:				Is it equipped with a camera?

		Charge - Up Logic:		Must it charge up before firing?

		Surpress Fire:			Stop fire if nearby friendly 

buildings detected?

		Turbo Boost:			Turbo boosted against aircraft?

		( Graphics / Sound

		Projectile:				Right-Click to select which 

projectile should be used

		Warhead:				Right-Click to select which 

							warhead should be used

		Sound:				Right-Click to select which 

							sound should be used

		

		The ‘Load’ Button:		See chapter III. a



		The ‘Add to Project’ Button:	Same as above



The ‘Create new Projectile’ Interface

		

( General Settings

		Projectile to be replaced:	Right-Click to select a projectile

							to be replaced.

		Arming Delay:			The delay time during your unit is 

unarmed

		Frames:				Number of Frames (used for 

animation purposes)

Rate of Turn:			How fast can the projectile turn?



( Detail Settings 1

Anti Aircraft:			Can it fire upon aircraft?

Anti Ground:			Can it fire on ground objects?

Anti Submarine:			Is it an anti - submarine warfare

					projectile

Smoke:				Has it got smoke puffs?

Ballistic:				Does it have a ballistic trajetory?

Degenerates:			Does the bullets strength 

weaken while flying to its target?

Dropped:				Is it dropped from a starting 

height?

Large:				Is the projectile’s graphic

displayed larger than normal?

High:					Can it fly over walls?



( Detail Settings 2

Inaccurate:				Is it inherently inaccurate?

Invisible:				Is it invisible as it travels?

Parachute:				Is it equipped with a parachute?

Explodes:				Does it blow up when it’s near ist

					target?

Fuel:					Can it run out of fuel?

Shadow:				If flying, does it have a shadow 

drawn?

Translucent Colors:		Are translucent colors used in 

artwork?

Rotates:				Does it have a rotation specific

					imagery?

Underwater:			Does it travel underwater?





		( Graphics: 

		Image Drag&Drop Interface

See Chapter III. a.

		Internal Name:

As above.

		The ‘Load’ Button

As above.

		The ‘Add to Project’ Button

	As above.



The ‘Create new Warhead’ Interface



		(General Settings

		Warhead to be replaced:

Right-Click to select which warhead should be replaced.

		Damage Value:

The Damage Value against various armor types is typed in here. You can enter how much damage (in percent) of the actual damage value is done to units / buildings with various armor types.

		

		( Death / Animation Settings

		Explosion to be used:

			Right-Click to select which explosion should be used.

		Death Animation:

Right-Click to select which infantry death animation should be used if the infantry unit gets killed by this warhead.

		Spread Factor:

			Type in the damage spread value here.

		Wall:		Can it destroy walls?

		Ore:		Can it destroy ore?

		Wood:	Can it destroy wood?

		The ‘Load’ Button

			See Chapter III. a

		The ‘Add to Project’ Button

		As above.

The ‘Create new Building’ Interface

		See Chapter III a except for:

		( General Settings

		Power:

How much power does the building produce? (positive value=it produces power / negative value=it needs power)

		Distance:

			How far can you building be built away from the others?

		( Detail Settings

		Storage:

			How much ore can this buildings store?

		( Special Abilities

		Powered:

			Does it need power to work?

		Repairable:

			Can you repair this building?

		Unsellable:

			Is this building unsellable?

		Water Building:

			Is this a water building?

		Dirt:

Does it have this dirt attached (always at the bottom of the building)?

		Capturable:

			Can you capture it?

		Crewed:

			When destroyed, does it have a crew that comes out?

		Check for Buildings:

			Does it check for nearby buildings before built?

		( Graphics

		( Graphics:

		Icon Drag&Drop Interface:

Here you can drop the icon graphic for your building. Open a Red Alert Library File and drag the graphic you like to this interface. 

		Building Animation Drag&Drop Interface

Here you can drop the building-up phase graphic for your building. Open  a  Red Alert Library File and drag the graphic you like to this interface.

		Building Image Drag&Drop Interface

Here you can drop the image graphic for your building. Open  a  Red Alert Library File and drag the graphic you like to this interface.

		Internal Name:

The Internal Name helps Red Alert to identify the new graphics. It must be a unique name (that means you can’t use it twice in the same project). Type in 4 characters of you choice.

		Frame Tolerance:

With this scrollbar you can adjust the frame tolerance. The higher the frame tolerance the higher is the possibility that you building won’t work! So, if you’ve frame tolerance zero, it almost sure that your building will work.

Building to Replace:

Select the building you want to replace in this list. It will take over the new values and settings.

		The ‘Load’ Button

To click onto the ‘Load’ button is the same as to right-click somewhere onto the ‘Create new Building Interface’. It allows you to load the values for buildings.

		The ‘Add to Project’ Button

With this button your building is added to the current project.



The ‘Settings’ Dialog

In this dialog you have to enter the correct path to you Red Alert and Unit Creator directory.

The ‘Open Red Alert Library’ Dialog

With this dialog you can open Red Alert Library Files. At the top you can select the type of Libraries you want to view and if you want to open one, select it in the list and press on the button ‘View Library’!

The ‘Project’ Dialog

With this dialog you can create, save and create new Unit Creator Projects. You can also compile the currently opened Unit Creator Project. The compilation process automatically creates the data and ini file and copies it to your Red Alert directory, so that you’ve only got to start Red Alert and play with your modifications. Eventually occuring errors during compilation will be protocolled and reported to you immediately.




