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I.)Introduction										



   

So, what exactly IS Red Alert Gold?



Don’t think that Westwood created Red Alert Gold, because they didn’t. Red Alert Gold is a custom add-on that increases the life span of the already old Red Alert Game.







Why another Red Alert add-on?



Most Red Alert add-ons try to reinvent the entire game. Problem is that no one really wants to play a reinvented Red Alert. Red Alert Gold is very much similar to normal Red Alert except new units and structures have been added and the useless units (such as the wonderful radar jammer) has been replaced.



What makes Red Alert Gold different from every other add-on?



Besides trying to reinvent RA, most add-ons lack playability. All units  have an archilles heel of some sort, and all units have some type of strategic value.



�



What Red Alert Gold is not…



It is not a C&C units into Red Alert type of thing. It uses the old C&C images for the new units. If you want to play with the old C&C units, go play C&C Gold. Also, Red Alert Gold is meant for multiplayer only. You can try to play the missions with the new units, but I wouldn’t suggest it so do it on your own risk.



Why play Red Alert Gold when there are so many new Real Time Strategy Games out?



I agree that many of the new RTS games make Red Alert look like Pong by comparison but the new RTS games lack the great atmosphere Red Alert possessed with its crisp sound effects and great graphics. Red Alert is a classic. Red Alert Gold allows new interesting twists with Red Alert that are simply fun. Also, Red Alert Gold is free so its something to play while you save up money for that new RTS game. ;)

�



	



II.)Disclaimer											



	I am in no way associated with Westwood Studious. Meaning, don't go call Westwood tech support or anything like that if something is wrong. (You'd raise all hell over there saying something like, 'I can't get the flame tanks to work in Red Alert!' :-)

	Red Alert Gold is by no means done, but it can only get better with feedback. So if you don't like a unit, or you want a unit or structure that wasn't in Red Alert Gold, email me at cataclysms@hotmail.com 

	Please do not change Red  Alert Gold and resubmit it. Also, when giving out Red  Alert Gold please attach this text file (so they know what the heck Red Alert Gold does :-)



Note: Changing RA  Gold  for  your own playing  value is fine.  Just do not submit your edited RAG. If you want,  send it to me and I might put it on the RAG web site (has to be good though ;) or  put any good ideas  you  come up with in the next version of RAG.



	I am in no way responsible for what Red Alert Gold does. If it takes over your hardrive, empties your refrigerator, rapes your woman, and leave you penniless and poor on the side of a road then Too bad hahahaha :-)



III.)History of RA Gold										



Don’t ask exactly why I’m including this section. Maybe its because its the last version, I don’t know…



Counterstrike- Playing Red Alert ever since it came out around November, I was starting to get bored of the game and I was looking forward to Westwood’s add-on to Red Alert: Counterstrike. Well it came out, and I’m sure I wasn’t the only one disappointed with their ‘new’ units. The new units were horrible, and we couldn’t play them in multiplayer.



Other add-ons- Red Alert became more of a pain to play then fun, and I heard about some custom add-ons. I tried them out, but I was displeased with them. Most of them were a form of ‘super units’ inside Red Alert such as grenadiers  hurling cruiser shells, or an APC that can destroy  a building with one hit. Even the supposed good add-ons such as ultRA didn’t appeal to me. I didn’t like a reinvented Red Alert, nor did I like super units in Red Alert. I wanted some type of real strategy. Whatever strategy in Red Alert there was had been discovered. The new add-ons didn’t really add anything strategy wise.



Hjk Gold Edition- When the creator of the popular map hjk (Dr.Frank) gave me a map called Hjk Special Edition, I was amazed. Playing on ordinary map I was able to use new structures and units. But it wasn’t an ordinary map, it was a map with a rules.ini inserted inside it (which at that time hadn’t been done before). On my web site I put up the betas for the hjk gold map which were the new units and structures I wanted in Red Alert. After ten betas, the hjk gold map was done. It had some great things in it, strategy wise. But its limit was that a doctored up map could not put in images. So most of the new units had no icons (which was very ugly looking). If I could only put in new images…



New Red Alert version 1.0
-




 …and I did. NewRA 1.0 was hjk gold edition with replacement images. I’m no artist, and I didn’t really care what the replacement images looked like. Anything was better then nothing.  I found Chuck’s mix of C&C images so I used that. I used the C&C images not reproduce the old C&C units in Red Alert but to use them for new units. Some people were appalled that the flame tank didn’t act like it did in C&C (the rules.ini properties for the flame tank formed accidentally. It seemed like a cool unit so I kept it). When making NewRA 1.0, I asked at least a hundred people the question, ‘If you could put in a new unit or structure in Red Alert, what would it be?’ Some ideas were good, others not. The majority of ideas were for units that wasn’t possible due to the game engine (a chinook that transport vehicles would be nice, but its impossible). Some ideas had nothing to do with game play (what exactly would an aircraft carrier do to enhance the game? Planes can go all over the map easily and don’t require fuel). Other ideas were brilliant and others were not (such as the Doofus Award winning idea of the nuclear horse).

	New RA 1.0’s launcher was (gasp) a simple batch file. Some weirdo then came up to me in kali (with the name: The_Head) and said, ‘You want a better launcher for NewRA?’ ‘Sure,’ I said. He then made the executable file that would be included in the next version.

	New RA 1.0 got bashed a lot. People hated how boats could travel  on land (which made the all land maps more interesting) and hated how  things were so ‘nuclear’. Although some people liked New RA 1.0, a lot of people didn’t. I got so many complaints that I knew another version was needed soon. So in two weeks I finished the second version of NewRA which was called…




New Red Alert version 1.1-




Aside from a couple of new icons and the launcher, this version’s rules.ini was significantly advanced then version 1.0. So many bugs were fixed, and a lot of the people who bashed NewRA 1.0 loved NewRA 1.1. I was amazed that people still played 1.1 even a month later when newer add-ons were released.

	Was this the end of New Red Alert? Definitely not. 1.1 was just a major bug fix. I realized a lot more cool stuff could be implemented into New Red Alert, so a 1.2 was in the works…

	…for over a month.



Red Alert Gold 1.2- New Red Alert was only a temporary name for the add-on. There were many ideas for a new name (such as the lovely SpamRA label (). But Red Alert Gold fit version 1.2 of New Red Alert perfectly. Westwood wasn’t going to sue me, especially since I’m not charging for it.

When NewRA 1.1 came 
out, I kept on getting bombarded by email especially from Quazz who wanted to help out. With his help, the 1.2 version was a lot better then I had planned it to be…	

RA Gold differed from version 1.1 in many ways, but the major thing that set it apart was due to the ‘circular’ strategy. In 1.1 you  could make a bunch of Rocket Launcher Vehicles to crush your opponent. In 1.2, you couldn’t do that. V2 Launchers would tear RLVs up. So you send in buggies to get the V2s. But if you had obelisks up, the buggies would be destroyed. Then you get Orcas to tesla zap the obelisks, but  AA guns take your helicopters down. So you send in the cloaking flame  tanks to take out power plants so the AA guns won’t have enough power to operate. So on and so on, every strategy had a weakness, and there was no strategy that couldn’t be countered (such as simple tank building in Red Alert).

	The users of RA Gold soared with version 1.2. People played it in different countries such as Japan, Sweden, England, Italy, Australia, New Zealand and other countries across the world. Red Alert Gold seemed more popular for network play then it was net play. One person 
(Omega
 
Red) 
told me that in order to play normal Red Alert he had to go on the net, since all his friends played RA Gold.

Red Alert Gold even had a chance to get published but I thought it to be a bad idea. First of all, its next to impossible to try to get shelf space for an expansion pack, let alone an unofficial add-on. Aftermath was coming out as was the new RTS games that would make Red Alert look like Pong.
 So its still free and will continue to be so.






Red Alert Gold 1.3- Final Version










IV
.)Version Update									





Changes from 1.2 to 1.3





New title Screen



Quazz made the new title screen. The only problem with it is that he misspelled my name on but I doubt any of you would notice (





Redone Launcher



Applause goes to the Head for his redone dos launcher.  No more ‘press a button to continue’ crud ;)






Small Scale Changes



Its been so long since 1.2 that some of these changes I don’t remember. Prices have been tweaked some as well as speed and armor to some units.





Viceroids are back!



Anyone remember the Viceroids in 1.0? They had a huge prerequisite,  very expensive, and they fired this huge stream of fire. Now the Viceroids are back and they are not a ‘super’ unit any longer. They are the equivalent of a chemical tank. They have great armor, but they are slow and their weapon range is short. However their chemical weapon is deadly.





Rangers are back



These are a type of anti-tank tank. They have no armor, but their weapon cuts through armor easily. In addition, they are anti air. I’ve found the rangers to be very handy in RAG games.





New Helicopters



The biggest thing you’ll notice with the helicopters is that they have no chopper blades.



Orca- It looks correct now that it has no chopper blade. The Orca is still basically the same.



Harrier Jet- Replaces the Longbow. The Harrier Jet fires maverick missiles at its target.



Chinook- It may look a little strange with no chopper but the chinook can still paradrop infantry and is nimbler but with its armor a tad  weaker. Chinooks can be used for assaults now that t has homing  missiles.





Nighthawk



Replaces the old mig image but still fires those maverick missiles.





Heavy Bomber



The old support plane seemed a bit ‘too powerful’ in 1.2 (that is if it hit the target).  This has been one of the most requested units. The heavy bomber drops parabombs onto the target. Similar to the cruiser guns, attacking with the heavy bomber will be inaccurate. If used correctly you can have all five parabombs it unleashes to hit a building. This plane can destroy any structure in the game but takes some skillful work to make the all the bombs hit.





Modified Gun Turrets



Gun Turrets are expensive and drain energy. But they now use the ranger’s weapon.  Gun turrets are good for tank defense and helps anti air.





New Cronoshift



The Cronoshift has been cosmetically changed into the Temporal Rift with a new icon and sound effects.





Medics have returned



Another highly repeated request  was to bring back the Medics. They’re back and they still have their long heal range.





More Sound Effects



Hidden within Red Alert’s mix files are sound effects that aren’t used in the game. One of the ‘new’ sound effects is the chemical spray’s sound.





Enabling of Four Songs



Also in the Red Alert mixes are four songs that are heard in the missions but you’re unable to use in multiplayer or skirmish. Now those fours songs, Intro, Score, Map Selection, and End Credits Theme are able to be played using the Music Selection.








V.)Installation Instructions								



Installing 
RAGold
 is simple. Simply unzip everything in 
ragold
.zip into your RA directory. Then double-click on 
RAGold
.
exe
 to play.

That's it.



These are all the files that should be in the NewRA.zip:



RA
G
.doc (unnecessary, good to have around to know what all the new units do)




Ragold.exe (This is the launcher for RA Gold)



Ragold.ico (An icon)



Ragold
1
.pcx (This is something for the launcher)




Ragold
2
.pcx (Another splash screen)





version.tx_  (It writes the version number on the RA title screen)



add01.cat (An important mix file)



conq.cat (another important mix file)




rules.in_ (the rules.ini, the heart of the add-on)









Playing over Westwood Chat:



There is a couple of ways to do this. You can either load up Westwood Chat first, and then alt tab to start RAGold.exe. The other way is to load up RAGold first then go to Internet in which that should load up Westwood Chat.



Playing over Kali:



At the bottom of your kali screen you have a long line of icons. You have one icon that leads to RA.exe. You need to make an icon or 'button' that leads to RAGold.exe. To do this, go to 'Configure Menu' in the 'Game' Directory. Then pick an empty game slot and browse to RAGold.exe. After that, if you want to play RAGold, click  on the RAGold icon you made. If you want to play normal RA, just click on your old RA icon. That's it.






V
I
.)
Country Settings									




Good- Means normal (1.0)

Excellent- A little bit better then normal (1.1)

Awesome- Better then excellent (1.2)

Super- Very nice settings (1.3)



Note- The England and France bug in normal Red Alert is fixed. All countries have been tested and balanced.





Country | Firepower | Ground Speed | Airspeed | Armor | ROF  | Cost	

Russia  | Good	  | Good	     |Excellent | Good  | Good | Excellent

Ukraine | Good	  | Awesome	     |  Super   | Good  | Good | Good

England | Good	  | Good	     |   Good   |Awesome| Good | Good

Germany | Awesome   | Good	     |   Good   | Good  | Good | Good

France  | Good	  | Good         |   Good   | Good  | Awesome | Good







V
II.)Units and Structures								




This will list what every unit and structure does in Red Alert Gold and what changes was  made.



Allies and Soviets can make the same things now. Also, flame tanks can mine and the soviet and allies mines make the same amount of damage.





INFANTRY



� Riflemen____________________________________________
		


Required: Barracks

Range: 3

Armor: none

Weapon: M1Carbine

Speed:4

Cost:100



Riflemen are exactly the same as they were in normal Red  Alert.





�Grenadiers______________________________________________________

Required: Barracks

Range: 4

Armor: none

Weapon: Grenade

Speed: 5

Cost: 160



I used the grenade projectile for the chemical spray. Grenadiers use the ballistic projectile now. Although the grenade now looks different, the grenades and the grenadiers all act the same. (You can still do my old favorite trick with the grenadier. Have the grenadiers run under their thrown grenades :-)





� Engineers____________________________________________________________________

Required: Barracks

Range: 0

Armor: none

Weapon: Um, I’m thinking…. 

Speed: 4

Cost: 500



Unchanged. These guys are great for chinooking and capturing buildings.





� Rocket Men (Bazooka infantry)_________________________________________________

Required: Barracks

Range: 6

Armor: none

Weapon: Dragon and RedEye

Speed: 4

Cost: 400



Their anti air weapon is the same, but their ground missile is stronger and is more effective against tanks.





� Chan________________________________________________________________________

Required: Barracks

Range: 0

Armor: none

Weapon: Nothing

Speed:  7

Cost: 400



Chan has a sight range of 10, and he is invisible to the enemy player. Invisible, not cloaked. The other player will never see your Chan, but his units will. If Chan gets in range with enemy riflemen, the riflemen will shoot him to pieces. This unit is extremely useful to peer under enemy gap generators.





� Medic                                      								

Required: Barracks





Medics have a much longer heal range then in normal Red Alert. Medics seem most useful when placed on guard mode where they go around the base healing units on their own.







� Spy_________________________________________________________________________
	


Required: Barracks and Ore  Refinery

Range: 0

Armor: none

Weapon: NA

Speed: 7

Cost: 500



A great unit to investigate the enemy’s base and to gain intelligence of the enemy’s  production, financial  status, and other nasty things. The spy is speedier now due to the attack dog’s long range.





� Thief________________________________________________________________________


Required: Barracks and Radar Dome

Range: 0

Armor: none

Weapon: NA

Speed: 5

Cost: 500



Thieves are very fast, and invisible. However, the thief is invisible only to the human player,  not to its units. This means when the thief runs near a guard  tower,  rifle  infantry, or  an attack dog, it will die.





� Tanya_______________________________________________________________________

Required: Bio Lab and Barracks

Range: 5

Armor: none

Weapon: Twin Sniper Rifle

Speed: 7

Cost: 1800



She’s faster,  meaner, deadlier, and has a bigger gun. She can still C4 buildings, and instead of the two  colt45 pistols she now has a twin sniper rifle. Due to all these increases she is much more expensive then before. Tanyas are easy to defend against  with Obelisks, Attack Dogs, Guard Towers, and other  defenses. Also, she does not ‘laugh’  anymore. This means you can  build Tanyas and your opponent won’t even know  it until its too late (.





� Chemical Trooper_____________________________________________________________

Required: Barracks and Bio Lab

Range: 2

Armor: none

Weapon: Chemical Spray

Speed: 7

Cost: 600



This is one of the most destructive infantry. They are cheap, fast, and deadly. The chemical troopers shoot out huge clouds of chemicals at their target. A few of these could level a base in minutes.





� Commando__________________________________________________________________
	


Required: Barracks, War Factory, and Temple of Nod

Range: 9

Armor: none

Weapon: Laser

Speed: 5

Cost: 800



A great unit if used properly. Commandos are extremely powerful  with their laser. A group  of commandos could take out a group of tanks. However, a commando costs as much as a tank not to mention they die easily. Dogs,  Longbows, and the sniper weapons slaughter commandos. A few commandos adds a big  punch to any tank battle.





� Einstein_____________________________________________________________________

Required: Barracks

Range: 7

Armor: none

Weapon: Vortex Gun

Speed: 6

Cost: 1450



Einstein has a type of vortex gun that will destroy any unit or structure in the game. He's weak and a fraidy cat, so he will be hard to 'control' once the enemy starts to fire at him. Also, a group of Einstein’s can destroy an incoming tank army and he is truly  the most destructive infantry in Red Alert Gold.





� Joe_____________________________________________________________________	

Required: Barracks and Missile Silo

Range: 1

Armor: none

Weapon: Three  Nukes

Speed: 7

Cost: 2000



Joe is  a suicidal nuke infantry unit. When he attacks he dies in three nuclear explosions wherever he’s  standing. Although Joe may seem like a powerful unit,  his high cost of $2000 limits players making tons of Joe’s. Be cautious about leaving  Joe’s  around in your base, since when a Joe gets destroyed, he dies in a single nuclear explosion.



� Maria_______________________________________________________________________

Required: Barracks and Iron Curtain

Range: 10

Armor: none

Weapon: Ranger Laser

Speed: 3

Cost: 950



Maria is one of  the most destructive infantry of all. She uses the ranger laser which is extremely effective against vehicles and is good for anti air.



AIR  UNITS



� Nighthawk________________________________________________________________

Required: Air Field

Range: 9

Armor: heavy

Weapon: Maverick Missiles

Speed: 20

Cost: 1200



Nighthawks are basically the same as the mig was except their weapon damage and range has increased some. Due to this, their price is a little higher and their armor is thinner.





� Heavy Bomber	_________________________________________________________

Required: Air Field

Range: 10

Armor: none

Weapon: Fire  Bomb

Speed: 16

Cost: 1700



Heavy Bombers are the most destructive aircraft. When attacking, they drop five parabombs. If aimed and attacked carefully, you’ll be able to destroy any structure with ease. Heavy bombers are slow and have thin armor so they’re an easy target for anti air. If you don’t like the heavy bomber’s style of inaccurate parabombing, then use the weaker but more accurate Nighthawks.





� Paratroopers_________________________________________________________________

Required: Air Field

Range: Same as riflemen

Armor: none

Weapon: Machine Gun

Speed: Same as  Riflemen

Cost: NA



You know get ten paratroopers instead of five. This makes paratroopers more destructive and useful.







� Spy Plane___________________________________________________________________
	


Required: Air Field


Range: 9

Armor: heavy

Weapon:  Maverick  missiles

Speed: 30

Cost: NA



This is now a type of bomb plane. (Spy planes became obsolete by giving everyone GPS satellites.) Now  the spy plane is the B2 bomber attacks similar as a Nighthawk would. Instead of taking  a  ‘snapshot’, the B2 bomber now sees anything in its path.





� Harrier Jet___________________________________________________________________
	


Required: Helipad

Range: 4

Armor: heavy

Weapon: Fireball Launcher

Speed: 19

Cost: 1200



Harrier Jets are speedy craft that fire maverick missiles. Unlike the Orcas, the Harrier Jets use up their ammo quicker which means they aren’t in anti aircraft territory as long (so they have less chance of being blown up). Also, the harrier jet is most effective at buildings while the Orcas are better at units.





� Orca Helicopter______________________________________________________________
	


Required: Helipad, Temple of Nod

Range:  8.5

Armor: heavy

Weapon: Teslazap

Speed: 19

Cost: 1200



In  essence,  this is a flying tesla coil. Orcas are great  for picking away  units,  and they have a great deal of firepower. Their disadvantage is that they have to hover near their target a while before delivering  the tesla zaps. This makes orcas a great target for AA guns, SAMs, rocket men, and Rocket Launcher Vehicles.





� Chinook Helicopter___________________________________________________________

Required: Helipad

Range: 5

Armor: light

Weapon: Vulcan (Machine Gun)

Speed: 18

Cost: 700



The Chinook is faster and cheaper then it was  in normal Red Alert. Also, the Chinook now has a machine gun. The gun’s purpose isn’t to be  a  weapon,  but when the Chinook attacks everything inside the Chinook will  become paratroopers.  So now its possible  to paratroop any infantry unit  you’ve wanted  (paratrooping dogs looks hilarious)





NAVAL UNITS





� Transports___________________________________________________________________
	


Required: Naval Yard

Range: 0

Armor: heavy

Weapon: none

Speed: 14

Cost: 1700



Transports are faster now. Also a single transport can hold up to thirteen units.





�  Gunboat____________________________________________________________________
	


Required: Weapons Factory, and Ship Yard

Range: 6

Armor: Heavy

Weapon: Laser

Speed: 10

Cost: 500



Quick, cheap, and its laser  packs a  punch. Its a great naval unit for exploration. Also, they are the best defense for submarines. Gunboats work best in groups.





� Destroyer____________________________________________________________________
	


Required: Weapons Factory, NOD temple, Ship Yard, and Hand of NOD

Range: 9

Armor: heavy

Weapon: Stinger missiles

Speed: 8

Cost: 1000



Their stinger missile is a little more powerful. These boats are great to protect  your  navy from  air and for  destroying the pesky gunboats or the nasty cruisers.





� Cruiser______________________________________________________________________
	


Required: Ship Yard, NOD temple, Hand of NOD, and Bio Lab

Range: 22

Armor: heavy

Weapon: 8 Inch

Speed: 6

Cost: 2000



This unit hasn't changed much at all. Its still great to pound at enemy bases far away..





� Submarine___________________________________________________________________


Required: Weapons Factory, Ship Yard

Range:  18

Armor: light

Weapon: SCUD missile

Speed: 8

Cost: 1000



Subs now fire V2 missiles. Subs are great have near your enemy’s base. Have a few subs surface, and wreak havoc to any buildings your opponent has near the shore. Be careful though, since the sub’s armor is really  thin. A couple of shots is all it  takes to sink a sub.



VEHICLES





� Heavy Tank_________________________________________________________________
	


Required: Weapons Factory

Range:  4.75

Armor: heavy

Weapon: Twin 105mm cannon

Speed: 7

Cost: 150



The heavy tank is unchanged. With the exception of the medium tank and buggy, this is one of the weakest tanks there is. Although some people would want the armor or the firepower of this unit to decrease, I left this unit alone due to the idea that screwing around with Red Alert's most used unit would result in screwing up the game balance. 





� Medium Tank________________________________________________________________


Required: Weapons Factory

Range: 4.75

Armor: heavy

Weapon: Single 105mm cannon and machine gun

Speed: 7

Cost: 950



This is one of the few that’s effective against infantry and vehicles. Medium tanks also self heal. This unit is extremely useful against the infantry happy computer.





� Buggy______________________________________________________________________
	


Required: Weapons Factory

Range: 4.75

Armor: heavy

Weapon: Double 90mm

Speed: 10

Cost: 940



Buggies are  very similar to the heavy tank except  their speed is greater and their armor is reduced. Buggies are great to harass the enemy early in the game, and  is a great reinforcement vehicle due to their quickness.





� Mammoth Tank______________________________________________________________
	


Required: Weapons Factory and Radar Dome

Range: 4.75

Armor: heavy

Weapon: 120mm cannon and Mammoth  Tusk

Speed: 6

Cost: 1450



The mammoth tank is the same except its cost is a  little  lower and its speed is increased some. 





� Humvee_____________________________________________________________________
	


Required: Weapons Factory and Radar Dome

Range: 5

Armor: wood

Weapon: Sniper

Speed: 7

Cost: 1000



The  humvee is the new mobile gap generator. It has  the sniper weapon which is great to kill off infantry.





� Ore Truck___________________________________________________________________

Required: Weapons Factory and Ore Refinery

Range: NA

Armor: Heavy

Weapon: NA

Speed: 6

Cost: 950



These units are still the same except for one thing. They are now cheaper. I thought it was ridiculous that they would cost $1200 in normal RA. In normal RA it was more economical to build another Ore Refinery instead! Their price is around $950 now.





� MCV_______________________________________________________________________
	


Required: Weapons Factory and Service Depot

Range: NA

Armor: heavy

Weapon: NA

Speed: 6

Cost: 2500



This unit hasn't changed at all (except it has better sight range).





� Convoy Truck________________________________________________________________
	


Required: Weapons Factory and Radar Dome

Range: 5

Armor: heavy

Weapon: Vulcan (Machine  Gun)

Speed: 17

Cost: 500



This takes the spot of the APC. It can hold 7 units, and its pretty fast. Has a simple machine gun to protect itself with.





� SSM Launcher_______________________________________________________________
	


Required: Weapons Factory, Bio Lab, Temple of NOD, and Hand of NOD

Range: 18

Armor: light

Weapon: Nuclear Missiles

Speed: 6

Cost: 2700



The  SSM Launcher  fires nuclear missiles. Although some people think this could 'wreck the game balance', I assure you it won't. If used correctly, it  can be very destructive. But many  people  don’t want to pay the high price tag of  $2700 (in which you could get five tanks  for that  price) The downside to this unit is what happens if the enemy gets in your base. Then your SSM Launcher will fire nukes inside your base to get the enemy! A very destructive unit, and likewise very expensive. Lots of power, lots of risk.





� Tesla Tank___________________________________________________________________


Required: Weapons Factory, Bio Lab, Temple of NOD, Radar Dome, and Hand of NOD

Range: 8.5

Armor: light

Weapon: Tesla  Zap

Speed: 5

Cost: 1600



I know, this unit isn't original, but it can be quite useful in the game. An army of Tesla Tanks will probably be crushed by an army of heavy tanks or buggies due to the tesla's recharge rate and their 'not so great' armor. However, a group of tesla tanks accompanying another tank army can do massive amounts of damage.





� Recon Bike__________________________________________________________________
	


Required: Weapons Factory, Hand of NOD, and Temple of NOD

Range: 6

Armor: light

Weapon: Dragon missiles

Speed: 15

Cost: 950



Recon bikes have strong offense (they use missiles) and they are extremely fast. The catch is that they have very weak armor. In  addition,  recon bikes cloak. This makes them great for ambushing parties, and to explore underneath enemy gap generators.





� Flame Tank _________________________________________________________________
	


Required: Weapons Factory, Hand of NOD, NOD Temple, and Service Depot

Range: 10

Armor: heavy

Weapon: Fireball

Speed: 8

Cost: 1300



The flame tank replaces the useless mine layer. Although the flame tank can still mine, it has another purpose. It can fire a devastating fireball and cloak as well. The fireball can destroy (or halfway destroy) most buildings. The catch? The Flame tank gets only one shot. After that, they're out of ammo. Then they have to go all the way back to the service depot to reload. This tank isn't as powerful as you think. It takes a LOT of micro management to use these tanks successfully. But the results are worth it. :-) Although the flame tanks can cloak, they will uncloak when they are near an enemy structure or unit. Once they're uncloaked, they can be easily killed. These tanks are perfect for guerrilla warfare. They uncloak, fire, and cloak again. Go back to reload, the return and repeat the process all over again.





� Ranger										


Required: Weapons Factory, Temple of NOD, Hand of NOD

Range: 6

Armor: Weak

Weapon: New Laser

Speed: 7

Cost: 1000



These are, in essence, anti-tank tanks. The Rangers’ armor is horrible and they wouldn’t last long by itself. However, the Ranger’s weapon is a yellow laser like beam that practically ignores armor. A couple of shots will destroy a tank. The Ranger will also fire against aircraft, so beware.





� Viceroid										

Required: Weapons Factory, Hand of NOD

Range: 2

Armor: Heavy

Weapon: Dual Chemical Spray

Speed: 4

Cost: 800



The Viceroid is the equivalent of a chemical tank. Viceroids have sluggish control, very slow, and their weapon range is short.  However, the Viceroid makes it up with awesome weapon damage and superior armor. Viceroids are better for offense then defense.







BUILDINGS



Note: Many buildings don't have bibs anymore. (Bibs are those little pieces of road attached to the bottom of most buildings.) I saw bibs as more of a nuisance. Now most buildings are 'smaller'. Its easier to fit power plants within your base and so on.





� Construction Yard____________________________________________________________

Required: Hand of NOD



This hasn't changed at all (Except for the bib being removed). You can now build your own construction yards without making MCVs. There is now a construction yard icon you can click on, but it costs $2800 while a MCV cost $2500 so it may be more economical to go with the MCV. But clicking on the construction yard icon is much more convenient :)





� Ore Refinery_________________________________________________________________

Required: Construction Yard



Still the same ore refinery. I've left the bib attached to this structure because it was needed so the ore trucks would have a path to dump the ore.





� Power_Plant_________________________________________________________________

Required: Construction Yard



The same, but doesn't have the bib.





� Advanced Power Plant________________________________________________________

Required: Whatever



Unchanged except that there is no bib. This makes it much easier to place these buildings within your base.





� Silo_________________________________________________________________________

Required: Ore Refinery



Silos are the same.





� Concrete Wall________________________________________________________________

Required: Construction Yard



Due to all the new units and structures, the building lists get quite long. So I decided to take out all the walls and fake structures to make the list shorter to scroll through (no one uses those structures anyway) You can't make barb wire, sandbags anymore. I did leave in the concrete walls, since they were the only wall people used.





� Kennel______________________________________________________________________

Required: Barracks



Unchanged.





� Barracks____________________________________________________________________

Required: Power Plant



The barracks have a new look now, and a new icon. Other wise, its exactly the same as the old barracks.





� Camouflaged Pill Box_________________________________________________________

Required: Barracks



Uses a weakened version of the sniper. These are handy to defend the base against those nasty paratroopers..





� GDI Defense Tower___________________________________________________________

Required: Barracks



This replaced the pillbox. Instead of using the vulcan gun, it uses the sniper. Which means not only with infantry drop dead when they get near this, but its effective against vehicles as well.





� War Factory_________________________________________________________________

Required: Ore Refinery



Unchanged.





� Naval Yard__________________________________________________________________

Required: Ore Refinery



The ship yard costs $1000 and allows you to make boats.





� Tesla Coil___________________________________________________________________

Required: Weapon Factory



Unchanged.





� Radar Dome_________________________________________________________________

Required: Ore Refinery



Has no bib now.





� SAM________________________________________________________________________

Required: Radar Dome



Fires two SAM missiles now.





� AA Gun_____________________________________________________________________

Required: Radar Dome



On occasion the AA guns will fire at ground targets now.





� Airfield_____________________________________________________________________

Required: Radar Dome



Unchanged





� Helipad
										


Required: Radar Dome



No bib. Also, you don't get a 'free' helicopter whenever you make a helipad. (Helicopters are sold separately :-)





� Obelisk______________________________________________________________________

Required: War Factory and Barracks

  

Its the old Obelisk from C&C! However, the laser for it is different from the C&C laser. The obelisk is a  strong structure that takes up little power, and its lasers are powerful. The lasers are really effective on nonmoving targets. When the obelisk is firing at a  moving target, the target takes a lot less damage.





� Repair Facility_______________________________________________________________

Required: War Factory



Its a little bit cheaper. Also, it  repairs twice as fast then in normal Red Alert.





� Temple of NOD______________________________________________________________

Required: Weapon Factory, Barracks, Ore Refinery, and Radar Dome



Think of it as a 'tech center' in which building it you will obtain new construction options. Smart Soviet players sell their tech center once they make it, since they have no purpose of keeping the tech center around. (After selling it, they can still use the construction options.) However, you might want to keep the Temple of NOD around (even though it gobbles up lots of energy). The reason is because the Temple of NOD has an awesome gun on it that can protect your base. Infantry and tanks will be shot up by this gun. Its useful in defending against an army of tanks and extremely valuable to prevent people from building inside your base.





� Hand of NOD________________________________________________________________

Required: Radar Dome



Upon building this, you will be able to use new construction options and new units. Tired of hearing that endless computer song, "More silos needed."? The Hand of NOD is extremely useful in which its a gigantic ore silo. It can hold ten thousand credits. Although its heavily armored, its an important structure to destroy if you want your opponent to lose a lot of cash. When using thieves, this is the building to go to.





� Iron Curtain										

Required: Temple of NOD



The iron curtain lasts half as long as before to prevent people to iron curtain artillery and other nasty units that could level the players base with it. Since it lasts half as long, the recharge rate is twice as fast.



� Cronosphere_________________________________________________________________

Required: Temple of NOD



The recharge is a little bit slower (this is due to 'nasty'  strategies that involve the cronoshift and iron curtain).





� Satellite Center______________________________________________________________

Required: Radar Dome and Weapon Factory



It doesn't give you any new construction options. It only gives you the GPS satellite. If you make this, guard it carefully. If the Satellite Center gets destroyed when the GPS is up you’ll lose Line of Sight all over the map.



� Gun Turret__________________________________________________________________

Required: Barracks



The turrets are now useful! They use the Rangers’ weapon and gun turrets are very effective against enemy vehicles. Gun Turrets will also fire at air craft.





� Gap Generator_______________________________________________________________

Required: Temple of NOD



More expensive and they drain more power.





� Nuclear Power Plant__________________________________________________________

Required: Temple of NOD



One of my annoyances with normal RA was making 50 advanced power plants. This building eliminates that 'annoyance'. It gives a little bit more then twice the power advanced power plants give out. Remember, that it is Nuclear. When the power plant gets destroyed, it will blow up in a nuclear explosion. So don't go 'Nuclear power plant happy' and fill up your base with these. If you blew up one, it would make a chain reaction that would destroy your base. (Which is actually a lot of fun to see! :-)





� Bio Lab_____________________________________________________________________

Required: Temple of NOD, Hand of NOD



Make this and you get to use the most advanced units in the game. Ex: Nuclear Subs, Tesla Tanks, Tanyas , Chemical Infantry, etc. Also, it holds up to $3000 worth of ore and fires V2 missiles at its target. So you may not want to sell these once you build them.





� Advance Defense Structure_____________________________________________________

Required: Temple of NOD





The Advanced Defense Structure fires missiles which are effective against vehicles and air craft.





� Ion Cannon__________________________________________________________________

Required: Temple of NOD



Once  you make  a missile silo you’ll get the ion cannon (it replaces the nuke) The ion cannon acts exactly as the A bomb did, but now  the ion cannon  recharges faster.







V
II
I.)Troubleshooting										



Problem: When running Red Alert Gold I only get the title screen. I don’t see any of the new units.



Solution:

Make sure you have the 1.07E patch installed.

2)    Make sure you installed Red Alert Gold correctly (duh!)





Problem: Advanced Guard Tower, Temple of NOD, and Hand of NOD appear through the shroud.



Solution: This is caused because the images are too big for the structures. If you think it will give you a tactical disadvantage then don’t build them.





Problem: Red Alert Gold crashed my computer and wiped the hard drive clean.



Solution: You are a stupid idiot. Red Alert Gold is just read-me files for Red Alert. At most it can crash Red Alert but it is impossible for it to crash your computer or screw up your hardrive. However, your version of Red Alert might crash your computer, but Red Alert Gold will not.





Problem: Red Alert Gold Icons are way too big!



Solution: You either have funny vision or you are trying to run Red Alert Gold in Dos mode. For now there is no dos version but check out the Red Alert Gold web page in case one gets made (.





Problem: In the lobby I get incompatible version error message when I try to join someone else’s game.



Solution: Probably that game you tried to join wasn’t a player running RAG. Also, make sure you and  your opponents are using the same version of Red Alert Gold.





Problem: In a multiplayer game,  the game goes out of sync when one of us makes a unit.



Solution: This is caused when different versions of Red Alert are running the same version of Red Alert Gold. For example, this problem will occur if a 1.07E player plays a 1.04 player.





Problem: When my chinook attacks when it has infantry in it, all the infantry paratroop out! What’s wrong?



Solution: Nothing is wrong. Its supposed to do that.



Problem: If I put a Commando, Einstein, Joe, Maria and several other infantry into the chinook, the chinook starts to fly away!



Solution: This behavior by the chinook is hard coded in the Red Alert game engine. Westwood intended that when civilians (which many RAG infantry units replace) board a chinook the chinook flies off screen. You can easily stop this by calling the chinook back after its taken off.



Note: Do not suggest putting CivilianEvac=No into the rules.ini. That command is intended for missions only and it does not pertain to civilians but tanyas.





Problem: With Red Alert Gold installed it takes my Red Alert much longer to load up.



Solution: Red Alert Gold is not your problem. Your problem is that you have way too many maps. Red Alert Gold does not make the boot up of Red Alert slower. In fact, it speeds it up. How? Well, because its looking off the hard drive when it loads the units into the buffer.





Problem: With Red Alert Gold my sound doesn’t work anymore.



Solution:

Turn up the volume/speakers.

Get a sound card.

Check to see if your sound is working with normal Red Alert. If it doesn’t work with normal Red Alert, then it won’t work with Red Alert Gold.





Problem: My Red Alert Gold still won’t work!



Solution: Reinstall Red Alert Gold. Most problems can be solved this way.




IX
.) Credits											



Cataclysm



-Created New RA

-Did all of the ini editing

-Maker and maintainer of the RA Gold web page

-Wrote this text document that you’re looking at now.

-Pre-Alpha, Alpha, and Beta tester





The_Head



-Created the Dos Launcher

-Created the B2 plane image, icon along with the Harrier Jet and Heavy Bomber (Note: The B2 image took a lot of  work to make and so it is  copyrighted. You  may not copy it without the_Head’s permission.

-Disabled the Helicopter Blade

-Created the tesla tank and Joe icon. Also fixed up the nuclear power plant and other icons.

-The RA Gold ‘mix expert’. He sorted and fixed up the mix files.

-Beta tester



Quazz



-Created the RA Gold 1.3 title screen

-Figured out how to replace the spy plane and atomic bomb icons

-Incorporated  the ion cannon graphics and sounds

-Figured out how to make the player unable to hear enemy Tanyas

-Figured out how to get rid of that awful ant scream

-Beta tester



Shmitz



-Made the laser and its sound effects





Ragnar97



-Beta Tester

-Created the Win95 Launcher





Doc_Hans



-Beta Tester

-Organizer of the RA Gold Map Pack (See the RA Gold Web Site)





Westwood Studios



-Created Red Alert

-Created  the Command and Conquer Images





Andrew Griffin



-Made the projectile image that the Ranger and Gun Turrets use





Silvester Deszi



-Made the Chemical Spray projectile




Chuck



-Made several icons and extracted many C&C images that Red Alert Gold uses.




Justin Hu



-Made the Nighthawk Image





Beta Testers-



There were too many RA Gold 1.3 beta testers to count. I couldn’t keep track of  them since one beta tester would pass the beta out to three of his friends for a four way game. Due to that the total number of beta testers is ranged from fifty to a hundred. However below is a list of the beta testers I do remember selecting. If you were a beta tester and find yourself not listed, email me and I’ll update this word document.



Red Alert Gold 1.3 Beta Testers-



Cataclysm (me of course ()

The_Head

Doc_Hans

Ragnar97

Sub

Jonathan Tracey

UU crew
 (this is a group of people, 
I
 
don
’t know how many)


Soul Krusher

Magic Marker

And many others that I left out… (






X
.)Copyright and other useless information
							






Created by Cataclysm (Jonathan Hollas)

Email:
cataclysms@hotmail.com
 
or
 
cataclysms@rocketmail.com





Red Alert Web Page: http://www.geocities.com/TimesSquare/Alley/7381/

Cataclysm Central: http://www.flash.net/~hollas/

Red Alert Gold: http://www.geocities.com/TimesSquare/Castle/2382/newra.htm



Copyright by Jonathan Hollas. No part of this document may be reproduced or changed without my consent.






