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[bookmark: Q2PX_S0001]Purpose and limits
AVFX Player Contact Effects are a separate local visual layer that strengthens the response of the world and opponents to weapon hits. It displays blood on living biological targets, model wounds, flying drops and spray, surface stains, bleeding and pools beside confirmed corpses. World impacts create weapon-specific marks, craters, cracks and physical surface fragments. Vaporisation adds charred remains, smoke and heat.
The system works in single-player and multiplayer. It uses information already available to the client and reconciles prediction, confirmation, Ping Adaptation, Network God and LagHax. It changes visuals only: network protocol, server authority, damage, hit registration, demo format, entity visibility and gameplay remain unchanged. No server mod is required.
	
	The layer shows your hits on other players, monsters and the world. It does



	
	not draw your own player's blood from incoming damage or turn unconfirmed



	
	prediction into a second permanent pool or mark.
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The contact-preset entry in an earlier Russian menu. In the current version, use the common Presets menu.
[bookmark: Q2PX_S0002]Biological and mechanical targets
Biological players and monsters may produce blood, wounds and corpse pools. Mechanical targets cannot produce blood; configured sparks and fragments may replace it. Mixed targets use an explicitly defined combination. Unknown models are handled conservatively: no persistent corpse blood reservoir is created without a confirmed biological policy. A mechanical flying drone must not bleed merely because the server sent a generic impact effect.
[bookmark: Q2PX_S0003]Where effects appear
On a living target's model: a local wound and accumulated marks from repeated hits.
Between target and world: physically directed drops and spray, accounting for impact strength and direction.
On BSP textures or surface materials: blood stains, weapon marks, craters, cracks and fragments.
On water and puddles: contact marks consistent with the liquid and its surface.
Beside a confirmed corpse: blood leaves wounds and forms a bounded growing pool according to the weapon and available budget.
Reflections are allowed only where the geometry also permits a reflecting water puddle. Horizontal and supported sloping surfaces use the shared liquid-reflection system; vertical blood streaks never reflect the scene.


[bookmark: Q2PX_S0004]Contact presets and underwater impacts
Contact presets are available under the common Presets menu, both from the main menu and during play. Their settings remain separate from ordinary AVFX.
Weapon craters and decals attach to the solid bottom beneath water, rather than being moved to the liquid surface according to blood rules. They are drawn before transparent water. A projectile's subsequent impact on the bottom does not generate a second water-surface effect; the initial water entry and solid impact remain.
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An impact mark on a solid surface beneath transparent water.
If the server sends no underwater-impact event, the client invents no mark. This is particularly relevant to opaque water. Leaving a map releases blood and contact data with its AVFX state. Ordinary AVFX presets, including Metallic Sheen, do not replace the separate Contact settings.


[bookmark: Q2PX_S0005]Opening settings
There are two independent entry points:
1. Main Menu → Presets → AVFX Player Contact Presets for ready-made profiles.
2. **Main Menu → Advanced Visual Effects → Detailed AVFX Settings → Local Effects
and Sound → Player Contact Effects** for all parameters.
The first provides a starting profile, user saving and full reset. The second offers detailed blood, mark, vaporisation, debris, reflection, budget and weapon controls. Reference screenshots below use the Russian interface; generated control tables provide the English labels and help.
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The Contact Presets hub: factory profiles, global slots, settings, reset and information.


[bookmark: Q2PX_S0006]Contact presets
Contact presets have their own scope, independent of ordinary AVFX in both directions:
Loading an ordinary AVFX preset does not change Contact Effects.
Loading a Contact preset does not change weather, materials, meteors or other ordinary AVFX systems.
The ordinary AVFX generator neither reads nor generates Contact parameters.
Contact presets do not use mod-specific or music slots.
[bookmark: Q2PX_S0007]Factory: Basic
Balanced restores supplied Contact behaviour and High quality. It is the recommended starting point.
[bookmark: Q2PX_S0008]Factory: Extra
Cinematic Extra increases the amount of blood, effect lifetime and quality while preserving each weapon's behavior. Bloody World combines abundant, long-lived blood with large pools, scene reflections and Extra quality.
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Factory Extra profiles: Cinematic Extra and Bloody World.
[bookmark: Q2PX_S0009]Global user presets
Twelve slots are shared across mods. Each supports a custom name, loading, saving the current Contact settings and renaming. Saving captures the entire Contact domain, including weapons, reflections and budgets, but excludes ordinary AVFX and global Standard RGB.
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Global Contact slots with Load, Save and Rename actions.
[bookmark: Q2PX_S0010]Reset and information
Reset Contact Settings restores factory values and clears current contact state without affecting ordinary AVFX. Information explains three main rules: the effects are visual only, vaporisation does not disable blood, and Contact presets are separate from ordinary AVFX presets.


[bookmark: Q2PX_S0011]Detailed settings
The Player Contact Effects hub contains eight pages. Changes apply immediately.
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The detailed Contact Effects hub and its eight pages.
[bookmark: Q2PX_S0012]General and blood
The master switch, quality level and overall biological-effect intensity are here. Separate controls cover drop count and size, model wounds, world stains, lifetime, corpse bleeding, pool growth and size, blood RGB and liquid response. Reduce quantity and lifetime before disabling the entire system to retain impact feedback at a lower cost.
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General and Blood: quality, intensity, lifetime and blood RGB.
[bookmark: Q2PX_S0013]Marks and vaporisation
Surface-impact marks are independent of blood. Controls cover size, intensity, lifetime and geometric offset, plus vaporisation scale, smoke, heat and lifetime. Vaporisation is an additional channel: when both it and blood are enabled for a weapon, both operate. BFG uses vaporisation by default; other weapons can enable it separately on their weapon page.
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Marks and Vaporisation: impact marks and smoking remains.
[bookmark: Q2PX_S0014]Surface debris
Fragments provide a physical-looking material response to impacts. General controls set quantity, size, speed, spread, gravity, bounce and lifetime. Weapon-specific multipliers further scale the result: light weapons can produce few small fragments, while explosives and BFG can produce more and larger ones.
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Surface Debris: quantity, size, movement and lifetime.
[bookmark: Q2PX_S0015]Blood reflections
These use the reflecting-puddle engine shared with rain puddles and water. The page provides its full quality controls for blood: master, mode, SSR quality, model quality, resolution/scale and capture budgets.
Reflections appear only where a reflecting puddle can exist. Vertical blood remains an ordinary streak without mirror capture, preserving physical meaning and avoiding vertical blood mirrors in online play.
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Blood Reflections: SSR and model settings.
[bookmark: Q2PX_S0016]Budgets
Budgets bound active work: contact records, wounds, persistent marks, pools, particles and update intervals. When limits are reached, effects scale back within bounds instead of creating unlimited entities or stopping a gameplay frame for one puddle. Use budgets together with quality. On a slower GPU, reduce reflections and their update frequency first, then blood/debris count and lifetime.
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Budgets for records, wounds, marks, pools and updates.
[bookmark: Q2PX_S0017]Weapons: light, automatic and explosive
Every weapon has the same seven controls:
1. Contacts: master for that weapon's Contact Effects; ordinary Quake II effects remain.
2. Blood on Living Target: multiplier for spray, wounds and world stains; zero disables only that weapon's living-target blood.
3. Corpse Pool: blood retained for bleeding and pool growth after a confirmed death.
4. Surface Mark: size and weight of a mark/crater on a wall, floor or other surface.
5. Vaporisation: charred remains, smoke and heat in addition to blood.
6. Surface Debris: physical-fragment quantity; zero disables fragments, not the impact mark.
7. Debris Size: fragment-size multiplier for that weapon.
The pages divide weapons as follows:
Light: generic/unknown, blaster, shotgun and super shotgun.
Automatic: machinegun, chaingun, hyperblaster and railgun.
Explosive: hand grenade, grenade launcher, rocket launcher and BFG10K.
For example, keep strong chaingun blood, reduce rocket blood on living targets, increase an explosion's corpse pool and give BFG a large vaporising crater without requiring blood.
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A complete weapon page: seven controls per weapon.


[bookmark: Q2PX_S0018]Practical setup
[bookmark: Q2PX_S0019]A restrained starting scene
1. Load Factory → Balanced.
2. Adjust general blood RGB for the mod or opponents.
3. Set living-target blood and corpse pools on the weapon pages first.
4. Adjust marks and fragments in keeping with weapon strength.
5. Enable vaporisation only where it suits the weapon.
6. Tune lifetimes and budgets for your system.
7. Save the result to one of the twelve global Contact slots.
[bookmark: Q2PX_S0020]Frame-rate drops near blood
Reduce blood-reflection quality and update frequency.
Lower pool, persistent-mark and wound limits.
Shorten stain and particle lifetimes.
Reduce debris from powerful weapons.
Do not alter network or prediction settings: they are not Contact performance controls.
[bookmark: Q2PX_S0021]Effects are too strong
Start with the individual weapon's multiplier. Change overall blood intensity only after balancing weapons; changing every source together makes results harder to diagnose.


[bookmark: Q2PX_S0022]Complete menu reference
The tables below list each menu control, its console variable, range and description. Use them when you need a particular setting after choosing a starting profile.
[bookmark: Q2PX_S0023]Preset hub and factory profiles
AVFX Player Contact Presets
	Type
	Section
	Row
	Variable or target
	What it does

	Section
	Factory
	Factory
	
	

	Navigation
	Factory
	Basic
	q2prox_avfx_contact_factory_basic
	Balanced Factory profile: the shipped defaults for every contact setting.

	Navigation
	Factory
	Extra
	q2prox_avfx_contact_factory_extra
	Extra Factory profiles: Cinematic Extra (heavier amount, longer lifetimes, Extra quality) and Bloody World (the project owner's own tuning).

	Section
	Custom (global)
	Custom (global)
	
	

	Navigation
	Custom (global)
	Custom (global)
	q2prox_avfx_contact_custom_global
	Open 12 global Player Contact preset slots shared by every mod.

	Section
	Settings
	Settings
	
	

	Navigation
	Settings
	Player Contact Effect settings...
	q2prox_avfx_contact_settings
	Open every Player Contact Effect setting: blood, marks, vaporization, budgets and per-weapon behaviour.

	Navigation
	Settings
	Reset contact settings
	cl_avfx_contact_defaults; q2prox_cfg_save_local
	Reset every Player Contact setting to its Factory default and clear the contact state. Ordinary AVFX settings are not touched.

	Section
	Info
	Info
	
	

	Navigation
	Info
	Info
	q2prox_avfx_contact_info
	What this layer does, what it never does, and how its presets stay separate from the ordinary AVFX presets.



Factory: Basic
	Type
	Section
	Row
	Variable or target
	What it does

	Navigation
	
	Balanced
	cl_avfx_contact_preset_load_factory balanced; q2prox_cfg_save_local
	Load the Balanced Factory profile: every contact setting at its shipped default, quality High.



Factory: Extra
	Type
	Section
	Row
	Variable or target
	What it does

	Navigation
	
	Cinematic Extra
	cl_avfx_contact_preset_load_factory cinematic_extra; q2prox_cfg_save_local
	Load the Cinematic Extra Factory profile: the same weapon behaviour with more blood, longer lifetimes and the Extra quality tier.

	Navigation
	
	Bloody World
	cl_avfx_contact_preset_load_factory bloody_world; q2prox_cfg_save_local
	Load the Bloody World Extra profile: the project owner's own tuning - heavy, long-lived blood, large pools, scene reflections on, Extra quality.



Player Contact Presets (Global)
	Type
	Section
	Row
	Variable or target
	What it does

	Preset name
	
	Slot 1 name
	
	

	Navigation
	
	Load
	ui_avfx_contact_load_global_custom 1
	Load global Player Contact preset slot 1.

	Navigation
	
	Save
	ui_avfx_contact_save_global_custom 1
	Save the current Player Contact settings to global slot 1.

	Navigation
	
	Rename
	ui_avfx_contact_rename_global_custom 1
	Rename global Player Contact preset slot 1.

	Preset name
	
	Slot 2 name
	
	

	Navigation
	
	Load
	ui_avfx_contact_load_global_custom 2
	Load global Player Contact preset slot 2.

	Navigation
	
	Save
	ui_avfx_contact_save_global_custom 2
	Save the current Player Contact settings to global slot 2.

	Navigation
	
	Rename
	ui_avfx_contact_rename_global_custom 2
	Rename global Player Contact preset slot 2.

	Preset name
	
	Slot 3 name
	
	

	Navigation
	
	Load
	ui_avfx_contact_load_global_custom 3
	Load global Player Contact preset slot 3.

	Navigation
	
	Save
	ui_avfx_contact_save_global_custom 3
	Save the current Player Contact settings to global slot 3.

	Navigation
	
	Rename
	ui_avfx_contact_rename_global_custom 3
	Rename global Player Contact preset slot 3.

	Preset name
	
	Slot 4 name
	
	

	Navigation
	
	Load
	ui_avfx_contact_load_global_custom 4
	Load global Player Contact preset slot 4.

	Navigation
	
	Save
	ui_avfx_contact_save_global_custom 4
	Save the current Player Contact settings to global slot 4.

	Navigation
	
	Rename
	ui_avfx_contact_rename_global_custom 4
	Rename global Player Contact preset slot 4.

	Preset name
	
	Slot 5 name
	
	

	Navigation
	
	Load
	ui_avfx_contact_load_global_custom 5
	Load global Player Contact preset slot 5.

	Navigation
	
	Save
	ui_avfx_contact_save_global_custom 5
	Save the current Player Contact settings to global slot 5.

	Navigation
	
	Rename
	ui_avfx_contact_rename_global_custom 5
	Rename global Player Contact preset slot 5.

	Preset name
	
	Slot 6 name
	
	

	Navigation
	
	Load
	ui_avfx_contact_load_global_custom 6
	Load global Player Contact preset slot 6.

	Navigation
	
	Save
	ui_avfx_contact_save_global_custom 6
	Save the current Player Contact settings to global slot 6.

	Navigation
	
	Rename
	ui_avfx_contact_rename_global_custom 6
	Rename global Player Contact preset slot 6.

	Preset name
	
	Slot 7 name
	
	

	Navigation
	
	Load
	ui_avfx_contact_load_global_custom 7
	Load global Player Contact preset slot 7.

	Navigation
	
	Save
	ui_avfx_contact_save_global_custom 7
	Save the current Player Contact settings to global slot 7.

	Navigation
	
	Rename
	ui_avfx_contact_rename_global_custom 7
	Rename global Player Contact preset slot 7.

	Preset name
	
	Slot 8 name
	
	

	Navigation
	
	Load
	ui_avfx_contact_load_global_custom 8
	Load global Player Contact preset slot 8.

	Navigation
	
	Save
	ui_avfx_contact_save_global_custom 8
	Save the current Player Contact settings to global slot 8.

	Navigation
	
	Rename
	ui_avfx_contact_rename_global_custom 8
	Rename global Player Contact preset slot 8.

	Preset name
	
	Slot 9 name
	
	

	Navigation
	
	Load
	ui_avfx_contact_load_global_custom 9
	Load global Player Contact preset slot 9.

	Navigation
	
	Save
	ui_avfx_contact_save_global_custom 9
	Save the current Player Contact settings to global slot 9.

	Navigation
	
	Rename
	ui_avfx_contact_rename_global_custom 9
	Rename global Player Contact preset slot 9.

	Preset name
	
	Slot 10 name
	
	

	Navigation
	
	Load
	ui_avfx_contact_load_global_custom 10
	Load global Player Contact preset slot 10.

	Navigation
	
	Save
	ui_avfx_contact_save_global_custom 10
	Save the current Player Contact settings to global slot 10.

	Navigation
	
	Rename
	ui_avfx_contact_rename_global_custom 10
	Rename global Player Contact preset slot 10.

	Preset name
	
	Slot 11 name
	
	

	Navigation
	
	Load
	ui_avfx_contact_load_global_custom 11
	Load global Player Contact preset slot 11.

	Navigation
	
	Save
	ui_avfx_contact_save_global_custom 11
	Save the current Player Contact settings to global slot 11.

	Navigation
	
	Rename
	ui_avfx_contact_rename_global_custom 11
	Rename global Player Contact preset slot 11.

	Preset name
	
	Slot 12 name
	
	

	Navigation
	
	Load
	ui_avfx_contact_load_global_custom 12
	Load global Player Contact preset slot 12.

	Navigation
	
	Save
	ui_avfx_contact_save_global_custom 12
	Save the current Player Contact settings to global slot 12.

	Navigation
	
	Rename
	ui_avfx_contact_rename_global_custom 12
	Rename global Player Contact preset slot 12.



Player Contact Effects: info
	Type
	Section
	Row
	Variable or target
	What it does

	Section
	What this is
	What this is
	
	

	Navigation
	What this is
	Effects from your own hits
	echo Player Contact Effects: effects from your own weapon hits.
	Blood effects and weapon impact marks are configured independently. Weapon vaporization adds scorched residue, smoke and heat alongside blood; it never disables it.

	Section
	What it never does
	What it never does
	
	

	Navigation
	What it never does
	Presentation only
	echo Player Contact Effects: presentation only.
	It changes nothing about the game itself: no server authority, no damage, no hit registration, no prediction, no demo format, no entity visibility and no networking. It works on ordinary Quake II and Q2PRO servers with no server mod, and it never shows your own blood from damage you took.

	Section
	Presets
	Presets
	
	

	Navigation
	Presets
	Separate from ordinary AVFX presets
	echo Player Contact presets are independent of ordinary AVFX presets.
	Player Contact presets and ordinary AVFX presets are separate in both directions: loading one never changes the other. The 12 custom slots are global files shared by every mod.



[bookmark: Q2PX_S0024]General settings, blood, marks and vaporisation
Player Contact Effects
	Type
	Section
	Row
	Variable or target
	What it does

	Navigation
	
	Effect sources...
	q2prox_avfx_contact_sources
	Choose live and demo contact sources.

	Navigation
	
	General and blood...
	q2prox_avfx_contact_general
	Layer master, quality, distance and every blood control.

	Navigation
	
	Marks and vaporization...
	q2prox_avfx_contact_decals_vapor
	Weapon surface marks and BFG vaporization.

	Navigation
	
	Surface debris...
	q2prox_avfx_contact_debris
	Physical surface fragments and their global simulation controls.

	Navigation
	
	Blood reflections...
	q2prox_avfx_contact_reflections
	Independent SSR and model reflections in blood sheets.

	Navigation
	
	Budgets...
	q2prox_avfx_contact_budgets
	Hard caps on everything the layer keeps alive at once.

	Navigation
	
	Weapons: light...
	q2prox_avfx_contact_weapons_a
	Per-weapon blood, corpse pool and mark behaviour: light.

	Navigation
	
	Weapons: automatic...
	q2prox_avfx_contact_weapons_b
	Per-weapon blood, corpse pool and mark behaviour: automatic.

	Navigation
	
	Weapons: explosive...
	q2prox_avfx_contact_weapons_c
	Per-weapon blood, corpse pool and mark behaviour: explosive.



General and blood
	Type
	Section
	Row
	Variable or target
	What it does

	Toggle
	
	Player Contact Effects
	cl_avfx_contact
	Master switch for the whole Player Contact layer. It is a child of the AVFX master, and off means exactly zero work. Applies immediately.

	List
	
	Quality
	cl_avfx_contact_quality
	Detail and per-frame budget of the contact layer. Each tier carries its own immutable ceilings on droplets, collision probes, model marks, world blood, impact marks and vapor; your own caps below can only lower them, never raise them. Applies immediately. [Low / Basic / High / Extra]

	Slider
	
	Maximum distance
	cl_avfx_contact_distance
	Contacts farther than this from the camera are not submitted for drawing. Lower values keep a busy fight cheap without changing what actually happened. Applies immediately.

	Slider
	
	Detail scale
	cl_avfx_contact_lod
	Scales the AMOUNT of everything the layer emits, inside the hard caps. Below 1.00 it thins satellites, smoke lobes and collision probes first, and the immediate hit feedback last. Applies immediately.

	Toggle
	
	Blood
	cl_avfx_contact_blood
	Family switch for every blood visual: model wounds, airborne spray, world stains, water response and corpse pools. Off keeps the stock Quake II blood; it does not hide flesh hits. Applies immediately.

	Toggle
	
	Wounds on models
	cl_avfx_contact_blood_model
	Irregular wounds projected onto the opponent's model at the real hit point. They follow the animation instead of sliding, and expire on their own lifetime or when the model changes. Applies immediately.

	Toggle
	
	Sprays and fountains
	cl_avfx_contact_blood_spray
	Ballistic blood in the air: droplets, filaments and mist thrown from the wound. Sustained fire builds a repeated fountain and it decays naturally after you release the trigger. Applies immediately.

	Toggle
	
	Stains on the world
	cl_avfx_contact_blood_surface
	Splashes, stains and running drips on real floors and walls, clipped to the actual surface so nothing hangs over an edge or runs through a wall. Applies immediately.

	Toggle
	
	Corpse pools
	cl_avfx_contact_blood_corpse
	Wound-fed leakage and a growing pool under a body, released only when death is actually proven. A disappearance on its own is never treated as a death, so no phantom pool appears. Applies immediately.

	Toggle
	
	Blood in water and puddles
	cl_avfx_contact_blood_water
	Blood reaching real BSP water spreads as a short-lived dye film on the animated liquid surface; blood reaching an existing AVFX puddle stays inside its real boundary and ripples it. Applies immediately.

	Slider
	
	Blood colour: red
	cl_avfx_contact_blood_r
	Red channel of the blood colour. The same colour is used for model wounds, airborne blood and world stains; lighting may darken it but never replaces it. Applies immediately.

	Slider
	
	Blood colour: green
	cl_avfx_contact_blood_g
	Green channel of the blood colour. The same colour is used for model wounds, airborne blood and world stains; lighting may darken it but never replaces it. Applies immediately.

	Slider
	
	Blood colour: blue
	cl_avfx_contact_blood_b
	Blue channel of the blood colour. The same colour is used for model wounds, airborne blood and world stains; lighting may darken it but never replaces it. Applies immediately.

	Slider
	
	Blood opacity
	cl_avfx_contact_blood_alpha
	Base opacity of every blood visual before age and lighting are applied. Applies immediately.

	Slider
	
	Blood amount
	cl_avfx_contact_blood_amount
	Global multiplier on how much blood a contact produces. It scales the emission, not the size of a single droplet. Applies immediately.

	Slider
	
	Blood size
	cl_avfx_contact_blood_size
	Scales droplets, wounds and stains together. Applies immediately.

	Slider
	
	Spray velocity
	cl_avfx_contact_blood_velocity
	Initial speed of the blood leaving the wound. Higher values throw it farther before gravity and drag take over. Applies immediately.

	Slider
	
	Gravity
	cl_avfx_contact_blood_gravity
	How strongly airborne blood falls. 0.00 leaves it floating along its initial direction. Applies immediately.

	Slider
	
	Air drag
	cl_avfx_contact_blood_drag
	How quickly airborne blood loses speed. Higher values make short, heavy spatter; lower values make long filaments. Applies immediately.

	Slider
	
	Spread
	cl_avfx_contact_blood_spread
	Angular width of the spray around the impact direction. Applies immediately.

	Slider
	
	Viscosity
	cl_avfx_contact_blood_viscosity
	How thickly blood spreads and runs on a surface. Higher values keep it tight and slow; lower values let it spread wide and thin. Applies immediately.

	Slider
	
	Sustained fire gain
	cl_avfx_contact_blood_sustained
	How much continuous fire on the same target builds the fountain. 0.00 makes every hit independent. Applies immediately.

	Slider
	
	Corpse flow rate
	cl_avfx_contact_blood_corpse_flow
	How fast the stored blood leaves a proven corpse and feeds its pool. Applies immediately.

	Slider
	
	Wound lifetime
	cl_avfx_contact_blood_model_lifetime
	How long a wound stays on a living model. 0 disables model wounds entirely and purges the ones already there. Applies immediately.

	Slider
	
	Stain lifetime
	cl_avfx_contact_blood_surface_lifetime
	How long a blood stain stays on the world. 0 disables persistent stains and purges the ones already there. Applies immediately.

	Slider
	
	Corpse pool lifetime
	cl_avfx_contact_blood_corpse_lifetime
	How long a corpse pool and its leak stay. 0 disables corpse pools entirely. Applies immediately.



Marks and vaporization
	Type
	Section
	Row
	Variable or target
	What it does

	Toggle
	
	Weapon surface marks
	cl_avfx_contact_decals
	Weapon- and material-specific impact marks on world surfaces: punctures, pellet clusters, plasma char, rail grooves and blast soot. Each mark is clipped to the real surface and never crosses an edge or a wall. Applies immediately.

	Slider
	
	Mark opacity
	cl_avfx_contact_decal_alpha
	Base opacity of every weapon impact mark. Applies immediately.

	Slider
	
	Mark size
	cl_avfx_contact_decal_size
	Global multiplier on the size of every weapon impact mark. Applies immediately.

	Slider
	
	Material response
	cl_avfx_contact_decal_roughness
	How strongly a mark takes on the surface it landed on. Higher values deepen the difference between a dry wall, wet stone and metal. Applies immediately.

	Slider
	
	Mark lifetime
	cl_avfx_contact_decal_lifetime
	How long a weapon impact mark stays. 0 disables persistent marks and purges the ones already there; the transient stock impact feedback is kept either way. Applies immediately.

	Toggle
	
	Weapon vaporization
	cl_avfx_contact_vaporize
	Enable configured weapon vapor effects. Vaporization adds residue, smoke and heat; it never disables independently configured blood. Applies immediately.

	Slider
	
	Residue amount
	cl_avfx_contact_vapor_residue
	How much scorched residue a vaporizing hit leaves on the target and the nearest valid surface. Applies immediately.

	Slider
	
	Residue lifetime
	cl_avfx_contact_vapor_residue_lifetime
	How long vaporization residue stays. 0 disables it. Applies immediately.

	Slider
	
	Smoke amount
	cl_avfx_contact_vapor_smoke
	How many smoke lobes rise from a vaporized target. Applies immediately.

	Slider
	
	Smoke lifetime
	cl_avfx_contact_vapor_smoke_lifetime
	How long each smoke lobe lives. 0 disables the smoke. Applies immediately.

	Slider
	
	Smoke rise height
	cl_avfx_contact_vapor_smoke_height
	How high the smoke climbs above the body volume. Applies immediately.

	Toggle
	
	Heat shimmer
	cl_avfx_contact_vapor_heat_haze
	Short-lived air distortion over a vaporized body. It is optional by backend capability: where the renderer cannot provide it, the rest of the vaporization is unchanged and nothing is substituted. Applies immediately.



[bookmark: Q2PX_S0025]Debris, reflections and budgets
Surface debris
	Type
	Section
	Row
	Variable or target
	What it does

	Toggle
	
	Surface debris
	cl_avfx_contact_debris
	Physical chips and fragments thrown from the real impact surface. The amount and size remain weapon-specific below. Applies immediately.

	Slider
	
	Global debris amount
	cl_avfx_contact_debris_amount
	Global multiplier for every weapon's debris count. Applies immediately.

	Slider
	
	Global debris size
	cl_avfx_contact_debris_size
	Global multiplier for fragment size, independent from count. Applies immediately.

	Slider
	
	Debris lifetime
	cl_avfx_contact_debris_lifetime
	How long airborne surface fragments remain visible. Applies immediately.

	Slider
	
	Debris gravity
	cl_avfx_contact_debris_gravity
	Gravity multiplier for surface fragments. Applies immediately.



Blood reflections
	Type
	Section
	Row
	Variable or target
	What it does

	Toggle
	
	Blood-pool scene reflection (SSR)
	cl_avfx_contact_blood_scene_reflection
	Real screen-space reflection in horizontal blood sheets. Blood owns one SSR layer on BSP and Surface Materials; on AVFX puddles or water it inherits the existing liquid reflection to prevent a duplicate pass. Applies immediately.

	Slider
	
	Scene reflection strength
	cl_avfx_contact_blood_scene_reflection_strength
	Strength of the world/static SSR contribution in blood. Applies immediately.

	List
	
	Scene reflection quality
	cl_avfx_contact_blood_scene_reflection_quality
	SSR march precision. Higher values are crisper and cost more GPU time. Applies immediately. [Low / Medium / High / Ultra]

	Toggle
	
	Blood-pool model reflection
	cl_avfx_contact_blood_model_reflection
	Coloured local model reflections clipped to actual horizontal blood footprints. At least one category below must be enabled. Applies immediately.

	Slider
	
	Model reflection strength
	cl_avfx_contact_blood_model_reflection_strength
	Opacity of coloured model reflections in blood. Applies immediately.

	List
	
	Model reflection quality
	cl_avfx_contact_blood_model_reflection_quality
	Controls receiver population and distance before model replay work. Applies immediately. [Performance / Medium / Quality / Ultra / Extra]

	Toggle
	
	Category: Pickup weapons
	cl_avfx_contact_blood_model_reflection_weapons
	Allow pickup weapons to reflect in blood pools. Applies immediately.

	Toggle
	
	Category: Armor
	cl_avfx_contact_blood_model_reflection_armor
	Allow armor to reflect in blood pools. Applies immediately.

	Toggle
	
	Category: Items
	cl_avfx_contact_blood_model_reflection_items
	Allow items to reflect in blood pools. Applies immediately.

	Toggle
	
	Category: Players and monsters
	cl_avfx_contact_blood_model_reflection_actors
	Allow players and monsters to reflect in blood pools. Applies immediately.

	Toggle
	
	Category: Projectiles and rail beam
	cl_avfx_contact_blood_model_reflection_projectiles
	Allow projectiles and rail beam to reflect in blood pools. Applies immediately.

	Slider
	
	Reflection distortion
	cl_avfx_contact_blood_reflection_distort
	Optional moving-liquid distortion shared by blood SSR and model reflection. Applies immediately.

	Slider
	
	Distortion speed
	cl_avfx_contact_blood_reflection_distort_speed
	Travel speed of reflection ripples; 0 freezes their animation. Applies immediately.



Budgets
	Type
	Section
	Row
	Variable or target
	What it does

	Slider
	
	Tracked targets
	cl_avfx_contact_max_targets
	How many opponents keep their own wound, burst and reservoir state at once. The least recently hit target is dropped first. Applies immediately.

	Slider
	
	Airborne droplets
	cl_avfx_contact_max_droplets
	Hard cap on visible blood droplets. The active quality tier may lower it further; it can never raise it. Applies immediately.

	Slider
	
	Collision traces per frame
	cl_avfx_contact_max_collision_probes
	How many representative droplet trajectories may be traced against the world each frame. Untraced droplets render as satellites of a traced one. Applies immediately.

	Slider
	
	Wounds on models
	cl_avfx_contact_max_model_marks
	Hard cap on animated wounds across every target at once. Applies immediately.

	Slider
	
	World blood marks
	cl_avfx_contact_max_surface_blood
	Hard cap on blood stains, drips and pools present in the world. Applies immediately.

	Slider
	
	Weapon marks
	cl_avfx_contact_max_decals
	Hard cap on weapon impact marks present in the world. Applies immediately.

	Slider
	
	Vapor records
	cl_avfx_contact_max_vapor
	Hard cap on vaporization residue, smoke and shimmer records. Applies immediately.

	Slider
	
	Surface debris
	cl_avfx_contact_max_debris
	Hard cap on airborne surface fragments across all weapon impacts. Applies immediately.



[bookmark: Q2PX_S0026]All weapon controls
Weapons: light
	Type
	Section
	Row
	Variable or target
	What it does

	Section
	Generic / fallback
	Generic / fallback
	
	

	Toggle
	Generic / fallback
	Generic / fallback contacts
	cl_avfx_contact_weapon_generic_enable
	Master switch for every Player Contact effect caused by the Generic / fallback. Off leaves the stock Quake II effect for that weapon untouched. Applies immediately.

	Slider
	Generic / fallback
	Generic / fallback blood on a living target
	cl_avfx_contact_weapon_generic_live_blood
	How much blood a Generic / fallback hit puts on a LIVING opponent: the spray, the wound on the model and the stain it leaves on the world. 0 disables only the blood for this weapon. Applies immediately.

	Slider
	Generic / fallback
	Generic / fallback corpse pool
	cl_avfx_contact_weapon_generic_corpse_blood
	How much blood a Generic / fallback kill stores for the corpse: the leak from the wounds and the pool that grows under the body once death is proven. Applies immediately.

	Slider
	Generic / fallback
	Generic / fallback surface mark
	cl_avfx_contact_weapon_generic_decal
	Size and weight of the mark a Generic / fallback impact leaves on a wall, a floor or another world surface. Applies immediately.

	Toggle
	Generic / fallback
	Generic / fallback vaporization
	cl_avfx_contact_weapon_generic_vaporize
	Add vaporization for the Generic / fallback: scorched residue, layered smoke and heat alongside any blood configured for this weapon. Only the BFG uses vaporization by default. Applies immediately.

	Slider
	Generic / fallback
	Generic / fallback surface debris
	cl_avfx_contact_weapon_generic_debris
	Amount of physical surface fragments thrown by a Generic / fallback impact. 0 disables only debris for this weapon; the impact mark is independent. Applies immediately.

	Slider
	Generic / fallback
	Generic / fallback debris size
	cl_avfx_contact_weapon_generic_debris_size
	Size multiplier for surface fragments thrown by a Generic / fallback impact. Applies immediately.

	Section
	Blaster
	Blaster
	
	

	Toggle
	Blaster
	Blaster contacts
	cl_avfx_contact_weapon_blaster_enable
	Master switch for every Player Contact effect caused by the Blaster. Off leaves the stock Quake II effect for that weapon untouched. Applies immediately.

	Slider
	Blaster
	Blaster blood on a living target
	cl_avfx_contact_weapon_blaster_live_blood
	How much blood a Blaster hit puts on a LIVING opponent: the spray, the wound on the model and the stain it leaves on the world. 0 disables only the blood for this weapon. Applies immediately.

	Slider
	Blaster
	Blaster corpse pool
	cl_avfx_contact_weapon_blaster_corpse_blood
	How much blood a Blaster kill stores for the corpse: the leak from the wounds and the pool that grows under the body once death is proven. Applies immediately.

	Slider
	Blaster
	Blaster surface mark
	cl_avfx_contact_weapon_blaster_decal
	Size and weight of the mark a Blaster impact leaves on a wall, a floor or another world surface. Applies immediately.

	Toggle
	Blaster
	Blaster vaporization
	cl_avfx_contact_weapon_blaster_vaporize
	Add vaporization for the Blaster: scorched residue, layered smoke and heat alongside any blood configured for this weapon. Only the BFG uses vaporization by default. Applies immediately.

	Slider
	Blaster
	Blaster surface debris
	cl_avfx_contact_weapon_blaster_debris
	Amount of physical surface fragments thrown by a Blaster impact. 0 disables only debris for this weapon; the impact mark is independent. Applies immediately.

	Slider
	Blaster
	Blaster debris size
	cl_avfx_contact_weapon_blaster_debris_size
	Size multiplier for surface fragments thrown by a Blaster impact. Applies immediately.

	Section
	Shotgun
	Shotgun
	
	

	Toggle
	Shotgun
	Shotgun contacts
	cl_avfx_contact_weapon_shotgun_enable
	Master switch for every Player Contact effect caused by the Shotgun. Off leaves the stock Quake II effect for that weapon untouched. Applies immediately.

	Slider
	Shotgun
	Shotgun blood on a living target
	cl_avfx_contact_weapon_shotgun_live_blood
	How much blood a Shotgun hit puts on a LIVING opponent: the spray, the wound on the model and the stain it leaves on the world. 0 disables only the blood for this weapon. Applies immediately.

	Slider
	Shotgun
	Shotgun corpse pool
	cl_avfx_contact_weapon_shotgun_corpse_blood
	How much blood a Shotgun kill stores for the corpse: the leak from the wounds and the pool that grows under the body once death is proven. Applies immediately.

	Slider
	Shotgun
	Shotgun surface mark
	cl_avfx_contact_weapon_shotgun_decal
	Size and weight of the mark a Shotgun impact leaves on a wall, a floor or another world surface. Applies immediately.

	Toggle
	Shotgun
	Shotgun vaporization
	cl_avfx_contact_weapon_shotgun_vaporize
	Add vaporization for the Shotgun: scorched residue, layered smoke and heat alongside any blood configured for this weapon. Only the BFG uses vaporization by default. Applies immediately.

	Slider
	Shotgun
	Shotgun surface debris
	cl_avfx_contact_weapon_shotgun_debris
	Amount of physical surface fragments thrown by a Shotgun impact. 0 disables only debris for this weapon; the impact mark is independent. Applies immediately.

	Slider
	Shotgun
	Shotgun debris size
	cl_avfx_contact_weapon_shotgun_debris_size
	Size multiplier for surface fragments thrown by a Shotgun impact. Applies immediately.

	Section
	Super Shotgun
	Super Shotgun
	
	

	Toggle
	Super Shotgun
	Super Shotgun contacts
	cl_avfx_contact_weapon_supershotgun_enable
	Master switch for every Player Contact effect caused by the Super Shotgun. Off leaves the stock Quake II effect for that weapon untouched. Applies immediately.

	Slider
	Super Shotgun
	Super Shotgun blood on a living target
	cl_avfx_contact_weapon_supershotgun_live_blood
	How much blood a Super Shotgun hit puts on a LIVING opponent: the spray, the wound on the model and the stain it leaves on the world. 0 disables only the blood for this weapon. Applies immediately.

	Slider
	Super Shotgun
	Super Shotgun corpse pool
	cl_avfx_contact_weapon_supershotgun_corpse_blood
	How much blood a Super Shotgun kill stores for the corpse: the leak from the wounds and the pool that grows under the body once death is proven. Applies immediately.

	Slider
	Super Shotgun
	Super Shotgun surface mark
	cl_avfx_contact_weapon_supershotgun_decal
	Size and weight of the mark a Super Shotgun impact leaves on a wall, a floor or another world surface. Applies immediately.

	Toggle
	Super Shotgun
	Super Shotgun vaporization
	cl_avfx_contact_weapon_supershotgun_vaporize
	Add vaporization for the Super Shotgun: scorched residue, layered smoke and heat alongside any blood configured for this weapon. Only the BFG uses vaporization by default. Applies immediately.

	Slider
	Super Shotgun
	Super Shotgun surface debris
	cl_avfx_contact_weapon_supershotgun_debris
	Amount of physical surface fragments thrown by a Super Shotgun impact. 0 disables only debris for this weapon; the impact mark is independent. Applies immediately.

	Slider
	Super Shotgun
	Super Shotgun debris size
	cl_avfx_contact_weapon_supershotgun_debris_size
	Size multiplier for surface fragments thrown by a Super Shotgun impact. Applies immediately.



Weapons: automatic
	Type
	Section
	Row
	Variable or target
	What it does

	Section
	Machinegun
	Machinegun
	
	

	Toggle
	Machinegun
	Machinegun contacts
	cl_avfx_contact_weapon_machinegun_enable
	Master switch for every Player Contact effect caused by the Machinegun. Off leaves the stock Quake II effect for that weapon untouched. Applies immediately.

	Slider
	Machinegun
	Machinegun blood on a living target
	cl_avfx_contact_weapon_machinegun_live_blood
	How much blood a Machinegun hit puts on a LIVING opponent: the spray, the wound on the model and the stain it leaves on the world. 0 disables only the blood for this weapon. Applies immediately.

	Slider
	Machinegun
	Machinegun corpse pool
	cl_avfx_contact_weapon_machinegun_corpse_blood
	How much blood a Machinegun kill stores for the corpse: the leak from the wounds and the pool that grows under the body once death is proven. Applies immediately.

	Slider
	Machinegun
	Machinegun surface mark
	cl_avfx_contact_weapon_machinegun_decal
	Size and weight of the mark a Machinegun impact leaves on a wall, a floor or another world surface. Applies immediately.

	Toggle
	Machinegun
	Machinegun vaporization
	cl_avfx_contact_weapon_machinegun_vaporize
	Add vaporization for the Machinegun: scorched residue, layered smoke and heat alongside any blood configured for this weapon. Only the BFG uses vaporization by default. Applies immediately.

	Slider
	Machinegun
	Machinegun surface debris
	cl_avfx_contact_weapon_machinegun_debris
	Amount of physical surface fragments thrown by a Machinegun impact. 0 disables only debris for this weapon; the impact mark is independent. Applies immediately.

	Slider
	Machinegun
	Machinegun debris size
	cl_avfx_contact_weapon_machinegun_debris_size
	Size multiplier for surface fragments thrown by a Machinegun impact. Applies immediately.

	Section
	Chaingun
	Chaingun
	
	

	Toggle
	Chaingun
	Chaingun contacts
	cl_avfx_contact_weapon_chaingun_enable
	Master switch for every Player Contact effect caused by the Chaingun. Off leaves the stock Quake II effect for that weapon untouched. Applies immediately.

	Slider
	Chaingun
	Chaingun blood on a living target
	cl_avfx_contact_weapon_chaingun_live_blood
	How much blood a Chaingun hit puts on a LIVING opponent: the spray, the wound on the model and the stain it leaves on the world. 0 disables only the blood for this weapon. Applies immediately.

	Slider
	Chaingun
	Chaingun corpse pool
	cl_avfx_contact_weapon_chaingun_corpse_blood
	How much blood a Chaingun kill stores for the corpse: the leak from the wounds and the pool that grows under the body once death is proven. Applies immediately.

	Slider
	Chaingun
	Chaingun surface mark
	cl_avfx_contact_weapon_chaingun_decal
	Size and weight of the mark a Chaingun impact leaves on a wall, a floor or another world surface. Applies immediately.

	Toggle
	Chaingun
	Chaingun vaporization
	cl_avfx_contact_weapon_chaingun_vaporize
	Add vaporization for the Chaingun: scorched residue, layered smoke and heat alongside any blood configured for this weapon. Only the BFG uses vaporization by default. Applies immediately.

	Slider
	Chaingun
	Chaingun surface debris
	cl_avfx_contact_weapon_chaingun_debris
	Amount of physical surface fragments thrown by a Chaingun impact. 0 disables only debris for this weapon; the impact mark is independent. Applies immediately.

	Slider
	Chaingun
	Chaingun debris size
	cl_avfx_contact_weapon_chaingun_debris_size
	Size multiplier for surface fragments thrown by a Chaingun impact. Applies immediately.

	Section
	Hyperblaster
	Hyperblaster
	
	

	Toggle
	Hyperblaster
	Hyperblaster contacts
	cl_avfx_contact_weapon_hyperblaster_enable
	Master switch for every Player Contact effect caused by the Hyperblaster. Off leaves the stock Quake II effect for that weapon untouched. Applies immediately.

	Slider
	Hyperblaster
	Hyperblaster blood on a living target
	cl_avfx_contact_weapon_hyperblaster_live_blood
	How much blood a Hyperblaster hit puts on a LIVING opponent: the spray, the wound on the model and the stain it leaves on the world. 0 disables only the blood for this weapon. Applies immediately.

	Slider
	Hyperblaster
	Hyperblaster corpse pool
	cl_avfx_contact_weapon_hyperblaster_corpse_blood
	How much blood a Hyperblaster kill stores for the corpse: the leak from the wounds and the pool that grows under the body once death is proven. Applies immediately.

	Slider
	Hyperblaster
	Hyperblaster surface mark
	cl_avfx_contact_weapon_hyperblaster_decal
	Size and weight of the mark a Hyperblaster impact leaves on a wall, a floor or another world surface. Applies immediately.

	Toggle
	Hyperblaster
	Hyperblaster vaporization
	cl_avfx_contact_weapon_hyperblaster_vaporize
	Add vaporization for the Hyperblaster: scorched residue, layered smoke and heat alongside any blood configured for this weapon. Only the BFG uses vaporization by default. Applies immediately.

	Slider
	Hyperblaster
	Hyperblaster surface debris
	cl_avfx_contact_weapon_hyperblaster_debris
	Amount of physical surface fragments thrown by a Hyperblaster impact. 0 disables only debris for this weapon; the impact mark is independent. Applies immediately.

	Slider
	Hyperblaster
	Hyperblaster debris size
	cl_avfx_contact_weapon_hyperblaster_debris_size
	Size multiplier for surface fragments thrown by a Hyperblaster impact. Applies immediately.

	Section
	Railgun
	Railgun
	
	

	Toggle
	Railgun
	Railgun contacts
	cl_avfx_contact_weapon_railgun_enable
	Master switch for every Player Contact effect caused by the Railgun. Off leaves the stock Quake II effect for that weapon untouched. Applies immediately.

	Slider
	Railgun
	Railgun blood on a living target
	cl_avfx_contact_weapon_railgun_live_blood
	How much blood a Railgun hit puts on a LIVING opponent: the spray, the wound on the model and the stain it leaves on the world. 0 disables only the blood for this weapon. Applies immediately.

	Slider
	Railgun
	Railgun corpse pool
	cl_avfx_contact_weapon_railgun_corpse_blood
	How much blood a Railgun kill stores for the corpse: the leak from the wounds and the pool that grows under the body once death is proven. Applies immediately.

	Slider
	Railgun
	Railgun surface mark
	cl_avfx_contact_weapon_railgun_decal
	Size and weight of the mark a Railgun impact leaves on a wall, a floor or another world surface. Applies immediately.

	Toggle
	Railgun
	Railgun vaporization
	cl_avfx_contact_weapon_railgun_vaporize
	Add vaporization for the Railgun: scorched residue, layered smoke and heat alongside any blood configured for this weapon. Only the BFG uses vaporization by default. Applies immediately.

	Slider
	Railgun
	Railgun surface debris
	cl_avfx_contact_weapon_railgun_debris
	Amount of physical surface fragments thrown by a Railgun impact. 0 disables only debris for this weapon; the impact mark is independent. Applies immediately.

	Slider
	Railgun
	Railgun debris size
	cl_avfx_contact_weapon_railgun_debris_size
	Size multiplier for surface fragments thrown by a Railgun impact. Applies immediately.



Weapons: explosive
	Type
	Section
	Row
	Variable or target
	What it does

	Section
	Hand Grenade
	Hand Grenade
	
	

	Toggle
	Hand Grenade
	Hand Grenade contacts
	cl_avfx_contact_weapon_handgrenade_enable
	Master switch for every Player Contact effect caused by the Hand Grenade. Off leaves the stock Quake II effect for that weapon untouched. Applies immediately.

	Slider
	Hand Grenade
	Hand Grenade blood on a living target
	cl_avfx_contact_weapon_handgrenade_live_blood
	How much blood a Hand Grenade hit puts on a LIVING opponent: the spray, the wound on the model and the stain it leaves on the world. 0 disables only the blood for this weapon. Applies immediately.

	Slider
	Hand Grenade
	Hand Grenade corpse pool
	cl_avfx_contact_weapon_handgrenade_corpse_blood
	How much blood a Hand Grenade kill stores for the corpse: the leak from the wounds and the pool that grows under the body once death is proven. Applies immediately.

	Slider
	Hand Grenade
	Hand Grenade surface mark
	cl_avfx_contact_weapon_handgrenade_decal
	Size and weight of the mark a Hand Grenade impact leaves on a wall, a floor or another world surface. Applies immediately.

	Toggle
	Hand Grenade
	Hand Grenade vaporization
	cl_avfx_contact_weapon_handgrenade_vaporize
	Add vaporization for the Hand Grenade: scorched residue, layered smoke and heat alongside any blood configured for this weapon. Only the BFG uses vaporization by default. Applies immediately.

	Slider
	Hand Grenade
	Hand Grenade surface debris
	cl_avfx_contact_weapon_handgrenade_debris
	Amount of physical surface fragments thrown by a Hand Grenade impact. 0 disables only debris for this weapon; the impact mark is independent. Applies immediately.

	Slider
	Hand Grenade
	Hand Grenade debris size
	cl_avfx_contact_weapon_handgrenade_debris_size
	Size multiplier for surface fragments thrown by a Hand Grenade impact. Applies immediately.

	Section
	Grenade Launcher
	Grenade Launcher
	
	

	Toggle
	Grenade Launcher
	Grenade Launcher contacts
	cl_avfx_contact_weapon_grenadelauncher_enable
	Master switch for every Player Contact effect caused by the Grenade Launcher. Off leaves the stock Quake II effect for that weapon untouched. Applies immediately.

	Slider
	Grenade Launcher
	Grenade Launcher blood on a living target
	cl_avfx_contact_weapon_grenadelauncher_live_blood
	How much blood a Grenade Launcher hit puts on a LIVING opponent: the spray, the wound on the model and the stain it leaves on the world. 0 disables only the blood for this weapon. Applies immediately.

	Slider
	Grenade Launcher
	Grenade Launcher corpse pool
	cl_avfx_contact_weapon_grenadelauncher_corpse_blood
	How much blood a Grenade Launcher kill stores for the corpse: the leak from the wounds and the pool that grows under the body once death is proven. Applies immediately.

	Slider
	Grenade Launcher
	Grenade Launcher surface mark
	cl_avfx_contact_weapon_grenadelauncher_decal
	Size and weight of the mark a Grenade Launcher impact leaves on a wall, a floor or another world surface. Applies immediately.

	Toggle
	Grenade Launcher
	Grenade Launcher vaporization
	cl_avfx_contact_weapon_grenadelauncher_vaporize
	Add vaporization for the Grenade Launcher: scorched residue, layered smoke and heat alongside any blood configured for this weapon. Only the BFG uses vaporization by default. Applies immediately.

	Slider
	Grenade Launcher
	Grenade Launcher surface debris
	cl_avfx_contact_weapon_grenadelauncher_debris
	Amount of physical surface fragments thrown by a Grenade Launcher impact. 0 disables only debris for this weapon; the impact mark is independent. Applies immediately.

	Slider
	Grenade Launcher
	Grenade Launcher debris size
	cl_avfx_contact_weapon_grenadelauncher_debris_size
	Size multiplier for surface fragments thrown by a Grenade Launcher impact. Applies immediately.

	Section
	Rocket Launcher
	Rocket Launcher
	
	

	Toggle
	Rocket Launcher
	Rocket Launcher contacts
	cl_avfx_contact_weapon_rocketlauncher_enable
	Master switch for every Player Contact effect caused by the Rocket Launcher. Off leaves the stock Quake II effect for that weapon untouched. Applies immediately.

	Slider
	Rocket Launcher
	Rocket Launcher blood on a living target
	cl_avfx_contact_weapon_rocketlauncher_live_blood
	How much blood a Rocket Launcher hit puts on a LIVING opponent: the spray, the wound on the model and the stain it leaves on the world. 0 disables only the blood for this weapon. Applies immediately.

	Slider
	Rocket Launcher
	Rocket Launcher corpse pool
	cl_avfx_contact_weapon_rocketlauncher_corpse_blood
	How much blood a Rocket Launcher kill stores for the corpse: the leak from the wounds and the pool that grows under the body once death is proven. Applies immediately.

	Slider
	Rocket Launcher
	Rocket Launcher surface mark
	cl_avfx_contact_weapon_rocketlauncher_decal
	Size and weight of the mark a Rocket Launcher impact leaves on a wall, a floor or another world surface. Applies immediately.

	Toggle
	Rocket Launcher
	Rocket Launcher vaporization
	cl_avfx_contact_weapon_rocketlauncher_vaporize
	Add vaporization for the Rocket Launcher: scorched residue, layered smoke and heat alongside any blood configured for this weapon. Only the BFG uses vaporization by default. Applies immediately.

	Slider
	Rocket Launcher
	Rocket Launcher surface debris
	cl_avfx_contact_weapon_rocketlauncher_debris
	Amount of physical surface fragments thrown by a Rocket Launcher impact. 0 disables only debris for this weapon; the impact mark is independent. Applies immediately.

	Slider
	Rocket Launcher
	Rocket Launcher debris size
	cl_avfx_contact_weapon_rocketlauncher_debris_size
	Size multiplier for surface fragments thrown by a Rocket Launcher impact. Applies immediately.

	Section
	BFG10K
	BFG10K
	
	

	Toggle
	BFG10K
	BFG10K contacts
	cl_avfx_contact_weapon_bfg_enable
	Master switch for every Player Contact effect caused by the BFG10K. Off leaves the stock Quake II effect for that weapon untouched. Applies immediately.

	Slider
	BFG10K
	BFG10K blood on a living target
	cl_avfx_contact_weapon_bfg_live_blood
	How much blood a BFG10K hit puts on a LIVING opponent: the spray, the wound on the model and the stain it leaves on the world. 0 disables only the blood for this weapon. Applies immediately.

	Slider
	BFG10K
	BFG10K corpse pool
	cl_avfx_contact_weapon_bfg_corpse_blood
	How much blood a BFG10K kill stores for the corpse: the leak from the wounds and the pool that grows under the body once death is proven. Applies immediately.

	Slider
	BFG10K
	BFG10K surface mark
	cl_avfx_contact_weapon_bfg_decal
	Size and weight of the mark a BFG10K impact leaves on a wall, a floor or another world surface. Applies immediately.

	Toggle
	BFG10K
	BFG10K vaporization
	cl_avfx_contact_weapon_bfg_vaporize
	Add vaporization for the BFG10K: scorched residue, layered smoke and heat alongside any blood configured for this weapon. Only the BFG uses vaporization by default. Applies immediately.

	Slider
	BFG10K
	BFG10K surface debris
	cl_avfx_contact_weapon_bfg_debris
	Amount of physical surface fragments thrown by a BFG10K impact. 0 disables only debris for this weapon; the impact mark is independent. Applies immediately.

	Slider
	BFG10K
	BFG10K debris size
	cl_avfx_contact_weapon_bfg_debris_size
	Size multiplier for surface fragments thrown by a BFG10K impact. Applies immediately.





[bookmark: Q2PX_S0027]Saved settings and unaffected systems
Factory and twelve global Contact slots save only the Contact domain.
Ordinary AVFX presets and their generator do not use Contact variables.
Global Standard Particle Enable/RGB settings are excluded from Contact presets.
Contact settings do not change the server, protocol, damage, hit registration,
prediction, Ping Adaptation, Network God or LagHax.
Settings are available in the Russian and English CVAR browser; menus and
presets are the more convenient starting point.
The appearance and performance of these effects depend on your settings, the map and the graphics hardware.
[bookmark: Q2PX_S0028]Contact effect sources
Open Main menu → Advanced Visual Effects → AVFX Detailed Settings → Local FX & Sound → Player Contact Effects → Effect sources.
	Control
	Variable
	Normal default
	Meaning

	Current player
	cl_avfx_contact_source_player
	On
	Your actions in live SP/MP.

	Demo playback (DM2 / MVD2)
	cl_avfx_contact_source_demos
	Off
	Recorded contact events from all participants; independent of live switches.

	Monsters in single-player
	cl_avfx_contact_source_monsters
	Off
	Monster attacks on monsters, the player and the world.

	All multiplayer players
	cl_avfx_contact_source_multiplayer
	Off
	All live MP players, including yourself.



These are source permissions, not masters. AVFX and Contact remain disabled by default: enable both. cl_avfx_multiplayer also permits AVFX in live MP, while cl_avfx_demo permits demo playback. Individual blood/mark/debris switches still apply. Turning Current player off does not exclude you from All multiplayer players. Live switches do not enable demos.
To view demo blood, enable demo sources and the masters, then play the recording. Seeking clears stale contacts; subsequent recorded events create new effects. No missing/PVS-excluded events are invented. Legacy events can omit attacker/ weapon information: observed cues refine the profile, otherwise the generic profile is used. Damage, physics, prediction and wire/demo formats are unchanged.
Sources belong only to Contact presets. Missing defaults are appended to old factory/user Contact profiles without resetting existing tuned values. Normal AVFX profiles and their generator do not control them. Bloody World enables all four; other factory profiles keep 1/0/0/0. Mechanical-body blood exclusions, own-blood visibility, budgets and prediction deduplication remain effective.
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[lepeumenoBath

KonTakThb! 8

3arpysurb
CoxpaHuTth
[TepeumenoBath

INpecer coxpanén

IMpecer «Cnumkom godura KPoBU» YCIELIHO COXPAHEH.

KonTakTh! 5

3arpysurb
CoxpaHuTth
[TepeumenoBath

KonTakThbI 6

3arpysursb
CoxpaHuTth
[lepeumenoBath

KonTakTse! 11

3arpysurb
CoxpaHuTth
[TepeumenoBath

KoHTakThI 12

3arpysursb
CoxpaHuTth
[lepeumenoBath

CoXpaHUTh TEKYILME KOHTAKTHBIE HACTPOUKH B I10GanbHBIN npeceT 1.

command: ui_avfx contact save global custom 1
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Konrakrthsbie adpdexThl urpoka

I OGuine u KPOBb...

Cnenp1 u ucnapeHnue...
OCKOJIKM TOBEPXHOCTEMN...
OrpaskeHus B KPOBH...
Brogxkersl...
Opysxkmue: n1érroe...
OpysrHe: aBTOMaTHYECKOE...

Opyskue: B3pBIBHOE...

Macrep crrost, Ka4ecTBO, JUCTAHLIMSA U BCE HACTPOUKH KPOBH.
command: pushmenu g2prox_avfx contact general




image8.jpg
OGiume u KpoBb

Konrakrtasbie adpdexTor urpoka (M) Beixi.

KagectBo (M) Jkcrpa

MaxkcumanpHas gucrtanousa (M) | 8176
Macmitab meranusanum (M) - 2.00
Kposs (M) Bk
Panb1 Ha mopenax (M) Bk
Bpbisru u ¢pouransr (M) Bri
INsitHa Ha mupe (M) Bk
JIyxu y tpynoe (M) Bk
Kposs B Boge u nyxax (M) Brki
Liser kpoBu: kpacHbix (M) B 1 0.75
Liser kpoBu: 3enéupiu (M) I 1 0.00
Liser kpoBu: cuauu (M) 1 0.00
Hemnpospaunocts kpoBu (M) ¢ I 1.00
KommuecrBo kposu (M) 3.00
Pasmep kpoBu (M) 1 b= 270
Ckopocrts 6pbiar (M) 1 1 1.10
IpaBuranus (M) 1 1.05
Conporusienue Bosgyxa (M) ¢ 1 1.00
Pasnér (M) ¢ B 1 1.90
Bsskocts (M) i} 1 0.25
Vcunenne npu HenpepbiBHOM orHe (M) | 3.00
Ckopoctb BeITekanus y Tpyma (M) ¢ B 1 1.25
Bpems xusHu panbr (M) ¢ 600
Bpemst xxusHu nsarHa (M) ¢ 600
Bpemst xxusHu nyxu y tpyna (M) 600

[1aBHBIN BBIKJIIOYATENb BCETO CIOSi KOHTAKTHBIX ddhderTos. DTo moromok macrepa AVEX; mpu
BBIKJIFDYEHHH HE BBIMOJIHAETCA HUKAKOU PaboThI.
cl_avfx_contact: 0=BbIKkJI. | 1=BKJL. (MO YMOMTUaHHUIO)




image9.jpg
Crenpl u ucnapeHue

Crnenpl opyskus Ha nopepxHocTsax (M) Bk

Henpospausocts crema (M) ¢ = 0095
Pasmep crema (M) 1 B 1 1.25
OTkauk matepuana (M) ¢ B - 1.50

Bpems xusuu crega (M) ¢ B o900
Hcnapenue ot opyxust (M
Konuuecrso ocrarka (M) B 1 1.00

)
)
)
)
Bpems xusuu ocrarka (M) [ - 6
)
)
)
)

Konuuecrso apima (M 0.65
Bpems xxusHu gpima (M Ell 1 3
Bricora nogpéma gpima (M) ¢ 1 0.55

Mapeso or xapa (M

C)'le]lbl ]'lol'IaI[aHH]:I Ha MOBEPXHOCTAX MHPA, 3aBUCAILIIME OT OPYIKHUA U MaTepHuaiza: npOGOI/IHbI,
pocchinu ApoGHH, MIasMEHHBIA Harap, peabcoBbie GOPO3AbI M KOMOTH OT B3pbiBa. Kaxabii cien
06peaaH no HaCTOﬂIHeP’[ TIOBEPXHOCTH U HUKOTa He NMepPexXoauT uepes Kpa]:l WJIN CKBO3b CTEHY.
cl_avfx_contact_decals: 0=Bbix:1. | 1=Bk. (M0 ymonryanuo)

e il e i





image10.jpg
OCKOJIKH TOBEPXHOCTEHA

X

Ockonku nmoBepxHocred (M) Bk
OO011ee KOTUUECTBO OCKOJIKOB (M) ¢ l 3.00
OGLuuy pasmep ockonkos (M) O 1 1.10
Bpemst xuzHu ockonkos (M) ¢ | 5.00
I'paBuranus ockonkos (M) B 1 1.00

Dusnueckye MIEMTKU U OCKOIKH, OTIETAOIINE OT PeTbHOH MOBepXHOCTH yaapa. Kommuecrso n
pasMep AOTIOTHUTEIBHO 3a1al0TCs UIA Ka>kJ0Tro OPYyKHUA.
cl_avfx_contact_debris: 0=Bbik:. | 1=Bk1. (M0 yMOMTUaHHO)




image11.jpg
OrpakeHus1 B KPOBU

Orpaxenwue cuensl B kposu (SSR) (M) Bk
Cwia orpakeHus cueHbl (M) | 1.00
Kauyectro orpaxkenus cuenbr (M) Vianrpa

Orpaxkenue mogeneu B kposu (M) Bk

Cuna orpaxkenusa mogenen (M) ¢ l 1.00
KauecrBo orpaxkenust mogenert (M) Oxkcrpa

Kareropus: INogbupaemoe opyxkue (M) Bk
Kareropus: bpouss (M) Bk
Kareropus: I1peamersr (M) Bk

Kareropus: CHapsigp! u tyu pernirasna (M)  Bri
Hckaxenue oTpaxkeHust (M) O 1 0.40
Ckopocts uckaxenus (M 1.00

)

)

)
Kareropus: Urpoku u moucrpsr (M)  Bri

)

)

)

HBeTH})le JJOKaJlbHBbIE OTpa)KeHHﬂ MO}leHel';I, 06pe3aHHb]e MO HAaCTOAILIUM MATHaAM KpOBI/L HY)KHO
BKJIKYUTH XOTH 6[)] OoaHy KaTel'Ole'O HUXKeE.
cl avfx contact blood model reflection: 0=BbIkI. (Mo yMoaUaHUIO) | 1=BKJI.




image12.jpg
BrooskeTn1

OrcnexxuBaemprx nened (M) & | 64

Kamnens B Bozoyxe (M) l 1 1734
TpaccupoBok cronkHOBeHUH 3a Kanp (M) 1 320
Pan Ha mogensax (M) ¢ = 232

Cnenos kposu Ha mupe (M) ¢ I 1020

Crnenos opysxus (M) 1534
3anucer mapa (M) 1 256

OckonkoB nosepxHoctu (M) ¢ ! 512

CKOJIIBKO POTUBHUKOB OJHOBPEMEHHO AEPIKAT COGCTBEHHOE COCTOSIHME PaH, CEPUH U 3araca

kposu. [Tepson 0T6paCblBaeTCﬂ HaWMEHee NaBHO 3aJeTas Lelb.
cl_avfx contact max_targets: 1.64 | 32 no ymonruaHuio




image13.jpg
Opyxue: nérkoe

IIpouee / peseps

KonrakTsr: [Ipouee / peseps (M) Bk

Kposp na xxupon nenu: Ilpouee / peseps (M) 0.75
Jlyxka y tpyna: [Ipouee / peseps (M) 0.85
Cnen na nosepxnocru: I[lpouee / peseps (M 0.75

)
Hcnapenue: [Ipouee / peseps (M)  Boiki.

)

)

Ockonku nosepxnocru: [lpoyee / peseps (M z 0.30
0.70

Pasmep ockonkos: [Ipouee / pesepr (M
Bnacrep

Kouraktei: Bnacrep (M) Bk

)
KpoBb Ha xuBOH Lenu: BnaCTe IV ———— —] 1.80

Jlyxa y tpyna: BnaCTep M) = 1.45
Cnep na nosepxnocru: bracrep (M) S ———— 0.85
)
)
)

Hcnapenue: BnaCTe (M) Bk
OCKOIKH IOBEPXHOCTHU: BnaCTe M z 0.30
Pasmep ockonkos: BnaCTep M 0.65
IpoGosuk
Konraxtsr: Apobosuxk (M) Bk

e
fom
o owm

)

Kposb Ha xusoy uenu: IpoGosux (M)
JIyxa y tpyna: IpoGosuk (M)

Cnep na nosepxnoctu: Ipo6osuk (M)
)

)

)

HUcnapenue: Ipo6osux (M) Bpixn.
Ockonku nosepxuoctu: Apo6osux (M E 0.20
Pasmep ockonkos: [IpoGosux (M 0.65
IBycTBOIKA
KourakTser: IsycrBonka (M) Bxki

)

Kposs Ha skuBou uenu: [Isycrsonka (M) ﬁ 1.45

Jlyxka y tpyna: IBycrBonka (M) 1.25

Crnepn ua nosepxnoctu: Ipycreonka (M) s=———ff———x 1.75
HUcnapenne: IpycrBonka (M) Beiki.

Ockonku noBepxHocru: Ipycreonka (M) e 1.40

Pasmep ockonkos: [IBycrBonka (M) = 1.95

TmaBHBIA BBIKTIOUATENL BCEX KOHTaKTHBIX adhhekToB oT opyskus «[pouee / peseps». [pu BeIkMIOUeHNHN 1St
STOTO OpY KM ocTaércs wTarHed acppext Quake IL
cl_avfx_contact YMOIUAHHIO)









