Red Alert 2 UI.INI Guide





Sections Covered


[AdvancedCommandBar]


[MultiplayerAdvancedCommandbar]





This file controls the Advanced Command Bar at the bottom of the screen. Each of the sections is used to detail which buttons are available for the player to use. Note that you should be cautious when enabling these, particularly if you add 'spaces', as the user's screen resolution setting may mean that they do not see those at the right hand end of the bar.





[AdvancedCommandBar]





ButtonList=


List of buttons available to the player in the single player missions and Skirmish games. Can be any from the following list;-





AttackMove		Selection will engage targets whilst moving


AutoDeploy		Selection will Auto Deploy if attacked


Beacon		Place beacon	


Cheer			Selection 'cheers'


Deploy		Selection deploys


Guard			Puts selection into guard mode


PlanningMode	Enter waypoint mode


Stop			Selection stops what its doing


Team01		Selects pre-defined team #1


Team02		Selects pre-defined team #2


Team03		Selects pre-defined team #3


TypeSelect		Selects all of the current type matching the current selection


X			Use this to put a space between buttons





[MultiplayerAdvancedCommandBar]





ButtonList=


List of buttons available to the player in the single player missions and Skirmish games. Can be any from the following list;-





AttackMove		Selection will engage targets whilst moving


AutoDeploy		Selection will Auto Deploy if attacked


Beacon		Place beacon	


Cheer			Selection 'cheers'


Deploy		Selection deploys


Guard			Puts selection into guard mode


PlanningMode	Enter waypoint mode


Stop			Selection stops what its doing


Team01		Selects pre-defined team #1


Team02		Selects pre-defined team #2


Team03		Selects pre-defined team #3


TypeSelect		Selects all of the current type matching the current selection


X			Use this to put a space between buttons





Notes





The AutoDeploy feature, although valid (and it has a button), is un-supported in Red Alert 2. It may be enabled in a future patch/expansion pack. It was intended to make sure that selected units automatically deployed to engage targets if attacked provided they supported it (for example the GI). Although the PreventAutoDeploy= statement is frequently used in RULES.INI, it applies only to those units when controlled by the AI.





The TypeSelect function applies only to those units that do not have IsSelectableCombatant=no set.





The AttackMove function applies only to those units that do not have PreventAttackMove=no set.





The Cheer function applies only to infantry types that have a cheer animation sequence. Although the Dolphin has such a sequence, it never gets used because it is actually classed as a vehicle.


