Red Alert 2 THEME.INI Guide





Sections Covered


[Themes]


Individual Theme Data





This file controls all of the musical themes (collectively known as the soundtrack) available in the game. The file has two parts, the [Themes] section followed by sections dedicated to each of the themes listed in the [Themes] section.





[Themes]





Note that listings in the [Themes] section are case sensitive, and each listing in that section must have it's own section defined as the names must corrospond. These sections thus supply the information specific to each theme declared in the [Themes] section. NOTE: even if a particular theme is not normally available in the play list, it must still be declared in the [Themes] section - this is because this list forms an internal table used by the game for instances such as actions from within a map file. For that same reason, the names of each theme within that section should not be edited, as they are relied upon from within the game code and map files.





Unlike previous C&C games which used Westwood's own AUD format for themes, 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.





Individual Theme Data





Name=


Details the name of this theme which is displayed on screen in the playlist. Should be set to a reference in the RA2.CSF file and by convention this is usually THEME:name.





Sound=


Contains the filename of the theme as contained in THEME.MIX in the Red Alert 2 directory. New themes can also be included by placing them directly in the Red Alert 2 directory providing they are in IMA ADPCM format, have been included in the list under the [Themes] section and have their own section defined.





Length=


This is unused in Red Alert 2 because the length of the theme is contained within the header of the new audio file type used, although it is parsed and valid. Appears to be linked to the Music Stream keyword but the use of that has not been established. Contains the length of this theme in minutes.





Normal=


Can be set to 'yes' or 'no' and determines whether or not this theme is available to be played through the ingame playlist. This can be used to ensure that certain themes can only be heard when certain maps or scenarios are played.





Scenario=


The number of the scenario at which the theme becomes available for the player to hear through the ingame playlist. This can be used to ensure that themes become available only when a player has reached a certain stage in the game, thus could not listen to them all before completing a campaign. Defaults to 0 in Red Alert 2, in other words you can listen to all themes which have Normal=yes set without having to complete any missions.





Side=


Lists the side(s) which get to hear this theme from the [Sides] list in RULES.INI. Can be used to ensure that only certain sides get to hear specific themes, although it is unused in Red Alert 2 - this remains residual from Tiberian Sun.





Repeat=


Can be set to 'yes' or 'no' and determines whether the theme repeats itself or if the game jumps to the next track in the playlist when this one has finished.


