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Red Alert 2 EXE Switches





[MultiPlayer]





PreferredGameTypeID=


Stores the default multiplayer game mode type. The number should corrospond to an entry in the MPMODES.INI file.





PreferredScenarioIndex=


Stores the default scenario index (ie Soviet or Allied) - should be set to '0' for Allied and '1' for Soviet.





Locale=


Stores the players preferred locale (ie where in the world they are from). This is possibly used when matching players by geographical proximity to ensure optimal connection quality.





StoreNick=


Can be set to 'yes' or 'no' and determines whether or not your WOL nickname is stored so you dont have to type it in every time you logon. This nickname has it's own section in WOLINFO.INI.





WOLTaunts=


Can be set to 'yes' or 'no' and determines whether or not taunts are allowed in games played on Westwood Online. The taunts are all standard WAV format files and are stored in the 'taunts' folder in the RA2 directory.





LANTaunts=


Can be set to 'yes' or 'no' and determines whether or not taunts are allowed in games played on a LAN. The taunts are all standard WAV format files and are stored in the 'taunts' folder in the RA2 directory.





WOLScrollText=


Can be set to 'yes' or 'no' and determines whether or not text messages scroll onto the screen instead of using the 'typed' effect during games on Westwood Online. Does not appear to be used.





LANScrollText=


Can be set to 'yes' or 'no' and determines whether or not text messages scroll onto the screen instead of using the 'typed' effect during games on a LAN. Does not appear to be used.





ObserverMode=


Flag which can can be set to '1' for yes and '0' for no indicating if Observer mode is enabled by default in games on Westwood Online. Added in the 1.004 patch.





PhoneIndex=


Unknown, although I have never found a need to modify this. Best left alone.





WOLLimitResolution=


Can be set to 'yes' or 'no' and determines whether or not games hosted by this player default to having screen resolution limited to 640x400.





LastNickSlot=


Refers to slo number of last nuickname used by this player (which would have it's own section in WOLINFO.INI). I have never found a need to modify this. Best left alone.





Handle=


Unknown, possibly the MAC address of the NIC or Modem in the user's computer. Best left alone.





Color=


Default color number of the player. See the [Colors] section of the RULES.INI guide for full details of these color numbers. A value of -2 means that the player is allocated a color at random from the colors which have not yet been selected for use by other players.





ColorEx=


Unknown, although I have never found a need to modify this. Best left alone.





Side=


Default country name that the player uses. Must be from the [Countries]list and have it's own section defined in RULES.INI.





SideEx=


Unknown, although I have never found a need to modify this. Best left alone.





GameMode=


Number of the default game mode to be used in Skirmish mode. The number refers to a corrosponding game mode number as defined by the MPMODES.INI file.





[Options]





??


None existant. As with Tiberian Sun, there is a means within the game code of specifying the side of the screen on which the Sidebar appears (left or right) from within the RA2.INI file although this is hardcoded to RIGHT and unfortunately no keyword is parsed which allows this to be changed. Perhaps this may be addressed by Westwood in a future patch or expansion pack as this feature would prove particularly useful for left-handed players.





GameSpeed=


Controls the overall game speed. Note that this is inversed from the actual selection in the game, from 0 (fastest) to 6 (slowest). This can also be modifed in the game setup screen.





Difficulty=


Controls the game difficulty (used for single player campaigns). 0=Easy, 1=Normal, 2=Hard. This can also be modifed in the game setup screen.





ScrollMethod=


Unknown, I have never found a need to modify this, although it may be related to the WOLScrollText= and LANScrollText= entries.





ScrollRate=


Details the rate at which the screen scrolls when the mouse is moved to the edge. Best left alone as this can cause some stutter if reduced.





AutoScroll=


Unknown, I have never found a need to modify this, although it may be related to the WOLScrollText= and LANScrollText= entries or even whether the screen scrolls by itself when you reach the edge with the mouse cursor or if you have to move the mouse further to get the screen to scroll.





DetailLevel=


Controls the game detail level, 0=Low Detail, 1=Normal Detail, 2=Full Detail. Controls which animations display at the various level settings through the DetailLevel= setting on individual animation entries in ART.INI which dictate the setting required  before they can be displayed.





SidebarCameoText=


Can be set to 'yes' or 'no' and determines if you get a text description when you leave the mouse over an icon in the sidebar (ie it's UIName= is displayed).





UnitActionLines=


Can be set to 'yes' or 'no' and determines if you get the 'action lines' which indicate where you have directed units to move or fire. Setting this to 'no' does not disable the ability of the Psychic Sensor to indicate enemy target lines.





ShowHidden=


Can be set to 'yes' or 'no' and determines if units are 'shown' when they are behind other objects. If a unit with CanBeHidden=true set is behind an object with CanHideThings=true set (see ART.INI) then the BEHIND.SHP animation is displayed over that object.





ToolTips=


Can be set to 'yes' or 'no' and determines if you get descriptive text over objects on the map when you leave the mouse over them (ie their UIName= is displayed).





[Video]





AllowHiResModes=


Can be set to 'yes' or 'no' and determines if the higher screen resolution settings can be selected in the game. This statement is set to 'no' by default, meaning the game will only allow those resolutions indicated below with a '*'. Note that the game will only ever run in 16-bit color regardless of the resolution setting or the users Desktop configuration. Although undocumented, Red Alert 2 supports the following screen resolutions;-





640x480	Default although special case can apply


800x600	Default


960x720


1024x768	Default


1152x864


1280x960


1280x1024





In the case of 640x480 it is possible to change 480 to 400 (see later).





AllowVRAMSidebar=


Can be set to 'yes' or 'no' and determines if virtual memory is used to store the game sidebar instead of physical RAM. The practical upshot is that if the user has a small amount of RAM and the VRAM is used instead, they get a performance boost as RAM is freed up for use by the battle rather than use of the sidebar (which is not required as frequently).





VideoBackBuffer=Can be set to 'yes' or 'no' and determines whether or not your DirectX compatable video card uses the back buffer.This is enabled by default anyway, so there is no need to set this to 'no' unless you are experiencing screen refresh problems at resolutions above 640x480. If you are using a low-end video card or experience any refresh issues at any resolution, set this to 'no'.





AllowModeToggle=


Can be set to 'yes' or 'no' and determines whether or not you can toggle between 640x480 and 640x400 (the default for setting Tiberium Dawn and Red Alert included for DOS compatability) resolutions, thus improving the aspect ratio of the picture on larger monitors. Seems to cause problems unless your monitor supports it.





ScreenWidth=


Stores the screen width in pixels as determined by the screen resolution setting. Changing this value and the ScreenHeight= value is one way to manually determine the screen resolution although it is recommended that you use AllowHiResModes=yes instead.





ScreenHeight=


Stores the screen width in pixels as determined by the screen resolution setting. Changing this value and the ScreenWidth= value is one way to manually determine the screen resolution although it is recommended that you use AllowHiResModes=yes instead.





StretchMovies=


Can be set to 'yes' or 'no' and determines whether or not the movies in the game are stretched to fit the full screen width.





[Audio]





SoundVolume=


Determines the volume level of sounds in the game on a scale from 0.000000 to 1.000000. Over-rides the SOUND.INI settings.





VoiceVolume=


Determines the volume level of EVA & Sofia voices in the game on a scale from 0.000000 to 1.000000. Over-rides the EVA.INI settings.





ScoreVolume=


Determines the volume level of music in the game on a scale from 0.000000 to 1.000000. Over-rides the THEME.INI settings.





IsScoreRepeat=


Can be set to 'yes' or 'no' and determines whether or not the musical scores repeat themselves. Only those themes with Repeat=yes set in THEME.INI are eligible for this.





IsScoreShuffle=


Can be set to 'yes' or 'no' and determines whether or not the musical scores are played at random. Only those themes with Normal=yes set in THEME.INI are eligible for this.





SoundLatency=


Determines the overall sound latency on a scale from 0 - 9 and is used to determine the relative volume of music to sounds so that one type does not 'drown out' the other. Best left alone.





InGameMusic=


Can be set to 'yes' or 'no' and determines whether or not you get music in the game itself.





[Network]





Socket=


Specifies the Network socket number.





NetCard=


Determines which NIC (Network Interface Card) installed on the machine should be used for network games.





NetID=


Specifies the Network ID of the computer. Possibly the MAC address.





[Skirmish]





The statements in this section define the default settings specifically for Skirmish games.





PrintCRC=


Can be set to 'yes' or 'no' and determines whether or not the on-screen co-ordinates of the cursor are displayed if a hot key is assigned to enable this either through the game options or by the KEYBOARD.INI file.





GameMode=


Number of the default game mode to be used in Skirmish mode. The number refers to a corrosponding game mode number as defined by the MPMODES.INI file.





ScenIndex=


Unknown, although I have never found a need to modify this. Best left alone.





GameSpeed=


Controls the overall game speed. Note that this is inversed from the actual selection in the game, from 0 (fastest) to 6 (slowest). This can also be modifed in the game setup screen.





Credits=


Default amount of money with which players start the game.





UnitCount=


Number of units with which each player can start the game. I have not established if there are minimum or maximum thresholds for this value, although I would imagine that setting this below 0 would cause problems.





ShortGame=


Determines if this is a 'short game', in other words a players' game is over when all of their structures are destroyed (even if they have units remaining). This is the option that prevents players 'hiding' units on the map in a bid to win by forcing their opponent to abort/quit.





SuperWeaponsAllowed=


Can be set to 'yes' or 'no' and determines whether or not Super Weapons can be used in the game. Note that this only affects those Super Weapons which have DisableableFromShell=yes set. Note that the addition of this logic to allow disabling of Super Weapons has also rendered the TechLevel= setting obsolete - this is not valid, parsed or used in Red Alert 2.





BuildOffAlly=


Can be set to 'yes' or 'no' and determines whether or not players can build their own structures adjacent to their allies' structures. By default, this affects only Construction Yards, although you can define any structure as being eligible for this feature by giving it EligibileForAllyBuilding=yes.





MCVRepacks=


Can be set to 'yes' or 'no' and determines whether or not MCV's can be deployed and redeployed in the game.





CratesAppear=


Can be set to 'yes' or 'no' and determines whether or not random crates appear in the game.





Slot01=


Slot02=


Slot03=


Slot04=


Slot05=


Slot06=


Slot07=


Up to 8 slots are allocated for each multiplayer game numbered 00 - 07, one for each player who can be present. Each slot is then allocated a house number when the game starts with Slot00= being house number 13, Slot01= being 14 and so on. Slot00= cannot be defined here as that refers to the player (ie the user of the machine on which this RA2.INI file is stored). The three parameters represent, in order as A,B,C;-





A


Difficulty level of opponent in this slot;-





6=Easy AI, 5=Medium AI, 4=Brutal AI, 3=Observer (only if enabled), 2=Human Player, 1=Slot Closed (None)





Note that values of 3 or 2 can generate internal errors if used in this section as Observers and other human players should not be allowed to participate in Skirmish games on one machine.





B


Country number of the player in this slot from the [Countries]list in RULES.INI. A value of -2 means that this slot is filled by a country picked at random from that list if the first parameter is not set to 1 (ie slot closed).





C


Color number of the player in this slot. See the [Colors] section of the RULES.INI guide for full details of these color numbers. A value of -2 means that the player in this slot (if it is open) is allocated a color at random from the colors which have not yet been selected for use by other players. Note that Observers (if present) are always allocated Grey.





[LAN]





The statements in this section define the default settings specifically for LAN games.





ScenIndex=


Unknown, although I have never found a need to modify this. Best left alone.





GameMode=


Number of the default game mode to be used in Skirmish mode. The number refers to a corrosponding game mode number as defined by the MPMODES.INI file.





ScenIndex=


Unknown, although I have never found a need to modify this. Best left alone.





GameSpeed=


Controls the overall game speed. Note that this is inversed from the actual selection in the game, from 0 (fastest) to 6 (slowest). This can also be modifed in the game setup screen.





Credits=


Default amount of money with which players start the game.





UnitCount=


Number of units with which each player can start the game. I have not established if there are minimum or maximum thresholds for this value, although I would imagine that setting this below 0 would cause problems.





ShortGame=


Determines if this is a 'short game', in other words a players' game is over when all of their structures are destroyed (even if they have units remaining). This is the option that prevents players 'hiding' units on the map in a bid to win by forcing their opponent to abort/quit.





SuperWeaponsAllowed=


Can be set to 'yes' or 'no' and determines whether or not Super Weapons can be used in the game. Note that this only affects those Super Weapons which have DisableableFromShell=yes set. Note that the addition of this logic to allow disabling of Super Weapons has also rendered the TechLevel= setting obsolete - this is not valid, parsed or used in Red Alert 2.





BuildOffAlly=


Can be set to 'yes' or 'no' and determines whether or not players can build their own structures adjacent to their allies' structures. By default, this affects only Construction Yards, although you can define any structure as being eligible for this feature by giving it EligibileForAllyBuilding=yes.





MCVRepacks=


Can be set to 'yes' or 'no' and determines whether or not MCV's can be deployed and redeployed in the game.





CratesAppear=


Can be set to 'yes' or 'no' and determines whether or not random crates appear in the game.





Slot01=


Slot02=


Slot03=


Slot04=


Slot05=


Slot06=


Slot07=


Up to 8 slots are allocated for each multiplayer game numbered 00 - 07, one for each player who can be present. Each slot is then allocated a house number when the game starts with Slot00= being house number 13, Slot01= being 14 and so on. Slot00= cannot be defined here as that refers to the player (ie the user of the machine on which this RA2.INI file is stored). The three parameters represent, in order as A,B,C;-





A


Difficulty level of opponent in this slot;-





6=Easy AI, 5=Medium AI, 4=Brutal AI, 3=Observer (only if enabled), 2=Human Player, 1=Slot Closed (None)


It is not known if more than 8 players can be enabled by adding more slot numbers here.





B


Country number of the player in this slot from the [Countries]list in RULES.INI. A value of -2 means that this slot is filled by a country picked at random from that list if the first parameter is not set to 1 (ie slot closed).





C


Color number of the player in this slot. See the [Colors] section of the RULES.INI guide for full details of these color numbers. A value of -2 means that the player in this slot (if it is open) is allocated a color at random from the colors which have not yet been selected for use by other players. Note that Observers (if present) are always allocated Grey.





[WonlinePref]





The statements in this section define the default settings specifically for Westwood Online (Internet) games.





ScenIndex=


Unknown, although I have never found a need to modify this. Best left alone.





GameMode=


Number of the default game mode to be used in Skirmish mode. The number refers to a corrosponding game mode number as defined by the MPMODES.INI file.





ScenIndex=


Unknown, although I have never found a need to modify this. Best left alone.





GameSpeed=


Controls the overall game speed. Note that this is inversed from the actual selection in the game, from 0 (fastest) to 6 (slowest). This can also be modifed in the game setup screen.





Credits=


Default amount of money with which players start the game.





UnitCount=


Number of units with which each player can start the game. I have not established if there are minimum or maximum thresholds for this value, although I would imagine that setting this below 0 would cause problems.





ShortGame=


Determines if this is a 'short game', in other words a players' game is over when all of their structures are destroyed (even if they have units remaining). This is the option that prevents players 'hiding' units on the map in a bid to win by forcing their opponent to abort/quit.





SuperWeaponsAllowed=


Can be set to 'yes' or 'no' and determines whether or not Super Weapons can be used in the game. Note that this only affects those Super Weapons which have DisableableFromShell=yes set. Note that the addition of this logic to allow disabling of Super Weapons has also rendered the TechLevel= setting obsolete - this is not valid, parsed or used in Red Alert 2.





BuildOffAlly=


Can be set to 'yes' or 'no' and determines whether or not players can build their own structures adjacent to their allies' structures. By default, this affects only Construction Yards, although you can define any structure as being eligible for this feature by giving it EligibileForAllyBuilding=yes.





MCVRepacks=


Can be set to 'yes' or 'no' and determines whether or not MCV's can be deployed and redeployed in the game.





CratesAppear=


Can be set to 'yes' or 'no' and determines whether or not random crates appear in the game.





Slot01=


Slot02=


Slot03=


Slot04=


Slot05=


Slot06=


Slot07=


Up to 8 slots are allocated for each multiplayer game numbered 00 - 07, one for each player who can be present. Each slot is then allocated a house number when the game starts with Slot00= being house number 13, Slot01= being 14 and so on. Slot00= cannot be defined here as that refers to the player (ie the user of the machine on which this RA2.INI file is stored). The three parameters represent, in order as A,B,C;-





A


Difficulty level of opponent in this slot;-





6=Easy AI, 5=Medium AI, 4=Brutal AI, 3=Observer (only if enabled), 2=Human Player, 1=Slot Closed (None)





Note that adding values of 2 here has become a way of enabling more than the default 4 players on Westwood Online, but due to the bandwidth use and demand on the game servers (which are provided free and are at best, fairly unreliable and slow) it is NOT recommended to do this.





B


Country number of the player in this slot from the [Countries]list in RULES.INI. A value of -2 means that this slot is filled by a country picked at random from that list if the first parameter is not set to 1 (ie slot closed).





C


Color number of the player in this slot. See the [Colors] section of the RULES.INI guide for full details of these color numbers. A value of -2 means that the player in this slot (if it is open) is allocated a color at random from the colors which have not yet been selected for use by other players. Note that Observers (if present) are always allocated Grey.





[Intro]





Play=


Can be set to 'yes' or 'no' and determines if the Red Alert 2 introduction movie is played when the game is started. By default, this is set to 'yes' when Red Alert 2 is installed and is then set to 'no', the effect being that you only get to see the movie the first time that you run Red Alert 2. Setting this to 'yes' allows you to watch the movie again next time the game is started. The game is hardcoded to play A00_F00E.BIK so by adding a movie with that filename (and in BIK format) to the Red Alert 2 directory you can get a different movie to play.





[WOnline]





AllowPage=


Can be set to 1 or 0 and determines if other people can page you when on Westwood Online.





AllowFind=


Can be set to 1 or 0 and determines if other people can search for and find you when on Westwood Online.





LangFilter=


Can be set to 1 or 0 and determines if the profanity filter is enabled when on Westwood Online.





LobMusic=


Can be set to 1 or 0 and determines if you get music in lobbies when on Westwood Online.





ShowAll=


Can be set to 1 or 0 and determines if you see all users online or just those in your Buddy List when on Westwood Online.





DisplayAsian=


Can be set to 1 or 0 and determines if Asian text is displayed correctly when on Westwood Online. This support was added in a patch, did not exist by default.





DisplayLatin=


Can be set to 1 or 0 and determines if Latin text is displayed correctly when on Westwood Online. This support was added in a patch, did not exist by default.





[SerialDefaults]





CallWaitStringIndex=


The index of the modem initialization string that determines the command to execute when 'call waiting' is enabled. I have never found a need to modify this. Best left alone.





InitStringIndex=


Index of the modem initialization strings. I have never found a need to modify this. Best left alone.





DialMethod=


Modem dial method, can be set to 'T' (Tone dial) or 'P' (Pulse dial). I have never found a need to modify this. Best left alone.





Baud=


Modem maximum baud (data transfer) rate. Can only be set to 4800, 9600, 19200, 38400, 57600, 115200 kbps.





IRQ=


Interupt request number of modem. Best left alone.





Port=


Serial port number to be used for modem in 'null modem' or 'serial' games.





Compression=


Can be set to 1 or 0 and determines whether or not data compression is used with the modem.





ErrorCorrection=


Can be set to 1 or 0 and determines whether or not error correction is used with the modem.





Red Alert 2 EXE Switches





It is actually possible to customize the running of Red Alert 2 by running the RA2.EXE file from the command line and adding any of the following switches. The syntax of the command should be (remember to change the drive and directory as appropriate as this is the default installation path);-





C:\Westwood\RA2\RA2.EXE  [apply switches here]





The available switches are (note that they are case sensitive);-





-X		Unknown


-O		Unknown


-WIN		Runs the game in a new Desktop Window instead of fullscreen mode


-16		Forces 16-bit color (although the game defaults to this anyway)


-480		Sets screen height to 480 pixels instead of 400 in 640x400 resolution (default setting anyway)


xXy		Runs the game with the resolution settings as specified (height X width - make sure your monitor supports!)


-ATTRACT	Unknown


-MESSAGES	Allows incoming messages from outside the game (WOL)


-STEALTH	Hides players names in multiplayer LAN and Internet games


-NOROUTER	Unknown


-DROP=	Unknown


-MPDEBUG	Runs the game with Multiplayer Debug Mode enabled


-SOCKET	Specifies a socket number (between 0 and 16383)


-DESTNET	Destination network address (IP format, nn.nn.nn.nn)


-CD		Unknown


/h		Unknown but does not actually run the game if used


-h		Unknown but does not actually run the game if used


-?		Unknown but does not actually run the game if used


/?		Unknown but does not actually run the game if used


-play [filename]	Plays a game movie file (IPB format)


-record		Creates a game movie file (defaults to SESSION.IPB) in the Red Alert 2 directory


-noaudio	Switches all audio off (useful for players with sound card issues)


-nostr		Starts the game without reading the RA2.CSF file


-str		As above but the game will read the RA2.CSF file (although the game defaults to this anyway)


-jabber		Disables reading of the RA2.CSF file resulting in much jibberish!





Examples (remember to change the drive and directory as appropriate as this is the default installation path);-





- to run Red Alert 2 in 16 bit color in a new window with Multiplayer Debug Mode enabled you would use;-


C:\Westwood\RA2\RA2.EXE  -WIN -MPDEBUG -16





- to record a movie of the game being played, use;-


C:\Westwood\RA2\RA2.EXE -record





- and to play that movie, use;-


C:\Westwood\RA2\RA2.EXE -play session.ipb


