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1.0 – About the FAQ

1.1 – About the Author

My name is Omer Strulovich, I’m a hard-core gamer teenager. I mostly prefer 3D shooters and RTS games. Who am I to tell you all o this you ask? I’m not the best RA2 player there is, nor ever will be. But I am a good player that can understand the tactical importance of the game and simplify it for the rest of you.

1.2 – Where can you this get FAQ

You actually already got it, but oh well. At the time you’re reading this I’m getting a sub-domain that will have all of my FAQs and will be at: http://faqs.dune2k.com/ but until this one comes online you will be able to find this file at http://www.dune2k.com/faqs/ or this specifically at http://www.geoctities.com/shiroko1/RedAler2FAQ.zip.

1.3 – Why the hell did you do it?

Well, I have several reasons. I started writing these FAQs back for Dune 2000, then one for TS. A TS editing guide (For the pre-map-editors era) and it rolled on. I do it because I resent the game guides that are sold to gamers. Gamers do not need someone professional to tell them how to play a game. And this FAQ proves it. I also do it as a salute to Roger Wong, who wrote some great FAQs who solved me a lot of problems with some games. The last reason is to minimize the newbies out there and save me these games when they continue more than 10 minutes only because I pity the other player.

1.4 – What else did you do?

2.0 – Welcome to Red Alert 2

2.1 – Side info

2.1.1 – Allies

The Allies are composed from basically the United States and Europe alongside the Koreans. The Allies have won the last war and the United States had placed a puppet ruler for the Soviet Union hoping for best. Their hopes failed them. The Soviets have yet again begun a world war and they now must defend against them in a worldwide scale. Luckily for the allies they have some tricks playing for them. Including the chronosphere technology, which now powers even their ore miners. The allies this time are not depended upon their sea fleet and have a wide range of deadly ground units. The Allies are lead by the United States in this war and their President Dugan.

2.1.2 – Soviets

The Soviets have suffered a lost in Red Alert and Premier Romanov was put as puppet ruler for the safety of the west. Romanov, however, decided to revenge and get the Soviet Union as the only government in the world. The Soviets are composed from Russia, Cuba and also Iraq and Libya in the Middle East. Like in Red Alert, the Soviet forces are powered by superior tanks, nuclear weapons and submarines. As an addition their new technologies include the cooperation of mind control allowing them to use tons of new deadly tricks including giant squids to fight the allied navy.

2.2 – Terrain

The Terrain in Red Alert 2 is similar to the one in Tiberian Sun. It is in isometric view and aside from normal hill you can also find ridges. There are three different theatres (environments), which are temperate (The green lush and tropical one), snow (Snowy land) and urban (Pavement and grass).

3.0 – What can I do with…

3.1 – Allies

Unlike Red Alert the allies, while still lacking frontal force on their tanks, have a powerful ground force and don’t need their sea fleet for even odds. The Allies now have their Prism technology that gives them long ranged tanks and powerful defense that can block incoming tank rushes. Like before, their chronosphere technology is their pride and this time around it will prove much more useful than before.

3.1.1 – Allied units

3.1.1.1 – G.I.

The GI is the allied basic infantry. It costs twice than the soviet conscript but can be much more effective. They’re most notable difference is their ability to deploy themselves fortified by sandbags and use machine guns with longer ranged and increased damage. When using groups of GIs use the D key so you can deploy and undeploy them fast. In most cases it’s better running towards the enemy and deploying then simply attacking. The allies lack other simple infantry and because of that the GI does most of their jobs. They’re great for defending positions against the simple units (Tanks, flak trucks, IFVs sometimes…), they’re even better when they have a height advantage. I can usually build a ground defense that is cheap and is able to block big groups of tanks. A very important problem is that deploying does not block them from being ran over, so a few tanks in front will make sure this is less practical for the enemy’s armor force. GIs also lack air defense but aside for these problems they do a great job in the start of the game or later. Don’t forget they can garrison building for you as well. When having big groups of them watch out for this cases when you attack and deploy in a way half of your troops aren’t close enough to shoot. Note! Deployed GIs can be just like undeployed GIs.

3.1.1.2 – Attack Dog

The attack dog is back. It is fast and eats an infantry unit in one bite. Overall it is much better than before. Especially due to the fact that after killing an infantry unit it gains a second of invulnerability (Meant so it won’t be killed from friendly fire constantly) so it can kill big groups of infantry, which are close. You’ll need more than two soldiers to block a dog, or a vehicle, as they’re helpless against them. Dogs are very fast and have a great sight so they make a great exploration unit. They can also auto detect enemy spies, and even they are not the perfect defense against them, but will make your opponent think twice. They can also defend tech structures against engineers and accompany tank platoons to assist against soldiers. A very big plus for the dogs is their invulnerability to mind bursts and mind controls so they are a great way to kill Yuri, Psi commandos and even Yuri Prime. The best way to kill these is with sniper units, rocketeers or vehicles that will move in before your infantry does.

3.1.1.3 – Rocketeer

The rocketeer differences from other infantry by one ability, and it’s rocket on the back that turns it to an aerial unit. Rocketeers never have to land or reload and are supported by a good speed. Their main disadvantage is low firepower and low strength meaning they cannot do well when under superior AA fire and can almost never get a good shot at the enemy structures unless he’s really been abandoning his AA defenses. Don’t even think on getting these near sea scorpions or AEGIS cruisers. Rocketeers are very useful for taking out enemy infantry (Except flak infantry that is) and tanks that have been left alone. A good force of rocketeers will force your opponent to build a lot of mobile AA consequently forcing him to have less ground power. Rocketeers are great for scouting so if it’s still an early part of the game or you avoid building spy satellites you should use them. Note that rocketeers are rather expensive compared to a lot of their characteristics and if you don’t make good use of their aerial advantage you’re being stupid. Rocketeers have AA abilities and therefore are effective against enemy aircrafts, they can drop the carrier’s fighters, soviet missiles and even shoot down harriers but what they do best is hunt the enemy’s Kirovs before they reach your base.

3.1.1.4 – Spy

The spy is one of the allies' greatest advantages. It can disguise itself in the form of any infantry (or animal) and then sneak into the enemy base and doing vary of jobs for you. The first thing you do about a spy is make sure it’s disguised appropriately, but only when it leaves your base, an enemy soldier in the middle of your base will raise suspicions. When the spy is disguised as another side’s unit it will not be shot by that side unless it is done manually or detected by a special unit like an attack dog, terror drone or a Psi unit (Watch out for those). You can however get the ultimate disguise as a cow or something like that, this way all opponents will not shoot automatically, but a cow in the middle of your base always attracts attention so watch it. In some cases soviets will need a spy. You will have to either capture an allied barracks and battle lab or ambush with Yuri, which will automatically attempt to take over any spy in range. For spy maneuvers and evil tricks of how to use them look under allied multiplayer tactics.

And now here is the complete list of thing to infiltrate:

Power Plant: The only thing the skirmish opponent does, it will shut down this player’s power for one minute. The countdown is viewable to all players and more spies can infiltrate to increase the offline time.

Barracks: All your future infantry becomes veteran automatically.

War Factory: All your future vehicles become veteran automatically.

Airforce command/Radar: The opponent’s radar map is reshrouded.

Battle Lab: Great idea! Gives you enemy technology and you gain the ability to one of the secret units: Chrono Commando (Allies infiltrate allied battle lab), Psi Commando (Allies infiltrate soviet battle lab), Chrono Ivan (Soviets infiltrate allied battle lab) and Yuri Prime (Soviets infiltrate soviet battle lab, quite rare actually).

Any Superweapon: This will reset the countdown of these superweapons, very useful for giving you the few more minutes you need to assemble a strike against the enemy’s silo or weather storm control.

3.1.1.5 – SEAL

Although originally planned as a regular unit, SEALs are only appearing in the campaign missions. Basically they’re like Tanya, cost 1000 (Who cares?), armed with C4 and the only difference is the MP5 sub machine gun replacing Tanya’s amazing sniping pistols, which is actually the same weapon. All around it is a good unit, and don’t let it near your ships, they can get quite a few.

3.1.1.6 – Chrono Legion

The chrono legionnaire is very expensive but is well worth the money; since these guys never walk they got a great mobility advantage. Remember that the longer they teleport the more time it will take them to materialize so before attacking enemy units send them somewhere near. The legionnaire’s weapon is something special as well; their chrono gun ignores normal health of units and starts to erase the unit out of time. The immediate effect is the disappearance of the object from the game and the fact it can no longer do anything until the chrono legionnaire is stopped. If the legionnaire will have enough time he will erase the object out of time totally resulting in its destruction. The size of the object determines the time it will take to erase, if for any reason the legionnaire stops the object will immediately appear and will need to be erased from the start. If you use several legionnaires against the same target it will hurry the process. Legionnaires are best when they outnumber their opponents (Which is quite hard since they’re expensive) because then they won’t be shot. They’re great for taking Apocalypses for example as they make sure it is helpless in a second and they cost less. If you put them in an IFV their firepower becomes really massive and they can erase stuff faster than you can create it, extremely deadly, luckily, these IFVs will not be able to teleport themselves around the map. When crates are on in multiplayer maps it’s recommended to use one of these to constantly pick them up, this is a great way to get income since you pick crates in the speed of light. If you want to take these units out, kill them from the air or wait for when they attack and they become helpless.

3.1.1.7 – Engineer

The Engineer, the eternal Command & Conquer unit still appears in Red Alert 2, and like always it is the core of devious tricks and the best shortcut machine in the game. Engineers can take over enemy buildings easily, they can repair your own buildings to full health in a second and they are also the only way to repair broken bridges. Engineers are rather expensive especially if they get killed before their do their job. So escort is mandatory for them unless they are in a job that’s doesn’t require it (Stand next to your construction yard, repair a bridge right near your base, etc…). Engineers make an idle unit that needs to be carried on transports. They are also more secret to the enemy like that, as the enemy cannot know the content of your transports. You may also put them on an Infantry Fighting Vehicle to turn it into a mobile repair vehicle (And unload them into the enemy base when he doesn’t expecting it). When taking engineer’s into hostile territory try to bring more than you need, they tend to die too fast and anyway, I never had an engineer in the middle of the enemy base without something worthwhile to do with it. If you expect your enemy to strike your key structures with aircrafts put an engineer next to them and repair the structure in the middle of the attack, for some reason not a lot of players will expect this little silly trick to stop their plans. Especially if the engineer is waiting inside a vehicle until the aircrafts get real close.

3.1.1.8 – Tanya

She’s back and she’s… well… she’s pretty much the same. Costs 1000, snipes fast blows up stuff and the only real difference is that she can swim. Except for using it as the arrowhead of your force in baseless missions Tanya is your elite commando unit in multiplayer. It needs only a few seconds in the enemy’s base to cause some mayhem, or kill hordes of expensive infantry. Tanya, as before is useless against vehicles so keep it away from them and give her the support it needs, she’s also very vulnerable to aircrafts, including the blackhawk chopper. As for swimming, while Tanya can C4 any ship (Not squids or submerged subs) and give a one way ticket to the bottom of the sea, she will usually fail to do it. The reason? Because most ships will automatically shoot it, and Tanya is extremely vulnerable when in water, however a opponent which is not paying attention can find a lot of his aircraft carriers, dreadnaughts or AEGIS cruisers sinking. The swimming ability does give Tanya a high tactical value of crossing rivers or getting from the unexpected directions. Opponents will always prefer to create blockades on bridges and look for an attempt for aerial transportation or a creation of big naval fleet, but a small tiny Tanya could cross the river in a forgotten spot in a second and be on its way to a base. As a rule, if you have the resources use Tanya to attack instead of engineers (Unless you need to capture a specific building). Also remember that when Tanya comes to play it will laugh loud and most opponents will notice your new weapon.

3.1.1.9 – Chrono Miner

The Chrono Miner is the allied harvester. It can carry up to 500 credits in ore or 1000 in gems. As implied for its name, the chrono miners can chrono teleport itself. But it will only do so when it’s going towards the refinery. This can come real handy when the ore is distant as your miner travels in half the time. You can also send it to the refinery at any given moment to back to the safety of your base. When chronoshifting the chrono miner will leave terror drones behind. They’re better in big ranges so use them to pick up the far gems rather than the close gold in some cases in multiplayer games.

3.1.1.10 – Grizzly Battle Tank

The Grizzly Battle Tank is the main battle unit for the allies, it’s a balance between speed, armor, firepower and price. Grizzly tanks are always welcome in your forces and can make very good strikes, mass attacks or just hold terrain and bottlenecks. While their turret punches through armor well enough they are rather useless against infantry unless they run them over. Because of that avoid fighting with fortified troops that you’ll have trouble running, they will make short work from your tanks. Since the price difference compared to the firepower difference of Grizzly tanks and Rhino tanks is smaller it means that taking a Grizzly force to fight a Rhino force will be more valuable for the Rhinos. Don’t let your Grizzly tanks waste on attacking slower more powerful units, combine them with infantry. Needless to say, it is smarter to use the high-tech tanks later in the game and keep the grizzly for basic jobs. If you get a hold of soviet war factories, switch to Rhino tanks.

3.1.1.11 – IFV (Infantry Fighting Vehicle)

The Infantry fighting vehicle is a great unit (Aren’t they all?). Basically it’s an armored vehicle with a small rocket launcher. But the fun comes when you load a soldier onto. The infantry fighting vehicle will get a special bonus according to the soldier. So I won’t leave you anxious…  here is the complete combo list:

GI, Conscript, Psi Commando, Tanya: The IFV will get a bigger machine gun. Makes it a nice cheap but useful anti-infantry unit. For a really nice trick load it with a Tanya when the other player isn’t looking, and when it gets to the enemy base the enemy really can’t know what awaits in it. Tanya by the way will give you a more powerful machine gun than a GI.

Engineer: Put this on for a special treat - A mobile repair vehicle.

Chrono Legionnaire: Will cost you $2100 total and you’ll get the closest thing to a chrono-tank. You won’t be able to warp it around but it will have a better speed and more firepower than the chrono legionnaire. A few of these, especially if elite can erase things very fast from time.

Flak trooper: An AA vehicle, Very similar to the Flak truck.

Tesla Soldier: Get your Tesla tank this way, lighter than the Russian multiplayer one but still effective.

Crazy Ivan: This deadly combination will create a demolition truck like the Libyan one, only this will be cheaper, faster, and more armored one. But on top of all, this vehicle will explode in a bigger explosion, such a big explosion that it can take out a construction yard if it gets to it.

Yuri, Yuri Prime: The IFV will attack with mind bursts.

Sniper: This IFV gets a weapon just like the sniper’s one only with a little better rate of fire. It’s fast, has good range and takes out infantry in no time without even revealing its spot. Recommended.

The rest: Useless stuff… Usually the name of your IFV tells you what’s on it and anyway who will wanna hide an attack dog on an IFV? (Though hiding a spy on an IFV is a nice trick)

Aside for these uses the IFV uses the allies as a mobile AA defense. IFVs are quite effective against enemy aircrafts if they’re not their targets. They can also outrange garrisoned buildings and attack them without being attacked, which can prove to be very useful. Note that putting an elite soldier on the IFV will make no difference. But putting any soldier on an elite IFV will yield better results, sometimes much better.

3.1.1.12 – Mirage Battle Tank

The Mirage tank is a unique weapon for the allies. It is quite similar in many aspects to the grizzly tank but has less armor, a more powerful cannon (Which is highly effective against both soldier and vehicles but almost useless against structures) and its special ability. The Mirage tanks appears to your enemy as a tree for as a long as it is stationary and not shooting. While shooting, it will blink sometimes, allowing the AI to locate it, else, you’ll have to do the targeting manually (Ctrl+Fire on the suspicious tree). Mirages are definitely a defensive unit, because they cannot shoot effectively enemy defenses and lose their stealth ability. Nevertheless, don’t rule them out of your attacks as they’re the most effective units you have to fighting Rhinos in your attacks, combine them with Prism tanks and they create a well balanced tank force that can compete with the soviet rhino platoons, hence minimizing the allies disadvantage in the tank battles. When hiding your Mirages, look for good spots. Put them in dense area of trees or if you have enough build a full scale forest yourself. Don’t leave them in them middle of sand patches, it looks unrealistic (Unless they’re tropical trees or cactus, then it will fit nicely). Remember that even if you put them in a forest and your opponent knows that Mirages are hiding there, that’s all he knows. He won’t remember their locations or be sure of the exact number. Note that when mirages shoot they produce a flare that is easily spotted so you can know which tree shot your forces.

3.1.1.13 – Prism Tank

The Prism Tank is the main key for successful ground attack by the allies. The Prism tank is low armored and a few shots will take it out, is uses the same technology as the Prism tower but don’t expect close proximity prism tanks to power each other. Instead however, the light ray they shoot spreads when hitting its targets and hits a lot of other targets lightly. The amount of spread depends on the range of the original target from the Prism tank. The spread is useful sometimes, like when fighting groups of infantry. However, it is troubling in a lot of cases. Since the Prism tanks is extremely effective against structures it will a lot of times destroy full structures because of enemy infantry next to it. As just stated, prism tanks are very effective against structures. In addition, they have a very big range so they can outrange even tesla coils and prism towers. Because of that a base without units will be leveled fast by only a few of these tanks. On top of that, they can take out a lot of enemy forces as well so a group of prism tanks can go a long way on their own, or you can chronoshift them into the middle of the enemy base and see how much of it they can take down before dying, usually it will be all key structures if you move fast. Unfortunately enemy tanks and aircrafts can take this out before they get to their target so it is smart to combine them with IFVs, Rocketeers and Mirages or Grizzlies. Together they from a powerful assault force that can pass anything without the disadvantage of the soviet V3 launchers.  

3.1.1.14 – Mobile Construction Vehicle

There’s nowhere to begin how valuable is a MCV. For start, it is the most expensive unit in the game. It is the source of your base and mostly seen as a construction yard. However players for various reasons also build MCVs, those include: Build a second base, which is done in some missions but can be very effective in some multiplayer games. Replacing a destroyed construction yard (Assuming you prepared a service bay); Using enemy war factory and service depot to get an enemy MCV or for trading purposes with your allies. Another important job comes from the reason MCVs are redeployable in a big portion of the multiplayer games. Because of that you can take your MCV once done building to a bottleneck and build defenses there. Or you can pack it and drive away from danger or simply prevent engineers from taking over it. A really evil trick is capturing an enemy construction yard and then packing it and driving it to your base (Or chronoshift it for a really evil move). One more note, if you have 2800 credits and lost your entire base there’s a high chance you’ll get a MCV in the next crate you pick up (You’ll still lose probably though). Allied and Soviet MCVs are totally different units and you need each side’s factories to build their own MCVs (Plus the service depot).

3.1.1.15 – Landing Craft

The landing craft is your sea transport with a nice ability to go over land as well. As a rule it’s slow and weak. And because of that makes a very good target at sea where its cargo won’t escape. It has room for up to 12 infantry, 4 small vehicles (Regular tanks, miners and such…) or 2 large vehicles (MCV, Apocalypse). Usually you’ll just have routes of transportation and they’ll stay undisturbed. If however the opponent starts shooting your landing crafts you’ll have trouble and will have to spend a lot on defending them. You’ll find it easier to invade at once keeping all your crafts stacked in one place. Though you’ll need more crafts and if a giant fleet with landing crafts won’t attract your opponent’s eye probably nothing will. You can use landing crafts to chornoshift much more units than usual.

3.1.1.16 – Destroyer

The Destroyer is a medium sized ship with most of the armament that a ship will need at sea. It has a normal cannon that will let it shoot other ships and ground targets but more interesting is the Osprey (A cross between a chopper and a plane, not very clear in Red Alert 2 to see exactly how it looks) aboard it. Each Osprey is armed with depth charges that will be enough for one bombing run above an enemy sub, squid or dolphin. The Osprey will need to reload betweens the runs, and if it needs to reload you’ll suffer some damage in that time. Because of that it’ll pay off knowing you need 3 Ospreys to destroy a sub. Remember that if your Osprey survives for long it will be promoted like all units and will become better all around for killing all these pesky subs. The Destroyer’s ability to detect subs when not moving combined with the Osprey’s unlimited range (You can send them all over the map, if the sub remains detected) makes the Destroyer a deadly anti-sub weapon for big ranges. If you’re Osprey is destroyed your Destroyer will recharge it in some time, however through out this time you will be very vulnerable to attacks from subs, squids or dolphins. Aside for the Osprey the Destroyer has its cannon. The cannon is rather short ranged and because of that won’t give you a good value of shore bombing.  On top of that it’s not powerful enough to let you fight tanks, so if a squad of tanks is waiting on the shore, don’t try your strength against them, the tanks will do much better compared to their price. Overall the Destroyer is a main part of your sea fleet, especially early in the game when its your only sea unit and has a very good exploration value because of its high speed. To achieve a powerful sea force combine them with dolphins that can scout the sea and let the Destroyers send their Ospreys from afar. Also, make sure to destroy enemy sea scorpions and AEGIS cruisers before you make an attempt at their subs as the Osprey is very light armored.

3.1.1.17 – AEGIS Cruiser

The AEGIS cruiser is your air defense when in sea. A very interesting point is that it has no option of shooting ground targets (Or submerged ones). Because of that the AEGIS is rather cheap considering its powerful AA ability that not only lets it protect your sea fleet from aerial threats but also lets it to shoot down the Soviet missiles and prevent them from hitting you (It makes a very good defense against Dreadnaughts). AEGIS are rather fast, and won’t slow down your overall fleet speed. Now if we’ll look a bit more we’ll see the AEGIS cruiser will mostly meet Allied aircrafts like harriers and the carriers’ fighters or the dreadnaughts’ missiles. Very rarely they’ll actually get to shot a Kirov, and if that happens It’s probably because the AEGIS is at bay or waiting in a path that the computer player sends its Kirovs over water. The AEGIS AA power is extremely powerful as said before and if you have the option, surround your base with these instead of patriot missiles or send a few to guard the enemy base, they can easily ground his harriers, black eagles, rocketeers and V3 rockets.

3.1.1.18 – Aircraft Carrier

It’ll cost you $2000 to get one Aircraft carrier in your fleet (Much less than in real life) and it should pay off. Aircraft carriers have basically the biggest range in the game but like all units with big range, good AA defense will stop the damage before it is done. Luckily the numerous VTOL fighters released at the same time can deal some good damage before enemy AA defense will shoot them down. And since you don’t have to pay for new ones you can do it again. However to utilize the carriers successfully you’ll need a few of them, Then you can swarm the enemy from above. Of course the aircraft carriers are best against targets that lack AA support. The VTOL fighters have a good firepower that can take out targets rather fast. While your carrier will never be promoted your fighters will, giving you a small reason for not sending them to their death all the time. When you get blocked by enemy AA defenses, shoot them. You can always reach and damage the closest one (That’s what it seems like) so with unlimited time you will defeat the enemy’s AA defenses and get to your primary target. Just remember to stop your carriers and send 3 fighters together and not one by one to their doom.

3.1.1.19 – Dolphin

The dolphin is cheap and fast and it’s submerged, all of this makes it a good scouting unit later in the game. It is small and lightly armored but it can cause a good amount of damage, especially against the soviet fleet that has trouble detecting them too fast. They’re ideal for handling the squids but do a fine work against any unit without the ability to detect them. A lot of players prefer them over the destroyer. I find this to be not totally true as destroyers are very effective when combined with the Dolphins. Put the dolphins in front to detect and shoot enemy subs while your destroyers send their Ospreys to deal with them fast from afar.

3.1.1.20 – Harrier

The Harrier is the main allied air unit. It is fast, maneuverable and drops it’s lethal payload at once so it stays a minimal amount of time inside the enemy’s AA defenses. Harriers are built through the Airforce command and can be built alongside normal vehicles. You cannot have more harriers than landing bays; if you do they’ll crash into the ground. Keep your Harriers numbered in groups so you can call them when you see important targets. I recommend groups of two or four (If you have a lot of them). You can use harriers for tons of jobs from mass attacks on key structures through destroying enemy tanks before they get to your base and even just killing an annoying infantry unit like Yuri or Tanya. They’re also a great way to reclaim sea areas so you can rebuild destroyed naval yards, just watch out sea air defense as it is the best way to destroy your harriers.

For you convenience here is a lacking but useful data on the number of Harriers needed to destroy all kinds of targets.

One Harrier: A V3 launcher, any infantry unit.

Two Harriers: A Grizzly tank, hurt badly a Rhino tank, IFV, Flak Track, Prism Tank, Mirage Tank.

Three Harriers: A Rhino tank

Four Harriers: Destroyer, Aegis Cruiser.

Twelve Harriers: You will never need more then 12 Harriers for the same target, unless serious AA defense will shot some of them down first. In that case, you should consider a different tactic.

3.1.1.21 – Nighthawk

The Nighthawk transport gives the allies a giant advantage. As the only aerial transportation it becomes highly dangerous, all you need is a few seconds to land deadly units in the enemy base. The Nighthawk costs 1000, and has room for 5 soldiers on it. As a nice bonus it got a machine gun, a small one but effective. Nighthawks are not visible on the enemy’s radar map, never so you’ll have to see them or hear them in order to know what your enemy is planning. If the enemy’s base is too defended to drop your lethal infantry their, land in the area near and send them by foot form the back. A lot of mediocre players will fall for this silly “trick”. As for building an assault force of nighthawks: It is quite weak and doesn’t do a good enough job compared to its price. But I don’t rule it out completely; it has some potential if combined with other stuff. Remember that nighthawls have unlimited ammo.

3.1.1.22 – Chrono Commando

Now you’re talking business. One of these babies can take out a full enemy base (human opponent that is). And it will only cost you 2000 credits plus the tiny problem of getting a spy into an allied battle lab. The Chrono commando is basically a SEAL with chronoshifting abilities. Meaning this unit will kill almost all infantry units easily except desolators, snipers and Tanya. As a bonus, he got C4. So all you need to do is chronoshift close to your opponents base and then click on his structures one by one. Soldiers will come out when they’re destroyed, but the chrono commando will kill them in a second. If the opponent is ready for them you can try using two at once. But as a rule, if the opponent was stupid enough to let you have a spy into his battle lab he’ll have trouble blocking one of this legged armageddons. If you need to block such units I’d go with snipers in the middle of your base, or prism towers.

3.1.1.23 – Psi Commando

When your soviet enemy gives you a tough time with his Yuri and apocalypse this soldier can easily help you. You’ll need to get a spy into the enemy battle lab and you’ll then be able to build unlimited Psi commandos, each for 1000 credits (Less than a normal Yuri). Psi commandos can mind control units just like Yuri but instead of the mind burst they have C4 to destroy enemy buildings, which proves to be not so useful on this unit as on other units. Take your Psi commandos with your normal forces they’ll prove as a powerful addition to your forces. Put some of them in defense as well and hide them behind trees to make it hard for the opponent to know about their existence.

3.1.2 – Allied structures

3.1.2.1 – Construction Yard

The Construction yard is the heart of your base. It is heavily armored because if you lose it you’re in a big problem. Getting new construction yards is also rather complicated and requires a lot of money and a prebuilt service depot. The construction yard allows you to build structures, this include everything in the first two tabs. You can build a factory/power structure at the same time while building a defensive one. Since it is the source for all of your technology it is considered the most important target in someone’s base. A captured enemy construction yard will allow you to get anything from its tech tree. Construction yards can’t be built but have to be deployed from MCVs. In most multiplayer games they can also repack themselves into their MCV form. Use this option to get buildings in new spots or to block enemy engineers from capturing your construction yard. As said before it is hard to destroy your construction yard before blocked, you’ll need more than one storm or nuke to do so, at least 12 harriers or a good time of shooting it with the heaviest weapons. Building walls around your construction yard could prove as effective defense against all kinds of hazards (Demo trucks, engineers, Tanya) and is cheap so it will be very helpful later in the game. Soviet and allied construction yards are totally different structures and easy to distinct even in their MCV forms.

3.1.2.2 – Power Plant

The Allied power plant produces more power than its soviet counterpart and costs more appropriately. It is very small, always useful and the only form for you to produce the so valuable power. You’ll need power to maintain your production speed, maintain high-tech defenses, leave your radar online and give the power needed to generate your superweapons. Try to maintain your power level above needed in a lot. It’s very cheap to build 2-3 extra power plants later on and it’ll make sure enemy superweapons will not put you on hold for too long. If a spy infiltrates your powerplants you’ll lose all your power output for one moment, no matter how much power plants you have. Because of that wide open powerplants in secondary outposts can become a very silly idea.

3.1.2.3 – Refinery

The Refinery is the key of your economy (In most games) as it is the only place where your miners can unload their valuables and give you credits. The miner doesn’t need to stay in it while unloading; it will simply dump it inside. Because of that one refinery is really all you need and can hold a more than reasonable amount of them without creating traffic jams. Reasons for creating more than one refinery will be building an additional one closer to ore and gems than the old one. Or having backup refineries so if you lose your refinery and have no money you can still carry on. Guard you refineries as an enemy spy entering them can steal all your money, which is always bad. You get a free miner when building a refinery, and when selling it you’ll get money only for the structure itself. Refineries aren’t heavily armored and will be taken quite easily by nukes, weather storms and even small forces. Consider putting an IFV with an engineer right next to where you miners unload so it will repair them a bit when they unload automatically. 

3.1.2.4 – Barracks

The barracks is your cheapest factory building. It supplies you your infantry, which range between the cheap GIs to the high-tech powerful chrono legionnaires. Barracks is the cheapest structure at all and should be the first thing in any base. Barracks are armored moderately and easy replaceable. If a player remains only with his barracks he is to be considered a threat still since extremely deadly units like engineers, Tanya and Yuri are still in his grasp. You can build any infantry units your technology allows you in any barracks you control (Like flak troopers in allied barracks). Capturing enemy barracks is a very effective move as it will supply you with several units that will enhance you military power.

3.1.2.5 – War Factory

The War factory is the main factory and produces your vehicles and several aircraft. It is very light armored compared to its value and will be taken out by a nuke, weather storm or a few shots from a small force. This makes it very critical to hold your factory defended. The war factory is expensive and even if you can afford a new one, it will delay you, especially early in the game. The War factory produces a big part of your offense not to mention your miners and MCVs. Each side’s factory can produce both sides units assuming you have the technology for it. The war factory is the preferred target for the AI when shooting nukes and weather storms, and it would like destroying it first always as well. If you destroy an opponent’s construction yard your next target to paralyze him should be his war factory. Put your rally point away from your base so units can gather appropriately and keep away explosives away. Two factories won’t rush the building of vehicles, but they will provide backup if one is destroyed.

3.1.2.6 – Airforce Command

The Force command is fairly useful building, it gives you the radar map, 4 landing pads where your Harriers (Or Black Eagles if you’re lucky) can reload their ammo. And if you’re playing as United States you’ll need this one to enable your paratroopers. The Force command is rather cheap, and a good target for the enemy. Think about if for a second, when it has 4 harriers on it it’s quite a nice target. So always remember to send you Harriers away when a nuke is launched toward you. If you want something nastier, capture a force command when it has aircrafts on it… You’ll get his radar and a few expensive aircrafts.

3.1.2.7 – Service Depot

The service depot is very unpopular in the game. It simply repairs your units (For a little sum of money). It will also destroy terror drones inside your vehicles, and most of all you must have a service depot to build a MCV (Either a new one or to replace a destroyed construction yard). What makes them so unpopular is the fact that allied players can get for only 100 more credits a mobile repair vehicle (Engineer in IFV) and repair for no money. Remember that if captured, the unit in the service depot will shift control to the new owner of it.

3.1.2.8 – Battle Lab

The Battle lab is expensive, and lightly armored but it will give you access to the best weapons your allied forces can offer. You’ll need it to build spies, Tanya, Aircraft Carrier, dolphins, Mirage tanks, Prism tanks, Chrono legionnaires, superweapons, spy satellite and gap generators. Battle labs require a lot of power but are well worth it. You can also note it for being a very big disadvantage, as spies getting into enemy battle labs will give their owners extremely lethal hybrid units. Defend your battle lab wisely, else it will help your opponent more then it helps you.

3.1.2.9 – Spy Satellite

For only 1500 credits you’ll get yourself the spy satellite, a wonderful addon for your allied base. The spy satellite will give you a full view of the entire map and allow you to see anything, which is not covered by gap generator that is. It is well worth the money, but it’s preferable to build defenses and a superweapon before if you’re going to need them for your tactic. Most importantly, if the spy satellite is destroyed you’ll lose all the reconnaissance data you gathered. Don’t be an idiot and build one of these if you get a crate that reveals all land or if you scouted it yourself. It’s just another weakness in your base.

3.1.2.10 – Naval Yard

The Naval yard is your only sea structure and because of that it takes care of all your needs at sea as it builds and repairs naval units. It is also heavily armored and will require a good amount of bombing from the toughest units (Aircraft carriers and dreadnaughts). The reason is simple, if you lose you naval yard in a multiplayer game you are extremely close to losing the control at sea and supplying it you your enemies exclusively. This is the best way to sentence your death at a game since there’s only so much time you can defend against carriers and dreadnaughts (Assuming the enemy know how to defend them). Naval yards are almost always optional (Except in missions) and usually when one player builds one the other are forced to do it too. Defend your naval yard when needed and rebuild it fast, the naval yard itself is very cheap compared to most other structures, but if you’re banned from the sea, you’ll have a really hard time at gaining control of it again. If you find yourself repairing a lot of sea units, or fear a destruction of your naval yard you can always build two (As I said, it’s cheap).

3.1.2.11 – Pillbox

This small defense structure has a machine gun that will kill all incoming infantry and can easily deal with big groups of them. The range is enough to shoot tanks as well and will force the enemy to bring a few of them to destroy the pillbox. They also work without power and are much cheaper than the Prism tower. Remember to repair them when under fire. A pillbox could go a long way in keeping enemy engineers away from your tech structures or the back of your base.

3.1.2.12 – Prism Tower

The Prism Tower is the allied main defense for bases. It is expensive and has a high power requirement (Which it cannot operate without) but definitely worth it all. The Prism tower is armed with a powerful light ray, which will kill soldiers instantly and need only a few shots to destroy the heavier tanks. The slow rate of fire however, makes these towers rather ineffective against grouped soldiers and a few pill boxes around your prism defenses will prove to be a nice way to make sure soldiers don’t get near them. If prism towers are close enough (8 squares) they will support other prism towers creating a powerful grid concentrating in one prism tower that will shot a much more powerful shot. This power up effect could get so powerful that a prism tower will destroy a soviet apocalypse in one shot. Because of that prism towers are best in groups as the first one is rather ineffective to its price compared to groups. However, counting on their defense only is a bad choice as the enemy can always find a way to power you off and you’ll stay undefended until your power is back online (If it’ll ever be). Prism towers have a good range and can easily guard your base from chrono soldiers (Of all kinds), and stray enemy engineers, crazy Ivans Tanya or Yuri or anything else that wonders inside. If you’re fighting a soviet player (Or an allied one with carriers) you’re advised to build a few patriot sites as needed around your prisms. These will make sure the enemy’s V3 rockets won’t harm your expensive defense. One or two harriers can take the launchers safely then usually. To destroy prism towers you’ll find prism tanks to work best (They have longer range) or you’ll have to find holes in the defenses. Cheap soldiers will do the job against prism towers only. V3 launchers can shoot them if there aren’t enough patriot launchers to block them. Dreadnoughts and carriers are also a nice option. Kirovs can usually go inside, but it’s recommended to go for the power plants instead then. And you can always use a spy to shut down the power and destroy a big part of them in a minute. And never forget, superior tank forces can overwhelm a few prism towers.

3.1.2.13 – Patriot Missile

The Patriot missile is the allied AA base defense. Patriot sites cost 1000 per each buy have a big range and powerful missiles that can lock on targets for big ranges. If you wish to be ready for incoming aerial threats the patriot sites are a very good option. They however have several disadvantages. They’re not mobile, so if you put them in front of your base, enemy aircraft can just come from the back. They require power to work, and you cannot select their target (Useful for letting nighthawks pass). Two of these will stop a Kirov before it reaches them. One of these can make sure no rocketeers will be in the area.

3.1.2.14 – Gap Generator

Useless against the AI, devastating against human opponents - The gap generator will shroud a part of your base and hide it from your enemy allowing you to plan sneak attacks or just keep the enemy on his toes about what units you keep building. Gap generators require power to work and quite a lot of it. They also need a battle lab to be built so they’re built rather late in the game. If annoying the opponent sound useless to you than you should remember this blocks the opponent from shooting V3 rockets, Dreadnaught missiles and sending aircrafts to your base, at least partially. Don’t build your base very tight just so you can build less gap generators, it’s one of the stupidest ideas I’ve seen.

3.1.2.15 – Ore Purifier

The Ore purifier gives you 25% more cash from your miners, simply put. It costs 2500 so in a simple math you’ll get you need to harvest more 10000 credits in order for it to pay for itself. I raise a very nice question of will it be useful or a waste of money. It really depends on the game’s rhythm. A fast game does not require it, but in the long run it will really pay off (10000 credits is much less than it sounds). Since it is not a defensive structure you can build it later on when you have all factories you need and keep building up defenses or superweapons.  

3.1.2.16 – Chronosphere

The chronosphere will cost only 2500 credits and supply an Allied player with probably the trickiest weapon. When built all your enemies (And allies) will get a warning, tech location of the chronosphere and the countdown (7 minutes) until it is ready. In the last minute the chronosphere will “open” making a sound to warn all players again. Chromospheres have a build limit of one, and can survive a nuclear strike or a weather storm.

3.1.2.17 – Weather Control

The weather control device is quite expensive (5000 credits) and gives you a good value for your money. It will supply you with the allied superweapon to destroy a big part of your opponent’s base easily, the weather storm.  However it takes 10 minutes to recharge (Enough time to finish a game in Red Alert 2) and once built all players are given its location and the countdown. Weather control devices are heavily armored and can survive a nuclear strike or a weather storm, still leave defense close to them as they’ll become a more and more preferred target with each moment passing. When the countdown reaches one minute the weather control will “open” and will sound a global sound that most players will hear and take as a final warning. You can only build one weather controller.

3.1.2.18 – Fortress Wall

Walls are cheap and easy to build in Red Alert 2, still walling your entire base is quite silly. It will take to much time and give an illusion of defense instead of a real one. A better use for your walls will be walling around critical structures like your construction yard or battle lab (One spy inside it and you’ll pay dearly).

3.1.3 – Allied super weapons

3.1.3.1 – Chronoshift

The chronosphere takes 7 minutes to recharge and when ready will be able to chronoshift (Umm… teleport) all units in a 3x3 suqares area to any location on the map. Don’t chronoshift infantry with it though, they simply die. Or if you have nothing to do, chronoshift enemy infantry to get them killed immediately. As you now get chronoshifting is possible for friendly and hostile units. The basic tactic for a player will be simply shifting a group of tanks (Preferably prism tanks) or IFVs with deadly infantry units to unload. You can also use the chronosphere for other devious tricks. You can chronoshift a group of enemy tanks into the water and they’ll sink to their doom. You can chronoshift enemy ships into the ground so they’ll crash, or for maximum result chronoshift enemy ships over enemy tanks. You want more tricks? Try packing an enemy MCV if captured and then chronoshift it to your base, you’ll be laughing for quite a while. It is also possible to actually chronoshift enemy demolition trucks to make them explode back in their owner’s base.
3.1.3.2 – Weather Storm

The Weather storm is the allied counterpart for the nuke. It will recharge for 10 minutes and when launched will turn the screen blue, cut the enemy’s power for a few seconds and shoot lighting all over the area you targeted. It is equal to the nuke’s power. While you can repair structures in the middle of the weather storm, it won’t solve the problem. The weather storm will clear all buildings in its targeted area except other superweapons, naval yards and construction yards. There can only be one weather storm in the same time, so if someone launches one, you cannot do so for almost a minute.

3.2 – Soviets

The soviets are mostly composed from conventional military tricks - Basic soldiers, rather ordinary tanks, and a rather complete fleet for the sea. On the other side the soviets have a few nasty “X-files” type of units, like the squid, Tesla trooper and Yuri. Interesting note, soviet players lack serious air force. It is composed only from the kirov airship, which is slower than most land units anyway.

3.2.1 – Soviet units

3.2.1.1 – Conscript

The conscript is the basic soviet infantry unit. They’re weak, and the most important aspect of that is that they’re weaker than their allied counterpart the G.I.. Although they’re also cheaper, so this means that when facing allied G.I.s, you’ll need twice the number of troops. Although they lack special abilities the conscripts have a giant vary of uses. Use conscripts to garrison civilian buildings and form a powerful defense in urban areas.

3.2.1.2 – Attack Dog

The attack dog is back. It is fast and eats an infantry unit in one bite. Overall it is much better than before. Especially due to the fact that after killing an infantry unit it gains a second of invulnerability (Meant so it won’t be killed from friendly fire constantly) so it can kill big groups of infantry, which are close. You’ll need more than two soldiers to block a dog, or a vehicle, as they’re helpless against them. Dogs are very fast and have a great sight so they make a great exploration unit. They can also auto detect enemy spies, and even they are not the perfect defense against them, but will make your opponent think twice. They can also defend tech structures against engineers and accompany tank platoons to assist against soldiers. A very big plus for the dogs is their invulnerability to mind bursts and mind controls so they are a great way to kill Yuri, Psi commandos and even Yuri Prime. The best way to kill these is with sniper units, rocketeers or vehicles that will move in before your infantry does.

3.2.1.3 – Tesla Trooper

The Tesla trooper is a very powerful infantry unit with several uses. It is one of the soviets less used units that are effective in a wide variety of cases. The Tesla troopers have few advantages on the weak conscripts. They’re more powerful for one, they cannot be ran over by tanks (And because of that it’s a good idea to put them with other infantry to keep enemy tanks form running them). They become even more effective in elite status (Their shock goes through several targets and above walls) and they can also charge up Tesla coils and either let them work without power or power them up into a monstrous defense. They however have disadvantages, for one they’re much more expensive (500 for one soldier is quite a lot) and with all the money you put into them, they still need AA defense or a few rocketeers will take them. Tesla troopers are effective against soldiers enough, but their better use is against tanks. They make a good defense as they’re slow and will annoy on offense. And a group of them can cause masses of damage very shortly. You can also transport groups of them on flak trucks and you’ll be more than surprised at the amount of damage they can make in the middle of the enemy base. Their armor not only makes them uncrushable but also lets them survive for a good amount of time, including a shot from the British sniper AWP. If you want your Tesla coils to be really powerful simply put Tesla troopers next to them. The Tesla trooper will charge it up and make its shot more powerful. A charged Tesla shock is yellow and has much more power and range. Use two-three Tesla troopers for each Tesla coil to achieve a maximum effect. If your power is down the Tesla troopers and charge a Tesla coil so it will work as if it had power allowing you to have your Tesla coils running even if the power is out.

3.2.1.4 – Flak Infantry

Flak troopers are able to shoot both aerial and ground targets. Though they’re expensive and weak to use for fighting enemy tanks. Because of that they’re immediately cataloged as cheap, slow (but mobile), but powerful AA defense. Three flak troopers have more firepower (A little less range though) than a flak cannon and they cost 100 credits less. They’re extremely great for making sure enemy harriers and rocketeers won’t start taking your tanks one by one. They can also chase Kirovs and shoot them down rather fast. For a good AA team put five of them on a flak truck and you can move them fast around and deploy when you find your pray.

3.2.1.5 – Engineer

The Engineer, the eternal Command & Conquer unit still appears in Red Alert 2, and like always it is the core of devious tricks and the best shortcut machine in the game. Engineers can take over enemy buildings easily, they can repair your own buildings to full health in a second and they are also the only way to repair broken bridges. Engineers are rather expensive especially if they get killed before their do their job. So escort is mandatory for them unless they are in a job that’s doesn’t require it (Stand next to your construction yard, repair a bridge right near your base, etc…). Engineers make an idle unit that needs to be carried on transports. They are also more secret to the enemy like that, as the enemy cannot know the content of your transports. You may also put them on an Infantry Fighting Vehicle to turn it into a mobile repair vehicle (And unload them into the enemy base when he doesn’t expecting it). When taking engineer’s into hostile territory try to bring more than you need, they tend to die too fast and anyway, I never had an engineer in the middle of the enemy base without something worthwhile to do with it. If you expect your enemy to strike your key structures with aircrafts put an engineer next to them and repair the structure in the middle of the attack, for some reason not a lot of players will expect this little silly trick to stop their plans. Especially if the engineer is waiting inside a vehicle until the aircrafts get real close.

3.2.1.6 – Crazy Ivan

Crazy Ivan, the soviet explosives expert is a unit that ranges from a waste of money to a deadly weapon. Ivan attacks by planting dynamite on its target, it will tick away until it explodes dealing a lot of damage to it (Not necessarily destroying it) and to stuff around it. You can put bombs on anything from structures through units to cows.  Ivan can also plant time bombs on bridge repair huts, which will destroy the entire bridge (A great way to destroy giant platoons of enemy tanks, just time the bomb right). You can destroy enemy buildings fast if you can get to them as Ivan is slow and light armored. You can put bombs on your units and send them on kamikaze missions (Dogs are rather idle for this job) or you can mind control units with Yuri and send them with bombs (Civilian cars are idle in this case as they require manually targeting). Elite Ivans have mini nukes in their bombs. Units with bombs on them will not explode inside a transport unit and bombs on structures can be diffused with engineers. A original nice idea is taking some units, putting explosives on them putting it all on a flak track, putting a bomb on it and sending the entire thing into the enemy base (Works best with Cuban terrorist). When you’re done playing with this idea put 5 of these on an armored transport. A very notable thing is an Ivan on an IFV, which becomes a lethal demolition truck with almost twice the speed of the Libyan one, more armored, cheaper and causes more damage: Enough to destroy a construction yard. This is truly an evil tactic for unholy alliance games.

3.2.1.7 – Yuri

Yuri, also known as Psi-Corp trooper in the Soviet campaign is the original mind-controlling unit. It costs 1200 credits (Narrowed to only 600 with cloning vats) and has a dangerous potential. Yuri can let you take over any unit in his range (Excluding dogs, miners, terror drones, kirovs, Other Psi units and some more…) and you then have full control of it. It will win in a one on one battle unless he is outranged and as a bonus he can deploy to create a mind burst wave that will kill all infantry close to him and is not immune to mind control (So dogs can still kill him easily). The options of Yuri are limitless. Getting enemy units under your control is always dangerous and you can do a giant variety of things with them. The simple one will be taking the enemy tanks and send them to attack their base, works great when the end is near. You can also put bombs on them with crazy Ivan and send the enemy units with explosives to their base. You can gain control of the enemy units one by one to make them kill each other (When on a ridge and cannot be shot back). And you can also take over civilian units that won’t be shot automatically by the enemy, which you can use to scout, put bombs on them or in some cases recycle in the cloning vats (Animals have a refund of 2000 credits) or use the dreaded school bus to send 5 engineers into the enemy base forcing the enemy to detect the bus and shoot it manually. Yuri targets his victim automatically if something is in range, but if he has a unit under control (Only one for each Yuri) he will not auto target. You can see the controlled unit by an arch between Yuri and the victim that is visible while selecting Yuri. You can target a new unit and the old unit will be freed from the control once the new unit is yours. Yuri makes for great defense when hid behind trees and buildings. Your opponent won’t notice him if it’s near your base and it can ruin your opponents plans more than you think. He can also auto detect enemy spies and gain control of them. This is very useful and you can use your new spy to infiltrate the enemy buildings, especially the battle lab. This is the common way of getting chrono Ivans outside Unholy Alliance games.

3.2.1.8 – War Miner

The War Miner serves the Soviet economical needs, and it does it excellent. While it has to go all the way back unlike the allied Chrono Miner it has advantages to cover for it. The most notable is the gun that makes sure taking your harvester will require more than one tank. War Miners are actually quite powerful and can really hurt some expensive enemy units like Prism tanks, Tanya, Yuri (They’re invulnerable to mind control) and more. Another difference is that the War Miner can carry twice as much good than the Chrono Miner, 1000 credits in gold or up to 2000 credits in gems. If the Ore in the map is gone and you won’t need more than one or two to mine it from now own you can always retire your War miners and turn them into an assault unit. They can do enough damage; after all they’re heavily armored. In Naval War games they make a very good assault ground unit since they can block terror drones, kill a lot of soldiers easily, proof to mind control and except for the lack of AA defense can replace you tanks than. Though they’re rather expensive for just an offensive unit, it’s better than nothing. 

3.2.1.9 – Rhino Heavy Tank

From its name you get it’s superiority on the Grizzly battle tank. It costs only 200 more and has more efficiency compared to the price disadvantage. However Rhino tanks are slower a bit than the Grizzly tanks, they have a bigger range (In less than a square). The Rhino tank is very effective but unlike the allied Grizzly can give its place to the Apocalypse, which has more firepower and armor compared to its price. However Rhinos are still very effective later on in the game, especially for their speed. Rhinos have an advantage against allied ground forces but don’t get them running into allied forces, which are waiting they’ll lose easily as their advantage will be easily meaningless compared to disorientation in your force. Don’t let your Rhinos fight enemy soldiers, you can run over them but generally this is a bad idea. Their biggest disadvantage, because it is exploited widely by a lot of players, is their lack of AA capability. A lot of allied players will minimize their advantage by shooting them down with harriers, rocketeers and even nighthawks before they reach their target. This can easily destroy a nice part of your early game tank rush. A flak track with a few flak infantry on it will take deal of it early in the game. If these are just a few tanks standing somewhere you’ll ever have to retreat or put a few flak troopers next to them.

3.2.1.10 – Flak Track

The Flak track is a tracked version of the flak trooper. It has a firepower that is weaker against aircraft than the flak trooper but a bit more range. However it has a little more ground firepower (Though all ground units will kill it too fast). Its real advantage is its ability to carry five soldiers in it in incredible speed. Flak tracks are very cheap and can provide a very good transport for deadly soldiers like your crazy Ivans, engineers and others. Flak tracks make for good air hunting units if you put a few flak troopers on them and use the speed to get to where you need and than unload the flak troopers. Unlike the IFV, the enemy cannot know the contents of the flak track so a few flak tracks escorting your ground force can scare him and always carry some Tesla troopers, engineers or other units you may need. Groups of flak tracks are still very useful on themselves for hunting aerial units  as after all they cost only 150 credits more and have much more speed, and armor.

3.2.1.11 – Terror Drone

This little robotic spider definitely deserves the terror in its name. It runs in high speed around the map looking for targets and then either killing soldiers in seconds or enter the inside of a vehicle and slowly (Not really slowly) destroy it from the inside. Terror drones are helpless against structures. They are cheap and make for excellent units especially early in the game. A terror drone will be killed in a few shots and will have a hard time getting into groups of infantry and vehicles, but groups of them can destroy full platoons of tanks and kill dozens of soldiers. A very good tactic is rushing a few of these to enemy miners. Though miners can ever shoot them or chrono back to base (If a unit chronoshifts it will leave the terror drone behind it). You can also scout the enemy’s base with Terror drones on the start, or iron curtain them and then freely scout the enemy’s base for a dream target. It is very useful to escort your forces with terror drones whiel allied forces have a good selection of units to destroy them (Prism tanks, mirage tanks, harriers, rocketeers) the Soviet forces have to do with less options to deal with them (Tesla units in general) and because of that will have trouble fighting them even later on. Once a terror drone is inside a vehicle no additional terror drones can enter it. If the vehicle is destroyed by another weapon the terror drone will not come out. You can also remove the terror drone by repair the infected vehicle. While actually bringing your vehicles all the way to your service depot is very rare (Will happen with miners sometimes) it is common to have forces next to a tech outpost and repair them using it. Or if you’re allied, simply do the obvious thing: An engineer on an IFV will remove a terror drone from a vehicle when repairing it, so put one on guard to repair infected units. Terror drones can attack landing aircraft, which makes them very dangerous if they reach your Airforce command. To deal with it send the aircraft into the air, the terror drone won’t come out of this one (As well as your aircraft though). Terror drones have tons of other extras. For example they’re 100% immune to mind control and make an excellent Psi units killer. Another advantage is the terror drones ability to automatically detect enemy spies and take them out. They make an idle unit for guarding against them because they’re also immune to snipers and Tanya much more than the normal dogs that will be killed easily in this cases, so keep 2-3 of these in your base just in case.

3.2.1.12 – V3 Launcher

The V3 Launcher is the soviet’s main support unit. Obviously on themselves the V3 Launchers are weak and even though their missile might take an incoming threat the V3 will lose. V3s because of that are best when the enemy cannot reach them. You have a few choices to make them unreachable to the enemy ground forces. The first and easiest is the terrain. Put them behind ridges or rivers and the enemy will not be able to shoot you while you’re able to shoot him. Another option is protecting your V3s with forces that will make an attack on them profitless because of the losses suffered while passing your forces. Another important note about the V3s is that they don’t shoot automatically. So unless you’re aware to your V3s they’re just a piece of junk lying around.

3.2.1.13 – Apocalypse Tank

The Apocalypse is the best tank in control of the Soviet army. It is inspired from the old Mammoth (And looks mysteriously similar) and acts the same. The Apocalypse has a twin barreled turret enhanced by it AA rockets on the sides. The Apocalypse has twice the armor of the Rhino, it also self heals even if not elite. Its shots are quite deadly to infantry as well, but groups of infantry require being ran over if you don’t want to lose your extremely expensive tank. The Apocalypse’s AA missiles are quite effective and will keep enemy rocketeers, fighters and some missiles sometimes. They can also support a good defense to shoot down harriers and Kirovs. As a rule they make a much worse target for the allied harriers and black eagles than the rest of tanks, and even if attacked will shoot down a few of them down. A horde of Apocalypse is sometimes unstoppable but can definitely be destroyed with the right units. Groups on infantry, carriers, mirage tanks, base defenses and more are a problem to these but in overall they’re extremely powerful. They will level any enemy tank platoon even when outnumbered 1:5 or even more. Elite Apocalypses are the most horrible unit in the game as they destroy enemy tanks in one shot (Actually its 6 shots at once) and one of them can destroy en entire base plus some defenses too fast. Avoid letting your enemy get them and when he does destroy this behemoth as fast as possible, or do the most lethal things to Apocalypses. Taking over Apocalypses is the most lethal thing that can be done to them. Yuri or a Psi commando can simply take over this expensive unit and turn everything around, since Yuri or a Psi commando costs less they the idle unit to make Apocalypses useless. Chrono legionnaires can also prove useful because they’re cheaper than the Apocalypse and can simply erase them without getting hurt if they outnumber the Apocalypses.

3.2.1.14 – Mobile Construction Vehicle

There’s nowhere to begin how valuable is a MCV. For start, it is the most expensive unit in the game. It is the source of your base and mostly seen as a construction yard. However players for various reasons also build MCVs, those include: Build a second base, which is done in some missions but can be very effective in some multiplayer games. Replacing a destroyed construction yard (Assuming you prepared a service bay); Using enemy war factory and service depot to get an enemy MCV or for trading purposes with your allies. Another important job comes from the reason MCVs are redeployable in a big portion of the multiplayer games. Because of that you can take your MCV once done building to a bottleneck and build defenses there. Or you can pack it and drive away from danger or simply prevent engineers from taking over it. A really evil trick is capturing an enemy construction yard and then packing it and driving it to your base (Or chronoshift it for a really evil move). One more note, if you have 2800 credits and lost your entire base there’s a high chance you’ll get a MCV in the next crate you pick up (You’ll still lose probably though). Allied and Soviet MCVs are totally different units and you need each side’s factories to build their own MCVs (Plus the service depot).

3.2.1.15 – Landing Craft

The landing craft is your sea transport with a nice ability to go over land as well. As a rule it’s slow and weak. And because of that makes a very good target at sea where its cargo won’t escape. It has room for up to 12 infantry, 4 small vehicles (Regular tanks, miners and such…) or 2 large vehicles (MCV, Apocalypse). Usually you’ll just have routes of transportation and they’ll stay undisturbed. If however the opponent starts shooting your landing crafts you’ll have trouble and will have to spend a lot on defending them. You’ll find it easier to invade at once keeping all your crafts stacked in one place. Though you’ll need more crafts and if a giant fleet with landing crafts won’t attract your opponent’s eye probably nothing will. You can use landing crafts to chronoshift much more units than usual.

3.2.1.16 – Sea Scorpion

The Sea Scorpion is a small boat. Although is can shoot ground targets and other boats it’s main function is keeping the sky above them clear. Since all the rest of the soviet fleet is lacking air defense they depend on escorts of the scorpion boats. Luckily they’re fast, this means they can detect incoming threats move to their direction and start shooting them before the aircraft start to shoot you expensive dreadnaught, use this method especially against rocketeers and Kirovs that are rather slow. Put these small boats around your dreadnaughts, but only aside your subs and squids so the enemy won’t suspect where a fleet of subs is waiting, the boats are fast enough to get to the subs/squids when they’re attacked. Sea scorpions also make the idlest escort for your armored transports while they travel on water. Aside of their anti-aircraft capability they can also attack ground targets, so they can tackle small allied fleets when in large numbers and can annoy units on shore as well.

3.2.1.17 – Typhoon Submarine

The Typhoon submarine is the basic soviet sea unit. It lacks the speed and shore bombardment ability of the allied destroyer but has a very effective torpedo launcher that goes well with the stealth of the subs. Subs are bound to lose to a well maneuvered destroyer force, especially if it is combined with dolphins so give them a support of sea scorpions that can take out the enemy Ospreys and leave the subs invulnerable to do as they wish. They also go very good with squids since they can hurry the sinking process and keep overall stealth of such a fleet. Subs have a very bad sight and can’t see into the shore. They can detect enemy submerged units, but not in a very successful way.

3.2.1.18 – Dreadnought

The Dreadnought is the soviets gigantic missile ship capable  of shooting targets deep into the land with heavy missile that will level anything in very little time. It is expensive, slow, cannot shot moving targets, unable to detect subs and its missiles can be blocked by AA defenses just like the V3 rockets. Even still dreadnoughts are the main reason for a Soviet player to actually get a navy. Dreadnoughts are the Soviet counterpart of the allied carrier and have their disadvantages and advantages. They can keep shooting in a high rate of fire, which means the enemy’s AA defense might block missiles, but not slow it down. A Dreadnought needs between two to four missile attacks on a normal target, the missiles are rather fast compared to the V3 rockets and when coming from several dreadnoughts can go through the enemy’s defense and very easily at least destroy them one by one until you’re free to destroy their base. Dreadnoughts as said before are quite helpless against other ships, including the allied counterpart, and because of that require defenses. Clear the enemy’s navy first if possible with subs, squids and sea scorpions and then concentrate on getting a force of dreadnoughts next to his base. Remember that any sane enemy will send harriers, rocketeers and a Tanya (Which does a wonderful job in sinking infinite amount of dreadnoughts if unguarded). To destroy dreadnoughts you should use a sea force, don’t let your enemy control the seas and have freedom using his dreadnoughts. If you lose the control at sea use Tanya, if the way for her is not clear try using harriers and rocketeers (Sink the enemy sea scorpions first). And if your opponent gets to close to shore destroy his ships with tanks. A V3 launcher can do a nice job, but blocking it needs less sea scorpions and the dreadnought has superior range.

3.2.1.19 – Giant Squid

The giant squid is a deadly sea unit for the soviets to use against the enemy’s ships. Squids attack by grabbing their target with their tentacle and rocking it from side to side till it is destroyed. This boat becomes useless for that time (Though it can still shoot, but not launch aircrafts). Dolphins can release ships from squids. Squids however can also simply attack units like dolphins, other squids and an annoying Tanya going for your ships. They will lose to dolphins (Remember you can buy two dolphins in the price of one squid) but make a great defense against Tanyas, which cannot C4 squids. Squids are also the best soviet unit for detecting enemy submerged units. You can hurry their job by shooting their target.

3.2.1.20 – Kirov Airship

The soviet air force is a unvaried one and this makes the Kirov airship the only option of an air strike from the soviets. The first notable thing about the Kirov is the fact it is slow, definitely when compared to the Harrier or other allied aerial units. But not only, the Kirov is actually slower than a MCV. But from here the Kirov is full of advantages, powerful bombs in a fast barrages, a worthy armor for any aerial unit and the advantage of the fact that the Kirov doesn’t need to land and reload. When getting one in the enemy’s base, don’t go for the defenses, especially if there are a lot of them. Kirovs do much more damage to big structures (A construction yard will need less bombs than a patriot missile site).

Veteran Kirovs will drop Tesla bombs making the damage from their bombing runs even more lethal to their targets.

3.2.1.21 – Chrono Ivan

Chrono Ivan is just like the ordinary crazy Ivan only he carries a chronoshifting device like the chrono legionnaire’s one. He costs 1000 credits and has the small problem of requiring stolen allied technology (You need to infiltrate an allied battle lab with a spy). Chrono Ivan usually doesn’t use for putting bombs on your units because it doesn’t use their advantage, usually. Chrono Ivan though, makes the best bridge destroyer unit in the game. Since allied forces probably exist in the map you’re advised to go and bomb their miners, they won’t die from one bomb, but if they shift to the refinery and explode there, the refinery will be destroyed. If your opponent’s defenses are loose, sneak a few bombs inside. Bring one of these in the middle of a battle and plant bombs on the enemy tanks, it works with the normal Ivan too but has much better results with chrono Ivan. One last funny trick: When attacking the enemy base and a Yuri of you gets control of an IFV. Shift the Ivan into it and destroy the thing without any warning to the enemy. (Just think about this combo with Yuri Prime)

3.2.1.22 – Yuri Prime

From all the units in the game Yuri Prime is the only one that has a build limit of one. You can however use the cloning vats to get two of them at once. Yuri Prime costs 2000 credits and is extremely rare because it requires a Soviet barracks and stolen soviet technology that will be gotten through infiltrating an enemy soviet battle lab with a spy. Because of that Yuri Prime is mostly seen in games with more than two players or unholy alliance games. A neat trick though is capturing a soviet barracks with the allies just to build a Yuri prime after you stole the soviet technology. And now for explaining what does Yuri Prime do. Yuri Prime is very similar to the normal Yuri only it has a little more strength and the fact that his mind control range is 30 squares, more than any other unit in the game, twice the snipers one and bigger than the carriers and dreadnoughts’ range as well. You can safely have Yuri away from the enemy’s base and take over his tanks one by one until his base is clear. This is all good and nice but from here comes the downfall. While Yuri Prime can stand outside the enemy’s range and annihilate his units one by one, it still cannot control dogs, terror drones, aircraft and miners. No thinking opponent will let your Yuri Prime stand and kill him. Because of that you’ll need to defend him with some tanks and AA units so if your opponent kills Yuri Prime it will cost him more than it costs you to replace him. To kill Yuri Prime simply use one of the units mentioned above. Harriers works very good but a charge with war miners can go through a lot of enemy tanks and kill him. In general, if your opponent has Yuri Prime you’re in trouble. Your best try will be gap generators and a strike to his base trying to take advantage of the fact he is busy using Yuri Prime. Unlike other Psi units, Yuri Prime does not auto target and an elite Yuri Prime doesn’t get him more range (Like he needs it).

3.2.2 – Soviet structures

3.2.2.1 – Construction Yard

The Construction yard is the heart of your base. It is heavily armored because if you lose it you’re in a big problem. Getting new construction yards is also rather complicated and requires a lot of money and a prebuilt service depot. The construction yard allows you to build structures, this include everything in the first two tabs. You can build a factory/power structure at the same time while building a defensive one. Since it is the source for all of your technology it is considered the most important target in someone’s base. A captured enemy construction yard will allow you to get anything from its tech tree. Construction yards can’t be built but have to be deployed from MCVs. In most multiplayer games they can also repack themselves into their MCV form. Use this option to get buildings in new spots or to block enemy engineers from capturing your construction yard. As said before it is hard to destroy your construction yard before blocked, you’ll need more than one storm or nuke to do so, at least 12 harriers or a good time of shooting it with the heaviest weapons. Building walls around your construction yard could prove as effective defense against all kinds of hazards (Demo trucks, engineers, Tanya) and is cheap so it will be very helpful later in the game. Soviet and allied construction yards are totally different structures and easy to distinct even in their MCV forms.

3.2.2.2 – Tesla Reactor

Tesla Reactors supply power for your base. They cost 600 and provide only ¾ of the amount of power supplied by the allied power plant. Power is needed to keep construction at 100% speed, defenses online and superweapons recharging. These are quite cheap, but when possible should be replaced in the cheaper nuclear energy.

3.2.2.3 – Nuclear Reactor

A lovely advantage to the Soviets is using nuclear energy to power up their base. One nuclear power plant supplies power like 10 allied power plants or 13.33 Tesla reactors.  This means that one of these usually does the job for an entire base. They only cost 1000 credits, which is a great deal. They have a very big disadvantage – if they are destroyed they go off nuclear, destroying a lot of stuff nearby. Luckily they’re heavily armored and will survive weather storms or nuclear strikes. Build them away from critical buildings, especially the battle lab, if your nuclear plant is destroyed and you lost your battle lab you’ll have to build Tesla reactors. It’s acceptable to stay with low power for a little between the time your battle lab is ready and the time nuclear plant is ready. Any attempt to destroy this building with infantry usually ends with suicide.

3.2.2.4 – Refinery

The Refinery is the key of your economy (In most games) as it is the only place where your miners can unload their valuables and give you credits. The miner doesn’t need to stay in it while unloading; it will simply dump it inside. Because of that one refinery is really all you need and can hold a more than reasonable amount of them without creating traffic jams. Reasons for creating more than one refinery will be building an additional one closer to ore and gems than the old one. Or having backup refineries so if you lose your refinery and have no money you can still carry on. Guard you refineries as an enemy spy entering them can steal all your money, which is always bad. You get a free miner when building a refinery, and when selling it you’ll get money only for the structure itself. Refineries aren’t heavily armored and will be taken quite easily by nukes, weather storms and even small forces. Consider putting an IFV with an engineer right next to where you miners unload so it will repair them a bit when they unload automatically.

3.2.2.5 – Radar Tower

The radar supplies with (Surprise, surprise!) the radar map. It is also required to build a battle lab and get new units (V3 Launcher, crazy Ivan, flak trooper, sea scorpion). It costs 1000 and definitely worth the money. It will not survive a nuke or a storm. Destroying this building could give you a small window of opportunity for a small tactical strike.

3.2.2.6 – Barracks

The barracks is your cheapest factory building. It supplies you your infantry, which range between the cheap GIs to the high-tech powerful chrono legionnaires. Barracks is the cheapest structure at all and should be the first thing in any base. Barracks are armored moderately and easy replaceable. If a player remains only with his barracks he is to be considered a threat still since extremely deadly units like engineers, Tanya and Yuri are still in his grasp. You can build any infantry units your technology allows you in any barracks you control (Like flak troopers in allied barracks). Capturing enemy barracks is a very effective move as it will supply you with several units that will enhance you military power.

3.2.2.7 – War Factory

The War factory is the main factory and produces your vehicles and several aircraft. It is very light armored compared to its value and will be taken out by a nuke, weather storm or a few shots from a small force. This makes it very critical to hold your factory defended. The war factory is expensive and even if you can afford a new one, it will delay you, especially early in the game. The War factory produces a big part of your offense not to mention your miners and MCVs. Each side’s factory can produce both sides units assuming you have the technology for it. The war factory is the preferred target for the AI when shooting nukes and weather storms, and it would like destroying it first always as well. If you destroy an opponent’s construction yard your next target to paralyze him should be his war factory. Put your rally point away from your base so units can gather appropriately and keep away explosives away. Two factories won’t rush the building of vehicles, but they will provide backup if one is destroyed.

3.2.2.8 – Service Depot

The service depot is very unpopular in the game. It simply repairs your units (For a little sum of money). It will also destroy terror drones inside your vehicles, and most of all you must have a service depot to build a MCV (Either a new one or to replace a destroyed construction yard). What makes them so unpopular is the fact that allied players can get for only 100 more credits a mobile repair vehicle (Engineer in IFV) and repair for no money. Remember that if captured, the unit in the service depot will shift control to the new owner of it.

3.2.2.9 – Naval Yard

The Naval yard is your only sea structure and because of that it takes care of all your needs at sea as it builds and repairs naval units. It is also heavily armored and will require a good amount of bombing from the toughest units (Aircraft carriers and dreadnaughts). The reason is simple, if you lose you naval yard in a multiplayer game you are extremely close to losing the control at sea and supplying it you your enemies exclusively. This is the best way to sentence your death at a game since there’s only so much time you can defend against carriers and dreadnaughts (Assuming the enemy know how to defend them). Naval yards are almost always optional (Except in missions) and usually when one player builds one the other are forced to do it too. Defend your naval yard when needed and rebuild it fast, the naval yard itself is very cheap compared to most other structures, but if you’re banned from the sea, you’ll have a really hard time at gaining control of it again. If you find yourself repairing a lot of sea units, or fear a destruction of your naval yard you can always build two (As I said, it’s cheap).

3.2.2.10 – Battle Lab

The Battle lab is expensive, and lightly armored but it will give you access to the best weapons your soviet forces can offer. You’ll need it to build Apocalypses, Kirov airships, Dreadnoughts, squids, Yuri, superweapons, nuclear reactors and psychic sensors. Battle labs require a lot of power but are well worth it. You can also note it for being a very big disadvantage, as spies getting into enemy battle labs will give their owners extremely lethal hybrid units. Defend your battle lab wisely, else it will help your opponent more then it helps you.

3.2.2.11 – Sentry Gun

The small cheap sentry gun supplies very good defense for the Soviet bases. They cost only 400 credits each and will keep shooting when the power is off. These small suckers will fire their Vulcan cannon and butcher any soldier in seconds. They can also fight the basic tanks, but they must be in pairs and you’re highly recommended to repair them. One of these built next to the captured tech building will go a long way in blocking enemy engineers from taking it for themselves. These will also supply a very effective base defense against all these annoying engineers and Tanya. Their range is mediocre but will force most units to suffer some damage. Since your expensive defenses (The Tesla coils) handle infantry much worse it is recommended to put these with Tesla coils from maximum effect.

3.2.2.12 – Tesla Coil

The Tesla coil is expensive and requires a lot of power to work. Nevertheless it’s the best Soviet base defense available. Each shot from this tower will hurt its target seriously and kill any soldier. They however have a slow rate of fire and a group of cheap infantry makes them useless. They can also be outranged by ships, prism tanks and V3 launchers. To utilize them maximally you can power them up with Tesla troopers. Put the Tesla trooper next to it and it’ll shoot yellow lighting at it. A powered up Tesla coil can keep running normally when power is low and while powered has a more powerful weapon with a slightly bigger range and much more damage. To destroy Tesla coils use cheap soldiers, prism tanks, V3 launchers or anything aerial if AA defenses are missing.

3.2.2.13 – Flak Cannon

The flak cannon will provide your base with powerful air defense. Out of all the flak weapons it is the most powerful and it has a bigger range than the flak tracks and flak troopers. They cost 1000 per each so if you’re looking for less range and more firepower go with flak troopers. Flak cannons require power to work and also have the disadvantage of shooting the first thing in range (Without letting you the option to choose a different more important target). Flak cannons work very good against group aerial units.

3.2.2.14 – Psychic Sensor

The psychic sensor will cover the area around it and tell you whenever an enemy sends something to attack your units/buildings in that area. This includes units you do not see. You’ll see a line stretching between the enemy unit and its target. Psychic sensors are easily countered by sending your attacks to a close location first.

3.2.2.15 – Cloning Vats

The expensive cloning vats have two uses. The first is cloning your infantry, for each soldier you train; you’ll get a free one in the cloning vats. This reduces all of your infantry prices to half and results in some very powerful outcomes to spending money, like Yuris for 600 credits each, swarms of conscripts or very cheap Tesla troopers. The other use is “recycling” infantry. You can send any soldier you control (Or animal) to the cloning vats and receive a cash return according to this soldier. While soviet soldiers will give you a bad refund (Less than 50%) allied units will give you a good refund (Up to 100% sometimes) and the best is if you recycle an animal (2000 credits for a cow is quite good). It is highly recommended to get control of all animals in the map and recycle them for good money.

3.2.2.16 – Iron Curtain

The old Iron curtain is back. This superweapon will charge in five minutes and once ready can turn up to nine of your units invulnerable for a full minute. The Iron curtain has a build limit of one and must remain powered to continue recharging. Once built all players will know its location and the time remaining until it is has recharged.

3.2.2.17 – Nuclear Silo

This expensive power requiring structure will give you the thing you’d like the most, your nuclear missiles. Nukes take 10 minutes to recharge and your silo (Build limit of one) must be powered through out the process. When you build a silo all other players will get a warning and the location of the silo as well as the countdown until it is ready. In the last minute the silo will open and the missile will be pushed outside. This has only one effect and it is the alarm sound that all players will hear just to remind them that Armageddon is near.

3.2.2.18 – Fortress Walls

Walls are cheap and easy to build in Red Alert 2, still walling your entire base is quite silly. It will take to much time and give an illusion of defense instead of a real one. A better use for your walls will be walling around critical structures like your construction yard or battle lab (One spy inside it and you’ll pay dearly).

3.2.3 – Soviet super weapons

3.2.3.1 – Iron Curtain

The Iron Curtain is a very powerful weapon and has several uses that are presented to you. You can make 3x3 squares have invulnerable content, so this means up to nine tanks. Don’t be afraid to use it on fewer units though. You cannot make infantry invulnerable but you can put them on carriers that are invulnerable. A few of the basic tricks include the nine invulnerable Rhinos. These guys do a better job than Apocalypses when attempting to destroy key buildings, as they’re faster and have a good firepower. The nine invulnerable Apocalypses are also very effective but must be iron curtained close to their targets, don’t spend their time in the base on killing enemy soldiers, and go right for the targets they destroy fast. A very cool idea is invulnerable terror drones, these things can go through all of the enemy’s armored force in seconds and nothing will stop them (Except repairing the unit), one you clear all of his forces, send in the tanks. Another very important trick is the fact you can iron curtain a demolition truck or an IFV with crazy Ivan o a terrorist. This proves to be very powerful and annoying.

3.2.3.2 – Nuclear Strike

The nightmare of all C&C games is back, and it’s more powerful then ever. Nukes are seriously a good reason in Red Alert 2 to rush towards it in the price of base defenses and forces. But if you would like more than one plan you shouldn’t do it. The nuke will clear out any enemy structure (Or structures) except the construction yard (Which you’ll have to finish off manually…) or other superweapons. The Nuke will take 10 minutes to load up, which isn’t that much time for an unprepared opponent to arrange a strike against your silo.

3.3 – Country specific units

The following units are the special units each country gets in multiplay. They all require radar to be built.

3.3.1 – Great Britain: Sniper

The sniper is a deadly anti-infantry unit. It shoots much slower than Tanya and a swarm of infantry can overwhelm it quite fast but it has twice the range, is cheaper and does not reveal himself when it shoots. Hide them behind trees and structures so they are not noticed and they’ll take a lot of infantry unit easily. They have enough range to take infantry units in the middle of the enemy base and will win in a one vs. one fight against any infantry unit. They’re very effective against Tanya, Yuri and similar. Put them in your base spread out and they’ll make sure engineers and other deadly infantry units don’t get to their target. A three of them will also block a paradrop very successfully so this is the amount I would recommend holding in your base. To kill snipers simply use vehicles, terror drones or aerial units.

3.3.2 – France: Grand Cannon

The French grand cannon differences from all other special units because it’s not a unit but a structure. It is a large (Lets say ”grand”) cannon with a large range, immense firepower and a very high price. Grand cannons are very powerful and will prove effective when enemy tanks are coming in, or soldiers (They kill a few of them with one shell) but are very overestimated. A group of tanks will take one of them and aerial units will make short work of these. Because of that these turrets make better use in groups. They give the normal French player the advantage of being defended well while building up its strike force or superweapons. A very excellent use is to build these around tech buildings you capture and create powerful outposts that annoy your opponent. This tactic is wonderful for megawealth games. Whenever you build grand cannons supply them with patriot missiles to defend them. A note about Grand cannons is that they rotate slowly (and make a sound so you’ll notice your grand cannons have detected something) and chrono units can approach them if coming from behind, not to mention it’s a nice way to have a few more tanks alive.

3.3.3 – Germany: Tank Destroyer

The German Tank destroyer does exactly what its name implies. It is extremely effective against all vehicles but almost totally useless against infantry and structures. The Tank destroyer costs 900 credits and can take the same amount of damage the Rhino tank can handle. It has a smaller range than most tanks but its shots are extremely deadly. Two of these armor-piercing shells will take a full Grizzly tank. Combine tank destroyers with Prism tanks to attract the enemy closer and to destroy structures and infantry (Though tank destroyers can over them nicely). To use them effectively build a force of the with prisms and send it fast to the enemy base. The Tank destroyers should be able to overpower the enemy armor force and then you can freely level their base with the prism tanks.

3.3.4 – United States: Paratroopers

Getting the paratroopers for multiplayer games is a very big advantage for the US forces. You’ll need to build a Force Command for them and then they’ll start infinitely. Each drop gives you 8 G.I.s, which in case you did not understand is quite a powerful force if dropped to the right spot. First think of it this way: $1600 for free. And the tactical value of getting to anywhere on the map (Assuming your plane doesn’t get shot.) is huge. A drop in the enemy base where units don’t wait can give you enough time to take a serious number of structures, and even a construction yard if he’s slow enough. They can secure far spots by deploying there.

3.3.5 – Korea: Black Eagle

The Korean Black Eagle replaces the Harrier. It has 133% the strength of the Harrier and its missiles do 133% of the damage. But of course that as a bonus it costs like a Harrier, this gives the Koreans a much more powerful air force (133% actually) and if you like building a lot of Harriers and enjoy striking your enemy from the air the Korean forces become very attracting. Build at least 8 of these; this is the amount you’ll need to destroy anything of the enemy. Of course that more will be better, especially in games with several opponents where you have to destroy a lot of targets quickly. In the bottom line, it’s like the Harrier, so all the same rules apply here.

3.3.6 – Libya: Demolition Truck

Rather fast, low armored and has a funny accent. The demolition truck is a lovely weapon that will keep and enemy on its toes. While it can be very harmless at times, it can also cause almost as much damage as the real nuke and take out a lot of power plants and other key structures of your opponent. When buildings those get them out of your base first thing! Don’t be an idiot and let your opponent to blow one up with a Harrier right in the middle of your base. Also, while unprepared enemies won’t deal with one of these, to employ them successfully use a group of them spread them out and rush the enemy. Remember though that you enemies get a warning when you build a truck if they’re alert enough to hear the sound. If your enemy rushes you constantly with these units get offensive with tanks and destroy them close and close to this base. Usually players like to rush with these leaving themselves totally undefended.

3.3.7 – Russia: Tesla Tank

The Tesla tank costs 1200, has a small-medium range and can blow up enemy tanks extremely fast. However Tesla tanks are easily made obsolete by Apocalypses in a lot of cases, because they lack air support and self-healing. Nevertheless, Tesla tanks are destructive and can prove useful against all enemy units. Their biggest advantage is your ability to get them early in the game (You’ll need a radar) and rush your opponent. Sounds lame but works great. You can use them to attack enemy miners right on the start and buy yourself a lot of time. Tesla tanks can shoot over walls as a bonus.

3.3.8 – Iraq: Desolator

The Desolator is given in one of the game’s missions so it isn’t totally new to multiplayer. It has a medium range radiation gun that will melt soldiers in one shot (two for some of them) and hurt light vehicles a bit. But the real fun with desolators comes when you deploy them. The Desolator will infect the ground beneath him with radiation (Just like the Nuke). This radiation will melt any soldier in a second (A few seconds for tougher ones if they are rather far), including your own and will also hurt vehicles a bit. Desolator themselves are invulnerable to radiation as well as structures and some units like terror drones (A great combination as you can understand). One desolator will block infinite amount of infantry from getting somewhere, excluding the British sniper, Yuri Prime and rocketeers. A group of them however is much more fun. These can destroy even swarms of tanks fast enough and prove to be the ultimate ground defense when in groups. Their lack of air support, and your ability to give them one (Except rocketeers perhaps) because that defense will die around the desolators makes them very vulnerable to any air attack. Take one of these with Apocalypses and you’ll find it very useful to kill infantry for them as the small damage the Apocalypses will take will self heal in a minute. To kill them when in groups and tanks have a hard time approaching use any aerial unit, snipers, V3 launcher, prism tanks and some heavy ships will do the job as well.

3.3.9 – Cuba: Terrorist

Sorry for saying that, but this unit is rather useless. If you can get them to the enemy base safely they can do some damage, but when in groups and one of them dies he blows up all the rest. The Terrorist is cheap, very cheap and can cause a lot of damage, but then again, he dies eight afterwards. You can do the Cuban demolition truck trick where you put on 5 of these bombs from Crazy Ivan, load them up on a flak track (They won’t explode) and send it (Preferably with another bomb) to blow up in the enemy’s base. If you want you can put a few on those on an armored transport and see what happens. If you can get IFVs, put your terrorist on them to create a destructive suicidal weapon, very recommended.

3.4 – Other stuff that needs mentioning

3.4.1 – Civilians

3.4.1.1 – Civilian units

3.4.1.1.1 – Civilians

These pathetic humans have absolutely no use except perhaps mind controlling them into the enemy base for reconnaissance or strapping bombs to them and laugh a bit. If you disguise your spy as a civilian it won’t be shot automatically by any of the opponents.

3.4.1.1.2 – Civilian Cars

Civilian cars are more useful; they have some armor and a nice speed. You can gain control of them and explore or send bomb cars to the enemy base. Their speed gives them a good period of time to move from your crazy Ivan to the enemy’s power plants that will blow up. Another issue is the school bus. The school bus can carry 5 infantry units in it, and is not considered a threat by the opponent so you can simply load 5 engineers into it and drive into the middle of his base unless he will manually destroy the bus. This “School bus o’ death” tactic is seriously evil, especially if you can distract the enemy so he won’t notice the school bus. The civilian truck by the way, is extremely similar to the Libyan demolition truck and when under Yuri’s control can really scare the enemy.  

3.4.1.1.3 – Neutral animals

Like civilians, they’re only good for exploring under mind control or blowing up with dynamites supplied by your crazy Ivan. Watch out for the alligators and polar bears though. They’re all considered infantry so a dog will kill them without a problem. Watch out for the alligators, they can eat a good number of soldiers. If you disguise your spy as an animal it won’t be shot automatically by any of the opponents. There’s one use that no one can resist and it’s recycling the animal in cloning vats. A cow will give you 2000 credits if you recycle it; this is a great way to make money in some maps.

3.4.1.2 – Civilian structures

Civilian structures are all around; they include anything from small outhouses to heavily armored bunkers. They’re divided into the types: The first type is the useless type and includes things like grain silos, drive-in screens, benches and similar stuff. The other type is the buildings you can garrison. These structures can be entered by conscripts and GIs and will than change their color to their controller and have some sandbags and barbwire to decorate them noting the structure is garrisoned. While garrisoned the soldiers inside will fire on any enemy in range (GIs supply more firepower than conscripts) and will take no damage. When the building is damaged to 25% of its original power (Or “red” power) all soldiers will abandon the structure. You can repair the damaged building with an engineer and use it again. If you don’t want it to be repaired you can destroy it totally. Garrisoning structures is extremely effective. The enemy has no way of knowing how much soldiers are in each building (Except the fire rate) and because of that you can put one soldier in each building in a city map and make your opponent think you have better defenses then you actually have. You will also prevent your enemy from garrisoning a building right next to your base. Drop paratroopers in important areas and garrison all buildings there. Since moving tanks into the range of garrisoned civilian buildings is quite suicidal it is recommended to destroy them without being hurt. The best units for handling these buildings are the Kirovs and Harriers from air (As these buildings rarely will have something near by to shoot them) or V3 launchers and Prism tank from the ground since they can easily destroy them fast from afar.

3.4.2 – Tech buildings

Tech buildings are present almost anywhere and are a key to winning in many fights. Don’t let your opponent take them and always prefer destroying your own tech structure if your opponent is about to get it and you know you can win it back. Remember that you can build around you tech structures always and that a simply sentry gun or pillbox can do an excellent job in blocking a stray enemy engineer from taking your structure.

3.4.2.1 – Tech Oil Derrick

A lovely tech structure, Aside for the fact is will give you a steady supply of cash (20 credits every few seconds, one miner usually gives  more cash), the first player to capture the derrick will get a finders bonus, which gives a very good reason to make a run for all oil derricks even if your opponent will take over them later. Lightly armored, don’t be afraid to destroy you enemy’s ones, especially in megawealth games where it is the only way of getting money.

3.4.2.2 – Tech Outpost

Underestimated, probably because no one needs a service depot unless the opponent is nuts for terror drones. The rocket launcher on top of it is nice, stops some of the enemy forces and really annoys their aerial units but it won’t change the outcome of a big battle. What makes the outpost good is the fact it is always placed in key spots (Exclude random maps from this statement) where you would love building some defenses, a barracks or a refinery. It will be a hard job for your opponent to destroy it early in the game because it is quite heavily armored. But later on a prism tank or a few soviet tanks will do the job.

3.4.2.3 – Tech Airport

The tech Airport is another useful structure you’d like to have. It will give your paratroopers. But just so you’ll know: You’ll get a weaker paradrop than the American one and having two airports won’t help you (But will disturb the opponent, so do it). If you’re an American player you’ll get two different paradrops, which together combine to a serious annoyance, for your opponent, not for you.

3.4.2.4 – Tech Hospital

Probably the most useless tech structures (As it is not strategically placed like the outposts) the hospital is still a very effective structure. It will heal extremely fast all of your infantry for free. So if you have walls of GIs or a lot of other infantry units, which have not gained elite status you will have a lot of fun healing them and saving good amounts of money.

4.0 – Basic tactics

4.1 – Concentrated Fire

One of the easier and most important aspects of a battle is destroying the enemy’s firepower as fast as possible. Because of that always concentrate your fire on one enemy unit. Instead of damaging to enemy tanks you can destroy one and lower the enemy’s ability to damage you. There is an exception of course and it is using units against targets they are useless against. Because of that send your tanks against enemy tanks, your snipers against infantry and so on. You’ll find the “T” hotkey very important while doing this. Another exception is very large forces, don’t send them all on the same target as some will just not be able to shoot it and will move dumbly around. Split such forces to several squids, each concentrates on one target at a time.

4.2 – Targeting

Except for concentrating on single targets there’s a matter of choosing a target. For example, in the firepower you destroy an Apocalypse you can destroy four prism tanks. If you’d shoot the Apocalypse first you’ll be destroyed by the four prism tanks that have a much more powerful firepower, especially if you have infantry. But aside from choosing the targets, which are least armored and have the best firepower you will also want to destroy the targets accordingly to your firepower. Don’t let your prism tanks shoot armored units while infantry are attacking you and don’t let your Apocalypses kill soldiers one by one when they’re combined in a horde of tanks. Split your forces according to what these units hit best, and select for each of these groups the best target.

4.3 – Formations

Formations are a very important part of fighting an enemy force. A force, which has been arranged in a smart way, can fight much bigger forces. The basics of a formation include putting the armored units in the front, those include your basic tanks. Supporting units will go in the back, these are the V3 launchers, prism tanks etc…. These units will make all their damage from the back, without being destroyed fast because of their low armor, if the opponent insists on destroy them first he will have to let his units move alongside your front line on their way, this usually results in a better outcome for him than just fighting the front lines but will still give you a huge advantage in the fighting.

5.0 – Basic problems

5.1 – I’m having money problems

A very basic problem that some experience solves, on every game there will be a period of low cash a little after the start, but from that point you should have cash flowing until the ore runs out in the map. If you want your money flowing make sure you have at least four miners at all times and later on much more. There are no silos for ore in Red Alert 2 so it is always better to collect gems on the start. Build your refineries close to the ore; it can make a huge difference. A refinery later on next to a tech structure so it will be close to ore can make a very big difference in your income over the enemy’s. Don’t forget oil derricks, they provide with a big chunk o’ cash right on the start and supply money like one miner (Close enough). If you see your money is running out faster than you build what you need get more miners. You can never have to much money, you can always build more junk tog get rid of it.

5.2 – Spies

Dogs, dogs, dogs. They really solve the problem. But they’re easily taken out by experienced players who love spies. So the solution is either staying awake for enemy blackhawk transports and odd soldiers or as soviets you can put terror drones and Yuris. Smart players will avoid sending spies to where Yuri is waiting as it might result in a horrible outcome. And terror drones are not taken out by snipers and Tanya like dogs (Plus they’re faster and more efficient for blocking other units).
5.3 – Getting my spies into the enemy buildings

This can be quite hard, and in the end it is easier to block spies than get them inside an enemy base. A few common smart spy tricks include:

· Sending your spy with GIs while scouted as them and only when close to the enemy base you will change his disguise.

· Loading your spy on a nighthawk (Preferably more than one) and landing on the back of your enemy base when already disguised. The nighthawk is invisible on radar and the spies won’t attract attention as well.

· Rushing the spy on an IFV from the back, if you manage this trick you will regret you didn’t bring an engineer.

· If you enemy has allies, disguise yourself as them. If one ally sends infantry to his enemy base it will make your spy look very authentic when looking like this players soldier and going to your base. (Will not work if he sees this unit doesn’t reveal shroud for him).

· Cows and animals work fine on maps for most of the way so they won’t drag attention like a lonely soldier walking around. Just be sure to disguise them as a soldier when close.

· When your enemy is using dogs your only way is by getting some infantry units to his base to clear them out (Snipers and Tanya do the best job).

· When attacking, bring of these with you, he can enter while the attack is going on and have some deadly effects (Or steal technology if there’s another opponent you can use it against).

5.4 – Nuclear strikes

The nukes are a serious problem, what they hit they destroy. Your only real way against them revolves an attack. You can destroy the enemy silo (Always a good target) or you can infiltrate it with a spy and reset the clock. But if you wish to defend, the Chrono legionnaire can do the job. You can simply warp out of time your key structures and return them once the nuke hit (Mostly killing you chrono legionnaire). When you come to think of it, it saves you money and trouble in a lot of cases. Targets worth warping even if you’ll lose a $1500 soldier are your construction yard, weather control mostly, but everything that costs more than $1500 is idle as well.

5.5 – Paratroopers

Enemy paratroopers can be a serious pest when sent to your base. But they’re easy to take care of. The first key is detecting the enemy’s plane when it comes, it’s quite easy, it makes the propeller sound and appears on your radar. Once you detect it or the paradrop you can concentrate your anti infantry forces in that spot. Dogs are the basic units for doing that, they can run fast to where you need them and jump all over the paratroopers before they do real damage. Two dogs will take care of the problem, though more are recommended. Desolators that deploy in the landing site make the best result. Tanya is always fun. Snipers (Especially on IFV) can cover your entire base from afar, but you should have two-three of them). If you’re ready a mindburst will work. Pillboxes and Sentry guns are immobile but also get to good results. And in the end, you can easily run over these weak soldiers with two tanks before they do real damage.

5.6 – Storms

Now you’re screwed, you got nothing to do against these but blow up the weather control device. Chrono legionnaires can sometimes protect one of your structures, but only if they’re outside the storm itself.

5.7 – Apocalypse tanks are overrunning me

These soviet tanks prove to be very powerful and annoying. And thirty of them will probably destroy you (But who lets his opponent have so many tanks?). The best ways to destroy these are with GIs, which will cost less to destroy Apocalypse tanks and forcing them to go into Mirage tanks ambushes. Chrono legionnaires do a good job in taking these tanks and if you can get your hands on Psi commandos they will do the job best. If you’re soviet you can build your own Apocalypses or use terror drones and Yuri.

5.8 – Tanya

No reason for one of these to enter your base, kill them before. Aerial units hunt them very good. And tanks can survive infinitely against them. Sniper do a nice job too and base defense are great. In water Tanya becomes a big problem. A carrier could take her and destroyers or subs will do it before it reaches them. But if you want good defense against her use dolphins and squids since they must be shot and not bombed with C4 like the big ships. Don’t eve send infantry against her, you’ll be surprised how much soldiers and dogs are needed to kill Tanya.

5.9 – Crazy Ivan

Crazy Ivan is not a serious problem, but if you let one run loose he can do a lot of damage. The simple answer is don’t leave things undefended. Crazy Ivan can be killed fast by anything; he’s slow and weak. Watch out for these when your tanks are fighting because he can mine your entire platoon and it won’t be good. Other troubling crazy Ivan uses are blowing up bridges with him. If you here the bomb ticking next to a bridge, evacuate it, you’ll have enough time usually so you won’t have to see all your units fall down. If Crazy Ivan has just planted a critical bomb you can always send an engineer to such a structure and diffuse it. If you’re flooded by explosive dogs or something, spread some tanks or other units with a nice range that can take them before they’re too close. Armored units by the way are very resistance to Ivan’s bombs.

5.10 – Yuri

Yuri, and any Psi unit in general is a serious annoyance. Luckily it has a very simple way of handling; avoid using expensive units against it, like Apocalypse. Don’t rush them with infantry too; the mind burst is quite effective. What you can do is use attack dogs, which are a Yuri killing machine, as they’re immune to its attacks. Terror drones do the same job the same way and another final idea is using your War Miners (If you got them) against Yuri. They are immune to Psi attacks and have a fine cannon to take Yuri down. All aerial units are great, but a lot of people will keep their Psi units with some air defense.

5.11 – V3 mass attacks

Sure, some patriot sites will block small amount of V3 launchers from shooting your base but big groups can prove to be a problem. First it will be better to block the missiles with IFVs as the opponent will probably change the direction of the shooting to avoid the patriot missiles. But even the best defenses won’t solve the real problem. To destroy V3 launchers use harriers. One of them takes on launcher and does it fast, before they even get close to you. If you can, tanks always do the job fine. Soviet players are best with terror drones or tank attacks.

5.12 – Mirage tanks are pissing me off

Mirage tanks are powerful enough, but what makes them annoying is their stealth ability. Since they aren’t automatically shot by your units AI when stealth. Best way to avoid awful situations with Mirage tanks is to detect them. Look for odd, trees. Since you can’t decide their look hey have trees that do not fit with the environment. Destroy them with prism tanks and V3 launchers. This will force the enemy to retreat or attack, and when Mirage tanks attack they lose their best advantage.

5.13 – Prism Tanks

Prism tanks can level any structure in seconds. But this is the place to remind you that they’re useless against armor and even war miners will shred them into pieces. If your enemy stocks on these tanks simply use normal tanks against them. Harriers do a great job as well (One harrier will take a prism tank).

5.14 – The Enemy controls the seas

Read the following line a few times: Don’t ever give up on the sea for your enemy! Even if you have the ability to attack him by ground, you will pay. If your enemy has destroyed your naval yard and naval forces you’re through from getting them again. Any average player can now make sure you won’t build a new naval yard and get himself carriers and dreadnoughts that will destroy you. There isn’t really a successful way to fight it.

5.15 – Aircraft Carriers and Dreadnoughts

These ships can destroy your base in seconds. A few of these next to your base are the equivalent of nine prism tanks in the middle of your base. If you don’t have the naval force to block these units, you have your minutes counted. AA defense will slow these ships, but in the end they can overpower and slowly crumble your AA defenses. Gap generators will help greatly in slowing your destruction. Harriers or Kirovs might help you, but usually the enemy will get some sea scorpions or an AEGIS and that’s the end of this idea. Use the time you got to destroy the enemy base and try to get a new base out of these units’ reach.

5.16 – Yuri Prime

Your enemy got Yuri Prime? You’re in trouble. Once he gets him defended and near your base you have a bigger problem. Not even snipers will save you. First thing I’d recommend is taking your units to the back of your base behind your defenses. Get a horde of dogs and try getting them through. Terror drones will work better but cost more. Harriers are a great way; just make sure the enemy won’t order his Yuri Prime to avoid it. But what happens after you killed him? You’re advised to attack at once. Or at least strike the enemy hard, try destroying his barracks and making sure he can’t rebuild them. Else, your only way out is superior forces. You can build Yuris as defense for your base to slow down the enemy from attacking you.

5.17 – Chrono units

All these soldiers with chronoshifting ability (Legionnaire, Ivan, Commando) are serious pests. They will usually go for the back of your base/economy and not into face-to-face fights with your forces. They are all soldiers and because of that easily countered. Both the legionnaire and chrono Ivan are simply countered by dogs; dogs are cheap fast and easily spread where needed. The commando however can kill a big number of dogs coming his way so you will have to kill them with defenses or spread tanks in your base. Chrono commandos can destroy prism towers or Tesla coils, it’s hard but possible so I recommend snipers, desolators, prism tanks, mirage tanks and terror drones. The key to block chrono units is detecting them. Especially when in groups they are easily detected on their way. A very interesting note: If your base is attacked by chrono legionnaire you do not get the usual warning.

5.18 – Demolition trucks

The Libyan demolition truck is a serious problem. Later in the game they won’t make much of a problem but early in the game they are very dangerous. Two tanks will destroy the demolition truck before it passes them; just make sure to target it. A pillbox or sentry gun can usually destroy it quite fast but it will be destroyed from the explosion. Harriers provide the best solution for early game, especially if you can catch the demolition truck in the enemy base and destroy his structures. Later on chrono legionnaire work great. Yuri or any unit of that kind does a very good job too. The important key for blocking these one is scouting the enemy base and noticing when he builds on of these.

5.19 – Terror drones

These small spiders are a serious trouble. Sure, later in the game prism tanks, mirage tanks and grouped tanks will do the job in making sure they get nowhere. But early in the game a group of these could go through a full tank platoon. Luckily even early in the game your miners are somewhat defended against these. War miners can easily shoot these things unless there are in big groups and chrono miners can simply shift to base leaving the drone behind for you to kill. To block attacks you are recommended to spread pillboxes and sentry guns, putting a few of them will cost less than the enemy’s terror drones strikes. Grouped GIs and conscripts can do the job. If you can get an IFV with an engineer it will solve this problem very nicely (This is also the only way to fight iron-curtained terror drones).

6.0 – Undocumented stuff…

6.1 – Secret units

Not really secret but here is the units you can get by stealing enemy technology from his battle lab.

· Psi Commando – Allied barracks and stolen soviet technology.

· Chrono Commando – Allied barracks and stolen allied technology.

· Chrono Ivan – Soviet barracks and stolen allied technology.

· Yuri Prime – Soviet barracks and stolen soviet technology.

6.2 – Elite bonuses

Sure, veteran units are nice, but elite units are the real useful things. Here is a small list of elite abilities and weapons for all kinds of units.

· All units self heal when elite.

· All soldiers automatically scatter and try to avoid being ran over.

· GIs and conscripts get a bigger range not to mention a much more powerful gun.

· Yuri gets a bigger range

· The Chrono legionnaire erases stuff from time extremely fast and this proves very deadly on this unit.

· Grizzly and Rhino tanks shoot a burst of shells, which are more effective against infantry than usual.

· IFVs shoot twice the amount of rockets and will make all combinations more useful (The soldiers rank does not matter).

· Prism tanks make such a powerful web of light that if they shoot a soldier in an enemy base they’ll blow up two structures accidentally in average. Don’t keep these in your base.

· An elite apocalypse can destroy two-three green apocalypses. I can not explain how valuable this unit is.

· Elite V3 launchers shoot mini-nukes. One will take out a war factory.

· Harriers and black eagles have much more firepower (Twice the damage), but also a bigger range that allows them to shoot their payload without entering the range of too many defenses.

· Subs shoot two torpedoes.

· Same goes for Destroyers.

· AEGIS cruiser can take a really big number of Kirovs in no time.

· Sea scorpions will shoot down stuff very fast as well.

· Squids sink boats in seconds

Ending note about promotions – promotions only count for destroying units and buildings directly so Ivans can’t promote as well as aircraft carriers.

7.0 – Allied Walkthroughs

7.1 – Allied basic singleplayer strategies

When playing the allied campaigns there are a few basics, which will lead you through the game successfully. First of all, build additional Chrono miners. One won’t do the job. You need at least four. So as soon as you get a war factory build 3 miners and only then start building armed vehicles. In all missions you have time to do this. Get a group of tanks and GIs as your first defense. Only in the last mission you’ll need anti-air defense and it is supplied to you. Get spies to enemy buildings, it is easy and the Psi commandos are very effective and you can also steal money and get veteran units. Whenever there are enemy outposts, try taking over them instead of destroying them. When you need defenses build Prism towers and add Patriot missiles to make sure V3s won’t destroy them. Build Harriers always and use them to slow down enemy forces and destroy their V3 launchers. Get yourself one IFV with engineer always; they can help a lot.

7.2 – Allied detailed walkthrough

All of these tactics were tried in the hard skill level. Enjoy…

Operation Lone Guardian: Occupy New York and destroy the Soviet supply base
Umm… A walkthrough for this mission? Oh well.

As soon as the intro ends take Tanya and C4 the four soviet dreadnaughts, then continue to the statue of liberty and help the GIs to block the incoming paradrop. At this point a V3 launcher will destroy the statue. Take Tanya and the GIs and go north, when you reach the intersection with police cars and GIs help them and then send Tanya east and the GIs to the northwest corner where they will find a power-up crate. Kill the paradrop next to the McBurger Kong with Tanya again and send her straight to Fort Bradley. Send the GIs to the northeast corner, where three Grizzly tanks will be waiting for you. Once you gain control over the base take all your forces next to the bridge and build an engineer to repair it. Now go with Tanya, The GIs and Tanks over the bridge, destroy the V3 Launchers with GIs, Sentry guns with the tanks and infantry and structures with Tanya (Take her through the north entrance inside). Destroy all of the Soviet structures and the mission will be over.

Operation Eagle Dawn: Capture the Air Academy and destroy all Soviet forces.

Another simple mission, get the GIs into the tent and they’ll shoot the coming patrol of the Soviets. Destroy it and try to get Tanya hurt as less as possible.  Take the rocketeers and go north with all your forces. There’s another patrol of the Soviets, use the rocketeers to destroy the Rhino tank and Tanya for the infantry, make sure she will not be killed by the tank. Once done with this take Tanya to the captured allied base through the water. Avoid the sentry guns and kill all conscripts in the base. Now place C4 charges on the flak cannons and once they’re out use the rocketeers to destroy all the sentry guns (There are four). Bring in the engineers and together with the parachuted engineers capture the entire base. Build three extra miners and then start building tanks and GIs. Get Pillboxes in the front entrance. The Harriers will now take off and scout the enemy base. Once they’ve done it take them and your rocketeers to the northeast corner of them map (Let them regroup by resending the harriers to the same spot) and now go to attack the Soviet construction yard from the back. After your harriers have launched their missiles send them again to the northeast corner so they won’t get hurt by the flak cannons. Once the construction yard is destroyed, destroy all of the four Tesla reactors (Without getting your rocketeers in range of the flak cannons). When this is done destroy the Soviet base from the air freely. Enemy units from all over the base will come to attack you. Take infantry with Tanya (Just watch that nothing else attack her) get some tanks to destroy the Soviet tanks and war miners. Destroy all Soviet units to end the mission. A few extras include a group of Soviet soldiers in the northwest corner. Two conscripts guarding three trucks (With crates in them) in the southeast corner, and a few allied units that can aid you in the southwest corner.

Operation Hail to the Chief: Destroy the Psychic Beacon

This mission will take a little more time than the last two. Once the demonstration is over build up your base. Get a barracks, refinery, war factory and airforce command. Get three additional miners and a few engineers. The rest of your money should go for building some rocketeers, GIs and mostly tanks. Place your GIs to guard the bridges to the east and repair the Jefferson Memorial to get bonus crates. Get a few rocketeers over the bridge and find the Soviet outpost. It has no air defense so destroy the sentry gun and troops guarding it. When done, take your forces into the outpost destroying any units left and take over the war factory, barracks and even refinery. Repair all the rest of monuments you can get to. Use rocketeers to clear their guards. Use your new factories to build Rhino tanks and Tesla troopers to put on IFVs. When you got a reasonable force of these units accompanied by two repair IFVs go to the Washington Monument and start clearing the enemy base while keeping in the general direction of the northeast, destroy the Soviet construction yard on the way. Just before you reach the White House you’ll find the psychic beacon guarded by two sentry guns and two flak cannons. Go right for the beacon. Once destroyed the mission will end.

Operation Last Chance: Destroy the Psychic Amplifier before it goes online

This mission is quite short but has a tricky start. You must make a good landing on the beach because you have very little money in the start and you won’t be able to get defenses fast enough if you lose your initial units. When the mission starts take your Destroyers to attack the grand cannons guarding the main entrance to the beach. Then take the destroyers to destroy the Soviet subs and clear the beach from sentry guns, tanks and V3 launchers. When done send your hovercrafts to the west and land your units on the beach as west as possible. Deploy your MCV next to the gems and build up your base. Use the destroyers to destroy anything that is still in their range, it’s not important if Soviet subs destroy them just make sure the extra reinforcements make it to the shore. Don’t even try taking over the Soviet construction yard, as they’ll sell it. Build a barracks, refinery, war factory and airforce command. You need to get three additional miners and then some grizzlies, two IFVs with engineers and some GIs to guard your base. Take a group of GIs to the western border and then go north until you the end by garrisoning the civilian buildings when you meet enemy units. In the corner of the map you’ll find Sears tower, garrison it to get the entire map revealed. You can now see the Psychic amplifier. As you will see only one serious flak cannon will block you from destroying it with Harriers. So get four Harriers and send your tanks to destroy that flak cannon, avoid getting in range of the garrisoned Soviet buildings. Send your Harriers again and again to shoot the psychic amplifier (they won’t repair it). At th worst case build new Harriers. Don’t try attacking the amplifier from the sea, as the flak cannons with subs in there will take much bigger forces of destroyers. A ground attack will also cost much more because of the garrisoned buildings all over the city.

Operation Dark Night: Destroy the Soviet Nuclear Silo

Disguise your spies as soviet conscripts. Take your forces with Tanya first, than the GIs and than the spies. Go east until you find the crossroad and then go southeast, kill the Soviet troops and find the additional GIs. Now go north, there’s a small village west of the Soviet base. Destroy the barrels next to the cows and you’ll get control of the cows. Send the cows to scout the Soviet base and surroundings. Take Tanya and shoot the barrels around one of the Tesla coils at the front. Now send a spy into one of the Tesla reactors in front of the base and use the time the power is off to send Tanya to destroy the other Tesla coil. Now go to the southeast of the base where you’ll find a few barrels that will make a hole in the wall when shot. Send a unit in the hole and keep going until you find a crashed plane and some troops with engineers. In the meanwhile take Tanya and some GIs to the northwest of the base while destroying the two Tesla reactors. Now go northeast and send a spy into the battle lab. Shoot the barrels to destroy the northern Tesla coil and keep going until you can let your GIs to shoot the last Tesla reactor. Once destroyed the power will be shut down. Clear the base now with Tanya. Take over the barracks, build another engineers and take over the war factory and refinery. Build one war miner and Rhino tanks. Also get a group of conscripts. Start heading north towards the eastern silo. Kill all units you find on the way. Once you cross the bridge you’ll get to the second Soviet base.  The cows can scout in advance. You can let Tanya enter from the side by shooting some of barrels. But for the fun of it send the conscripts to destroy the front Tesla coil and send the tanks in after them. Once it is gone destroy the Tesla coil in the back by shooting the barrels and blow up the silo. Take your forces west, but do it from the path next to the river west of the second Soviet. It’s quite narrow but it’s there. You’ll move just under the next silo, keep going. You’ll find a bottleneck right after it that you vehicles can’t go through unless you destroy some trees. Destroy the trees and go on, once you go up the ramp you’ll find yourself next to the Soviet base. To the west you’ll find a Grizzly tank and some GIs trapped inside chain link fence. To the east is the silo. Just shoot the walls with your Rhino tanks until you can reach the silo and blow it up. Mission accomplished.

Operation Liberty: Occupy Washington DC

This is a pretty long mission without any apparent shortcut. Repair your defenses throughout all the time in the start. Get your hovercrafts to the pentagon and unload the units. Deploy the MCV next to the Pentagon, garrison both civilian buildings to the north and send some GIs to help defend south of the Pentagon. Build a barracks, refinery, war factory (Additional three miners), airforce command and a battle lab. Build some buildings next to the pentagon so you can add defenses in front of it. Get two Harriers at least to destroy incoming V3 launchers and patriot sites to destroy the missiles where needed. Build a group of tanks and a few rocketeers. Send the rocketeers across the river to then north. Just south of the Lincoln Memorial you’ll find two soviet refineries. Destroy the sentry guns around them and capture them with engineers. You might want to infiltrate one of the refineries with a spy first for more money. Garrison the building just above the northern bridge with GIs and get your tanks (It’s recommended to get some Engineer IFVs with you) in front of the Lincoln Memorial and go south towards the Soviet base. Park in front of it and kill all the guarding units until you get enough tanks to overrun the outer part of the base (Around the Washington Memorial). Take over the Soviet war factory preferably. Once you clear this part go towards the White House (You remember the map, don’t you?), find the two powered up Tesla coils and send Harriers to kill the Tesla troopers next to them. Now overrun this part of the base, preferably use V3 launchers (If you captured the Soviet radar and war factory). As soon as you’re done you got one more base to destroy. It is next to the Jefferson Memorial (Where you built your base last time). Use tanks and GIs to overrun it unless you got Soviet technology. Attack their miners first to get all guarding forces come to you so you can destroy the rest of the base quietly.

Operation Deep Sea: Block the Soviet Invasion at the Hawaiian Islands

This can be a very hard mission, really. I even heard the opponent starts nuking you later on. So you simply block him from building a successful base. As soon as the mission starts order the following: ten destroyers, a nighthawk, two engineers and a group of rocketeers (The more you can produce the better). Now get your destroyers and AEGIS cruisers south to block the bottleneck. Submarines will be coming escorted with sea scorpions. Destroy the sea scorpions first and put your AEGIS next to the dreadnoughts’ targets. Take damaged destroyers to the back so they can launch their Ospreys. Send rocketeers to the Korean base (Or former base). As soon as they deploy their MCV start attacking everything. Bring your nighthawk and capture the construction yard. As soon as you destroy all of the force attacking Pearl Harbor take all the Destroyers to the enemy base. Attack all dreadnoughts over there and the subs as well. Once all enemy structures have been destroyed the mission will be over. You might need some dogs in the base to kill incoming ground attacks.

Operation Free Gateway: Destroy the Psychic Beacon and all Soviet forces

Take your forces towards the psychic beacon. You can take a nearly straight path that is directed at the part south of the stadium, for a very safe one go south until the beach, then southwest and finally north. Kill all soldiers with Tanya on the way. When you get south of the beacon advance and garrison you GIs in the building just next to the eastern corner of this soviet base. They will kill all terror drones and IFVs in the area. Shoot the barrels next to this building with Tanya and then send her in after the destruction to destroy the two remaining Tesla reactors. The power will be shut down, but don’t destroy the beacon yet. Destroy the Tesla reactors in the back and then only the beacon (And all Tesla coils). Once you destroyed it you’ll get control of all allied troops again. Try to send as much as possible from them south, where the Arch is. Bring your MCV with the forces around it to the Arch as well and deploy it. There’s a critical crate with money next to it. Bring Tanya to your base and leave her there, you don’t want her to suddenly die. Build up your base (Barracks, refinery, war factory and 3 additional miners, airforce command, battle lab). Start sending GIs to garrison the buildings south of the Soviet base. Get three prism tanks, two IFVs and a few grizzlies. Now attack the enemy base. Let the prisms to shoot infantry and buildings while the grizzlies take any remaining tanks (Try drawing them to the garrisoned structures). You’ll be fired upon by V3 launchers but the two IFVs should block them. Destroy the entire soviet base; it’s very awfully defended. Avoid getting your prisms to fight the soviet war miners.

Operation Sun Temple: Destroy the Soviets attempt to get Prism technology.

This is a nice puzzle mission combined with some strategy. First take your SEAL team west to the village. Clear all enemy soldiers and guards so you can free the local “freedom guard”. You will get the locations of gates into the Soviet base as well as reinforcements. From now on use your grizzly tanks to destroy all enemy flak tracks (They will not be damaged at all and when elite can start destroying enemy rhinos as well). There’s an airport in the northwest corner, you can capture it but it will need some guards. Now take two engineers, one GI and two SEALs on the Nighthawk transport and send it southeast and then move west until you see the shore. Land there, just south of the Soviet base and go north. There’s a hole in the wall next to the cliff that you can pass, but a flak track will not let you continue, simply shoot the barrels around it with the nighthawk transport. Now go north until you reach the Mayan pyramid. Destroy the Tesla coils in your reach until the power for the soviet base is off (Look at the Tesla coils). To the north there’s a Mayan prism pyramid, once unpowered send all the rest of your forces from the north to this gate and destroy the flak tracks and sentry gun. Capture the prism pyramid and a Tesla reactor. Now you can drag any enemy unit you want into its range and it will deal with it in one shot. To the west is the soviet barracks and war factory, try capturing them but you simply destroy them. I recommend capturing the soviet war factory and building some rhino tanks. The rest of the structures can be simply destroyed. Once the enemy loses his war factory and barracks all the units will hunt you. Simply wait around your prism pyramid. The remaining structures can be destroyed by SEALs easily except the sentry guns. Either overrun them with tanks or use the nighthawk transport. Mission accomplished.

Operation Mirage: Defend Einstein’s Lab

Like in Operation Deep Sea, a dew rushing tactics are needed here. You’ll be facing three enemies invading the map and if you let them grow you’re in trouble. As soon as you get control build another engineer, three IFVs, a SEAL and two harriers. Also get a refinery, additional miners as soon as possible and send your second MCV to deploy next to Einstein’s lab. Send your rocketeers to the German outposts to rescout them once they’re destroyed.  Put your engineers on your IFVs and send them to wait next to the soviet bases. As soon as their MCV deploys and the forces leave to attack your base send the IFV, unload the engineer and send him to capture their construction yard. It’s quite hard to block all bases right on the start but you can have a second attempt using a SEAL and engineer right after the attack is done. In the worst case you will be left with no more than one real threat. Now to the main attack on your base: Your SEAL will kill all soldiers. Your harriers will destroy the incoming V3 Launchers and the enemy tanks are a real problem. You can bring your Mirages to help you but you don’t have to. Don’t let the enemy destroy and cut your power. Build power plants while repairing the existing ones. Your GIs and prisms will be the spearhead in blocking the enemy tanks (Your tanks won’t survive for long). You might need a second try at this attack. Once done with this attack you’re quite free. The three Mirages can block all attacks against Einstein (You’ll be warned every time it happens). To take care of the rest of the enemies left you will need a group of prism tanks. The only thing slowing them down will be the war miners so I suggest building some Mirages to help them. Remember you need a battle lab for both of these units (And on the way, if they get a battle lab, infiltrate it). If you have soviet technology you might want to use it. Groups of GIs with prism cannons will destroy the few Apocalypse tanks that might come. Once you get yourself a spy satellite look for stuff on the map (You can find a crate).

Operation Fallout: Build a Chronosphere and Destroy the Nuclear threat on Cuba

This is a tricky mission, as you have quite a little time to destroy the soviet silos and it’s not healthy not to stop it. As soon as the mission starts you will need several things. First thing you do is build a prism tower and put it next to the northern refinery and a pillbox next to the western one. Also get one northeast of your base. Build a war factory and in the meanwhile train a SEAL and build two harriers. Send some of your GIs to garrison the lighthouse in the west and two of them to garrison the civilian buildings just next to your base (So the soviets don’t get them). Send the destroyers to hunt any incoming enemy ships and the SEAL to the south of your base where dreadnoughts will be coming, he can take them for you including the sea scorpions with them (The only thing that will trouble them is the enemy’s squids). Build three additional miners and once the money starts flowing get a lot of GIs with SEALs to defend your base and a stream of destroyers. Get a battle lab as soon as possible and then a spy satellite and build aircraft carriers (And occasional dolphins and destroyers if needed). About now you will be warned about the soviet nuclear silos. Destroying all three of them is a problem that is best solved by destroying their power. There are two nuclear reactors, one is in the soviet base but a rocketeer can simply destroy the barrels next to it (They won’t rebuild it) and the other one is in the southwest corner. You will need at least four aircraft carriers (Or you can shoot the flak cannons first) so if you’re having a time problem you can use two prism tanks landing on the shore and they can take it out. Once you destroy all nuclear power plants you’re safe. Send all of your destroyers, dolphins and SEALs (They prove as a very powerful naval unit in this mission to fight subs and sea scorpions) to north of the soviet base and destroy their Naval yards. Now simply get carriers and destroy the nuclear silos. You can also build the chronosphere (You must do so anyway) and chronoshift prism tanks south of their base; they can do the job. Once the nuclear threat is gone and the chronosphere constructed it is time for the final showdown against the Soviets.

Operation Chrono Storm: Destroy Romanov’s Elite Black guard around the Kremlin

This is the last allied mission and it is definitely quite hard when compared to the Soviet one. Work fast on this mission because every 20 minutes you’ll be nuked, which is really not fun. As soon as the mission starts send a SEAL to destroy the Tesla reactor and the MCV will arrive. Clear all Tesla coils and rescue the captive. Use the engineers to capture two oil derricks (Out of the total of four). Now lets review what’s going on. You have a fortified area to build your base with four oil derrick (Take over them as soon as possible) and four bunkers guarding the important entrances. You have some ore inside as well. There’s the main soviet base in the south with the Kremlin and their superweapons. Two more soviet bases are in the east and west. Deploy your MCV where the Tesla reactor was and build up your base. Get a barracks, refinery and war factory (Three additional miners for now). Now the last building is important, the AI always aims the superweapons at the war factory so build this one as far as possible from everything. Get the engineers you need and a lot of GIs so you can fully garrison all bunkers; they will provide the best defense early on against soviet tanks, terror drones and apocalypses. A Kirov triplet will be coming very soon, build some patriot sites (Later on expend them) to the south corner and hunt all Kirovs with your IFVs. These Kirovs will prove to be really annoying, especially when the enemy tanks sit just outside your base. And on that tone, don’t let enemy tanks regroup next to your base, he will then use the iron curtain on nine tanks and it can be the end of your construction yard. Have one engineer on IFV to repair vehicles and as a counter for iron curtained terror drones. It is recommended to be ready for attack from the back and if you wish close these entrances with walls. Build some prism towers once you’re free and rebuild destroyed walls. The last defensive trick you will need is a chrono legionnaire. Take one of these guys and force fire on your war factory when a nuke is fired. He will probably die (Actually, surely die) but he will save you both 500 credits and the time or rebuilding the war factory. Once you’re set up get everything else you need, this includes a battle lab, ore purifier, spy satellite and any superweapon you would like. Now we’re ready to get offensive. Build some chrono legionnaires and send them to handle the soviet nuclear power plants. There are six, four at the south of their base and two on the east after the river. Chronoshift to the back of them and erase them form time. The soviet units will be very uncaring about it. If you erase all six power plants the nuclear threat is over. Your probably elite chrono legionnaires can now handle other stuff, erase their war factories and barracks and whatever you can. The enemy seems to rebuild nothing. While erasing the hell out of the soviet base take some rocketeers east of your base, clear the defense around the airport and capture it. Send some Mirage tanks and prisms and go south from there, capture the oil derricks and keep going towards the eastern outpost. Bring three spies with you and start attacking by clearing the Tesla coils and Tesla tanks (Don’t let these thing get your prism tanks). Clear the dogs and send the spies to the war factory, barracks and battle lab. Now bring engineers and capture the barracks and anything else you want. Using your new technology build more tanks and Yuri Prime. Take Yuri Prime with Mirage and prism tanks to attack the main base (By now half of it should be erased) and destroy all tanks on the way by mind controlling them and kill them. Use your prisms to clear anything left of the enemy and the mirages to guard them just in case. Once you’re in range, mind control the elite black apocalypses, one by one until only the last remains. Destroy the black defense with it and the mission will be over. Mission accomplished, world saved.

8.0 – Soviet Walkthroughs

8.1 – Soviet basic singleplayer strategies

The basics of the missions with the soviets are similar to the allies but have some differences. Most importantly is getting four miners as fast as possible, which then will handle your economy easily. Your tanks are superior to the allied tanks so concentrate on building a big force of Rhinos and destroying the allied tanks in the earlier missions. In the later missions you’ll find that a horde of Apocalypses does the job for everything but fighting psi-corp troopers. When you need defenses get Tesla coils and always power them up with Tesla troopers. Use dogs to fight big groups of allied infantry. You will find V3 launchers to useful at some times but usually you can just overrun the enemy with tanks. When in sea base your naval force on submarines and sea scorpions. This combination will handle the enemy destroyers easily and you won’t be meeting a lot of dolphins anyway. A big group of Kirovs can always end the mission without much brain, but you only have them in the last two missions.

8.2 – Soviet detailed walkthrough

Again, all of these were done in the hard skill level.

Operation Red Dawn: Destroy the Pentagon

Wait for the intro to be over and start building your base, build a Tesla reactor, a barracks and a refinery. Build 5 engineers, and then freely attack dogs and conscripts. While doing this take your conscripts north kill civilians and find the two trucks with crates, one in the drive in, the next north of it. Then go toward the McBurger Kong in the east, garrison it and kill the allied GIs. When done destroy the truck there and pick another crate. You can keep going straight to the allied outpost or visit the docks in the east of your base (Two crates inside trucks and destroy the ships will promote your soldiers). Kill the GIs guarding the base and bring engineers to take over the barracks and repair the bridge to the north. Cross the bridge and you’ll see another allied outpost. Garrison the two civilian buildings that you are told to destroy the enemy pillboxes. Behind each of them you’ll find a power-up crate. Once done go inside the base and kill enemy infantry, bring a few engineers (A few will be parachuted for you as well) and take over the tech airport and over allied structures you wish. In the northwest there’s a wooden bridge. Repair it and send infantry over it to find the reinforced Rhino tanks and a truck containing another crate. Once done rally all of your forces that you accumulated (You kept building infantry right?) on the bridge to the Pentagon and when ready cross it. Again, garrison the enemy structures after the bridge to destroy the enemy pillboxes and then invade in a brutal stupid way into the Pentagons perimeter.  Start killing enemy soldiers and destroy their defenses. Tons of paratroopers will arrive as well as two groups of tanks from the south and north of the Pentagon. Destroy all for parts of the Pentagon to complete the mission.

Operation Hostile Shore: Force a landing and destroy the Allied Forces

Still a simple mission, as soon as you gain control clear the enemy pillboxes and GIs and take the MCV to the allied refineries ahead. Shoot the barrels to clear the way and deploy your base. Build a barracks, then a refinery, war factory and 3 additional miners. Take some of them to the gems in the northeast corner and pick the crate that is left from one of the civilian buildings Vladimir is destroying. There are two Tech oil derricks north of you, occupy them using engineers and look out for them. An enemy attack is bound to come to them. Build conscripts and garrison the civilian structure to the south as a basic defense. Build endless Rhino tanks and perhaps one flak track to hold 5 engineers during the attack. Build a naval base, you can get to it only after Vladimir runs away, when he does, two destroyers will follow. Use your newly reinforced Typhoon subs to destroy them and build additional subs to destroy the allied fleet to the south. When you do it keep going west with the subs destroying additional destroyers and the allied naval yard. In total you’ll be meeting no more than 10 destroyers. You can drop troops along the south town and destroy it to find some crates. Now for your attack, simply put: get hordes of Rhino tanks to destroy the enemy. And support them with conscripts. If you want to save some deaths, draw the enemy’s guarding forces into the north town while garrisoning some buildings there. You’ll need about 15 tanks accompanied by conscripts. Destroy all the allied structures and units.

Operation Big Apple: Deploy the Psychic Beacon

Welcome to New York, you’ll need to capture the Allied Battle Lab in the northeast corner and then hold that area for a few minutes. Seems easy? Well it is. The first things you do is build up your base and get 3 extra miners for your refinery. Use a few conscripts to garrison the building just to the south (Next to the oil derricks that you should take over right at the start) and the buildings along the ridge, supported by the few Psi-corp troopers you get they will do all the defending. Take over a civilian vehicle with one of the Psi-corp troopers and use it to scout the important parts of the map (The enemy won’t shoot it). Start building your forces, use Tesla troopers, Rhino tanks and the new V3 Launcher. Don’t spend time on bringing engineers to all the outposts just destroy anything that bothers you in the city, using V3 rockets with Rhinos guarding the launchers. Once you clear the enemy garrisoned structures and the allied outpost with the war factory southeast of the long bridge it’s time ot invade the enemy base. Eight rhinos supported by your Psi-corp troopers and a few V3 lanuchers will take out a part of the allied base allowing you to bring a flak track with 5 engineers on them. Take over the battle lab and start building a new barracks as well as sentry guns around the new psychic beacon. Get flak troopers coming out in big groups and circle the beacon with rhino tanks as much as you can. Hordes of enemy forces will paradrop but most of them won’t make it on time. Your biggest concern will be the rocketeers, which your new force of flak troopers will clean very fast. Use an engineer to repair the beacon if things become worse. Once the beacon is online all allied troops will come under your control and the mission will end.

Operation Home Front: Block the Korean invasion

This is an easy mission if you don’t let the Koreans to land successfully. Build the following: A refinery (And send all miners to the north of the field where there are gems), barracks, war factory, another Tesla reactor and last, a radar. You might want to put one-two flak cannons in the southeast of your base. While doing this build five conscripts and garrison the houses east of your base, also recommended is garrisoning the houses southeast of your base next to the shore. Build three dogs and scout the map early. In the southeast you’ll find a lighthouse, this is where the allied MCV will land. Get three war miners ASAP and then build two rhino tanks and one terror drone without stopping. Send one of these groups along with 2 Tesla troopers and two engineers to the lighthouse. This is definitely possible to be done before the MCV lands. Use the rest of the tanks you get either as reinforcements to the lighthouse group or to block enemy armor coming to your base. Once the ten minutes are finished you have a few more minutes that the allies will only paradrop units around. Destroy them if they come if the lighthouse (One tank and two GIs) and block the rest in your base. The forces coming through transports will move to your base and will be blocked quite easily by a sentry gun and two tanks, if you lose the garrisoned houses. While building also build 4 more subs and 3 sea scorpions (You need a radar to build those). Have three subs and two sea scorpions wait next to the lighthouse. When the Destroyers come with the MCV use the subs to attack them and the sea scorpions to destroy the Ospreys and make sure your subs survive. At the same time your other two subs and sea scorpion will meet two allied destroyers attacking your naval yard. Once the MCV lands it will deploy, put an engineer into it and the base is taken care of. If you failed rush the base with three-four tanks and make sure it doesn’t get too far. The allied player will build a lot of pillboxes that can easily be taken care of by your tanks. You might need to kill a few extra soldiers after that and you’re done with the silly invasion of the Koreans. One final note, pairs of harriers will endlessly bomb your refinery and Tesla reactors, remember to repair them or put flak troopers around them.

Operation City of Lights: Energize the Eiffel Tower and destroy all allied forces.

This mission has a limited base and more of a puzzle solution then a tactic solution. First we will review the map. You’re in Paris, to the east you’ll find the Eiffel Tower (Paris Tower in the game) and the Arch of victory. They’re to heavily defended to reach the Eiffel tower with your Tesla troopers and energize it so you’ll clear the area a bit. Take two groups of conscripts and clear the city from allied GIs by garrisoning buildings. Only engage in fighting when totally necessary and use Tesla troopers at this case. First advance to the east and clear the allied forces. Capture the tech oil derrick to solve the limited money problem. Now build extra Tesla troopers. Take some conscripts and Tesla troopers north of the oil derrick. You’ll find a soccer field. Clear as much of it as possible utilizing the buildings south and east of it, when done clear the rest with Tesla troopers. Get to the rocks north of soccer field and extra Tesla troopers will arrive (You’ll also get a flak track when getting to the soccer field). To open the way to the Paris tower you’ll use a nice combination. Get a force of Tesla troopers next to one of the southeastern entrances and conscripts. Garrison the buildings next to the pillboxes at the same time and send the Tesla troopers in, you can clear all the forces. To make it easier, send a crazy Ivan to put bombs on everything while the pillboxes shoot other stuff. Note that there are a few barrels that are supposed to allow you make a hole in the wall, for some reason it never works for me and a part of the wall remains. Once you clear the entrance rush 3 Tesla troopers inside and shoot the Eiffel Tower. It will transfer control to you and become a powerful Tesla coil as long as 3 Tesla troopers charge it up. Let it destroy all allied forces, repair if needed. Mission complete.

Operation Sub-Divide: Destroy the allied fleet.

As soon as you make the landing build your base in this order. Get refinery first, then barracks (2 extra Tesla troopers), then war factory (Immidiately 3 war miners, than one or two rhino tanks), a naval yard (Start pumping out subs), and a radar. Now get yourself a Tesla coil to the north and power it up with two of your troopers. From this phase on just keep building sea scorpions and subs (One scorpion for each two subs). On the start garrison some buildings on the island you start and take a few conscripts to the bunker in the small island to the northwest. Scout all the sea north of you with sea scorpions and subs, when done; take all your sea units to the northeast corner. Some allied hovercrafts will be dropping tanks and soldiers on your island. Your Tesla troopers (And later the Tesla coil) will destroy tanks and the garrisoned structures and two dogs will kill the soldiers, it’s really easy. In the middle of the countdown three dreadnoughts, escorted by two sea scorpions will arrive. Put them next to the bunker, and make sure nothing happened to them. They will prove very useful. When the time is over the Korean navy will arrive. You can have about 12 subs and 6 sea scorpions then (I had much more) and start destroying the Korean navy. You can take it before it passes the bunker island. A few notes though. Go for the destroyers first, and AEGIS in the end (Your dreadnoughts are useless now anyway). Let the sea scorpions destroy the enemy Ospreys and Hornets (Carrier’s fighters). You should be easily superior. When the allied ships outrun you, send your subs to a spot farther down the path of the allied ships and only when they get close again let them open fire. When the Koreans are destroyed, go to the south of Pearl Harbor (The big island). You’ll find a bay to enter from the south. There are a few prism towers, scout them with subs and destroy them with the dreadnoughts. Advance north through the canal to the middle of Pearl Harbor. There are two allied naval yards and several ships (Some you probably met on your way to there). Destroy them like you destroy the Korean fleet and let the dreadnoughts to destroy the two naval yards. If one of the naval yards is rebuilt ignore it. You only have to destroy the initial ones. The mission is easy, no requirement to destroy the allied bases and land on Pearl Harbor with tanks (Though it really adds to the overall fun…).

Operation Chrono Defense: Defend the Battle Lab

First thing I’ll describe the map in this mission. Your base is to the north and middle and has three main entrances. The West Entrance leads to a civilian village. The Eastern entrance leads to an outpost with several tech buildings, and should be guard in a way the enemy cannot reach the ridge north of your base. The last entrance is from the south. Aside for tech buildings and village there’s an American camp in the southeast that is critical. Every little while allied forces will be either paradropped or chronoshifted to the map and attack you. You’ll have to defend the base for almost 30 minutes with attack waves coming every three minutes or so. As soon as the mission starts build another Tesla reactor, a refinery, a war factory (Get 3 additional war miners and then Apocalypse tanks endlessly), a radar and from now on defenses only. Send one conscript to the village in the west. An allied propaganda truck will move along the map and get to the village where it will start convincing the civilians to attack you. Simply garrison a building in the village with the conscript (One next to the circular road) and he’ll destroy the truck. Once destroyed, you’ll get info about the entire map and a crate with money. Go and garrison and abandon all buildings in the village, two of them have crates in them. Send one soldier to the southeast American camp as well, again, garrison and abandon the tents there to find crates with money. Build 4 engineers right on the start (And then a few Tesla troopers and extra dogs). Send them to the tech buildings, and occupy them all. Put two dogs south of your base and two dogs in the northeast corner also right on the start. By the time the first attack starts you can have these dogs to take units as they get to the ground from the planes. This is the best way to get the British snipers before they touch ground and become a serious pest. A small attack of grizzlies however, will reach your base. Stop them with the few Tesla troopers you’ve built, later on you’ll have hordes of Apocalypse tanks. Once the first attack is blocked you’ll start having Apocalypses endlessly. With this economy there’s no reason to stop building them, spread them around the base and add one or two flak cannons for all the incoming rocketeers (Or occasional harriers). The allied attacks will consist of several problematic units. Spies will come all the time to cut off your power. One dog at each entrance will make sure no one of them gets in; also don’t build any reactors next to the tech buildings. Prism tanks groups are very deadly if they reach your base, but on Apocalypse can take a few of them before they do that. At one point IFVs with engineers and paradropped engineers will attack, if you have a few additional sentry guns and Tesla coils in your base (You have way too much money anyway) it will solve the problem. Power up your Tesla coils with Tesla troopers. In the middle of the mission three allied trucks will move through the map, send a few Apocalypses to destroy them (You should have more than 15 of them at this time). When the last wave arrives (Zofia will tell you that) make sure the Battle Lab is in full health as a group of Harriers will attack it, if in full health it will survive, if your air defense shoot them down first it’s even better. By this time you should have more than 20000 credits and more than 25 Apocalypses with nothing to do.

Operation Desecration: Capture the White House

This mission require some speed or you’ll find yourself being attacked by constant waves of Soviet tanks. Since your enemies are also Soviet, swarming the enemy with Apocalypses works a little worse here unless you’re fast. First thing you should know is the Desolator. The Iraqi Desolator will be available to you through out this mission; to build him you need a barracks and a radar. Right on the start go to the Lincoln Memorial and deploy your MCV. Build your base in front of it (You could deploy on one side of the water and build on the other one as well). Get a barracks, refinery, war factory (3 Additional miners), radar and a battle lab. Start building endless Apocalypses (If you have free time to build before the battle lab is ready build Rhino tanks) and occasional Desolators. This is the economical part now for playing through this mission. As soon as the mission starts, enemy paratroopers will land all around the grass you start. Simply deploy your Desolator below them and they will die instantly. Let your soldiers garrison the bunker so they won’t die as well. Take your starting tanks and destroy Lincoln’s Memorial, one of the crates you get will promote your units; make sure all your tanks will receive the bonus. Repair the veteran Apocalypses later on when needed and as a rule, keep these Apocalypses alive, you’ll find elite Apocalypses to be very effective. As soon as you get three-four Apocalypses go to the area around the Washington Memorial, destroy the orange refinery and keep going to the south where you’ll see a Tesla coil and just after it the orange base. Destroy the orange construction yard, war factory and barracks and now retreat. The Orange player is now unable to attack you and this will make the rest of the mission easier. Take your additional Apocalypses and take them for a tour in the south of the map. Destroy all monuments and pick crates, make sure that a maximum number of units benefits from the power-up crates. Destroy the psychic beacon as well, though it doesn’t really change anything in the map (Most of the GIs will be dead anyway). Now regroup in front of the purple base, which is northeast to the Washington monument and right in front of the White House. Through out this time hold 3 Apocalypses next to your base to block enemy armor attacks and two three desolators that will deploy and kill incoming infantry. When ready attack the purple base and destroy build after building. Your main concern is two elite Apocalypses of the enemy. Once destroyed your armor force of Apocalypses can handle everything. Get a few engineers and bring one into the White House, once you destroy the few defenses around it, that is. Mission accomplished.

Operation The Fox and the Hound: Mind control President Dougan

This mission is a short puzzle mission, and though I heard tons of tactics on how to pass it there are the simple few basics that are in all of them (And quite obvious anyway). You will take over the president with one of the Psi-corp troopers you get in the start. You will kill all the enemy SEALs using the British sniper in the eastern base. You will cut down the power using spies that you will get from taking over the northern base by mind controlling the allied engineers. Here is how I do this. As soon as the battle control is online you’ll have a IFV under your control, take it to the service depot in the south and destroy all trucks with it, and pick all crates. Do it without being killed in the way. Once you’re done you’ll have much more cash and an upgraded elite IFV. This IFV can destroy the enemy tanks, soldiers and IFVs without a problem except the prism towers. While doing this send the free Psi-corp trooper to take over the northern base. Mind-control the GIs and get them both killed. The mind-control the engineers and take over both buildings. Build 3 engineers and 10 spies (You have the money for it once grabbing all the money crates). Take that Psi-corp trooper with the three engineers (As soon as they’re ready) to the eastern base (Watch out that no civilians will shoot on them, if they do kill them with the mind burst). Bring the IFV to the eastern base and destroy the pillboxes, soldiers and tank. Now go around the map with it and kill all kinds of units except the guards in the entrances to the main allied base, most importantly the patrols on the sides (And make holes in the wall).  Take over the British sniper from over the wall (So he won’t kill you); capture the airport and power plant with engineers and send the sniper around to kill all SEALs and dogs in the entrances to the Alamo. Send the spies inside (Once disguised) and get one into the battle lab. Build a few chrono Ivans and get them near the base. Now put a spy into the power plants of the enemy, keep them entering (You have 8 more don’t you?) so the power don’t go back online. While it’s offline take your sniper to shoot the enemy seals around the president and chrono Ivan to destroy the power plants. Make sure no GIs come out to kill your Psi-corp troopers. Take one of your Psi-corp troopers and take over the president. Make sure the sniper is away at this point because if he goes free he may ruin the mission a bit (Same goes for that super IFV, but he doesn’t have enough time).

Operation Weathered Alliance: Destroy the Weather Controller

Deploy your MCV in the middle of your base and get a barracks, refinery, war factory, naval yard and battle lab. Get three additional miners and get ready for some allied invasions through hovercrafts. In the north there are your sentry guns that will do a fine job andm ight need small help. But in the south, where you have some buildings you’ll have to wait in advance. If your tanks a fast enough you can shoot down some of the transports before they can drop their cargos on your island. After a few of these attacks the enemy will only send naval attacks and aerial attacks, so get one or two flak cannons that will take down these annoying rocketeers. This is enough for the base, now for the naval war in this mission. Get subs and sea scorpions as fast as possible. If you send a ship to the southwest you’ll find there a dreadnought for you to use. A naval attack will be coming soon, try to get a few squids and get ready for the allied naval units that will come from the south. Leave some defenses around the naval because some allied dolphins can get to it and destroy it. Use your squids to grab the allied carriers as soon as you spot them and you’ll save yourself a lot of trouble. Destroy the allied destroyers with your naval fleet and when they are is somewhat clear attack the allied naval yards. One is south of where you can land on the shore and the other one is to the east. Once the allied have been banished from the sea (for now) get dreadnoughts and some squids. Defend the dreadnoughts with the squids so the allied SEALs won’t get to them. Use the dreadnoughts to bomb the allied base, though you’ll need to land some units so build a group of apocalypses and put them on transports along with some engineers. Clear the allied base as much as possible. There are some power plants in the southeast, but they won’t cut the power down if destroyed. Land on the shore with your tanks (After the dreadnoughts cleared it) and go east on the ramp. There’s a powerful prism grid there and the battle will be hard so bring a good number of apocalypses. If you need more money there’s an island between the allied and soviet islands that has a lot of gems and a tech outpost. Capture the outpost and build there a refinery. Now clear the few prisms you need to destroy with the apocalypses. Destroy the allied construction yard first with dreadnoughts is recommended if possible, as you have no interest in capturing it (You’ll see). Once most of the prisms are destroyed you can get the power plants and paralyze what’s left from the allied base. Build a nuclear silo if you haven’t done so yet (You did, did you?) and when the Nuke is almost ready (Or ready) capture the allied battle lab. Once you get the location of the weather controller, nuke it. Mission accomplished.

Operation Red Revolution: Destroy the Kremlin

This is definitely the hardest mission in all of Red Alert 2, and for good reasons. You have to fight 3 enemies. One of which has like 12 cloning vats and builds Psi-Corp soldiers (Yuri) all the time. On top of that you’re totally seized in the corner by Tesla coil and flak cannons installations. Luckily, a few simple tricks can turn this defense nightmare into a simple mission (But one that really can slow down the computer). So just follow this steps and everything will be O.K.

Right on the start, take your forces ahead and kill the enemy conscripts, train an engineer and send your apocalypse a little ahead. You’ll see the first enemy installation. Destroy the sandbags in front of the Tesla coil and retreat. No take your conscripts and destroy the Tesla coil, flak cannons and only one of the Tesla reactors. Take over the other one. You now have access to this fortified hill. All enemy attacks will pass next to it. Build your base; train another engineer to take over the outpost to the east. Don’t take over the derricks yet, do it when you have defense or the opponent might wish to destroy them and it’ll be a waste of money that for now you can do without. Build a war factory and 3 more miners. Build a radar and freeze the base development. Instead put a few Tesla reactors on the hill in a way they will allow you to build Tesla coils all over the ridges. Start building Tesla coils over there obviously, and power them up with 2-3 Tesla troopers each. Put 2 flak cannons as well to block V3 incoming rockets. 5 Tesla coils are really the maximum you need, until you get them you will use your tanks to defend. Also garrison some of the houses next to the hill to make sure fast terror drones will be blocked. Take your dogs (And train more, you’ll be using dozens of them in this mission) to guard the Tech outpost. They will hunt groups of infantry and kill all the Psi-Corp soldiers. Take both of your Kirovs and explore the southern border of the map. You’ll find a tech airport, which you’ll send two dogs and an engineer to through the canyon next to it and capture it. When you get the paradrop. Deploy it in the southeast corner, add a few dogs and 1-2 crazy Ivans if you wish. Now you’ll keep building your base. Do the following: Get 4 more Kirovs (6 total, if you lost one replace it) and send all Kirovs to the southeast corner. This force can overthrow the orange computer and with some support paralyze the brown computer. Now I’ll offer you two way to beat this mission from here. One, build tons of flak troopers and flak cannons at one spot. When you have enough (And you’ll need a lot) build a nuclear silo. You’ll need to launch two nukes to destroy the Kremlin and Yuri will be sending 6 Kirovs every 3 minutes against your silo. If you built enough defense all you have to do is hold 20 minutes and you won this mission. In addition you can use the force you created to destroy the computer players. To destroy the orange player take a big group of your paratroopers north into the orange base. Keep going north, killing Psi-Corp Soldiers and some units until you find the nuclear power plants. Use crazy Ivan to destroy all flak cannons in the way and then send your Kirovs to destroy the power plants and after that the construction yard. Once you do this, the orange computer is helpless against your Kirovs, destroy it totally. Don’t enter his base with Apocalypses, unless they’re escorted with dogs (A very important rule for this mission). The brown computer is above the orange. Take your Kirovs, destroy his nuclear power plant and war factories (So he’ll stop building these damn apocalypses) and now you have him paralyzed. Destroy with some forces (Again, escorted by dogs) and clear everything south of the river. Now you can take your Kirovs (Which can be elite already if you had let them kill some Psi-Corp soldiers, though you also probably lost some) and send at least 3 straight to the Kremlin, they’ll do the job. Destroying the purple base will prove to be annoying as it is flooded with Psi-Corp soldiers and Tesla coils, so you’ll need powerful vehicles alongside dogs.

The extra fast tactic for this mission:

Take both of your Kirovs north along the eastern border. When you reach the northwest corner (You will have only one probably) make sure your Kirov has 50% health and go east while staying close to the northern border. When you see the purple nuclear reactor, destroy it. Now the enemy is powerless and you can go and bomb the Kremlin freely. Mission accomplished.

Operation Polar Storm: Destroy the Chronosphere

This is a very easy mission after the last one, its only challenge is the first five minutes when the allies attack you with serious forces. The key for the start is suffering the losses (It’s hard to block eight IFVs shifting right next to where you built your refinery) and getting Yuris fast. Yuri will solve you a big part of the mission. The attacks at the start are as follows: A group of IFVs (Use Tesla troopers, crazy Ivan and war miners to block), a group of rocketeers (Get a few flak troopers and a flak cannon), a group of Grizzlies (Use Tesla troopers, a Rhino tank and crazy Ivan can work here too), a hovercraft with five SEALs (Use a terror drone or any other vehicle), Another rocketeers group (Same defense), An aircraft carrier (Get Yuri to mind control this one, it will come in useful), another group of Grizzlies (Use tanks you accumulated by now and Yuris, which you should build a lot of), A wing of harriers (Will shoot your units) and last, you’ll get info about the allied naval yards and a small force of Destroyers will attack you. Once this is over the only attacks this base will get is harriers and rocketeers, so get a nice amount of flak troopers and flak cannons. Later on put sea scorpions on the attacks path and it will do the job better. Make sure you have three war miners now; they will keep you covered really well for a lot of time (Tons of gems where you start). Build up the rest of your base, get all structures; the only one I consider optional is the Iron Curtain. Build a naval yard and get a few subs, squids and two sea scorpions. Use them to clear the allied shore, destroyers first. Destroy the allied naval yards and get dreadnoughts (The aircraft carrier from earlier will help as well). Get a few Apocalypses, Yuris and Engineers on one or two landing crafts while you dreadnoughts and aircraft carrier clear the beach. Leave the war factory and barracks alone. Land on the beach once it is clear and take over the barracks and war factory. Destroy the allied refineries (Watch out for the Mirages around them). There’s an allied battle lab and an airforce command on the ridge to the east. Take over them too and get sea scorpions next to them and a few Tesla coils (Powered up by Tesla troopers of course). Get a group of Kirovs and send them to the northeast corner. Now comes the tricky part. There’s an allied construction yard in the base on the shore. But if you take over it, it will be shot down by prism towers and prism tanks. You can handle the prism towers but the only way to make sure the prism tanks don’t shoot the construction yard is by having an elite Apocalypse (They will rather shoot it instead). So the easiest way to get the construction yard is build a service depot before it is destroyed (Repair it using engineers to hold it longer) and then use the allied war factory and service depot to build an Allied MCV. Anyway once you have a few allied construction yard build all you need and get yourself a spy satellite and weather storm device. In the meanwhile you can do several things. To the northeast of you is a small allied outpost, your ships can destroy it. You Kirovs in the north can move to the west and find a tech airport with three Kirovs you can use. Take all Kirovs for a run and destroy allied units and buildings. You’ll be attack by groups of prism tanks (Four each time) That will move from the north. Two apocalypses will handle this for as along as you make sure they shoot the prism tanks. And another attack is a group of eight IFVs that will shift right into the middle of the ex-allied shore outpost. Put eight Yuris (600 each with your cloning vats) there and they’ll handle it. Take your controlled IFVs, put crazy Ivan on them and send it to the enemy’s base. While you do all this fun your nuke and weather storm will prepare. Once they’re ready, aim them both at the chronosphere (Which you can see thanks to the spy satellite). Mission accomplished, world conquered.

9.0 – Multiplayer Tactics

9.1 – Choosing sides

How do you select your country in Red Alert 2? The sides are very balanced so it makes it hard to decide but the best way is to play with both sides and see with which one you’re more comfortable. The sides are rather similar in overall; they both have powerful forces in frontal battles and devious units that will let you do evil things without even shooting. Choosing the country is easier. It simply goes by your playing style. Play a few games with every country and you will find your preferred one very fast. It doesn’t have to be the one you live at. And remember that some countries are better in some game modes than others. All in all, it’s not so bad learning to play as both sides and choosing your allegiance depending on the scenario you’re going to play in.

9.2 – General tactics

Multiplayer games are played totally differently than the single player missions. You won’t be building defenses first thing in them, but work all the time in planning you next move(s) and getting them right. Anyone that in sometime will attempt to just defend himself will find himself losing very fast.

Economy basics:

The first thing to get up in most games (Unless you rush) is getting your economy up. Even the lamest rushers will build their economy. The problem is that by concentrating in your economy early you neglect defenses. For each miner you build, your enemy can have two extra tanks. Because of that there’s a very important key for building your economy and it is analyzing the current situation. The simplest way to analyze the situation is by reconnaissance, if you know what your enemy is doing you can build miners freely until you are afraid he might be collecting too much forces too early, then you can build minimal defense that will block his force while still concentrating on getting your miners. Other methods, which you analyze by, are the map, starting conditions and enemy country. Naval war maps give you much more time to build up your base without a trouble in first. When the game has only one starting unit it is much more critical to get tanks fast, when the count is high the enemy might come on the first second and you must set your forces to be ready. When your enemy is Korean or Libyan you should always expect early demolition truck or eight black eagles flying to your base in no time. Once you analyzed the situation you now need to build your economy right in the time you have - four miners are a minimum, get this number ASAP. Gems might give you more free time for tanks in the first minutes of the game. Later on get more miners or make build newer refineries in better locations (Next to tech buildings, outposts, allies). Mine gems first, as there are no silos none of your money will be spent. The only exception is if your money is stolen. Miners are not your entire economy though; two more factors count for it. The first is the oil-derricks. Oil derricks are especially useful in the start, and later on when you can have big numbers of them (If these numbers are present in the map) they will make much more rich. If you’re the first to get the oil derrick you get a 1000 credits bonus, so you’re already in profit. Go for distant oil derricks at first actually. Once you put a pillbox/sentry gun next to them they’ll be yours for a good time of the game and you’ll have advantage, as the closer derricks will stay free for later. Never give up on derricks easily, they give your opponent too much of an advantage. Later on build refineries next to them. The last factor for your economy is the cloning vats and ore purifier. These two buildings will save you tons of money in long games so according to your analysis of the map consider if to build them or not. They’re quite armored and can survive nicely, but even so. Destroy enemy purifiers and cloning vats if possible. It will take the tactical advantage out of them and just spend him money that could have gone for a few good tanks. Soviet players remember that recycling animals captured by Yuri will give you 2000 credits each. That’s a lot of money going to your pocket in maps like Heartland.

Tech buildings:

Tech buildings are a critical aspect of multiplayer games. They give you a huge advantage in economy, forces and tactical placements. It’s important to know the placement of tactical buildings in multiplayer maps. All players who know the map (And play well) will go for those buildings right on the start. Outposts can be the most critical, as they’re usually in the best spot at the map and will be very useful later on (DC uprising, Stormy weather, El Dorado, etc…), sometimes though they’re quite useless. Airports are second most important, as they are not found in big numbers like the oil derricks and give the player who controls them a big advantage. If more than one airport is present, than get one for yourself and try destroying the other airports before the enemy is fortified around them. Oil derricks are next, there’s always at least two and usually much more. They’re a great source of money, and you get 500 more credits than it cost you to take over them if you’re first. So capturing a lot of them on the start solves the time in the game that your economy is not set up and your starting credits have ended. Hospitals are probably the worst tactical valued tech building. Still they’re well wroth the 500 credits. Especially if you have soldiers you could use healing. They also still have the value of letting you build in the middle of the map. Whenever you get critical tech buildings that the enemy will want to himself (or back) build sentry guns/pillboxes next to them. They will block the initial engineers and two of them can take out a tank. Later on you might want to add a Tesla coil or prism tower and the opponent will usually try forcing you to spend money on air defenses for them if possible. If you can use IFVs and flak tracks that move between all of your structures they will cost you less than one flak cannon/patriot missile site for each building attacked by the enemy. Won’t work against harriers though.

Avoiding rushes:

You just hate that, don’t you? Being rushed. I won’t go into how to come out victorious from a battle in which you have inferior forces but on how to avoid rushing games in multiplayer. Use a moderate number of units. Not much so the opponent attacks right away, but not one so three soldiers can overthrow the entire forces balance. Large maps block some rushing but bottlenecks on small maps have the same effect. Isle of War is a great example of a map where rushing is easily blocked by guarding the canyon. Very unpopular, but small amount of starting cash block rushing very beautifully by forcing your enemy to get an stable economy before forces.

Garrison rush:

In all urban maps, always garrison all civilian structures as soon as possible, for several reasons. Garrison the buildings next to your base to defend your base and to block your enemy from doing this. Enemy soldiers garrisoned in range with your base can be extremely dangerous. Garrisoning the structures next to ore and gems provides you with access to them while blocking your enemy (Works great in the Alamo). Urban maps are full of these buildings and you’ll find that just putting one soldier into each building gives your enemy a hard time, especially early in the game.

The Guard Dog at enemy barracks:

Idiotic trick annoys your opponent to death in game with low unit count. Send a dog to stand in front of his barracks. A pillbox or sentry gun will handle it, but no matter what he builds in the barracks your dog will be victorious. Worth the money for the trouble it causes.

9.3 – Allied tactics

9.3.1 – Allied basic highlights

The following tactics are basic for allied players and simple (But effective tactics):

Constructing an assault force:

The allied forces are not inferior in great battle to the soviets, however they become like that because of a lot of player that simply build prism tanks and send them to suicide in front of the enemy armored forces. Building a good effective allied assault forces requires using a few types of units. There are a few units that make the core of your force. Grizzly tanks, although rather weak, are the basic core you have for a force. You might however want to replace them with Mirage tanks. The Mirage is less armored but has a much better firepower against soldiers and tanks. It cannot harm buildings, which is where the prism tanks come in. Prism tanks destroy buildings fast and force enemy tanks to move into your line of Mirages (This will make the mirages much more effective in destroying enemy tanks). This basic force can survive a lot of fight intact but several add-ons can be added.  IFVs are probably the first thing you will need, as your enemy will try destroying your forces from air. IFVs will supply you with great AA value and can carry on them soldiers to make them deadly until the enemy sends air units. A few Engineer IFVs can repair your force or at least force your enemy to work faster than he should. Chrono IFVs are expensive but have a great value in blocking a part of Apocalypse platoons coming your way. Snipers and Tanya on IFVs will also solve your soldier problems easily. German tank destroyers can replace the Mirages a little. The last thing you might consider adding are of course, GIs. They are very powerful and cheap and will provide great firepower.

Allied Naval Strike:

You’ll find that a small naval strike can go a long way in crumbling your opponent. When you have gotten a battle lab it is time to build a Naval yard. At the minimum get an aircraft carrier, one of these will drive your enemy nuts. But you’re recommended to get an AEGIS cruiser, some destroyers and only then aircraft carriers. Use the destroyer to destroy anything close to shore. They can outrange tanks, slaughter infantry and even fight grand cannons easily. The aircraft carriers can handle the important targets, one two strikes on key buildings will crumble your enemy’s base and you’ll easily finish him, if he haven’t yet surrendered.

9.3.2 – Allied advanced tricks

The following tactics are more of main tactic than recommendations on how to play.

The Lone Rocketeer:

Rocketeers don’t prove to be powerful attacker later but right on the start one rocketeer can force your enemy to build tons of AA defenses and in the meanwhile cause damage even if not in groups. Go for lightly armored targets the opponent have like his planes on their pads.

Chrono Rush:

The chrono legionnaire can prove very deadly when in groups. A group of 15 from these soldiers can erase anything in no time. You can get them however you want but here is a very nice way to get them fast. Build up your base and get extra barracks, don’t spend money on any tanks and wait until you can build chrono legionnaires. Train at least ten. When they’re ready take them to the enemy’s construction yard. Try using stops in the way that will not attract attention. Make sure you chronoshift into the base and take care of anything that can shoot your chrono legionnaires. Erase his factories and retreat. Get tanks to block whatever he has left. This tactic revolves around secrecy as it can easily be blocked a by a group of dogs that contains only one more dog than your chrono legionnaires, not to mention a desolator or sniper that make short work of your expensive infantry.

Allied Engineer rush:

Build up barracks, refinery and war factory. Get an engineer and an IFV. Load up the engineer and send it right to your enemy’s base. Scout ahead with dogs. If you have starting units bring some of them as a diversion or to allow your IFV inside. Unload next to the enemy construction yard and capture. Huge advantage at this point of the game, you should win. To block this rather lame tactic you can either pack your MCV (If this is possible). You can scout ahead and when you see this build a pillbox, don’t place it wait for when the IFV is going to deploy. You can alter this tactic and add IFVs but this will hurt the speed factor allowing the enemy to get much more defenses and get ready.

The Nighthawk drop:

Nighthawk drops are always lethal but the simplest most deadly one is of engineers in the start of the game. This tactic will work good with a medium number of units. Make sure your enemy can’t see you’ve built a nighthawk transport (Build it right away) and load on it a few engineers. Send about three grizzly tanks against the enemy’s miners and make sure he knows this early and think he has the upper hand. Get your nighthawk behind his bas and send it in as soon as his units go far. Unload your engineers and take over his construction yard and other factories at first priority.

Harrier Rush:

This is a very hard to block tactic. Twelve harriers bombing your construction yard very early in the game usually ends your possibility to win (As they will return in a second and take your war factory). To get these harriers fast start the game with 10 units and try playing on a map with bridges or a bottleneck you can block. Build your first airforce command after the war factory (Which you need for additional miners). You will reach the zero credits barrier in the middle of constructing the harriers anyway. This tactic works very well on maps with a lot of oil, where you can care less about your economy early on. When your harriers are ready be sure to bring them from the direction with the least air defenses, and get them out of there. Once the construction yard is destroyed, use the next bombing to destroy his war factory. A group of AA defenses can block this tactic. Destroying the enemy’s planes on bay works best. A chrono legionnaire erasing your construction yard does the job a little too. And if your really not prepared try packing your MCV and moving like if you were running away from the harriers. It should save the MCV.

9.3.3 – Country specific tactics

Specific tactics using special units:

Korean Construction Yards Strike:

Not original, bringing eight black eagles as fast as possible to destroy the enemy’s construction yard, then his factory and paralyzing him bit by bit. But here are my ways to maximize this tactic usefulness. Megawealth games rock for this. You can build the airforce command before the war factory freely because you don’t need miners. Build right away the two air force commands. Maps with a lot of oil work very good too, as they let survive the start with one miner while you build the black eagles first. Maps with bridges work better for this tactic and large unit counts also help. If you wanna save yourself the annoyance of missing his MCV remove “MCV repacks”.

American Diversion:

Will work on stupid players, requires a medium-high unit count. Build an airforce command before building a war factory and get a rocketeer to scout enemy base. Send your units, with a good amount of infantry (So he’ll send his dogs out of the base) to attack his miners and use the time to land paratroopers in his base and blow up his construction yard and everything you can. This tactic has the small problem of sometimes leaving him with almost no base but much more units, which can result in bad outcome. Else it will be a really short game.

German rush:

To utilize the German Tank Destroyer nicely I offer the following tactic. The basic here is a tank rush. Only part of your force is the Tank Destroyers that will let you win the enemy tanks and destroy the new ones. This tactic works on speed. So you will want to concentrate in building up a force more than your economy. Build a few tanks and IFVs. Put engineers on the IFVs and once you get Airforce command start building tank destroyers, get at least three of them. Now attack your opponent, preferably his miners. He’ll come out into your force and then you will send your tank destroyers to give you the advantage. Once done you will use your normal tanks to destroy whatever base defenses that exists and the IFV with engineers will take care of the rest (Either by forcing him to sell key buildings or capturing them).

The Sniper IFV:

For British players on the start - Get a sniper IFV and send it to attack. It will kill all the enemy infantry in the enemy base and annoy your opponent. Then retreat as the IFV is faster than any tank. Do it again and again until your opponent gives up on infantry.

James Bond Maneuver:

Just a funny name for a tactic because it’s a spy tactic and you’re playing Britain, This is the contra to those players who put dogs around their base and prevent you from getting all of their technology and money. What you do is get a nighthawk and put on it two spies, disguised as the enemy’s dogs. Now add one or two snipers on the chopper and send it near the enemy’s base, preferably inside a forest. Unload our chopper and let the snipers pick the dogs from distance, they won’t need to go inside the enemy’s base and once his dogs are missing your spies will look quite natural. Even if he will notice the spy in the middle he will have no dogs to hunt him down and will need something else. This trick is easily countered by being alert and noticing the chopper or by replacing dogs with terror drones, which are invulnerable to snipers. Works great on enemies with Yuri as spy defense.

9.4 – Soviet tactics

9.4.1 – Soviet basic highlights

Basic soviet moves in multiplayer games.

Kirov strikes:

As the only aerial unit for the soviet the Kirov strike is very effective. One Kirov entering the enemy’s base usually ends in a disaster for him. Though you’ll find it hard to destroy the better players with one Kirov airship. Three Kirovs are more of a problem but can be taken but a group of flak troopers or IFVs too fast too. Because of that to utilize the Kirovs against a good player send a ground escort with them that will prevent the enemy from hunting them on their way and only start shooting them later. This can work very nicely on some of the better players as well.

The Scorpion/Typhoon Combo:

Whenever at sea and fighting the allied navy the soviets should count on this powerful combo to defeat the allied destroyers. Using submarines in front and sea scorpions in the back destroyers will have hard time to approach this formation. Any Osprey launched at the subs will fall with only one shot from a sea scorpion, and any attempt of the destroyers to attack the sea scorpions will open them vulnerable to a rain of torpedoes while the sea scorpions escape with their high speed. As very nice way to fight this combo is with Tanya/SEALs, but one squid added to this force will handle this problem.

The Apocalypse Rush:

How easy to perform, a horde of Apocalypses overrunning the enemy. Yet this is very powerful. How can it be blocked? Usually masses of infantry. Because of that you are recommended to carry anti-infantry units with you while using the Apocalypses. The Iraqi Desolator does the job great but he is not available unless you’re playing Iraq. Because of that bring either dogs or terror drones (Or both) with apocalypses. These units will prove very useful. Quite rare, but if you can get an IFV you can load Yuri into it and get a very effective anti-infantry unit.

9.4.2 – Soviet advanced tricks

The anti-air terror drone:

Very effective against Koreans - Send a terror drone from the back, just so it won’t attract attention while you build a group of them and get it into the enemy’s black eagles. It can do serious damage. Once he detects this drone he will probably send that infected plane into the air to explode their, the drone won’t make it.

The Self made  crazy Ivan IFV:

Crazy Ivan IFVs are very deadly but inaccessible to soviet players usually, unless you get yourself IFVs with Yuri. To do this effectively build a Kirov and let it go to your enemy. Any reasonable player will build IFVs and send them to hunt your Kirov. At this point you will have a flak track loaded with Yuris, which will wait for when the IFVs go hunting. Now move onto them, unload and take over a few IFVs. Take them back to your base, load them up and send a few crazy Ivan IFVs. Since this is a rather late step of the game this is a great idea on how to use your Iron Curtain.

The School Bus O’ Death:

This is one of the most evil tactics in the book. It requires an urban map with a school bus to work though. Build up your base, and get Yuri. Use Yuri to mind control the school bus and now get 5 engineers on the bus as secretly as possible. Send the bus to the enemy’s base from the back. The defenses won’t shoot it and you will be able to unload 5 engineers in the middle of the enemy’s base. This works like charm. If you send a lonely flak track to the other side you’ll get a nice diversion to make sure your students are not detected. Even if you lose the engineers, you can get the bus back usually. This tactic will be blocked by defenses in the base that can take out engineer fast enough usually, but the obvious way is to destroy the school buses on the map.

The Rhino rush:

These tanks get very unpopular once you got Apocalypses but in the start they prove to be very powerful. This tactic will work both if you have a lot of starting units or a few. First thing you do is scouting the enemy base with a dog. You group your forces, and add to them Rhinos and dogs. Once you build a war factory, don’t build miners in it. Only Rhinos, but to compensate for that start building extra refineries. Even if your enemy survives the initial strike, you will probably get a few buildings of him. You will come out of it with two-three miners (And refineries) waiting at your base and he with only half a base. A second strike should kill him. Small maps work better.

Terror Rush:

This rushing is very annoying to your opponent. Build a big amount of terror drones with all your star ting cash and send it right away to the enemy. The terror drones will eat through anything in his base in seconds this early in the game not to mention his miners. To finish him off send your starting units. I found out that one engineer does wonder when your enemy is busy with tons of terror drones. You can put him on a flak track for better results. The best way to block this awful rush is with an engineer IFV to repair infected units and pillboxes/sentry guns, which always provide a great defense against these little four legged annoyances.

9.4.3 – Country specific tactics

Libyan Demolition Rush:

The point of this tactic is to get a demolition truck as fast as possible and send it against the enemy’s war factory and refinery. Build barracks, war factory, radar and a demolition truck (Or two). Send them right away. You can scout ahead with dogs and this tactic works best when the unit count is very low. To block this common rush use Harriers or a couple of tanks. You will have to scout in advance your enemy’s base and see the demolition truck as it comes out of the factory.

The Cuban Flak Track:

This works very nicely. Get a flak track with a terrorist on it as soon as possible. Send it to the enemy’s war factory or refinery (Or both, if you build two). And park it on the square, which is the entrance (Using Alt+Click). Once this flak track is destroyed so will be the war factory/refinery. If you take them both so early you will have a huge advantage. This works quite good as flak tracks are very fast and nicely armored (More than one harrier is required to destroy them).

The Russian Rush:

If you want a good fast tactic using Russia use this one. Build up your base and spend all your starting cash on Tesla tanks. Attack with these tanks. You will find their advantage in early game to be very effective, if there’s one starting unit or ten. You might want to spend money on economy while doing this just in case you fail.

The Iraqi Flak Track Move:

The Iraqi Desolator isn’t a unit to base your tactic on, but has several good uses. Here is one, put desolators on flak tracks and rush them into enemy forces (Usually mirages and prisms). As soon as the flak tracks are destroyed you will have desolators in close proximity to low armored units. Simply deploy them and you’ll see how your rather cheap desolators destroy a big part of your enemy’s force (Even though they probably won’t come out alive of this one).

9.5 – Special game modes

9.5.1 – Unholy Alliance tactics

Unholy alliance games let you have both sides’ technology at once by giving you both an allied and Soviet MCVs on the start. Unlike in battle games, you do not need to build a Soviet refinery to continue on the Soviet tech tree and Allied refinery to continue on the allied tech tree. This combination obviously lets you use much more tactics.

The Crazy Ivan rush:

Quite unstoppable, if you ask me – Build a allied war factory ASAP and get a soviet barracks and radar. Now start producing crazy Ivans and IFVs (Also get a few miners in the meanwhile) and load the Ivans on the IFVs. Send these deadly suicide units to your enemy. One can even take out a construction yard. They’re too fast to destroy with tanks like the ordinary demolition truck and too armored so they require two harriers to be taken out and are cheaper. Build them endlessly, once you start destroy the enemy’s key structures he is quite unable to survive the speed of IFVs you can send. The only reasonable way to block it is using your own IFVs with Ivans to destroy incoming enemy ones. This elite tactic can really make Unholy Alliance boring; I can easily take on three good players if only I am allowed to use this tactic (And they don’t rush me all at once).

9.5.2 – Naval War tactics

In Naval war games the game revolves around (Take a wild guess…) NAVAL WAR!! You are usually playing on an island map without being connected to the enemies with more than bridge (If at all) and are prevented from building several units, which are: Rocketeers, Grizzly tanks, Prism tanks, Mirage tanks, Nighthawk transports, Harriers, Rhino tanks, Apocalypses, Kirov airships and V3 Launchers. This only leaves infantry and rather weak units (By themselves that is) to deal with ground and makes the sea more critical. The few important things on naval war it to notice soviet players can use terror drones as a very deadly weapon and that war miners provide a very powerful offense force on ground. Also don’t forget Tanya for the allies because without her the soviets have a better naval force when sea fights break out. One very important factor it the country specific units, which become extremely important in naval war, examples? The American paratroopers provide the fastest way to get enemy infantry over seas. The French grand cannon is the only really effective defense to fight enemy ships from shore. The Korean black eagles scout the map in seconds and hunt enemy ships (No harriers, remember!). The British sniper will handle any incoming infantry attack (As tanks are not an issue) and the German tank destroyers actually prove quite useless. For the soviets the Russian Tesla tanks gives you the only heavy vehicles in the game (And they’re powerful anyway). The Libyan demolition truck is not stoppable by tanks and harriers no more. The Iraqi desolator will melt any size of an infantry force in seconds (And combines nice with terror drones) and finally the terrorist is just a little harder to block on flak tracks (And you’ll find more enemy IFVs to take over for them with Yuri).

9.5.3 – Meat Grinder tactics

On meat grinder games you are simply unable to get high tech units. This includes units that require a radar and you can’t even build a battle lab. The game results in hordes of tanks and soldiers killing each other (No prism towers and Tesla coils as well). Notice the allied Grizzly is somewhat inferior and makes it quite hard for the allies, but then again they have GIs and the nighthawk transport proves very deadly on these games. The special units come real handy here is you have no high tech unit but your special one.

9.5.4 – Megawealth

In Megawealth games there is no ore, no gems, only oil derricks, because of that you cannot build refineries and the source of your economy comes from engineers (Which you get right on the start sometimes). You’re recommended to get oil derricks, which are farther from your base on the start and only then take over the ones that are inaccessible to your enemy anyway. Build a few dogs to hunt enemy engineers and put pillboxes and sentry guns around derricks to supply some kind of defense against lonely engineers ruining your entire economy. IMPORTANT NOTE: In Megawealth games you may build new buildings next to defensive buildings.

The Megawealth rush:

Take one of your starting engineers to capture an oil derrick next to the enemy’s base and start building defenses there and into his base. If the starting units count is low he is in quite a trouble as you can build new defensive structures next to the old ones. If you’re French you’ll find that one very early grand cannon and take out a full base early in the game.

9.5.5 – Land Rush

Land rush games are quite odd, all players start at the same point (The middle of the map usually) and only with dogs. Once all the dogs eat each other (You’re recommended to retreat some of them right away) you’re left with a stray MCV looking for room to deploy and start attacking. Yes, attacking right on the start is the core of land rush. All you have to do is scout the map right away, go for crates (With your dogs) and start righting on the best spot (Next to the gems or oil). Though some land rush maps are big the games is quite fast usually since you know your opponents’ condition right from the start and have no good reason to spend time if more powerful.

9.5.6 – Effective alliances

This section is devoted to how you use your allies for good teamwork tactics.

Crazy Ivan IFV:

Just like in unholy alliance, the crazy Ivan IFV can be easily created right on the start (Or with the Cuban terrorist). Simply have one allied player and one soviet. Setup a regrouping point (Recommend outside one of your bases) and one player will send IFVs while the other one sends crazy Ivans to load on them. The allied player controls the suicidal IFV. A nice way to block this is to cut of the connection between the allies and not letting them group these units into this hazardous combination. To solve this problem simply use nighthawk transport with the allied player that will carry crazy Ivans by air to his IFVs.

10.0 – Other idiotic things

10.1 – Frequently asked questions

These question don’t fit nicely anywhere else but are very common on the Red Alert 2 message boards.

All of my units explode 30 seconds into the game! What is it?

Either you got your CD key entered wrong in the installation (Reinstall), or more common you’re playing a pirated (warez) version of Red Alert 2.

Can I make my own maps? Not just random ones?

Even though Westwood hasn’t released a map editor for Red Alert 2 you can download FinalAlert (http://finalalert.wagnerma.de), which is a very friendly 3rd party map editor for Red Alert 2.

What about stuff that Westwood will release for Red Alert 2?

Aside for the add-on that will come sometime, Westwood is also making maps and releases them every week or so. You will be able to download them if you just go to play on the Internet.

I’m sure I did everything, but the mission won’t end!

That’s not a question, but oh well. You probably missed something, perhaps an Ore miner. In general it shouldn’t happen in any of the mission in Red Alert 2.

I can swear someone is cheating against me in multiplayer! What can I do?

First be sure he is actually cheating, a lot of new players confuse cheating with spies stealing technology. Also a lot of new players don’t play fast enough and their enemy’s speed seems odd to them. But if you are sure you can report him to Westwood.

10.2 – Easter eggs

Spent some time but didn’t find too much cool secret stuff in Red Alert 2 (Yet). I haven’t checked the rumor about a secret mission. The only thing I actually found is a crate in Red Revolution next to the airport east of your base, which when picked will print a message of someone from the Red Alert 2 team and a date. Not much of an attraction. And “No” there are no ants. 

10.3 – Murphy’s Laws of Combat

Here are Murphy’s laws of combat: (Some are useful some not…)

If the enemy is in range, so are you.

     
Incoming fire has the right of way.

     
Don't look conspicuous, it draws fire.

There is always a way.

The easy way is always mined.

Try to look unimportant, they may be low on ammo.

     
The enemy invariably attacks on two occasions:

       

a. When you're ready for them.

b. When you're not ready for them.

   
Teamwork is essential, it gives them someone else to shoot at.

The enemy diversion you have been ignoring will be the main attack.

If your attack is going well, you have walked into an ambush.

Never draw fire, it irritates everyone around you.

Anything you do can get you shot, including nothing.

Make it tough enough for the enemy to get in and you won't be able to get out.

Never share a foxhole with anyone braver than yourself.

If you're short of everything but the enemy, you're in a combat zone.

When you have secured an area, don't forget to tell the enemy.

Never forget that your weapon is made by the lowest bidder.

Friendly fire isn't.

If the sergeant can see you, so can the enemy.

Remember, a retreating enemy is probably just falling back and regrouping.

If at first you don't succeed call in an air-strike.

Exceptions prove the rule, and destroy the battle plan.

The enemy never watches until you make a mistake.

One enemy soldier is never enough, but two is entirely too many.

The more a weapon costs, the farther you will have to send it away to be repaired.

Field experience is something you don't get until just after you need it.

  
No matter which way you have to march, its always uphill.

The one item you need is always in short supply.

Airstrikes always overshoot the target, artillery always falls short.

When you have sufficient supplies & ammo, the enemy takes 2 weeks to attack. When you are low on supplies & ammo the enemy decides to attack that night.

Suppressive fires - won't.

If it's stupid but it works, it isn't stupid.

When in doubt empty the magazine.

No plan survives the first contact, intact.

If you are forward of your position, the artillery will fall short.

The important things are always simple.

The simple things are always hard.

Beer Math -> 2 beers time 37 men equals 49 cases.

Body count math -> 3 guerrillas plus 1 probable plus 2 pigs equals 37 enemies killed in action.

Tracers work both ways.

The only thing more accurate than incoming enemy fire is incoming friendly fire.

If you take more than your share of objectives, you will have more than your fair share to take.

When both sides are convinced they are about to lose, they're both right.
10.4 – Cheats, tricks and bugs to exploit

The followings are in here not so you’ll cheat in multiplayer, but so you won’t have any unfair disadvantages.

10.4.1 – Detecting subs and squids near your base

An old trick, always works. Build a naval yard and move it around to see where can you place it, if a sub/squid is there a square will turn red, than you can force fire on it with something.

10.4.2 – Infinite cash through Tanya

This requires unholy alliance or some luck. Get a cloning vats and allied barracks (Plus battle lab). You can now build two Tanyas for 1000 credits and recycle them both for 2000 credits. A little math will tell you you’re making money out of nothing.

11.0 – In the future

11.1 – Addon?

Probably as with all of Westwood’s recent RTA games Red Alert 2 will get its addon in less than a year. For the time being nothing is known about it.

11.2 – Red Alert 3?

If there’s going to be Red Alert 3 it seems Westwood hasn’t really started working on it. Though they have bought the domain names of http://www.redalert3.com and a few others.

11.3 – Tiberian Twilight

The next in the Command & Conquer series will be the game Tiberian Twilight. Nothing is known about it.

11.4 – Dune Emperor

The next RTS game coming from Westwood. It will be the sequel to Dune II or it’s remake Dune 2000. It will be fully 3D and screenshots of it are also on the net as well as the sneak peak at Red Alert 2.

11.5 – Newer versions of FAQs

New versions of the FAQ will come out over time till I make the FAQ perfect. And probably when an addon or patches are released.

12.0 – Version History
V0.10 – First edition, table of contents and basic sections.

V0.20 – Finished walkthroughs, not released.

V0.99 – First version released. Barely even checked for spelling.
