Red Alert 2 EVA.INI Guide





Sections Covered


[DialogList]





All of the game's EVA and Sofia voices (as well as the Drill Sergeant and World Domination Tour voices) are controlled through this file. Each sound must be listed in the [DialogList] section and then be defined with it's own section.





All of the sounds defined in this file are contained in LANGUAGE.MIX > AUDIO.MIX. In order for any sound to be used, it must be valid and referenced by this file. XCC Sound Editor can be used to add new sounds to the game, and XCC Mod Creator can be used as a means of distributing new sounds by automatically performing this task.





NOTE: unlike previous C&C games which used Westwood's own AUD format for sounds, Red Alert 2 uses standard WAV files for the EVA & Sofia voices.





[DialogList]





Each sound should be listed here starting at 1 and should be listed by name. The names are used to call the sounds from other INI files, from the game code itself and from map file actions, thus should not be changed from their default values. For the purposes of the map file actions and internal tables, it is not recommended to adjust the order of this list, although new ones can simply be appended to the end and have their own (new) section defined. It should be noted that the sounds in the [DialogList] can only be played from Actions within a map file - the game is hardcoded to play the relevant sounds when specific events occur.





Each sound should also have it's own section defined, named to corrospond with it's entry in [DialogList]. Each entry can be defined by the following characteristics.





Text=


Simply for reference purposes this details what exactly the speech says.





Priority=


Determines the priority that the sound must take when called for to be played. Can be used to ensure that this sound is heard above others. Can be set to CRITICAL, HIGH, NORMAL, LOW or LOWEST. Despite the IMPORTANT value being used, it is obsolete.





Type=


Specifies the 'type' of sound and thus how it is handled and heard in the game. If used, this can only be set to QUEUE which means it gets played after any currently played voices are finished rather than ignored.





Russian=


The filename in AUDIO.MIX of the sound to be played for the Soviet player.





Allied=


The filename in AUDIO.MIX of the sound to be played for the Allied player.


