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The Basics
This is a mod for the original Command & Conquer: Red Alert by Westwood
Studios. Yes, a mod for this ancient game after all this time. What can I say, I’m a
diehard fan.
Visit drjstudio.com for the latest version of this mod and a free and legal
download of the original game that works on modern computers (obviously
necessarily to play the mod).
Once you download the mod, unzip the contents of the zip file into your Red Alert
directory (the one with ra95.exe) to install the mod. Then just start Red Alert
normally and select the Allied or Soviet campaign to play.
There are also Starcraft-style custom briefings for the mod, which are distributed
as a separate application and not hacked into Red Alert itself. I highly recommend
these briefings as they flesh out the story and characters to a far greater degree.
The briefings should be available from the same place you acquired the core mod
(which should be drjstudio.com).
This story takes place chronologically, so the campaign is meant to be played
sequentially; the entire Allied campaign first, then the Soviet campaign. This
differs from the original Red Alert where the two campaigns contradict each other,
or Tiberian Dawn where both campaigns take place concurrently.
The campaign has been tested on Normal difficulty only, not Easy or Hard. I
recommend playing on Normal as I have not even confirmed that the campaign
can be cleared or works properly on other difficulty settings.
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The Story So Far
In an alternate universe, Adolf Hitler was killed before he rose to power. This act
had unintended consequences, however, as this enabled the Soviet Union to rise
unchecked. In the 1950s, the Soviet army launched a full-scale invasion of
Europe. Despite desperate resistance, within a few years all of Europe had fallen
to the Red menace.
A particular Soviet general, Zhukov, was responsible for many crucial victories
and the ultimate defeat of the European Alliance. As the last bastion of the Allies,
Great Britain fell, the leader of the Soviet Union, Joseph Stalin, died of mysterious
causes, and Zhukov ascended to become the new chairman of the Soviet Union.
Many suspected foul play by Zhukov, but none could prove his involvement in
Stalin’s death. Soon, for reasons unknown, Zhukov voluntarily stepped aside from
his position as chairman to assume the rule of Supreme Commander of the Soviet
army and return to his military roots. In his place, he elevated one of his most
loyal supporters to become the new Soviet premier.
It has been eight years since Europe fell. Despite the Alliance’s defeat, many
freedom-loving Europeans have continued a covert resistance against their
Communist oppressors. Recently, the most successful of these rebel cells has
recruited the talents of Field Commander A9, the best Allied commander from the
war. With his aid, they stand ready to rise up against their mortal enemies once
again...

Designer’s Note: Setting aside sci-fi elements such as Tesla coils, the
Chronosphere, Iron Curtain, etc., some of the military technologies depicted in the
original Red Alert, such as the Longbow helicopter and the style of MiG shown in
the game, were not fielded until the 1970s. However, the game also featured
historical personages (Albert Einstein, Joseph Stalin) who died in the 1950s. In
the case of Einstein this could be chalked up to time travel, but there is no such
justification for Stalin. There is no way to square this circle, so in the end, I
decided to place the time of the original Red Alert in the 1950s and to assume
that, amongst many other changes, Albert Einstein altering the flow of time also
accelerated the pace of technological development by several decades. It may be
assumed that, although Red Alert Alternative takes place around the year 1960,
the level of technological development is roughly equivalent to the 1980s in the
real world, discounting the various sci-fi aspects.
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Characters: Allied Side

Dr. Franz Leibniz
An ethical scholar of Austrian descent who is horrified
by the evils the Soviet Union has inflicted upon the
peoples of Europe. Franz is torn between his desires for
peace and freedom, but under Soviet oppression, his
desire for freedom is stronger. He is one of the founding
members of the resistance movement that originates in
southern Germany.

Sierra Ferrari
The younger sister of an Italian soldier who was killed
in the war against the Soviets. Sierra is stoic and
strong-willed and wishes to see the Soviet menace cast
down at any cost. Although hailing from Italy, she
serves as the chief communications officer of the
German resistance.

Tanya Adams
A famous mercenary field operative for the Allies,
Tanya’s marksmanship and skill in demolitions were
legendary among her fellow soldiers. She is believed to
have been killed in action fighting the Soviets.
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Characters: Soviet Side

Dr. Gregor Zelinsky
The head researcher of a Soviet project called the
Isusof Institute, which is responsible for creating
artificial super-officers. Zelinsky is entirely amoral and
cares only for knowledge and research, regardless of
any ethical implications. He desires to see his
“specimens” tested in the field so he can continually
improve his techniques.

Alfred Topolov
A three-star general who serves as the liaison between
Soviet High Command and Dr. Zelinsky’s superofficers. Topolov is unusually laid-back and has a
caring side that is very peculiar for a member of the
Soviet military’s top brass.

Alexei Kolyanovich
A graduate of the rigorous program of Dr. Zelinsky’s
Isusof Institute, Kolyanovich is a highly successful and
intelligent field commander. He is absolutely loyal to
the Soviet Union and takes great pride in his service
and superior abilities.
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Differences vs. Vanilla Red Alert
Red Alert Alternative hacks several Tiberian Dawn units into the Red Alert engine
and makes a wide variety of gameplay changes. Do not assume that everything in
Alternative works exactly the same as its Red Alert equivalent, or that the faction
units and tech trees bear much resemblance to the original game. Many of the
differences are not discussed here since they constitute spoilers, but here are a
few things that would be useful to know before playing Alternative:

Tiberian Dawn Feel

Broadly speaking, many aspects of the game have been changed to feel closer to
Tiberian Dawn than Red Alert. For example, the overall pace of gameplay is
slightly slower and more methodical, like Tiberian Dawn, as opposed to Red
Alert’s more frenetic and imprecise gameplay.

Allies & Soviets or Nod & GDI?

Although not a perfect comparison, the Allied and Soviet tech trees bear a much
closer similarity to Nod and GDI from Tiberian Dawn, with various differences
such as a few Red Alert units and structures being retained, and a handful of more
“generic” units and buildings being available to both sides, such as both being
able to build guard towers and SAM sites.

Rocket Soldiers

Rocket soldiers in Alternative have longer range so that they can more easily
outrange basic defensive structures like guard towers. Outranging defensive
emplacements is often key to success. They are also slightly cheaper in
Alternative, costing $250 instead of $300.

Cheaper Light Vehicles

Some of the price increases in Red Alert vs. Tiberian Dawn were nonsensical, like
increasing the cost of basic jeep-type units from $400 to $600, or artillery from
$450 to $600. Many such units have been reverted to their Tiberian Dawn costs
and some of them have been made more effective in various ways, such as
artilleries’ range being slightly increased.

More Expensive Tanks

Tanks are more expensive in Alternative, as well as slower, more in line with their
Tiberian Dawn speeds than their zippy Red Alert counterparts. This is combined
with various attempts to make other types of units cheaper and/or more effective,
so that using mixed armies is a more attractive option and missions aren’t as
likely to devolve into nothing more than gigantic tank pushes (although even with
these changes, tank rushes still remain an effective strategy).
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Better Superweapons

The Chronosphere and Iron Curtain in Red Alert were utterly underwhelming.
Although they don’t come into play until quite late in each campaign, they have
been heavily upgraded in Alternative, with much shorter recharge times and
longer durations on their effects, in order to make them more useful. There are
also a couple of scenarios where their use is mandatory to successful
completion, or at least make success far easier to achieve.

Known Bugs
Despite my best efforts to make a bug-free experience, some quirks of the Red
Alert engine and side effects from modding it have produced a few bugs that I
haven’t yet been able to squash:
•

•

In missions where you can control transport helicopters, certain kinds of
units (such as the "general" unit, used as a commando; or any civilian
unit) cause the helicopter to try to fly off the map when you load them
into it. You have to manually prevent the helicopter from doing this. It's
annoying, but I can't seem to prevent this behavior, even by setting
CivEvac=no.
Soviet mission 17 takes place on the same map as Soviet mission 16,
with units and structures carried over (like Allied missions 2 and 4 in the
original Red Alert). Carried-over units begin in "Sleep" mode which means
they just stand around doing nothing, even if attacked. If you manually
move units, they will "wake up" and act normally from that point forward.
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