Red Alert 2 SOUND.INI Guide





Sections Covered


[Defaults]


[SoundList]





All of the game's generic sounds are controlled through this file. Generic sounds include any sound made in the game other than the musical themes and the EVA/Sofia voices which are dealt with by the THEME.INI and EVA.INI files respectively. Each sound must be listed in the [SoundList] section and then be defined with it's own section if it's attributes differ from the default settings as defined in the [Defaults] section. NOTE: there is an important difference in the way this file is parsed from other INI files - anyhing in here that is listed by any statement should be seperated by SPACES and not by COMMAS.





All of the sounds defined in this file are contained in the AUDIO.BAG file in LANGUAGE.MIX > AUDIO.MIX and are referenced by the AUDIO.IDX file. In order for any sound to be used, it must be valid and referenced by all of these three files - in other words, it should be in the [SoundList] and have it's own section in SOUND.INI, be contained in AUDIO.BAG and be referenced in AUDIO.IDX. XCC Sound Editor can be used to add new sounds to the game in this manner, and XCC Mod Creator can be used as a means of distributing new sounds by automatically performing this task.





Saying that, there are a wealth of sounds present in the game that go unused (or at least are not used that often), and the skilled mod writer should make note of this and employ those sounds where possible - this allows for some unique customization to your mod without having to distribute new sounds.





NOTE: unlike previous C&C games which used Westwood's own AUD format for sounds, Red Alert 2 makes exclusive use of IMA ADPCM type WAV files. If you are looking to extract them or to add new ones, you should ensure correct conversion to and from this format. XCC Mixer currently supports conversion between this format and the standard Windows (PCM) format.





[Defaults]





The default settings for all sound events are listed here. Any of the statements from entries listed in the [SoundList] except for Sounds= (as that explicitly defines the sounds themselves) are valid here and determine the default settings for all sounds in the game.





[SoundList]





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.





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





Volume=


Determines the overall volume of the sound on a scale of 0 - 100.





MinVolume=


The minimum volume of the sound on a scale of 0 - 100 - this is employed by sounds that have Type=GLOBAL set, thus defines how loud that sound is as all players will hear it.





Range=


The range, in cells, from which this sound can be heard from it's point of origin. See also the VShift= statement.





Limit=


The maximum number of instances of this sound that can be playing in the game at any one time.





Control=


Determines how the sound is handled when played, presumably based on some pre-defined waveforms. Can be set to any of the following (can employ more than one type if seperated);-


 


Loud		Over-ride, sound is played at maximum volume setting


Quiet		Over-ride, sound is played at global MinVolume= setting


Movement	Sound is applied to movement of objects


Violent	Pre-defined Volume=, Attack= and Delay= is applied to the sound


Ambient	Soudn plays in the background, cannot be over-ridden or interrupted


Decay		Sound 'fades out' when played


Attack	Sound quickly 'fades in' when played


Interrupts	Sound interrupts all other sound events when played


Predelay	Sound is delayed and 'faded in' when played


Random	One sound is played from those listed with the Sounds= statement


Loop		Sound is looped continually


All		Play all sounds from the Sounds= statement in the order in which they appear





Delay=


Should contain two values that determine the minimum and maximum delay (in milliseconds) applied to this sound respectively.





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.





Type=


Specifies the 'type' of sound and thus how it is handled and heard in the game. Can be set to any of the following;-





SHROUD		Can be heard even when played under shroud


NOISE_SHY		Over-ride, sound does not play if other sounds are being played


GUN_SHY		Over-ride, sound does not play if sounds with greater Volume= are being played


PLAYER		Can be heard only by the player causing this sound event to be played


LOCAL			Can be heard only at it's point of origin and at the distance from it's Range=


SCREEN		Can be heard only if a player is viewing the part of the map on which it is played


GLOBAL		Can be heard by all players across the whole map





FShift=


Specifies the delta from normal sound pitch which determines the frequency shift applied to the sound when played. Should contain 2 values which determine the minimum frequency delta and maximum frequency delta respectively.





VShift=


Used when the sound has a Range= specified and details the delta from normal sound volume with each cell away from it's point of origin. Should contain 2 values which determine the minimum frequency delta and maximum frequency delta respectively.





Sounds=


Lists the sounds to be made when this name is called. These sounds are the internal filenames as defined in the AUDIO.IDX file and contained in the AUDIO.BAG file. The use of the '$' symbol when placed before a filename is obsolete and may have been used to refer to the corrosponding VOX: entries of the RA2.CSF file which contain the names and descriptions of the sounds, although this is wildly inaccurate.


