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Disclaimer


The purpose of this document is to give in an depth description of structures and units in Command & Conquer : Red Alert. Also to give ideas on attacks and counter attacks with different units of the game.


Trademark information


Command & Conquer : Red Alert™ is a trademark of Westwood Studios™, and is so acknowledged.


Copyright notice


This article is copyright 1997 by Trond Svendsen. All rights reserved. Any copies of this work must be in original form, exact and complete.


�
Undocumented features


Country Specialities


When you play in multiplayer or skirmish mode the following adjustments apply to the countries:


England - 10% better resistance to damage.


Germany - 10% stronger firepower.


France - 10% worse firing rate.


Ukraine - 10% faster units.


USSR - 10% cheaper construction costs.





Unit movement


Waypoints


You can assign your ground and naval units to waypoints by holding down the Q key and pressing the left mouse button. This feature can also be used to attack a target while moving around it, preventing from being shot back at. This feature will not work on air units.


Formation


If you align up your units in a formation that you are satisfied with, pressing the F key will align them back in that formation after a movement. That means they will not move in that formation. However, the group will move in the speed of the slowest unit. This is usefull to protect the slow unit with the faster ones.


�
Allied structures


In general you can keep in mind that the more structures you have of one kind, the quicker the construction of units will go. Excepts of this is, Missile Silo and Chronosphere.


Construction Yard	Armour : Light


The Construction Yard is the foundation of a base and allows the construction of other buildings.


Defend your Construction Yard well, if you loose this structure, your pretty much an easy kill. If you can afford it keep an MCV at hand, so that the Construction Yard can be re-established.


Power Plant	Armour : Light


The standard Power Plant. Power output is directly related to the Power Plant’s condition, so protect them during battles.


Spread them out in your base, don't build all close to each other. One nuclear attack will set you back and make it easy for your enemies to tear your base apart. You can never have enough power. If the power drops, and the bar turns red, your buildings will be damaged.


Destroy your enemies Power Plants before an attack, this will reduce his defending abilities and rebuilding speed.


Advanced Power Plant	Armour : Light


This large, high-yield structure handles the energy strains of some later, more power-intensive structures and defences.


Twice the power at a lower cost and less space demanding.


Ore Refinery	Armour : Light


The Refinery smelts ore into its component elements. Building the Refinery immediately deploys an Ore Truck. The Refinery can store up to 2,000 credits of smelted ore.


It's a good idea to build more than one Ore Refinery, and remember to give them space so that the Ore Trucks can manoeuvre around them. Tanya can easily destroy your buildings if they are positioned close too.


Ore Silo	Armour : Light


This Silo can hold up to 1.500 credit of smelted ore. Guard it carefully. If destroyed or stolen, the amount stored is deducted from your account.


The Ore Silos are also subject of theft, so guard them with a couple of infantry or an pillbox of some sort.


Tent Barracks	Armour : Light


The Tent Barracks is where all Allied infantry are trained. Some advanced / special infantry units may not be available until other structures are built.


War Factory	Armour : Light


This structure is responsible for the building of all ground-based Allied vehicles. Building multiple War Factories decreases the amount of time required to create a vehicle.


Naval Yard	Armour : Light


The Naval Yard build and launches all Allied naval vessels. Damaged sea craft docked at the Naval Yard can be repaired. Building multiple Naval Yards decreases the amount of time required to create a naval vessel.


Helipad	Armour : Light


The Helipad allows construction of all helicopters and will reload any that are in need. Each new Helipad comes with a Long Bow.


Pillbox	Armour : Medium


Armed with a rapid fire Vulcan cannon, the Pillbox is ideal for defending your base from enemy infantry attacks.


Camouflaged Pillbox	Armour : Heavy


Identically equipped as the Pillbox, this defensive structure has the advantages of better armour and near-perfect camouflage. It blends with the surrounding terrain, making it virtually invisible.


Turret	Armour : Heavy


A Turret-mounted 105mm cannon. Heavily armoured with good range, this Turret is effective against armoured threats.


Turrets are excellent in defending your base against tank attacks. Alone they are an easy kill, but together two or three supported by an pillbox they can withstand much punishment. Remember to repair them while they are attacked.


AA Gun	Armour : Heavy


Although its range is not great, any enemy aircraft flying over these are guaranteed to be heavily damaged, if not destroyed. They are accurate and deadly. Put them in the surrounding of your base, this way it will prevent air strikes to enter your base. A pillbox nearby will take care of the paratroopers that drops from the sky.


Service Depot	Armour : Light


The Service Depot repairs any damaged vehicle that you move onto it. Mine Layer units can be re-loaded by driving them onto the pad. (Repairing a vehicle is much faster that building one, and costs a fraction of the original price. This is a worthy investment.)


You can also send groups of vehicles onto the Service Depot, but not air units. You also have the option to sell vehicles for half the price oh this structure.


Radar Dome	Armour : Light


The Radar Dome gives you an overhead view of the battlefield when fully powered.


Technology Centre	Armour : Light


In addition to allowing the construction of high-tech units like the Cruiser and Gap Generator, building a Tech Centre also starts construction of the GPS Satellite. When finished, the satellite will automatically launch.


Gap Generator	Armour : Light


The Gap Generator allows the Allies to hide associated base from enemy sight. Any enemies scouting the area will only reveal around themselves. The Shroud will immediately close up once the invading units is destroyed or leaves the area.


Chronosphere	Armour : Light


The evolution of the Philadelphia Experiment, the Chronosphere allows the Allied player to move a unit from one location to an other without having to cross the space in between. However, the unit will only exist in its new location for a brief time before returning to its point of origin. This technology is still a bit unstable. Using it on certain units or using it constantly could produce unusual effects.


In multiplayer games with 4 or more players, you should take advantage of joint forces. If you chronoshift an unit inside an enemy base and your allied use Iron Curtain features on the unit, it can do much harm. Never try to chronoshift an APC with infantry, they will most likely be fried.


Some times when you use the Chronosphere it will result in an chronal vortex seeking to destroy units and structures, and it will stop on the count of five.


An Ore Truck being followed can easily be chronoshifted inside your base and repaired before it returns to its origin.


If you have a cruiser among your units, you should look for a strategically placed pool of water near your opponents’ base. This is highly effective because of the tremendous firepower of this unit. You may take out a strategically important building in one strike.


Missile Silo	Armour : Heavy


Once built, the Silo readies an Atomic Bomb that can be launched onto the battlefield, causing massive destruction to structures and infantry. The more heavily armoured units will fare better, but not by much.


Don't place the atomic attack directly on the building you wish to destroy, the impact is not the power, but the shock wave, so place it between buildings. Power Plants, Ore Refineries, War Factories and other light armour structures are perfect targets.


An atomic attack followed up by an air strike with helicopters, can destroy those buildings not completely destroyed by the nuke.


Fake Structures	Armour : None


The Allies have four Fake Structures at their disposal: Construction Yard, War Factory, Radar Dome and Naval Yard. These have a fraction of the hit-points of a normal structure, but can be used to create the illusion that critical structures are in a different location.


Never put a fake structure near it's real counterpart. Try to place them just outside your Gap Generators reach, and put up some air defence, this will confuse your enemy and he will probably loose forces trying to wipe it out.


Sandbag Barrier	Armour : Light


The Sandbag Barrier is good for stopping non tracked vehicles and infantry. All tracked vehicles can run right over this barrier.


Concrete Barrier	Armour : Heavy


More effective than the Sandbag Barrier, Concrete Walls are not crushable and block tank ordnance.


�
Allied units


Rifle Infantry	Range : Short / Armour : None


Armed with an M-16, this Infantry unit is at its best against other Infantry and Tanks (when in groups).


A large amount of Rifle Infantry can destroy the biggest buildings in seconds, but are easy to run over with tanks, kill with pillboxes and flame towers. An atomic attack will also kill them in one blow.


Medic	Range : None / Armour : None


Any friendly infantry near the Medic will automatically be healed to full health. Although a Medic cannot heal himself, Medics working in teams make excellent additions to any infantry force.


Medics are suitable in groups of two or three together with other infantry units. That way they will heal wounded infantry while they hammer away on the opponent. Medics and Tanyas are also an good combination.


Rocket Soldier	Range : Medium / Armour : None


Capable of rapidly damaging armoured units, these infantry make up for their lack of speed with a powerful punch. In addition to dealing with ground targets, their missiles are also effective against airborne attackers.


Rocket Soldiers have the advantage of SAM Sites, they are mobile and faster to build. Together with one or two Medics they make out an good air defence inside your base. They are an easy match against Rifle Infantry so use them against armoured vehicles.


Spy	Range : None / Armour : None


Master of disguise, the Spy can slip by enemy forces undetected. A versatile unit, the Spy can gather many kinds of information on an enemy player - what they're building, how much money they have, how many units they have etc. Beware - Attack Dogs are not fooled by the Spy's appearance.


To spot Spies, look for unrecognised units of your colour running towards your base. If you see a rifle infantry that you can't move, you know what you got, so shoot it. Or you could have a couple of dogs scattered around in your base.


Spies are a good idea of finding out what your opponent is up to, and buildings like Construction Yard, War Factory, Ore Refinery and Power Plants are buildings you might want to check out. To keep two or three standing in his base could come in hand too.


Thief	Range : None / Armour : None


Any Thief that enters an enemy Ore Silo or Refinery will steal half the credits in that structure.


Keep in mind that one thief costs 500 credits, so the amount in the Ore Silo or Ore Refinery must be more than 1,000 credits. You could send on spy in to the enemies Ore Refinery to find out what he's worth, and at a critical moment, say 5,000 credits, unload an APC with Thieves to make an withdrawal. They have no defence.


Tanya	Range : Medium / Armour : None


Armed with two .45s, Tanya can mow through infantry like they weren't there. Her C-4 Explosives can destroy any building or turret... if you can get her to them. Unlike other units, Tanya can never be put in guard mode - you must manually target all enemies that you wish attacked.


Direct the front attack, and then sneak Tanya in the back way to blow up vital buildings.


Engineer	Range : None / Armour : None


An Engineer can fully repair any of your damaged buildings instantly. When sent to enemy buildings, an Engineer may damage or capture it.


Don't try to take over an enemy building unless you see a green arrow pointing at it.


AT Mine Layer	Range : None / Armour : Medium


The Anti-Tank Mine Layer is one of the most effective units on the Allied side. Able to destroy most units with just one mine, a savvy commander can neutralise an enemy force before they get near a base. The Mine Layer carries 5 mines, and can be reloaded at the Service Depot.


The AT Mine Layer is the only way to stop huge amounts of tanks attacking your base. Combined with air strikes they will pretty much weaken the attack force. Put also mines inside your own base, your own forces will carefully drive around them, and who will expect you to mine your own base? The AT Mine Layer has no defence, so make a quick retreat if you encounter problems.


Ore Truck	Range : None / Armour : Heavy


The Ore Truck collects raw, unprocessed ore. Although slow, it is heavily armoured, able to withstand a hammering and still escape intact.


Remember to defend your Ore Trucks, if they are destroyed you loose your income, and the opponent can build his force to destroy you. A quick attack on your opponents Ore Trucks gives you the advantage.


Ranger	Range : Short / Armour : Light


Fast and lightly armoured, this unit is ideal for scouting an area quickly. Used as a support unit for infantry squad, the Ranger can soften up the enemy before a direct confrontation occurs.


They don't have a chance against armoured vehicles, so use them against dogs and infantry only.


Light Tank	Range : Medium / Armour : Medium


The standard Allied Tank. Fast, with decent armour, the Light Tank works well in mixed groups, and also in large divisions. What it lacks in firepower, it makes up for in speed and rapid fire.


Overwhelm your enemies with small tanks, they are cheap, fast and fire rapid. If used with the waypoint command, they can fire upon a target while they are moving, preventing from revenge. 	Five to ten Light Tanks with air support is an excellent way to take out your opponents Ore Trucks.


APC	Range : Short / Armour : Heavy


With the Armoured Personnel Carrier, the Allies can transport up to 5 infantry units quickly across land. A tracked vehicle, the APC is the lightest unit with the ability to crush Sandbag and Barbed Wire Barriers. The Turret-Mounted M-60 helps keep infantry at bay while it goes about its mission.


A good mix in an APC will be two Riflemen and 3 Bazookas. If the APC does get in trouble it can hold it's own, but if it does get blown up so can the infantry.


Artillery	Range : Long / Armour : Light


Very effective, if somewhat inaccurate, Artillery can devastate infantry and structures from afar. Its slow speed and light armour require that it be protected.


To keep a couple of Artillery units standing in your camp on guard could be useful. They will make great damage to infantry attack troops. Defend your Artillery in a close battle, the aim poorly on short range.


Medium Tank	Range : Medium / Armour : Heavy


The higher-grade Allied Tank, this unit is just as well armoured, faster, and less costly than the Soviet Heavy Tank, though armed with only a single barrel. Used in groups with Light Tanks, the Medium Tank can draw fire while the Lighter Tanks destroy the threat.


A couple of Medium Tanks together with Light Tanks will draw the attention of the firing while the Light Tanks with higher firing speed can kill the opponents units.


Mobile Gap Generator	Range : Medium / Armour : Light


The mobile version of the Gap Generator functions in much the same way the stationary one does. Although it projects a smaller gap field, you can hide several units under its cover, blocking the enemy from seeing what you're sending against them.


Let a Mobile Gap Generator follow your Ore Truck, this will prevent the Ore Truck of air strikes. They have no defence.


MRJ	Range : Long / Armour : Light


The Mobile Radar Jammer (MRJ) disrupts enemy radar functions, shutting down transmissions and display. The range of this unit allows it to hide a good distance away from the enemy base while other forces use the radar blackout to attack.


An MRJ inside the enemy base before an attack, will confuse your enemy so much that you will have the clear advantage.


MCV	Range : None / Armour : Heavy


The Mobile Construction Vehicle allows creation or expansion of a base. Although expensive, the MCV is useful to have around if the original Construction Yard (a favourite target of the enemy) is destroyed or captured. As with any other construction facility, the more of them you have, the faster construction will proceed.


The MCV is a favourite attack object, so hide it away, or defend it.


LST	Range : None / Armour : Medium


The Landing Ship Tank allows transportation of up to 5 ground-based units across the water. Transports can only be loaded / unloaded on shore terrain, and they are at their most vulnerable while unloading.


If the shores are full of units, don't try to unload, because it will require space to do the job.


Gunboat	Range : Short / Armour : Light


The fastest and lightest of the Allied naval vessels, the Gunboat is good at scouting naval routes, and detecting Submarines before they can cause any mischief. Its depth charge launcher will automatically fire any Submarine that is detected nearby.


Destroyer	Range : Medium / Armour : Medium


The mid-level naval vessel, the Destroyer is effective against land, air and sea-based threats. Its fast-firing stinger missiles can hit air targets easily, and can also decimate nearby ground targets. If it detects a Submarine, its dual depth-charge launcher ensures that the Sub will be rapidly taken out of commission.


Cruiser	Range : Extreme / Armour : Heavy


Slow moving death. What the Cruiser lacks in speed, it makes up for in firepower and range. Able to lob destruction onto the targets incredible distances away, this ship can decimate an enemy base in minutes. A favourite target of Submarines, these ships have no sea-based defences, relying on the faster moving Destroyer and Gunboat to protect them.


Two Cruisers and 4 - 5 Destroyers are virtual invincible. The Destroyers will defend from air strikes while the Cruisers will destroy a base in seconds.


Longbow Apache	Range : Short / Armour : Heavy


The Allies attack helicopter is loaded with hellfire missiles, allowing it to destroy armoured targets with ease. Used in conjunction with naval or ground attacks, the Longbow is an ideal support aircraft, able to rapidly inflict additional damage to a target - usually with little or no return fire.


GPS Satellite	Range : None / Armour : None


When launching from the Tech Centre, the Global Positioning System (GPS) Satellite will provide free, unpowered radar to the player that launched it. In addition, because the Satellite can see much more of the battlefield, the entire map will be revealed when it reaches orbit.


Sonar Pulse	Range : None / Armour : None


A special ability of the Allies, a Sonar Pulse will temporarily reveal all enemy Submarines on the map for a few seconds. This can be incredibly useful in planning your naval campaign and devising countermeasures. The Sonar Pulse is acquired when a Spy enters an enemy Sub Pen.


�
Soviet structures


In general you can keep in mind that the more structures you have of one kind, the quicker the construction of units will go. Excepts of this is, Missile Silo, Spy Plane, Paratroopers and Iron Curtain.


Construction Yard	Armour : Light


The Construction Yard is the foundation of a base and allows the construction of other buildings.


Defend your Construction Yard well, if you loose this structure, your pretty much an easy kill. If you can afford it keep an MCV at hand, so that the Construction Yard can be re-established.


Power Plant	Armour : Light


The standard Power Plant. Power output is directly related to the Power Plant’s condition, so protect them during battles.


Spread them out in your base, don't build all close to each other. One nuclear attack will set you back and make it easy for your enemies to tear your base apart. You can never have enough power. If the power drops, and the bar turns red, your buildings will be damaged.


Destroy your enemies Power Plants before an attack, this will reduce his defending abilities and rebuilding speed.


Advanced Power Plant	Armour : Light


This large, high-yield structure handles the energy strains of some later, more power-intensive structures and defences.


Ore Refinery	Armour : Light


The Refinery smelts ore into its component elements. Building the Refinery immediately deploys an Ore Truck. The Refinery can store up to 2,000 credits of smelted ore.


It's a good idea to build more than one Ore Refinery, and remember to give them space so that the Ore Trucks can manoeuvre around them. Tanya can easily destroy your buildings if they are positioned close too.


Ore Silo	Armour : Light


This Silo can hold up to 1.500 credit of smelted ore. Guard it carefully. If destroyed or stolen, the amount stored is deducted from your account.


The Ore Silos are also subject of theft, so guard them with a couple of infantry or an pillbox of some sort.


Barracks	Armour : Light


The Barracks is where all Soviet infantry are trained. Some infantry units may not be available until other structures are built.


Kennel	Armour : Light


The Kennel trains Attack Dogs.


War Factory	Armour : Light


This structure is responsible for the building of all ground-based Soviet vehicles. Building multiple War Factories decreases the amount of time required to create a vehicle.


Sub Pen	Armour : Light


The Sub Pen builds and launches Submarines and LSTs. Damaged Submarines and LSTs docked in the Sub Pen are repaired.


Airfield	Armour : Heavy


The Airfield allows construction of MIG and Yak planes, and allows access to Paratroopers, Parachute bombs and Spy Planes. Only one plane is allowed per Airfield that has been constructed. If an in-use Airfield is destroyed while it associated plane is still in the air, the plane will crash.


Helipad	Armour : Light


The Helipad allows construction of all helicopters and will reload any that are in need. Each new Helipad comes with a Hind.


Send an Iron Curtain protected Hind inside the enemy base to draw the attention of the AA Guns, then send in a couple of MIG's to destroy any building you want.


Service Depot	Armour : Light


The Service Depot repairs any damaged vehicle that you move onto it. Mine Layer units can be re-loaded by driving them onto the pad. (Repairing a vehicle is much faster that building one, and costs a fraction of the original price. This is a worthy investment.)


You can also send groups of vehicles onto the Service Depot, but not air units. You also have the option to sell vehicles for half the price oh this structure.


Radar Dome	Armour : Light


The Radar Dome gives you an overhead view of the battlefield when fully powered.


Technology Centre	Armour : Light


In addition to allowing the construction of high-tech units like the Mammoth Tank and Tesla Coil.


Flame Tower	Armour : Heavy


The Flame Tower targets and destroys approaching enemy ground units by shooting balls of fire. It is best used against large groups of infantry; it is effective against armoured units as well. Since there are volatile fuels used in the Flame Tower, it damages nearby units and structures if destroyed.


Tesla Coil	Armour : Light


The Tesla Coil automatically directs bolts of lightning at enemy ground units, reducing men to ash and tanks to molten steel in seconds.


The problem with Tesla Coils many say, is that it's easy to kill, but if you build up concrete walls around it, it will be left alone for so long, that it can do much harm before it is destroyed. Two or three in groups at the entrance of your base can do much harm if it's well defended.


SAM Site	Armour : Heavy


SAM Site automatically launches slightly inaccurate but long-ranging missiles at enemy aircraft. Slower moving or hovering aircraft will fare the worst against this defensive structure.


Iron Curtain	Armour : Light


The Iron Curtain resonates the molecular structures of a vehicle or building, bestowing the "will of Stalin" upon it, rendering it invulnerable for a short period of time.


This feature is useful on Transport Helicopters before launching them into the enemy base, both to draw attention, and safely land inside the base with a deadly cargo of Tanyas or other infantry units.


Missile Silo	Armour : Heavy


Once built, the Silo readies an Atomic Bomb that can be launched onto the battlefield, causing massive destruction to structures and infantry. The more heavily armoured units will fare better, but not by much.


Don't place the atomic attack directly on the building you wish to destroy, the impact is not the power, but the shock wave, so place it between buildings. Power Plants, Ore Refineries, War Factories and other light armour structures are perfect targets.


An atomic attack followed up by an air strike with helicopters, can destroy those buildings not completely destroyed by the nuke.


Barbed Wire Barrier	Armour : Light


Barbed-Wire Barrier stops non-tracked vehicles and infantry. Tracked vehicles can destroy the barrier by shooting it and / or running over it.


Concrete Barrier	Armour : Heavy


More effective that the Barbed-Wire Barrier, Concrete Walls are not crushable and block tank ordnance.


�
Soviet units


Attack Dog	Range : None / Armour : None


Attack Dogs are the only unit that can detect Spies that are trying to infiltrate the base. Although unarmoured and easy to kill, Dogs make the perfect in-base guard unit against sneak attacks by Engineers, Spies and Thieves.


If your enemy only has two or three Tesla Coils, send in 10 - 20 Attack Dogs, this will keep them busy while you attack the Tesla Coils with tanks. Dogs are easily killed by infantry if they are not directed by you.


Rifle Infantry	Range : Short / Armour : None


Rifle Infantry are the backbone of the Soviet infantry. Armed with an AK-47, this Infantry units is versatile against other infantry and tanks (when in groups).


A large amount of Rifle Infantry can destroy the biggest buildings in seconds, but are easy to run over with tanks, kill with pillboxes and flame towers. An atomic attack will also kill them in one blow.


Grenadier	Range : Short / Armour : None


The Grenadier has a longer range and more destructive power than regular infantry. In groups, Grenadiers are effective against heavily armoured units and structures.


Flame Infantry	Range : Short / Armour : None


These soldiers are slower and more susceptible to damage than other infantry (due to the large tanks of flammable chemicals they carry). The Flame Soldier can decimate structures and infantry in seconds with his flame-thrower.


Don't keep the Flame Infantry in groups, or they will only flame each other, and when fired upon, they will kill anyone standing near them.


Engineer	Range : None / Armour : None


An Engineer can fully repair any of your damaged buildings instantly. When sent to enemy buildings, an Engineer may damage or capture it.


Don't try to take over an enemy building unless you see a green arrow pointing at it.


Ore Truck	Range : None / Armour : Heavy


The Ore Truck collects raw, unprocessed ore. Although slow, it is heavily armoured, able to withstand a hammering and still escape intact.


Remember to defend your Ore Trucks, if they are destroyed you loose your income, and the opponent can build his force to destroy you. A quick attack on your opponents Ore Trucks gives you the advantage.


Remember


Heavy Tank	Range : Medium / Armour : Heavy


The basic tank of the Soviet Empire, this beast is equipped with twin 105mm cannons, giving it twice the punch of the nearest Allied equivalent, the Medium Tank. It sacrifices speed for this bonus, but the net result still makes it a formidable opponent on the battlefield.


Large amounts of Heavy Tank can take a good beating before they are destroyed, but have no air defense.


AP Mine Layer	Range : None / Armour : Medium


The AP Mine Layer deploys Anti-Personnel Mines to thwart the Allied heavy infantry ranks. This Mine can destroy entire groups of infantry with one explosion. The Mine Layer carries 5 mines, and can be reloaded at the Service Depot.


V2 Rocket Launcher	Range : Long / Armour : Light


The V2 Launcher can destroy most buildings with just two rockets. Factor in its incredible range, and it is easy to see why the Allies fear this weapons platform. Its drawback are its light armour, long reload time, and inability to hit fast moving targets.


The V2 Rocket Launcher is the only ground unit that has the ability to shoot at Tesla Coils without being reached. It's also good for shooting across ridges, rivers or such as.


Mammoth Tank	Range : Medium / Armour : Heavy


Tanks don't come any bigger. The largest land based weapons platform, the Mammoth Tank can take and dish out a lot of punishment. Its twin cannons are unmatched in power on land and its missiles make it effective against infantry and air units as well.


Mammoth Tanks are slow but powerful, to kill one outnumber it by five smaller tanks. Defend your Mammoth Tanks with smaller and faster units.


MCV	Range : None / Armour : Heavy


The Mobile Construction Vehicle allows creation or expansion of a base. Although expensive, the MCV is useful to have around if the original Construction Yard (a favourite target of the enemy) is destroyed or captured. As with any other construction facility, the more of them you have, the faster construction will proceed.


The MCV is a favourite attack object, so hide it away, or defend it.


LST	Range : None / Armour : Medium


The Landing Ship Tank allows transportation of up to 5 ground-based units across the water. Transports can only be loaded / unloaded on shore terrain, and they are at their most vulnerable while unloading.


If the shores are full of units, don't try to unload, because it will require space to do the job.


Submarine	Range : Long / Armour : Medium


Silent and stealthy, Submarines can attack ships from afar, Subs must surface to fire, giving away their position, and opening themselves up to any nearby units that can hit them.


Submarines can not fire through each other, so keep them aspread or fire from a distance.


Yak	Range : Short / Armour : Light


Sometimes called the "Infantry Eraser", the Yak fires in strafing runs, swooping down on groups of marching infantry, potentially destroying them all in a single run. The Yak is not the fast, making it an easy target for Allied Rocket Soldiers - those that actually survive the first strafing run.


They are slow and an easy kill for AA Guns. So use them on open ground and on infantry only. It can also be used in groups on buildings that have no air defense.


Badger Bomber	Range : None / Armour : Light


The Badger Bomber is the transport plane used for dropping Paratroopers and Parachute Bombs onto a designated target. It is somewhat slow, and its lack of armour can make it a snack for any enemy AA Guns that may be guarding the target.


Paratroopers	Range : Short / Armour : None


Dropped from the Badger, this squad of 5 infantry soldiers are in every way similar to regular ground based infantry. Paratroopers can be dropped anywhere on the map, even in areas not yet explored.


Parachute Bombs	Range : None / Armour : None


Dropped from the Badger Bombers, these explosives fall in a line over their target, removing the object targeted and anything in the area around it. Troops can see these falling and will attempt to leave the targeted area.


Parachute Bombs are inaccurate and directed from different angles every time, so an direct hit is very difficult to achieve.


Spy Plane	Range : None / Armour : Light


When targeted, the Spy Plane will swoop in from off board and take a snapshot of the targeted area, removing the shroud.


The Spy Plane is fast, and there is little danger that the Spy Plane will be shot down before it reveals its targets, and if so is the case no harme is done, you will have a new one soon.


Try to deploy the Spy Plane over an Gap Generator to get a glimpse of the enemy base, and then trigger the Atomic Bomb in the prefered target area.


MIG	Range : Medium / Armour : Light


This fast-attack craft carries a limited number of powerful and accurate missiles. Used in hit-and-run tactics, the MIG can remove armoured craft before the can become a threat.


MIG's have little or no effect on moving units, but if there are units standing still, like harvesters or tank brigades, they will kill any unit with two or three hits. Buildings are very vulnerable to air attacks. Also Cruisers are vulnerable to MIG attacks because of their slow movement.


Hind	Range : Short / Armour : Heavy


Large and armoured, the Hind uses its high velocity Vulcan chain-gun to tear apart enemy units and structures. Equipped with a large ammo supply, the Hind will follow its target for quite some time, all the while wearing away at its defences.


If you seek to destroy your enemies Ore Trucks, this is the weapon to use. Six Hinds will destroy an fully charged Ore Truck in one attack. The Hind is also better than the Longbow Apache to wipe out entire groups of infantry.


Transport Helicopter	Range : None / Armour : Medium


Able to transport 5 infantry-type units through the air, the Transport Helicopter is ideal for landing engineers and other assault squads in an enemy base.


Load an Transport Helicopter with five Tanyas and unload it in the middle of your opponents base, they can do much harm if it is not well protected from air strikes and infantry in the centre.
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