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Csgo	humans	can	only	be	t	fix

ADITYA	SINGH	RAWATPUBLISHED	ON:	Ã,	24	Nov	2020,	06:44	AM	The	former	Valve	developer	Richard	Geldreich	Critica	CS:	The	Code	of	Go,	calling	him	"Ancient".	He	states	that	nobody	human	understands	everything.	Geldreich	stresses	because	the	game	functions	are	late	and	because	the	developers	do	not	solve	anything	if	not	absolutely
necessary.	CS:	Go	Community	has	often	had	to	wait	a	long	quantity	of	time	to	see	some	necessary	changes	made	to	the	game	and	when	the	update	has	come	finally	brought	with	numerous	bugs	that	again	requested	time	to	fix.	This	cycle	has	been	the	trend	over	the	past	20	years	and	the	reason	behind	it	has	recently	been	revealed	by	the	former	valve
developer	Richard	Geldreich	who	stated	that	nobody	human	can	understand	CS:	code	Ã	¢	â,¬	Ã	¢	Â	,	¬	Å	"Nient	codes	completely.	Ã,	CS:	Go	Insider	claim	that	the	valve	has	decided	not	to	work	on	the	source	2	Port	TemporaryFormer	Valve	Developer	Critica	CS:	Go	CodeGeldreich	through	a	series	of	tweets	explained	the	status	of	the	CS:	the	valued
code	for	which	it	becomes	extremely	challenging	to	add	New	game	features	and	is	also	a	great	reason	why	there	are	no	implemented	changes	-	without	absolutely	necessary	problems.	"He	said	on	the	Movie	Source	1	you	can	observe	Ã	¢	â,¬	Å"	Ountains	of	the	ancient	code	that	no	one	understood	more,	Ã	¢	â,¬	"claiming	further	that	Ã	¢	â,¬"	None
human	understood.	It	was	impossible	.	Â	»Geldreich	continued	to	explain	that	this	is	a	great	obstacle	for	developers	as	it	becomes	very	difficult	to	add	new	graphic	features	to	CS:	go	Ã	¢	â,¬	Å"	Sithout	Breaking	the	Universe.ã,	â,¬	during	explaining	The	delicate	process	of	adding	a	new	Geldreich	function	has	declared	that	the	developers	do	not	have
freedom	to	disable	what	they	felt	or	breaking	the	code	simply	because	Ã	¢	â,¬	"I	don't	understand	or	think	(IT)	was	not	actually	necessary,	Ã	¢	â,¬	"Because	there	was	always	a	chance	that	the	code	is	Ã	¢	â,¬	Å"	used	to	be	used	somewhere	in	a	way	you	could	not	foresee.	Â	»Difficulty	faced	while	adding	new	concitoning	features	on	the	Geldreich
argument	was	even	more	critical	than	Ã	¢	â,¬	~	R	will	endererÃ	¢	â	â	¢	While	he	explained	that	if	someone	was	with	it	even	in	the	simplest	way	of	ways	and	later	a	Ã	¢	à	rendered	bugÃ	¢	â	â	¢	was	met	then	"he	could	have	been	able	to	blamed	and	had	to	fix	it.	Even	if	the	bug	had	nothing	to	do	with	your	change.	This	particular	practice	started	as	a
barrier	for	programmers	who	do	not	feel	motivated	â	€	-	calculates	a	specific	bot	or	all	robots,	corresponding	to	the	specific	criteria.	BOT_KILL	CT>	-	KILLS	A	specific	bot	or	all	robots,	corresponding	to	the	specific	criteria.	Bot_knives_only	limits	robots	to	use	only	bot_pistols_only	knives	limits	robots	to	use	only	pistols	bot_place	bot_place	-	place	a	bot
from	the	map	in	which	the	local	player	points.	Bot_snipers_only	limits	robots	to	use	only	the	sniper	rifle	box	draws	a	debug	box.	Toggle	'-	BRANK'	'+	BREAK'	Buddha.	The	player	takes	damage	but	will	not	die.	(Shows	the	Red	Cross	when	health	is	zero)	Budget_Toggle_Group	Turn	to	Budget	Group	On	/	Off	Bug	Shows	the	UI	reporting	bug.
BuildCubeMaps	Reconstruct	Cubemaps.	BuildModelForWorld	BuildModelForWorld	Buy_Stamps	Temporary	solution	for	pinion	to	return	to	the	members	of	the	Community.	Buynu	shows	or	hide	the	menu	of	the	main	buyrandom	purchase	to	buy	primary	and	secondary	casual.	Mainly	for	Deathmatch	where	the	cost	is	not	a	problem.	cache_print
cache_print	[section]	Prints	the	contents	of	the	cache	memory.	cache_print_lru	cache_print_lru	[section]	Prints	the	contents	of	the	cache	memory.	cache_print_summary	cache_print_summary	[section]	Prints	a	summary	content	of	the	cache	memory.	Callavote	starts	a	vote	on	a	problem.	CAM_COMMAND	tells	the	camera	to	modify	the	modalities'	-
Camin	''	+	camdistance	''	+	Camin	''	-camin	''	+	cammousemove	''	'-CamameSemove'	'-Camout'	'+	Camout'	'+	Campitchdown'	'-campitchdown'	''	+	CampchUp	''	-Campitchup	''	+	Camyawleft	''	-amyawleft	''	+	Camyawight	''	-amyawright	'CancelSelect	Cast_Hull	Test	Collision	Collision	Detection	Cast_Ray	Test	Collision	Detection	CC_EMIT	Issue	a
caption	closed	CC_Findsound	Searches	for	the	SoundName	text	that	emits	the	specified	text.	CC_FLUSH	FLUSHS	ASYNC'D	DIDSTS.	CC_RANDOM	issues	a	random	caption	CC_SHOWBLOCKS	A	VASTA	showing	which	blocks	are	waiting	/	charging	async.	CenterView	Ch_createAirBoat	Spawn	Airboat	in	front	of	the	player.	Ch_createjeep	Spawn	Jeep	in
front	of	the	player.	Change	Server	to	the	specified	map	Changlevel2	Transition	to	the	map	specified	in	a	single	player	element	cl_animationinfo	HUD	to	examine.	CL_AVATAR_CONVERT_PNG	Converts	all	RGB	avatars	into	the	AVATAR	directory	in	PNG	CL_AVATAR_CONVERT_RGB	converts	all	PNG	avatars	to	the	AVATAR	directory	in	RGB
CL_CLEARHINTHINTH	LIGHT	MEMORY	DIRECTORY	of	the	client	suggestions	displayed	to	the	reader.	cl_cs_dump_econ_item_stringtable	cl_cs_dump_econ_item_stringtable	cl_csm_server_status	Use:	Use:	CL_CSM_STATUS	Use:	CL_CSM_STATUS	CL_DUMP_PARTICLE_STATS	Dump	Particles	Profiling	Particles	Particles_profile.csv	CL_DUMPLAYER
DUMP	Information	about	a	player	CL_DUMPSPLITHACKS	Dump	Dispensed	screen.	CL_ENT_ABSBOX	Displays	the	customer's	abbox	for	entity	under	Crosshair.	CL_ENT_BBOX	Displays	the	customer	delimitation	pane	for	entity	under	Crosshair.	cl_ent_rbox	Displays	client	rendered	box	for	entity	under	Crosshair.	cl_find_ent	Find	and	list	all	client
entities	with	Classnames	that	contain	the	specified	substring.	Format:	cl_find_ent	cl_find_ent_index	Display	data	for	clientide	Entity	Specified	index	match.	Format:	CL_FIND_ENT_INDEX	CL_FULLUPDATE	FORCES	The	server	to	send	a	complete	update	package	CL_GAME_MODE_CONVARS	Displays	the	account	values	​​for	the	current_mode	game.
CL_MATCHSTATS_PRINT_OWN_DATA	CL_MATCHSTATS_PRINT_OWN_DATA	RANGENAME	CL_MODEMANAGER_RELOAD	RECHARGE	THE	METACLASSES	OF	THE	VGUI	screens	panel.	Cl_panelanimation	blank	for	all	panels>.	CL_PARTICLES_DUMP_EFFECTS	CL_PARTICLES_DUMPLIST	DUMP	All	new	particles,	substringation	of	the	optional
name.	cl_precacheinfo	Show	information	about	the	Precae	(client).	CL_PRED_TRACK	:	Track	Edit	in	Entity	Index	Entindex,	for	field	field	field.	cl_pritioncopy_describe	describe	datamap_t	for	entincdex	cl_quest_events_print	cl_quest_events_print	cl_quest_schedule_print	cl_quest_chedule_print	cl_road_hud	recharge	the	hud	scale	and	reset	the	scale	and
edges	cl_roadpostprocessparams	cl_remove_all_workshop_maps	removes	all	maps	from	the	workshop	directory.	cl_removesacals	Remove	the	decals	from	the	entity	under	the	crosshair.	CL_REPORT_SOUNDPATCH	Report	sound	patch	count	Client	side	'-CL_SHOW_TEAM_EQUIPMENT'	'+	CL_SHOW_TEAM_EQUIPMENT'	CL_SHOWENTS	DUMP	List	of
list	of	€	to	console.	CL_SIM_GRENADE_TRAJECTORY	Draws	the	garnet	trajectory	implemented	if	launched	from	this	position.	It	takes	an	optional	parameter	for	how	long	the	stretch	trajec	cl_sos_test_get_opvar	cl_sos_test_set_opvar	cl_soundemitter_flush	empties	the	sounds.txt	(only	server	system)	cl_soundemitter_reload	flushes	the	system
cl_soundscape_flush	sounds.txt	Empty	soundscapes	cl_soundscape_printdebuginfo	client-side	printing	soundscapes	cl_ss_origin	print	cl_steamscreenshots	source	script	format	Enable	/	Disable	Saving	Screenshots	to	Steam	CL_TREE_SWAY_DIR	SET	SET	TREE	SWAY	Wind	direction	and	force	CL_UPDATEVISIBILITY	Updates	Visibility	Bits.	Cl_view	Set
the	View	Entity	Index.	Delete	transparent	all	the	production	of	the	console.	Clear_anim_cache	cancels	the	cache	of	the	animation,	freeing	the	memory	(until	next	time	an	animblock	stream	is	required).	Clear_Bombs	Clear_Debug_Overlays	Cleans	Debug	overysys	clutch_mode_toggle	toggle	clutch	mode	convar	cmd	command	progress	command	to	the
server.	CMD1	Set	UserInfo	String	for	Split	Screen	Player	in	Slot	1	CMD2	Set	String	UserInfo	for	Split	Screen	Player	in	Slot	2	CMD3	Set	UserInfo	String	for	Split	Screen	Player	in	Slot	3	CMD4	Sets	Listinfo	String	for	Split	Screen	Player	in	Slot	4	Collision_Test	Test	Collision	System	ColorCorrectionui	Show	/	Hide	the	IU	color	correction	tools.	'+
ComandermouseMove'	'-CommanderMouseMove'	Commentary_cvarsnotchanging	commentary_finishnode	commentary_showmodelviewer	Viewing	the	Viewer	Commentary	model.	Use:	commentary_showmodelviewer	commentary_testfirstrun	con_min_serity	minimum	gravity	level	for	messages	sent	to	any	registration	channel:	ls_message	=	0,
ls_warning	=	1,	ls_assert	=	2,	ls_error	=	3.	condimare	dump	the	Currently	text	in	the	Console	at	condumpxx.log	connect	Connect	to	the	specified	server.	Cause	causes	the	engine	a	(Debug	!!)	create_fashlight	creatopredizionirror	create	a	prediction	error	credit	code	cs_make_vip	count	a	player	as	vip	csgo_downloadload_match	Download	a
correspondence	via	serial	code	and	starts	playback	'+	csm_rot_x_neg'	''	-csm_rot_x_plus	''	+	csm_rot_y_x_x_plus	'-csm_rot_y_neg'	'+	csm_rot_y_plus''	'-csm_rot_y_plus'	CVARLIST	shows	the	list	of	convocations	/	concommands.	Conmamands.	Add	a	line	to	debugging	history.	Format:	DBGHIST_DUMP	Download	the	debug	history	in	the	console.	Format:
Categories:	0:	EntitÃ	I	/	O	1:	Decisions	AI	2:	SC	Debug_DrawBox	Creating	Debug	Debug_Drawdisp_BoundBox	Create	debug	boxes	for	invalid	displacements	Debug_Purchase_Defidx	Purchase	A	Defindex	article	Demo_Goto	jumps	in	demo	position.	Demo_gotick	jumps	to	a	check	mark	in	demo.	Demo_info	prints	information	on	currently	in	demo
playback.	DEMO_LISTHIGHLIGHTS	lists	all	data	highlighted	for	the	demo.	Demo_listimportticks	lists	all	the	important	tips	in	the	demo.	demo_pause	pauses	demo	playback.	Demo_Resume	resumes	demo	reproduction.	demo_timescale	Sets	the	demo	playback	speed.	Demo_TogglePause	Activates	demo	playback.	List	of	Print	Demolist	sequences.
Sequence	of	demo	demo	demo	file.	Demoui	Show	/	Hide	The	Demo	UI	player.	Devshots_nextmap	used	by	the	devshots	system	to	go	to	the	next	map	in	the	DevShots	maze.	Devshots_screenshot	used	by	the	-makedshots	system	to	take	a	screenshot.	To	bring	your	own	screenshots,	use	the	"Screenshot"	command	instead.	The	differences	show	all	the
convocations	that	are	not	at	their	predefined	values.	Disconnect	the	disconnection	game	from	the	server.	DISP_LIST_ALL_COLLIBLIA	LIST	ALL	COLLISI	DISPLAYS	DISPLAY_EASSEDTIME	Line	between	two	3D	points.	Green	If	no	red	collision	is	collide	with	something	of	topics:	x1	y1	z1	x2	y2	z2	drowerviewmap	draws	the	overview	map	drawradar
draws	hud	radar	ds_get_newest_subsegseged_files	re-legs	re-legs	web	API	file	lists	and	lists	of	files	subscribed	by	disk	and	download	Latest	updates	of	these	files	from	Steam	DSP_Reload	DTI_FLISHE	Write	DataTable	instrumentation	files	(you	need	to	run	-DTI	for	this	to	work).	'+	Duck'	'-duck'	dump_entity_sizes	print	sizeof	(entclass)	dump_globals
dump	all	entities	/	global	states	dump_panorama_css_properties	print	all	the	properties	panorama	valid	panorama	and	their	documentation	dump_panorama_css_properties_memstats	print	out	mem	statistics	of	all	the	properties	panorama	valid	panorama	dump_panorama_events	print	types	Of	panorama	events	and	their	documentation
dump_panorama_js_scopes	panorama	printing	JS	scopes,	such	as	classes	and	their	associated	methods.	(Table	Wiki	format)	DUSC_PANORAMA_RENDER_COMMAND_STATS	DUSS_PARTICLEMANEANIFEST	DUMP	The	list	of	loaded	particles.	DumpentityFactory	lists	all	entities	factory	names.	DumpEventquere	dump	The	content	of	the	I	/	O	event
queue	of	the	entity	at	the	console.	Dumpgamestringtable	landfill	The	contents	of	the	game	rope	table	at	the	console.	DumpStringTables	Printing	Tables	with	console	strings.	DZ_CLEARTAMES	Cancel	all	the	DZ	DZ_JOINGOIN	TEAMS]	-	Join	DZ	TEAM	N	(0	to	leave	your	team).	Server	administrators	can	assign	other	players	to	the	teams.
DZ_SHSHFLE_TEAMS	SHUFFLE	All	teams	for	Danger	Zone	dz_spawnselect_choose_hex	echo	echo	text	to	console.	ECON_BUILD_PINBOARD_IMAGES_FROM_COLLECTION_NAME	Rendering	and	save	images	for	all	models	in	a	collection.	ECON_CLEAR_INVENTORY_IMAGES	Cancel	the	local	inventory	images	(regenerate)
ECON_SHOW_ITEMS_WITH_TAG	lists	the	object	definitions	that	have	a	specified	tag.	EditDemo	modifies	a	recorded	demo	file	(.dem).	Editor_toggle	Disables	the	simulation	and	return	to	Focus	to	the	EDITOR	EndMatch_VotenextMap	votes	for	the	next	map	at	the	end	of	the	correspondence	Endmovie	Stop	Recording	Film	Frames.	Endround	ends	the
current	round.	ENT_ABSBOX	displays	the	box	Total	delimitation	for	the	Green	Entity	(s)	in	green.	Some	entities	will	also	show	specific	overlaps.	AR	ENT_ATACHMENTS	displays	attachment	points	on	an	entertainment.	Topics:	{entity_names}	/	{class_name}	/	No	topic	Select	which	player	is	Loo	Ent_AutoAim	Displays	the	AutoAim	radius	of	the	entity.
Topics:	{entity_names}	/	{class_names}	/	No	topic	Select	which	player	is	watching	Ent_Bbox	ent_bbox	the	bounding	box	to	move	the	data	entities	(i)	in	orange.	Some	entities	©	s	will	also	display	entity	specific	ent_cancelpendingentfires	overlapping	cancel	all	outputs	created	ent_fire	currently	waiting	for	their	delay	to	expire.	Create	ent_create	date
type	an	entity	in	which	the	player	is	looking.	ent_dump	Use:	ent_dump	ent_fire	Use:	ent_fire	[action]	[value]	[delay]	ent_info	Use:	ent_info	ent_keyvalue	apply	comma	delimited	key	=	value	pairs	to	the	entity	with	the	given	hammer	ID.	Format:	ent_keyvalue	=	]	Show	a	ViewPort	panel	'-showscores'	'+	showstores'	showtriggers_toggle	Toggle	Show
trigger	'-showvprof'	'+	showvprof'	skip_next_map	skips	The	next	map	in	the	map	rotation	for	the	server.	slot0	slot1	slot10	slot11	slot12	slot13	slot2	SLOT3	SLOT4	slot5	slot6	slot7	slot8	slot9	SnapTo	snd_async_flush	download	all	unlocked	asynchronous	audio	data	snd_async_showmem	Show	asynchronous	snd_async_showmem_music	memory	Stats
Show	asynchronous	memory	statistics	alone	do	not	broadcast	stats	memory	streaming	music	snd_async_showmem_summary	View	short	asynchronous	snd_dump_filepaths	SND_DUMPCLIENTSOUNDS	DUMP	Sounds	for	console	SND_FRONT_HEADPHONE_POSITION	Specifies	the	position	(in	degrees)	of	the	front	/	right	front	headphones.
snd_front_stereo_speaker_position	Specifies	the	position	(in	degrees)	of	the	virtual	/	right	front	speakers.	SND_FRONT_SURROUND_SPEAKER_POSITION	Specifies	the	position	(in	degrees)	of	the	left	/	right	front	loudspeakers.	SNO_GETMIXER	Get	data	related	to	the	matching	string	of	the	mix	group	SND_HEADPHONE_PAN_EXPONENT	Specifies
the	exponent	for	the	XFADE	pan	from	the	phone	to	the	phone	if	the	PAN	law	is	used.	snd_headphone_pan_radial_weight	Apply	COS	(angle)	*	Weight	before	the	law	pan	snd_playsounds	Play	the	sounds	sound	play	sound	in	a	specific	position	snd_print_channel_by_guid	Prints	the	contents	of	a	channel	from	your	GUID.	snd_print_channel_by_guid	.
snd_print_channel_by_index	Prints	the	contents	of	a	channel	from	its	index.	snd_print_channel_by_index	.	snda_print_channels	prints	the	entire	active	channel.	snda_print_dsp_effect	prints	the	contents	of	a	DSP	effect.	SNO_REAR_HEADPHONE_POSITION	Specifies	the	position	(in	degrees)	of	the	left	/	right	virtual	headphones.
snd_reaar_stereo_speaker_position	Specifies	the	position	(in	degrees)	of	the	rear	/	right	virtual	speakers.	snd_Rear_surround_speaker_position	Specifies	the	position	(in	degrees)	of	the	left	/	right	virtual	speakers.	Snd_restart	restarts	the	audio	system.	Snd_set_master_volume	Sets	the	master	volume	for	a	channel.	snd_set_master_volume	.
Snd_setmixer	set	called	Mixgroup	of	the	current	mixer	to	mix	Vol,	Mute,	alone.	Snd_setmixlayer	set	called	MixGroup	Named	Mix	Layer	to	mix	Vol,	Mute,	alone.	snd_setmixlayer_amount	set	named	Mix	Layer	mix	amount.	SND_SOS_FLUSH_OPERATORS	FLUSH	AND	RE-ARESE	The	SND_SOS_PRINT_OFATORS	audio	operator	system	prints	a	list	of
operators	currently	available	SND_SOUNDMIXER_FLUSH	RECHARGE	Sonemixers.txt	files.	SD_SOUNDMIXER_LIST_MIX_GROUP	Lists	all	mixing	groups	to	dev	console.	SND_SOUNDMIXER_LIST_MIX_LAYERS	Lists	all	mixing	levels	to	dev	console.	SND_SOUNDMIXER_LIST_MIXER	Lists	all	mixers	to	dev	console.	snd_soundmixer_set_trigger_factor
set	called	mixer	group	/	mixer	group,	trigger	amount.	snd_stereo_speaker_pan_exponent	Specifies	the	exponent	for	the	XFade	pan	from	the	speaker	to	the	speaker	if	the	"Exp"	law	is	used.	snd_stereo_speaker_pan_radial_weight	Apply	COS	(angle)	*	Weight	before	law	Pan	snd_surround_speaker_pan_exponent	Specifies	the	exponent	for	the	XFADE	pan
from	the	speaker	to	the	speaker	if	the	PAN	law	is	used.	snd_surround_speaker_pan_radial_weight	Apply	COS	(angle)	*	Weight	before	the	law	pan	snd_writeMemeeaNifest	If	you	run	a	game,	emits	the	preview	of	the	precaes	for	the	current	level	sndplaydelay	sound_device_list	lists	all	available	audio	devices.	SoundFade	Fade	Client	Volume.	SoundInfo
Describe	the	current	audio	device.	List	of	Soundlists	All	known	sounds.	SoundScape_DumpClient	Dump	has	downloaded	the	customer's	Soundscape	data.	Soundscape_Flush	Flowses	The	server	and	the	client	side	are	playing	the	SoundScapes	speak	a	built	phrase.	SPEC_CAMERANAN_SET_XRAY	Client	to	modify	if	the	viewer	is	using	the	cameramus
X-ray	status,	if	they	are	active	or	leaves	the	spectator	spec_goto	moved	the	viewer	to	origin	and	the	eyes	specified	for	the	specified	step.	SPEC_GUI	shows	or	hides	the	spectator	bar	SPEC_LEPTO	LERP	The	viewer's	camera	with	specified	origin	and	the	eyes	for	the	specified	yaw	tone.	SPEC_MENU	ACTIVE	SPECTATOR	MENU	SPEC_MODE	SET
SPECTATOR	MODE	SPECIT_NEXT	SPECIT_NEXT	Next	player	spec_player	Speak	player	from	index	spec_player_by_accountid	Spectate	player	for	Steam	ID	account	spec_player_by_name	Spectate	player	by	name	spec_pos	Exhaust	position	and	corners	to	console	Spec_Prev	Spectate	previous	player	(Valid	values	​​are	from	3	to	6)	'+	speed'	-speed
'Generate	a	fake	peak	Spincycle	peak	causes	the	engine	in	Spincycle	(debug	!!)'	+	spray_menu	''	-Spray_Menu	'ss_map	Start	playing	on	the	map	specified	with	Max	allowed	splitscreen	players.	ss_reloadletterbox	ss_reloadletterbox	Star_Memory	Stats	Dump	StartDemos	Memory	Play	in	the	demo	sequence	version.	StartMovie	Start	the	movie	frames
recording.	STARTUPMENU	opens	the	initial	menu	screen	and	charges	the	BSP	fund,	but	only	if	no	other	level	is	loaded,	and	we	are	not	in	Stampe	Status	of	Variables	Display	Display	Map	and	Statum	Developer	Connection.	Steam_controller_status	spew	report	stop	Steam	regulator	status	End	recording	a	demo.
STOP_TRANSITION_VIDEOS_FADEOUT	FADES	OUT	All	transition	videos	that	play	at	the	screen:	Stopdemo	stops	playing	a	demo.	STOPSOUND	STOPSOUNDSCAPE	interrupts	all	the	processes	of	sound	landscape	and	dissolving	sounds	Looping	current	STOPVIDEOS	stops	all	the	videos	that	play	at	the	STOPVIDEOS_FADEOUT	FADES	screen	out	all
the	videos	that	play	on	the	screen:	'+	STRAFE'	'-strafe'	StringTableDictionary	create	dictionary	for	current	strings.	STUFFCMDS	Analyzes	and	Command	Commands	of	the	+	command	buffer.	SurfaceProp	Reports	Surface	properties	to	cursor	printing	survival_check_num_possible_final_Zone	A	number	of	all	possible	final	areas
SV_BENCHMARK_FORCE_START	Force	Start	the	benchmark.	This	is	just	for	debugging.	It	is	better	together	SV_BENCHMARK	A	1	and	restart	the	level.	SV_CLEARHINTHISTORY	Delete	the	memory	of	server-side	suggestions	displayed	to	the	player.	Server	class	information	SV_CS_DUMP_ECON_ITEM_STRINGTABLE
SV_CS_DUMP_ECON_ITEM_STRINGTABLE	SV_DUMP_CLASS_INFO	DUMP.	SV_DUMP_CLASS_TABLE	Table	Class	Server	Dump	corresponds	to	the	model	(substr).	SV_DUMP_SERIALIZED_ENTITIES_MEM	Serialized	dump	Allocations	of	statistical	entities.	SV_GAME_MODE_CONVARS	SV_DZ_PARADROP	SV_DZ_RESET_DANDAND_ZONE	Display
the	values	​​of	the	CONVARS	for	the	current	GAME_MODE.	sv_getInfo	View	user	information	of	a	connected	customer	loads	SV_LOAD_FORCED_CLIENT_NAMES_FILE	A	file	containing	steamid64	names	for	customers	sv_load_random_client_names_file	Upload	a	file	containing	the	words	random	name	for	customers	sv_precacheinfo	Show	princase
information.	sv_pure	Show	user	data.	sv_pure_checkvpk	checkpureservervkfiles	sv_pure_finduserfiles	listpureserverfiles	sv_pure_listfiles	listpuresererverfiles	sv_pure_listresserfiles	listpureserverfiles	sv_querycache_stats	Display	the	status	of	the	query	cache	(client	only)	sv_rethrow_last_grenade	emit	The	last	grenade	launched	on	the	server.
SV_SEND_STATS	Show	parallel	statistics	SV_SETSTEAMACUNCOUNCOUNT	TOKEN	SEND	SET	Gaming	server	account	Token	to	use	for	login	to	a	persistent	sv_showtags	game	server	Describe	current	gametags.	Set	SV_SHUTDOWN	to	the	stop	server	When	all	games	have	completed	SV_SOUNDEMITTER_ROFT	Empty	the	system	of	sounds.txt
SV_SOUNDSCAPE_PRINTDEBUGINFO	PRINTING	SOUNDS	TEAMMENU	Show	team	selection	window	TEST_DISPATCHEFFECT	Try	a	clientSide	shipping	effect.	Use:	test_discatcheffect	test_entity_blocker	command	test	subtito	test_eehandle	that	drops	a	blocker	an	entry	out	in	front	of	the	player.	TEST_FREEZEFRAME	Try	the	code	stopped.
TEST_INITRANDOMENTITYSPAWNER	TEST_JS_PROTO	Perform	a	simple	series	of	conversion	tests	back	and	forth	between	JS	and	protobuf	objects.	Test_loop	-	Cycle	back	to	the	starting	point	of	the	specified	cycle	unconditionally.	TEST_LOOPCOUNT	TEST_LOOPCOUNT	-	Cycle	back	to	the	starting	point	of	the	specified	cycle	the	specified	times.
TEST_LOOPFORNUMSECONDS	TEST_LOOPFORNUMSECONDS	-	Cycle	back	to	the	specified	starting	point	for	the	specified	#	of	seconds.	test_outtro_stats	test_proxytoggle_enableproxy	test_proxytoggle_ensurevalue	test_proxytoggle_ensurevalue	Test_proxytoggle_setvalue	test_randomchance	test_randomchance	-	pull	the	nut	and	perhaps	run	the
following	command	test_randomizeinpvs	test_removallandomentities	test_runframe	test_sendkey	test_spawnrandomentities	test_startloop	test_startloop	-	indicate	the	Start	of	a	cycle.	In	reality	only	defines	a	point	named	you	can	jump.	Test_startscript	Start	a	test	script	running	..	test_wait	test_waitforcheckpoint	testhudanim	test	an	HUD	animation
element.	Topics:	Thirdperson	switches	to	Thirdperson	camera.	Thirdperson_Mayamode	Switch	to	Thirdperson	Maya-like	camera	controls.	thread_test_tSlist	thread_test_tsqueue	threadpool_cycle_reserve	Cycles	Threadpool	Reservations	for	powers	of	2	threadpool_run_tests	Timedemo	plays	a	demo	and	the	relationship	information	about	your
performance.	Timedemo_VProfrorord	plays	a	demo	and	the	relationship	information	about	your	performance.	Even	the	VPROF	record	data	for	the	duration	of	the	Timedemoquit	demo	plays	a	demo,	information	report	on	your	performance,	and	then	exit	Prints	Timeleft	the	remaining	time	in	the	match	timeout_ct_start	timeout_terrorist_start
timerefresh	profile	renderer.	Knee	outets	activates	a	turned	or	off	convar,	or	cycles	through	a	set	of	values.	TOGGLE_DUCK	TOGGLECONESOLE	Show	/	Hide	the	console.	ToggleLmappothath	ToggleLmappath	TogglesCores	Switch	Panel	Score	Generation	Method	Toggleshadowpath	Switch	CSM	ToggleUnlitPath	ToggleUnlitPath	Togglevtxlitpath
Togglevtxlitpath	Toolload	Load	a	tool.	TOOLLOAD	DOWNLOAD	A	tool.	TRACEATTACK	TRACEATTACTACK	DATA	HITGROUP	TV_BRADCAST_RESEND	RESENTING	OF	TRANSMISSION	TO	REMISSION	RELÃ¨	TV_BRADCAST_STATUS	Printed	status	transmitted	TV	list_clients	connected	customer	shows	GOTV	[-Instance	]	TV_MEM	HLTV	Memory
Statistics	TV_MSG	Send	a	message	on	the	screen	to	all	customers	[-Instance	<	INST>]	TV_Record	Start	GOTV	Recording	Demo	[-Instance	]	TV_RELAY	Connect	to	GOTV	Server	and	Relay	Broadcast.	TV_Retry	Reconnect	The	GoTV	Tv_Status	Relay	Procura	Relay	The	server	status	displays	GOTV.	TV_STOP	interrupts	the	GOTV	transmission	[-Instance	]
Tv_StopRecord	Interrupts	GOTV	Registering	a	demo	[-Instance	]	TV_TIME_REMAINING	PRINT	TIME	Remaining	TV	Transmission	Tweak_ammo_imulses	Allow	real	time	Tweaking	of	impulse	ammunition	values.	ui_reloadscheme	Reload	resource	files	for	an	unbind	key	Unbind	user	interface	window.	Unbindall	Chiaves	all	UNBIND.	UnbindallJoystick
Unbind	All	joystick	keys.	UnbindallMouseKeyboard	Unbind	All	mouse	/	keyboard	keys.	Reactivates	the	game.	Use	Use	a	particular	Arguments	Weapon:	'-Use'	'+'	User	data	show	user.	Show	user	user	information	for	players	on	the	server.	Flush	Vehicle_FlushScript	and	recharge	all	vehicle	version	scripts	Printable	version	Info	String.	'-Vgui_drawtree'
'+	vgui_drawtree'	vgui_drawtree_clear	vgui_dump_panels	vgui_dump_panels	[visible]	vgui_spew_fonts	vgui_togglepanel	Show	/	Hide	VGUI	panel	by	name.	viewanim_addkeyframe	Viewanim_create	viewanim_create	viewanim_load	Load	animation	from	file	viewanim_reset	Reset	view	angles!	Viewanim_Save	Save	current	animation	in	a	test	file
Viewanim_Test	Voice	Animation	Voice_enable_Toggle	Alternate	Voice_enable	convar.	Voice_Mute	Mute	A	specific	user	voice	voice_player_volume	voice_reset_mutelist	Restore	all	mute	information	for	all	players	who	have	always	been	deactivated.	Voice_Show_Mute	View	if	current	players	are	mute.	Voice_unmute	Activates	a	specific	steam	user,	or	'to
reactivate	all	connected	players.	'-Voicerecord'	'+'	voicerecord	voicerecord_toggle	vox_reload	update	rentences.txt	file	of	voxeltree_box	View	Entità	in	Inside	.	voxeltree_playerview	View	Entità	in	the	voxel-tree	at	the	player's	position.	voxelTree_Sphere	View	Entità	in	the	voxel-tree	sphere	inside	.	VoxelTree_View	View	Entità	in	the	voxel-tree.
VPHYS_SLEEP_TIMEOUT	TIMEOUT	Set	sleep:	large	media	stuff	values	will	never	be	Sleep	VPROF	TOGGLE	VPROF	Profiler	VPROF_ADDDEBUGGROup1	Add	a	new	budget	unit	dynamically	to	debug	VPROF_CACHEMISS	TOGGLE	VPROF	Cache	control	Miss	Miss	Turn	off	VProf	cache	of	losing	control	Turn	vprof_cachemiss_on	VProf	cache	of	losing
control	vprof_child	vprof_collapse_all	Collapse	all	vprof	vprof_dump_counters	Dump	vprof	tree	counters	for	vprof_dump_groupnames	console	Write	the	names	of	all	vprof	groups	to	the	console.	vprof_expand_all	Expand	the	entire	tree	vprof	vprof_expand_group	Expand	a	balance	group	in	the	tree	by	name	vprof	vprof_generate_report	Generate	a	report
to	the	console.	vprof_generate_report_AI	Generate	a	report	to	the	console.	vprof_generate_report_AI_only	Generate	a	report	to	the	console.	vprof_generate_report_budget	Generate	a	report	of	the	budget	group	based	console.	vprof_generate_report_hierarchy	Generate	a	report	to	the	console.	Generate	a	report
vprof_generate_report_hierarchy_per_frame_and_count_only	hiearchical	least	for	the	console.	vprof_generate_report_map_load	Generate	a	report	to	the	console.	vprof_nextsibling	vprof_off	Turn	Turn	VProf	vprof_on	VProf	profiler	profiler	vprof_parent	vprof_playback_average	media	the	next	frame	N.	vprof_playback_start	start	playback	of	a	recording
file	.vprof.	vprof_playback_step	When	playing	a	.vprof	files,	step	to	the	next	tick.	vprof_playback_stepback	When	playing	a	.vprof	files,	step	to	the	sign	of	the	previous	check.	vprof_playback_stop	Stops	playback	of	a	recording	file	.vprof.	vprof_prevsibling	vprof_record_start	vprof	Start	recording	data	for	later	playback.	registration	vprof_record_stop
arrest	vprof	vprof_remote_start	data	request	a	data	stream	VProf	from	the	remote	server	(requires	authentication)	vprof_remote_stop	VProf	stop	an	existing	remote	data	requires	vprof_reset	Restore	statistics	VProf	vprof_reset_peaks	profiler	Restore	only	the	peak	time	VProf	profiler	vprof_to_csv	a	Convert	.vprof	of	registered	.csv	file.
vprof_vtune_group	enable	VTune	vprof	for	a	particular	group	(	'disable'	to	disable)	Controls	Vtune	sampling	VTune.	Dump	models	vx_model_list	to	VXConsole	'walk	+'	'Affenberg'	wc_air_edit_further	In	WC	mode	changes	and	modifies	the	air	nodes,	the	location	moves	air	node	viewfinder	and	the	placement	position	farther	from	wc_air_edit_nearer
game	when	in	editing	mode	WC	and	changing	air	nodes,	the	location	moves	to	the	viewfinder	knots	of	wind	and	placement	location	closer	to	the	player	when	in	wc_air_node_edit	modes	toilet	modification,	alternate	bearing	or	air	nodes	instead	of	nodes	When	the	ground	wc_create	modes	toilet	modification,	creates	a	node	in	which	the	player	is	looking
if	a	node	is	allowed	at	that	location	to	select	wc_destroy	When	in	WC	mode	currently	editing,	it	destroys	the	node	that	the	player	is	more	nearby	watching.	(The	node	is	highlighted	by	a	red	box).	wc_destroy_undo	When	the	toilet	editing	mode	restores	the	last	wc_link_edit	deleted	node	whitelistcmd	Performs	a	whitelist	command.	wipe_nav_attributes
Delete	all	the	attributes	of	the	selected	nav	area.	workshop_publish	Bring	the	Public	Workshop	dialog	box.	workshop_start_map	Sets	the	first	to	load	the	map	when	a	seminar	was	hosted	collection.	It	takes	the	id	file	of	the	map	desired	start	as	a	parameter.	workshop_workbench	open	the	Workshop	workbench	window.	writeid	Writes	a	list	of	user	IDs
permanently	banned	banned_user.cfg.	writeip	Save	the	list	banned_ip.cfg	ban.	xload	load	a	saved	game	from	a	console	storage	device.	xlook	xsave	XMOVE	Save	current	game	to	a	console	storage	device.	'-Zoom'	'+	zoom'	'-zoom_in'	'+	Zoom_in'	'-zoom_out'	'+	Zoom_out'	1941	total	convars.	Name	Default	Table	Attributes	Description
@panorama_debug_overlay_opacity	0	0	@panorama_force_sort_child_ops	achievement_debug	0	cheat,	REP,	Cl	Turn	on	MSG	Debug	realization.	achievement_disable	0	cheat,	rep,	cl	extinguishes	successes.	ADSP_DEBUG	0	to	0	AI_DEBUG_LOS	SV,	foolish	NPC	Debug	Line-of-Sight	Mode.	If	1,	solid	entity	that	NPC	Loc	block	will	be	highlighted	with
white	delimitation	boxes.	SE	2,	IT'LI_Debug_shoot_Positions	0	cheat,	REP,	CL	AI_DRAWBATTLINES	0	SV,	cheat	AI_REPORT_TASK_TIMINGS_ON_LIMIT	0	One,	SV	AI_THINK_LIMIT_LABEL	0	Una,	SV	AI_VEHICLE_AVOIDANCE	1	SV,	Furnishing	Ammo_338MAG_MAX	30	REP,	CL	CL	52	rep,	cl	ammo_357sig_min_max	12	rep,	cl	ammo_357sig_p250_max
26	rep,	cl	ammo_357sig_small_max	24	rep,	cl	ammo_45acp_max	100	rep,	cl	ammo_50AE_max	35	rep,	cl	ammo_556mm_box_max	200	rep,	cl	ammo_556mm_max	90	rep,	cl	ammo_556mm_small_max	40	rep,	cl	ammo_57mm_max	100	rep,	cl	ammo_762mm_max	90	rep,	cl	ammo_9mm_max	120	rep,	cl	ammo_buckshot_max	32	rep,
ammo_grenade_limit_breachcharge	cl	3	rep,	ammo_grenade_limit_bumpmine	cl	3	rep,	cl	ammo_grenade_limit_default	1	rep,	cl	ammo_grenade_limit_flashbang	1	rep,	cl	ammo_grenade_limit_snowballs	3	rep,	cl	ammo_grenade_limit_total	3	rep,	cl	ammo_item_limit_healthshot	4	rep,	cl	anim_twistbones_enabled	0	Cheat,	Rep,	CL	Enable	procedural	twist
bones.	BOT_AW_GRENADE	SV	1,	REP	if	nonzero,	the	robots	can	use	grenades.	Bot_Aw_Machine_Guns	SV	1,	REP	if	nonzero,	the	robots	can	use	the	machine	gun.	Bot_Aw_Pistols	SV	1,	REP	if	nonzero,	the	robots	can	use	guns.	Bot_allow_RIFLES	SV	1,	REP	if	nonzero,	the	robots	can	use	their	guns.	Bot_allow_Rogues	SV	1,	REP	if	different	from	zero,	the
robot	may	occasionally	go	"Rogue".	The	rogue	robot	does	not	obey	radio	commands,	nor	pursue	the	©	scenario	objectives.	BOT_AW_SHOTGUNS	SV	1,	REP	if	nonzero,	the	robots	can	use	shotguns.	BOT_AW_SNESIPERS	SV	1,	REP	if	nonzero,	the	robots	can	use	sniper	rifles.	Bot_allow_sub_Machine_Guns	SV	1,	REP	If	nonzero,	the	robot	can	use	the
sub-machine	guns.	BOT_AUTODIFFICALY_THTHRESHOLD_HIGH	5	REP,	CL	TOPO	BIGHTER	OVER	CONTRIBUTION	OF	HUMAN	Score	whereby	a	bot	must	be	above	to	change	its	difficulty	Bot_Autodifficty_Threshold_Low	-2	Rep,	CL	lower	limited	below	the	average	of	human	contribution	Score	whereby	a	bot	must	be	less	than	change	its	difficulty
Bot_Chatter	SV	0,	representative	Check	how	to	talk	to	robots.	Allowed	values:	"off",	"Radio",	"low"	or	"normal."	Bot_coop_force_ththrow_grenade_Chance	0	SV,	Cheat	Bot_coop_idle_max_Vision_Distanze	1400	SV,	to	the	maximum	distance	representative	of	the	robot	can	see	the	targets	(in	Coop)	when	they	are	inactive,	dormant,	hiding	or	asleep.
Bot_crouch	0	sv,	sv	0	bot_debug	cheat,	cheat,	repeating	for	internal	testing	purposes.	BOT_DEBUG_Target	0	SV,	Cheat,	Rep	for	internal	testing	purposes.	Bot_Defer_to_human_goals	sv	0,	Representative	If	nonzero	and	there's	a	human	on	the	team,	the	robot	will	not	make	the	scenario	tasks.	Bot_Defer_to_human_Items	1	SV,	Rep	If	nonzero	and	there's
a	human	on	the	team,	the	robot	will	not	get	the	scenario	articles.	Bot_DIFFICALTY	1	SV,	representing	Defines	the	Bot	skills	who	join	the	game.	The	values	​​are:	0	=	Easy,	1	=	Normal,	2	=	hard,	3	=	Expert.	Bot_Dont_shoot	0	Sv,	Cheat,	Rep	If	nonzero,	the	robots	do	not	sweep	arms	(for	debugging).	Sv	Bot_Freeze	0,	0	Sv	Bot_ignore_enemies	Cheat,
Cheat,	Rep	If	nonzero,	the	robots	will	ignore	enemies	(for	debugging).	Bot_ignore_Players	0	SV,	not	Cheat	Bots	will	see	players	not	bots.	BOT_JOIN_AFTER_PLAYER	SV	1,	REP	if	nonzero,	robots	wait	until	a	player	joins	before	entering	the	game.	Bot_Join_Team	0	SV,	representative	determines	the	fireworks	will	join	the	team.	Allowed	values:	"any",	"t"
or	"ct".	Bot_loadout	0	SV,	cheat	bots	are	assigned	these	elements	in	round	starts	Bot_max_hearing_distance_override	-1	SV,	the	representative	Distance	Bots	can	feel	the	goals.	Bot_Max_visible_smoke_Length	200	SV,	i	rep	robots	will	see	players	through	the	clouds	of	smoke	up	to	this	length.	Bot_max_Vision_Distance_override	-1	SV,	REP	Max	Distance
Bots	can	see	the	targets.	Bot_Mimic	0	SV,	Cheat	Bot_Mimic_yaw_offset	SV	180,	SV	10	Cheat	Bot_Quota,	representative	Determines	the	total	number	of	robots	in	the	game.	BOT_QUOTA_MODE	0	SV,	representative	determines	the	type	of	quota.	Allowed	values:	"Normal",	"Fill"	and	"Match."	If	"Fill",	the	server	set	it	bots	to	keep	N	P	Bot_Randombuy	0
SV,	cheat	Ignore	their	favorite	weapons	and	buy	weapons	at	random?	Bot_show_battlefront	0	SV,	cheat	entertainment	areas	where	hasty	players	will	initially	meet.	BOT_SHOW_NAV	0	SV,	Cheat,	REP	for	internal	test	purposes.	Bot_show_occupy_time	0	sv,	cheat	show	When	each	NAV	area	can	be	first	reached	by	each	team.	Bot_show_patrol_areas	0
sv,	Cheat	Show	Bot	Patrol	Areas	If	they	are	present.	Bot_Stop	0	Sv,	Cheat,	Rep	AL>	|	|	|	BOT_TRACEVIEW	0	SV,	Cheat,	REP	for	internal	test	purposes.	Interior.	0	SV,	cheater,	Rep	if	not	null,	Bot	will	remain	in	inactive	mode	and	not	attack.	budget_averages_window	30	a	number	of	frames	to	watch	when	understanding	frametimes	media
budget_background_alpha	128	a	transparent	mode	the	budget	panel	is	budget_bargraph_background_alpha	128	a	transparent	mode	the	budget	panel	is	budget_bargraph_rage_ms	16	a	graphical	budget	barbecue	range	in	millisecond	budget_history_numsimplesvisible	100	a	number	of	samples	for	Draw	in	a	budget	history	window.	Lower	is	better	with
regard	to	budget	panel	rendering_history_rge_ms	66	a	range	of	budget	history	in	milliseconds	budget_panel_bottom_of_history_Fraction	0	A	number	between	0	and	1	budget_panel_height	384	a	pixel	height	of	the	budget	balance	sheet	balanced	balances_panel_width	512	a	width	in	Pixels	of	the	budget	panel_panel_x	0	a	certain	number	of	pixels	from
the	left	side	of	the	game	screen	to	draw	the	budget	panel	budget_panel_y	50	a	number	of	pixels	from	the	top	side	of	the	game	screen	to	draw	the	budget	panel	budget_peaks_window	30	a	number	of	Frames	to	watch	when	you	reformulate	the	peak	Frametimes	budget_show_averages	0	to	enable	/	medium	disables	in	the	budget	panel
balancing_show_history	1	to	Turn	History	chart	Off	and	on.	.	Good	to	turn	off	low	cost_show_peaks	1	to	enable	/	disable	peaks	in	the	budget	panel	bugregter_uploadesync	0	to	charging	Attachments	asyncronoly	bugreper_username	0	to	username	to	use	for	bugrepter	building_cubemaps	0	cheat,	cl	indicates	that	we	are	building	cubemap	c_maxdistance
200	a,	cl	c_maxpitch	90	a,	cl	c_maxyaw	135	a,	c_mindistance	cl	30	a,	cl	c_minpitch	0	a,	cl	c_minyaw	-135	a,	cl	c_	arthoheheight	100	a,	cl	c_orthowidth	100	a,	cl	c_thirdpershoulder	0	a,	c_thirdpersonshoulderimdist	cl	120	a,	c_thirdpersonshoulderdist	cl	40	a,	cl	c_thirdpersonshoulderheight	5	a	,	c_thirdpersonshoulderoffset	cl	20	bis,	cam_collision	cl	1
bis,	server_can_execute,	cl	when	in	thirdperson	and	cam_collision	is	set	to	1,	an	attempt	is	made	to	keep	the	camera	to	be	passed	through	the	walls.	Cam_idealtelta	4	a,	cl	controls	the	speed	when	matching	the	offset	correspondence	in	ideal	corners	in	turtperson	view	cam_idealdist	150	a,	server_can_execute,	cl	cam_idealdistrict	0	a,
server_can_execute,	cl	cam_idealdistup	0	a,	server_can_execute,	cl	cam_idearg	4	a,	cl	wearer	Galuto	used	for	ideal	corners	in	the	view	of	third-party	view	Cam_idealpitch	0	to,	server_can_execute,	cl	cam_idealyawcute	0	a,	server_can_execute,	cl	cam_showangles	0	cheat,	cl	when	in	Terzaperson,	Print	Viewangles	/	Idealangle	/	Offset	room	at	the
console.	cam_snapto	0	one,	cameraman_override	cl	0	set	to	1	when	you	are	secondary	cameraman	and	need	to	overwrite	target	cameraman	observer	primary	and	cash_player_bomb_defused	mode	300	nf,	rep,	cl	cash_player_bomb_planted	300	nf,	rep,	cl	cash_player_damage_hostage	-30	nf,	rep,	cl	cash_player_get_killed	0	nf	,	rep,	cl
cash_player_interact_with_hostage	150	nf,	rep,	cl	cash_player_killed_enemy_default	300	nf,	rep,	cl	cash_player_killed_enemy_factor	1	nf,	rep,	cl	cash_player_killed_hostage	-1000	nf,	rep,	cl	cash_player_killed_teammate	-300	nf,	rep,	cl	cash_player_rescued_hostage	1000	nf,	rep,	cl	cash_player_respawn_amount	0	nf,	rep,	cl
cash_team_elimination_bomb_map	3250	nf,	rep,	cl	cash_team_elimination_hostage_map_ct	2000	nf,	rep,	cl	cash_team_elimination_hostage_map_t	1000	nf,	rep,	cl	cash_team_hostage_alive	0	NF,	rep,	cl	cash_team_hostage_interaction	500	NF,	rep,	cash_team_loser_bonus	cl	1400	NF,	rep,	cash_team_loser_bonus_consecutive_rounds	cl	500	NF
representative,	Cl	cash_team_plant_bomb_but_defu	sed	800	nf,	rep,	cl	cash_team_rescued_hostage	0	nf,	rep,	cl	cash_team_survive_guardian_wave	1000	nf,	rep,	cl	cash_team_terrorist_win_bomb	3500	nf,	rep,	cl	cash_team_win_by_defusing_bomb	3250	nf,	cl	cash_team_win_by_hostage_rescue	3500	nf,	rep,	cl	cash_team_win_by_time_running_out_bomb
3250	nf,	rep,	cash_team_win_by_time_running_out_hostage	cl	3250	NF,	rappresentante,	CL	Cash_team_winner_bonus_consecutive_rounds	0	NF,	Rep,	CL	CC_lang	0	A,	CL	Attuale	Chiudere	il	linguaggio	Didascalia	(EmtPy	=	=	Language)	CC_LINGER_TIME	1	A,	the	clutching	time	of	clutch.	CC_PREDISPLAY_TIME	0	A,	CL	Sturing	Didati	Delay	Before
showing	the	caption.	CC_SUBTITES	0	A,	CL	SE	SET,	Do	not	show	captions	of	sound	effects,	only	voice	voice	(ie,	will	not	help	you	feel	the	compromised	players).	Chet_debug_idle	0	A,	SV	if	set,	many	debug	prints	to	help	track	the	TLK_IDLE	problem.	Set	two	for	information	on	super	verbose	cl_allowollownload	1	a	client	download	customization	file
cl_allowupload	1	a	client	loads	the	customization	files	cl_autobuy	0	cl.	The	order	in	which	autobuy	will	try	to	buy	articles	cl_autohelp	1	a,	user,	cl	auto-guide	cl_autowepswitch	1	a,	user,	cl,	ss	automatically	switches	to	weapons	told	(if	more	powerful)	cl_backspeed	460	cheat,	cl	cl_bob_lower_amt	21	a,	cl	Quantity	the	dial	lowered	when	you	run
CL_BOB_VERSION	0	CHEAT,	CL	CL_BOBAMT_LAT	0	A,	CL.	The	quantity	the	quadrant	moves	from	one	side	to	the	other	cl_bobamt_vert	0	to,	cl.	The	quantity	of	Viewmodel	moves	up	and	down	when	you	run	cl_bocycycle	0	a,	cl	frequency	in	which	the	viewmodel	bobs.	cl_boup	0	cheat,	cl	cl_brushfastpath	1	cheat,	cl
cl_buywheel_nomomomousecentering	0	a,	cl,	ss	set	non-zero	to	prevent	the	purchase	wheel	from	the	centering	of	the	mouse	in	the	cl_buywheel_number	of	the	mouse.	0	to,	cl,	ss	set	not	zero	to	prevent	the	wheel	from	Purchase	by	the	purchase	number	keys	cl_cam_driver_compensation_cale	0	cl	cl_camera_follow_bone_index	-2	cheat,	index	cl	of	the
bone	to	follow.	-2	==	Disabled.	-1	==	Bone	root.	0+	is	the	bone	index.	CL_CAMERA_HEIGHT_RESTRICTION_DEBUG	0	Cheat,	REP,	CL	CL_CHATFILTERS	63	A,	Client	Client	The	Chat	CL_CLOCK_CORRECTION	filter	settings	1	Cheat	enables	/	disables	client's	client	correction.	CL_CLOCK_CORRECTION_ADJUSTMENT_MAX_AMOUNT	200	Cheat	Sets
the	maximum	number	of	milliseconds	per	second	is	allowed	to	correct	the	client	watch.	Correct	this	quantity	cl_clock_correction_adjustment_max_offset	90	cheat	as	offset	of	the	clock	goes	from	cl_clock_correction_adjustment_min_offset	to	this	value	(in	milliseconds),	move	to	apply	cl_clock_correction_adjustment_min_offset	10	if	the	offset	clock	is
less	than	this	amount	(in	milliseconds),	it	is	not	the	correction	of	the	'Applied	watch.	CL_CLOCK_CORRECTION_FORCE_SERVER_TICK_FORCE_SERVER_TICK	999	Cheat	Force	watch	correction	To	match	the	TICK	server	+	this	offset	(-999	disables	it).	CL_CLOCK_SHOWDEBUGINFO	0	CHEAT	SHOW	DEBUG	Info	on	the	drift	of	the	clock.
cl_clockdrift_max_ms	150	Cheat	Maximum	number	of	milliseconds	The	watch	is	permitted	to	drift	before	the	client	took	its	watch	to	the	server.	CL_CLOCKDRIFT_MAX_MS_THREADMODE	0	Cheat	Maximum	number	of	milliseconds	The	watch	is	allowed	to	drift	before	the	client	takes	its	watch	to	the	server.	cl_cmdrate	64	a,	maximum	number	of
command	packages	sent	to	the	server	to	the	second	cl_color	0	a,	favorite	user	tamome	color	cl_compass_enabled	1	a,	cl	cl_connection_trouble_show	0	cl	show	connection	caution	problems	cl_countbones	0	cheat,	cl	cl_crosshair_drawoutline	1	a,	cl,	ss	draws	On	the	outline	around	the	crosshair	for	better	visibility	cl_crosshair_dynamic_maxdist_splitratio
0	to,	cl,	ss	if	you	use	cl_crosshairstyle	2,	this	is	the	ratio	used	to	determine	how	long	the	internal	and	external	Xhair	pips	will	be	long.	[INNER	=	CL_	CL_CROSSHAIR_DYNAMIC_SPLITALPHAIR_INNERMOD	1	A,	CL,	SS	If	you	use	CL_CROSSHAIRSTYLE	2,	this	is	the	alpha	modification	that	will	be	used	for	interior	crosshair	pips	once	divided.
cl_crosshair_dynamic_splitalpha_outermod	0	A,	CL,	SS	If	you	use	CL_CROSSHAIRSTYLE	2,	this	is	the	alpha	modification	that	will	be	used	for	external	crosshair	pips	once	divided.	cl_crosshair_dynamic_splitdist	7	a,	cl,	ss	if	you	use	cl_crosshairstyle	2,	this	is	the	distance	that	Pips	Crosshair	is	in	2.	(default	is	7)	cl_crosshair_friendly_warning	1	a,	cl	0:
always	off,	1:	only	on	predefined	crosshair	styles,	2:	always	on	cl_crosshair_outlinethickness	1	a,	cl,	ss	sets	as	often	as	you	want	your	crosshair	outline	to	draw	(0-3)	cl_crosshair_recoil	0	cheat,	cl	recoil	/	aimpunch	will	move	the	user's	crosshair	aa	the	effect	cl_crosshair_sniper_show_normal_inaccuracy	0	one,	cl,	ss	understanding	the	remaining
imprecision	in	the	determination	sister	sight	blur	cl_crosshair_sniper_width	1	a,	cl,	ss	if>	1	sniper	scope	transversal	lines	earn	additional	width	(1	for	single-pixel	hair	hanging)	cl_crosshair_t	0	one,	cl,	ss	t	style	viewfinder	cl_crosshairalpha	200	a,	cl,	ss	cl_crosshaircolor	1	a,	cl,	ss	color	set	light	as	defined	in	game_options.consoles.txt	cl_crosshaircolor_b
50	a,	cl,	ss	250	cl_crosshaircolor_g	a,	cl,	ss	50	cl_crosshaircolor_r	one	,	cl,	ss	cl_crosshairdot	1	una,	cl,	ss	cl_crosshairgap	1	bis,	cl,	ss	cl_crosshairgap_useweaponvalue	0	to,	cl,	ss	if	set	to	1,	the	gap	will	update	dynamically	by	which	weapon	is	currently	equipped	with	cl_crosshairsize	5	bis,	cl,	ss	cl_crosshairstyle	2	bis,	cl,	ss	0	=	preset	value,	1	=	static
default	2	=	precise	split	(accurate	recoil	/	feedback	spread	with	a	fixed	internal	part),	3	=	accurate	dyn	cl_crosshairthickness	0.5	a,	cl,	ss	cl_crosshairusealpha	1a,	cl,	ss	cl_custommaterial_debug_graph	0	fraud,	cl	cl_dangerzone_approaching_sound_radius	700	cheat,	cl	cl_dangerzone_moving_sound_volume	0	cheating,	cl	cl_dangerzone_sound_volume	0
cheating,	cl_debug_ugc_downloads	cl	0	cl_debugrumble	0	to	CL	Turn	debugging	rumble	vomit	cl_decryptdata_key	0	key	to	decipher	GOTV	messages	encrypted	cl_decryptdata_key_pub	0	key	to	public	decrypt	messages	encrypted	gotv	cl_detail_avoid_force	0	a,	cl	strength	with	which	to	avoid	players	(in	units,	percentage	of	the	particular	sprite)
cl_detail_avoid_radius	0	a	radius	cl	around	detail	sprite	players	to	avoid	cl_detail_avoid_recover_speed	0	to,	cl	How	quickly	recover	location	after	avoiding	players	cl_detail_max_sway	0	a,	cl	detail	amplitude	prop	waving	cl_detail_multiplier	1	cheater,	cl	more	details	to	create	cl_disable_ragdolls	0	cheat,	cl	cl_disablefree	Zecam	0	Una,	Cl	Activate	/
deactivate	freezecam	on	client	cl_disablehtmlmotd	0	one,	cl	HTML	Motd	disables.	cl_dm_buyrandomweapones	1	Una,	Cl	Player	will	automatically	receive	a	random	weapon	Deploy	the	eggs	in	Deathmatch,	if	this	is	set	to	1	(otherwise,	they	will	receive	the	cl_download_demoplayer	1	determines	whether	the	download	of	external	resources	are	allowed
during	the	demo	playback	(0	:	no,	1:	seminar,	2:	all)	cl_downloadfilter	0	to	determine	which	files	can	be	downloaded	from	the	server	(all,	nobody,	nosounds)	cl_draw_only_deathnotices	0	cl	to	draw	only	viewfinder	and	death	communications	(used	for	amateur	editing)	cl_drawhud	1	scam,	We	activate	the	performance	of	the	HUD
CL_DRAWHUD_FORCE_DEATHNOTICES	0	CL	0:	Default;	1:	Draw	DeathNotices	even	if	HUD	disabled;	-1:	no	strength	DeathNotices	CL_DRAWHUD_FORCE_RADAR	0	CL	0:	Default;	1:	Draw	radar	even	if	disabled	HUD;	-1:	no	radar	hud	cl_drawhud_force_teamid_overhead	0	cl	0:	default;	1:	draw	teamid	even	if	disabled	hud;	-1:	strength	without	teamid
cl_drawhud_specote	1	cl	1:	by	default;	0:	Disable	UI	vote	for	spectators	cl_drawleaf	-1	cheat,	cl	cl_drawmaterial	0	cheat,	cl	draw	a	particular	material	on	the	chassis	cl_drawhadowtexture	0	cheat,	cl	cl_dz_playagain_auto_spectate	0	one,	cl	will	automatically	pass	to	the	spectate	mode	after	clicking	the	'Play	Again'	button	At	the	end	of	the
CL_ENTITYReport	game	screen	0	DEBUGGING	trick,	drawing	the	ENTITY	states	for	CL_Extrapolate	console	1	cheater,	Clus	enable	/	extrapolation	disable	if	the	interpolation	history	runs	out.	cl_extrapolate_amount	0	trick,	set	cl	as	seconds	the	customer	will	have	to	extrapolate	entities	for.	cl_fastdetailsprites	1	tricks,	cl	if	using	the	new	detail	sprite
cl_fixedcrosshairgap	3	a,	cl,	ss	for	the	viewfinder	style	1:	how	big	it	is	to	make	the	gap	between	the	pips	in	the	fixed	viewfinder	0	Makeup	for	Debugging.	Force	the	engine	to	irrigate	an	entity	package.	CL_FOOT_CONTACT_SHADOWS	1	CL	CL_FORCEPROPRED	0	to	which	we	should	force	preload.	cl_forwardspeed	450	cheater,	cl
cl_freezecameffects_showholiday	0	cl	good	holidays	from	the	cs:	go	team	and	valve!	cl_freezecampanel_position_dynamic	1	a,	cl	activate	/	deactivate	dynamic	kill	panel	y	moto	cl_grass_mip_bias	of	freezecam	0	to	0	cl_greenpreview	tricks,	cl	View	View	a	grenade	when	the	pin	is	pulled.	cl_hide_avatar_images	0,	avatar	images	hide	cl	for	other	players.	0
-	Off.	1	-	Block	All	2	-	Block	all,	but	friends	cl_hideserverip	0	If	set	to	1,	the	IP	of	the	server	will	be	hidden	in	the	console	(except	when	you	type	'status')	cl_http_log_enable	0	norecord,	server_can_execute,	cl	Enables'	sending	HTTP	access	from	the	main	customer	menu.	cl_hud_background_alpha	to	0,	cl	cl_hud_bomb_under_radar	1a,	cl_hud_color	0	to
cl,	cl	0	=	default,	1	=	blue,	2	=	orange,	green	=	3,	4	=	purple,	5	=	white.	cl_hud_healthammo_style	0,	cl_hud_playercount_pos	cl	0	a,	cl	0	=	default	(top),	1	=	bottom	cl_hud_playercount_showcount	0	a,	cl	0	=	show	the	player's	avatar	(default),	1	=	only	show	count	number	(no	avatar)	cl_hud_radar_scale	1	a,	cl_idealpitchscale	cl	0,	cl	0	cl_ignorepackets
cheating	force	customer	to	ignore	packets	(for	debugging).	0	cl_interp	user,	cl	Set	the	amount	of	interpolation	(bounded	on	the	side	from	the	server	interp	ratio	settings).	cl_interp_ratio	2	user	sets	cl	the	amount	of	interpolation	(final	amount	is	cl_interp_ratio	/	cl_updaterate).	cl_interpolate	1	enables	or	disables	the	interpolation	of	listening	server	or
during	demo	playback	cl_inventory_debug_tooltip	0	cl	cl_inventory_saved_filter2	a	0,	a	0	cl_inventory_saved_sort2	cl,	cl	cl_invites_only_friends	a	0,	cl	If	activated,	will	ignore	calls	from	recent	in-game	teammates	or	other	non-friends	cl_invites_only_mainmenu	0,	cl	If	activated,	will	ignore	all	calls	when	the	user	is	playing	a	game	of
cl_itemimages_dynamically_generated	2,	cl	2:	render-targets	use	fallback	to	be	cached	to	disk;	1:	no	render	target,	but	the	cache	use	and	fallback	disk;	0:	Activity	of	the	disc	onl	cl_jiggle_bone_debug	0	cheater,	0	cheating,	0	cheating,	information	cl	display	physics-based	'jiggle	bone'	debugging	cl_jiggle_bone_debug_pitch_constraints	information	based
on	the	physical	cl	Display	'jiggle	bone'	debugging	cl_jiggle_bone_debug_yaw_constraints	information	cl	physics-based	display	'jiggle	bone	'the	cl_jiggle_bone_invert	debug	0	trickster,	cl	cl_join_advertise	1,	cl	advertising	game	can	be	joined	in	progress	to	steam	friends,	or	need	an	invitation	vapor	(2:	all	servers,	1:	official	servers,	0:	no
cl_lagcompensation	1	user,	CI	Perform	compensation	lag	server	side	of	weapon	switching.	cl_leafsystemvis	0	cheating,	cl	cl_leveloverview	0	cheating,	cl	cl_leveloverviewmarker	0	cheating,	cl	cl_lock_camera	0	cheating,	cl	cl_mainmenu_show_datagraph	0	cl	cl_maxrenderable_dist	3000	trickster,	cl_minimal_rtt_shadows	cl	Max	distance	from	camera
where	things	will	be	made	1,	cl	cl_mouselook	1	a,	cl,	ss	Set	are	to	1	to	use	the	mouse	to	look,	0	for	looking	at	the	keyboard.	can	not	be	set	while	connected	to	a	server.	cl_mute_all_but_friends_and_party	a	0,	cl	permit	only	communication	from	friends	and	members	of	the	matchmaking	party.	Set	to	1	to	apply	the	mode	of	play	in	non-competitive.
September	cl_mute_enemy_team	0	t	a,	cl	Blocks	all	communication	from	players	on	the	enemy	team.	cl_obs_interp_enable	1a,	cl	allows	interpolation	between	observer	objectives	cl_observercrosshair	1a,	cl,	ss	cl_overdraw_test	0	tricks,	numeric,	cl	cl_particle_retire_cost	0	fraud,	cl	cl_particles_show_bbox	0	fraud,	fraud	cl_particles_show_controlpoints
cl	0,	cl	cl_pclass	0	fraud,	entities	tipping	cl	classname	prediction.	cl_pdump	-1	cheat,	cl	Dump	information	on	this	entity	to	the	screen.	cl_phys_show_active	0	trickster,	cl	cl_phys_timescale	1	cheater,	Set	cl	the	time	scale	for	physics	on	the	client	side	(ragdoll)	cl_pitchdown	89	cheating,	cl	cl_pitchup	89	cheating,	cl	cl_player_ping_mute	0	a,	cl	1,	the
player	ping	will	make	a	sound,	if	0,	ping	will	be	silent	0	cheat,	REP,	CL	CL_PLAYERSPRAY_AUTO_APPLY	1	A,	CL	Automatically	apply	graffiti	when	closes	the	GRAFFITI	menu	CL_PORTAL_USE_NEW_DISSOLVE	1	cheater,	CL	USA	New	Dissolve	Effect	CL_PREDICT	1	user,	CL	run	client	side	forecast.	cl_prildictionlist	0	cheat,	cl	show	that	entitles
include	cl_predictweapones	1	user,	cl	run	client	side	forecast	of	weapons	effects.	cl_promoted_settings_acknowledged	0:	0	one,	cl	cl_quickinventory_lastinv	1	1	CL	CL_QUICINVENTORY_LINE_UPDATE_SPEED	65	A,	CL	CL_RADAR_ALWAYS_CENTED	1	A,	CL	If	set	to	0,	the	radar	is	used	at	most.	Otherwise	the	â	€
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