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Fight! Win! Prevail!


Version 2.0





YOU NEED COUNTERSTRIKE TO PLAY THIS CONVERSATION!!!


-Windows version-








Introduction


This new modification for Red Alert gives you new units, structures and graphics. I didn't make super units or structures (at least I don't think I did). There are units (and structures) with special abilities, like the Disrupter Tank and the 'Devil Tongue' Flame Tank.


I've also made this conversation for all peoples who are waiting for Tiberian Sun.


NOTE: If you play missions, RA will crash sooner or later!





I hope you enjoy playing Fight! Win! Prevail!: Tiberian Sunset.


If you have ideas or comments, you can mail me (karel.vd.veldt@tip.nl)





Installation


Unzip everything to your RA dir and run Setup.bat.





The Story


Forget the story, there is none.


All I can say is that there's a battle between GDI and NOD (I think you already guessed).





New Features


Under here is a list with (some) new gameplay features:





- Ore and gems are more worth now.


- All expensive units and structures are cheaper.


- 10 crates instead of only one!


- Chronal Vortex and Timequake are disabled.


- Exploding crates have been disabled (I hate them).


- C&C units and structures.


- Ore is now C&C tiberium!!!


- MCV is undeployable.


- 4 hidden songs enabled!


- ALL songs available for all sides!


- Tiberian Sun units (of course, not the real TS images)!





The new units & buildings


Ukraine & Spain have ALL units & structures.





Infantry





Rifle Infantry


Same.





Grenadier


Same.





Rocket Soldier


Same.





Engineer


Same.





Thief


Same.





Hacker


Owner: Both Sides


Prerequisite: Barracks/Hand of NOD


Weapon: a suitcase full of gadgets to hack into buildings


Description:


Same as normal spy (but a bit faster).





Medic


Available for both sides.





Chem. Warrior


Owner: NOD


Prerequisite: Flame tower, Chem. Research


Weapon: Chem. Ball launcher


Description:


These warriors are one of the most useful ground units. If you use them in groups, they can destroy most tanks with a few hits!





Commando


Owner: Both Sides


Prerequisite: Adv. Comm. Center/Temple of NOD


Weapon: Cannon Rifle, C4 Explosives


Description:


Armed with a Cannon Rifle with unlimited ammo,


they can take out most tanks (and infantry) with ease.


The best way to destroy them is using airplanes or Rocket Launchers.





Saboteur


Owner: GDI


Prerequisite: Barracks


Weapon: C4 explosives


Description:


Handy units which you can use in combination with an APC (Saboteur + APC = Kaboom!)


(NOTE: This unit got's a serious bug! I've defined the Saboteur in the right way in the rules.ini but you can't build him unless you have Aftermath!)





Ground Units





Rocket Launcher


Owner: Both Sides


Prerequisite: War Factory


Weapon: Big Rocket Packs, M60 machine gun


Description:


Fires very strong and accurate rockets.





M1A2 Abrams Tank


Owner: Both Sides


Prerequisite: War Factory


Weapon: 90mm Cannon, M60 machine gun


Description:


The first "real" tank in the game. Same as Medium Tank (actually, it is a Medium Tank).





M2-F Bradley


Owner: Both Sides


Prerequisite: War Factory


Weapon: Rockets, M60 machinegun


Description:


The lightest tank on the battlefield, but they have powerful rockets (note: two or three shots of a Gun Turret and they're dead).





Mammoth Tank


Owner: NOD


Prerequisite: Temple of NOD


Weapon: double Laser Cannon, rocket packs


Description:


Besides the laser, same!





Disrupter Tank


Owner: GDI


Prerequisite: Adv. Comm Center


Weapon: Sonarwave assault cannon,M60 machine gun 


Description:


This unit shakes a unit or building apart in seconds, unfortunalty they have very light armor.





Mobile Gap Gen.


Same.





Tesla Drone


Owner: NOD


Prerequisite: Tesla Coil


Weapon: Tesla Zap


Description:


One of the weirdest looking "tanks" on the battlefield. They fire a very strong teslazap at their enemies.





Harvester


Same as the Ore Truck.





MCV


Same.





'Devil Tongue' Flame Tank


Owner: NOD


Prerequisite: War Factory,Temple of NOD


Weapon: twin Flametrowers


Description:


Uses one of NOD's newest technology, the ability of bury itself in the ground (ok, they don't really bury themselfs in the ground, just pretend they do). In that way, a large group of Devil Tongues can sneak into your base and raise it to the ground.





Combat APC


Owner: Both Sides


Prerequisite: Barracks, War Factory


Weapon: Vulcan, AA Gun


Description:


An upgraded version of the APC.





Tiberium Tank


Owner: NOD


Prerequisite: Flame, Chem. Research


Weapon: Double Chem. Ball launcher


Description:


A deadly tank that fires chemical balls made with Tiberium.





Stealth Tank


Owner: NOD


Prerequisite: War Factory, Temple of NOD


Weapon: Rocket packs


Description:


They can sneak up on you before you can do something against them. Use them in groups.





MG (Machine Gun) Mech


Owner: GDI


Prerequisite: Adv. Comm. Center


Weapon: High-Velocity Machine Gun


Description:


The worst reason to make large groups of infantry (no offence to all infantry lovers), if you don't count the Tiberium/Flame Tank.





Large Mech


Owner: GDI


Prerequisite: Adv. Comm. Center


Weapon: twin 120mm Cannon


Description:


This is one of GDI's strongest weapons, a real threat when in groups.


Onfortunalty, they don't have air defence.





Plasma Cannon Tank


Owner: Both Sides


Prerequisite: Adv. Comm. Center/Temple of NOD


Weapon: twin Plasma Cannon, M60 machine gun


Description:


Fires powerful plasma balls.





Buggy


Owner: Both


Prerequisite: War Fact.


Weapon: M60 machine gun


Description:


Same as in C&C.





Ships





ATS


Owner: NOD


Prerequisite: Sub Pen  


Weapon: Advanced torpedoes


Description:


This is an upgraded version of the Submarine.





Destroyer


Same.





Cruiser


Same.





LST


Owner: Both


Prerequisite: Sub pen/Naval Yard 


Weapon: None


Description:


Carry's 10 passengers now.





Gun Boat


Owner: Both Sides


Prerequisite: Naval Yard/Sub Pen


Weapon: rocket launcher


Description:


Same.





Air Units





C-17 Bomber (super weapon)


Owner: NOD


Prerequisite: Airfield


Weapon: Parabombs, Paratroopers


Description:


Carry's 10 bombs and paratroopers now.





Starhawk Airstrike (super weapon)


Owner: NOD


Prerequisite: Airfield  


Weapon: Plasma Cannon


Description:


This is NOD's most recent technology: a spacecraft-like airplane that is capable of firing powerful plasma balls. VERY fast.





FJ Fighter


Owner: NOD


Prerequisite: Airfield


Weapon: AG Rockets


Description:


This is an alien aircraft found by NOD in the desert in North Africa.


NOD has duplicated these fast and powerful aircrafts.





Orca Fighter


Owner: GDI


Prerequisite: Helipad


Weapon: Dragon Rockets


Description:


Guess :)





Orca Transport


Owner: GDI


Prerequisite: Helipad


Weapon: none


Description:


The name says it all.





Orca Bomber


Owner: GDI


Prerequisite: Helipad


Weapon: AG Rockets


Description:


This is the Orca Bomber from TS (not the real image, of course), it fires powerful rockets.





Buildings





Advanced Guard Tower


Owner: GDI


Prerequisite: Adv. Comm. Center


Weapon: Stinger missiles


Description:


This defensive structure can attack ground and air with Stinger missiles.


Can be build 5 cells away, just as all defensive structures.





Tiberium Power Plant


Owner: both


Prerequisite: Adv. Comm Center/Temple of NOD


Weapon: none


Description:


This expensive building give a lot of power for your base.





Chem. Research Center


Owner: NOD


Prerequisite: Temple of NOD


Weapon: None


Description:


This building is needed if you want Chem. Warriors/Tanks.





Water Mine


Owner: both


Prerequisite: Power Plant


Weapon: Explodes On Contact


Description:


Can be used for naval protection.





Advanced Communications Center


Owner: GDI


Prerequisite: Weapons Factory,Radar Dome


Weapon: GPS Satelite


Description:


This building is needed if you want advanced units like the Disrupter Tank. Gives you the GPS Satelite. Got's light armor.





Temple of NOD


Owner: guess :)


Prerequisite: Weapons factory, Radar Dome


Weapon: none


Description:


This building is needed if you want advanced units like the Stealth Tank. Got's heavy armor.





Tidal Generator


Owner: Both Sides


Prerequisite: Naval Yard/Sub Pen


Weapon: none


Description:


Gives you a little power, useful for backup power. Can only be placed in water.





Building Notes:


All defensive structures can be build 5 cells away.


Sub Pen/Naval Yard and Water Mine can be build 15 cells away.


All other buildings are the same or only cheaper.





The 'Super Weapons'


Recharge time (in minutes):


*Chronosphere=6


GPS Sattelite=1


Iron Curtain=6


***H-Bomb=7


**Para Bombs=5.5


**Paratroopers=4.5


Sonar Pulse=4


A-10 Airstrike=5





*Doesn't kill infantry anymore.


**Now 10 Paratroopers/bombs instead of 5, parabombs are napalm bombs now.


***Atom Bomb is replaced with the Hydrogen Bomb (does 1/2 more damage).





Other Stuff


If you have The Aftermath, you should be able to download the Aftermath add-on from the site where downloaded this. If it isn't there, go to the Red Alert Source (http://redalertsource.com or http://cc.redalertsource.com) and download it there.





E-Mail & Homepage


E-mail: karel.vd.veldt@tip.nl


Homepage: none





Credits


Myself 


For creating and testing this wonderful modification and for making


the Disrupter Tank, Large Mech, MG-Mech, Flame Tank, M2-F Bradley and the H-Bomb icon.





Chuck Clemens


For converting the C&C units and structures for use in RA.





Moritz Mertinkat


For making RA Mixer.





SoulKrusher


For the Tiberium Tank, the Chem. Warrior icon and the Combat APC (not the icon).





BADDAY


For the Tesla Drone and the Tidal Generator, the H-Bomb explosion (I've made it 2 times as big as the original) and the Chrono Tank II.





Ben Dickson


For the Orca Bomber.


Visit his webpage:


HTTP://members.aol.com/GDICKSON48/RAMAIN.html





AyZianBoY


For the Orca Transport.





Some unknown boys/girls


For the FJ Fighter and the Starhawk (Plasma Jet).





Bugs/Glitches


- The game crashes if I change the names of the structures.


- You don't see the name or cost of the Adv. Guard Tower.


- The Plasma Cannon Tank leaves trails on the screen.


- Buggy icon doesn't work.


If you find bugs, e-mail me and I'll try to fix them. 








Copyrights


Red Alert is (c) 1996, 1997 Westwood Studios Inc.


Just in case:


Tiberian Sun will (most likely) be (c) 1998 (or 1999) Westwood Studios Inc.


Fight! Win! Prevail! is (c) 1998 Karel van der Veldt (karel.vd.veldt@tip.nl)


