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Ok here's a somewhat brief explanation of all the cmds and cvars to date and what they do...and lower/uppercase is irrelevant for all of them  Stuff is semi-organized...the cvars are mostly alphabetical, except where a few go together. If you're looking for a specific one, it might be easier to do a "Find on this page" or whatever, rather than look through all of them for it.

Server Commands

Note - parameters inside angle-brackets <> are required, the rest are not

-Addbot <team> [class] [weapon] [skill] [name]

Adds a new bot to the server (if spaces are available)

'Team' is the only required parameter, with possible values of "axis" and "allies" ("red" and "blue" will also work)

'Class' selects the bot's class - it only checks the first letter, so you an use any normal abbreviations you want (eg, "eng", "lt", "med", "sol")

'Weapon' selects the bot's weapon - note for this that it will not let a bot use a weapon that his class normally can't use, and you must use the full weapon name (mp40, thompson, sten, mauser, panzerfaust, venom, flamethrower). If you pick an invalid weapon, the team default (thompson or mp40) will be assigned instead.

'Skill' is a number from 0 to 3, with 0 being really noobish and 3 meaning they almost literally never miss. This doesn't affect much more besides aiming right now.

'Name' is whatever name you want to give the bot, and there's not automatic "[Bot]" tag added like in wolfbot.

Example commands: /addbot blue soldier mauser 3 {^8nOOb^7}^^2BoT

/addbot red

/addbot blue eng

/addbot blue lt mp40

-Kickbot <name match>

Kicks all bots whose names contain the 'name match' parameter.

Examples: if all your bots have "bot" somewhere in their names, "/kickbot bot" will kick them all

If you had 2 bots named named "scooter" and "bj blascowicz", then "/kickbot sco" would kick them both (both have "sco" in their names)

-Ignore <clientnum>

Mutes a client, so that they cannot send messages (global, team or private), cannot use voice chats (global or team), and cannot call votes.

This command is also available as a vote, so players can call a vote to ignore people.

-Unignore <clientnum>

Just returns an ignored client's status back to normal, so they can use text and voice chats and call votes again. Also available as a vote.

-Shuffle

Implements a team shuffle by placing every active, non-spectating player randomly onto either team, but keeps the number of players on each team even.

Also available as a vote.

-Launch <clientnum>

Launches a player vertically into the air, similar to the shrub command. Mainly just for fun  

There are some other server commands relating to node handling and debugging, but I'll leave those out  

Client Commands
-Clientnum <name-match>

Displays the client numbers of all clients whose names contain the match string. This is useful for certain votes etc.

Example: "/clientnum bot" would match players named 'bot', 'robot', 'lobotomy', '{nOOb}^BoT', 'bother', etc.

-Gib

Allows a player to gib himself instantly

Note that if you use this command, you should set g_noGibKill to 1, otherwise gibkilling becomes *very* easy...

-Msg (or pm, or m) <name-match> <message>

Allows a player to send a private message to another player/players whose names contain the string in the name match. The name match does not need to use color codes, plain white text is fine. If multiple names match, the message is sent to all of them.

-Omw

Plays the "affirmative, on my way" sound as a team voice chat from the player.

-Playdead

Allows a player to feign death by laying down and acting wounded etc. Players can look around when playing dead but cannot move or shoot, and anyone trying to run by them can still run into them, alerting them that the player is not actually wounded/dead.

This pretty much works but I don't much like it, so I may update it later.

-Smoke (or sg)

Enables or disables shrub-style smoke grenades for lts (if they are enabled globally)

-Stats

Shrub-like stats command, displays your personal stats in the console.

Stats include kills, tks, deaths, kill-death ratio, gibs, team gibs, revives, health and ammo packs given, accuracy (hits/total), and headshots. Note that unlike shrub, accuracy does not go up if you shoot your teammates  

-Sticky

Enables or disables sticky grenades (if they are enabled globally), and displays a message telling the client that they are now enabled/disabled

-Wolfkick

Allows a player to kick another player with an SP-style kick, if enabled. Note that the leg/boot will always show up as allied colors, because that is the only skin available for it in SP.

+salute

Implements a few actions if they are globally enabled. These are: shrub-style shoving of other players, (currently the noZ param isn't supported), airstrike kicking, and grenade kicking. Note that you cannot just turn this on via the console and have it always work like in shrub. It must be bound to a key, and will only work when pressing the key (and I think they key must be released in between as well).

CVARS

g_botAllowRadio

Allow the bots to use voice chats(there is spam protection so they won't do it all the time)

Values: 0 - no radio use, 1 - all radio use, 2 - normal radio use but no end-of-round cheering

Default value: 1

g_allowGib

Allows players to use the /gib command to gib themselves

Values: 0 - disabled, 1 - enabled

Default value: 0

g_noGibKill

When enabled, prevents players from using the gib/kill exploit to 'permagib' themselves somewhere. Use of this cvar is highly recommended, especially if g_allowGib is enabled.

Values: 0 - disabled, 1 - prevent use of gib/kill exploit

Default value: 0

g_ammoGivesSyringe, g_ammoGivesHelmet, g_ammoGivesKnife

Allows picking up ammo packs to replenish a medic syringe (if you have less than 10) and/or replace your helmet if it was knocked off, and/or add a throwing knife to your inventory, if you have less than the allowable max

Default values: 0

g_noAmmoWhore

When enabled, prevents players from picking up lt packs when they have completely full ammo. Still allows players to pick up ammo packs thrown by the other team, to 'steal' them from enemies.

Values: 0 - disabled, 1 - enabled

Default value: 0

g_ASBlock

Flags to control various options to do with airstrike blocking by sitting/standing/jumping on smoke cansiters.

Values: 0 - disabled/normal

1 - announce when a player has blocked an airstrike

2 - relax the blocking detection to make it easier to block airstrikes on level ground

Add the values together to use more than one effect

Default value: 0

g_binocs

Allow players other than lts to have binoculars

Values: 0 - normal (LT only)

1: all classes

2: lts and soldiers

3: lts and meds

4: lts and engs

5: lts, meds and soldiers

6: lts, soldiers and engs

7: lts, meds and engs

Default value: 0

g_crouchRate

A multiplier for how fast a player's stamina bar will recharge when he is crouching.

Values: 1.0 - stamina recharges at the normal rate (same as standing).

Less than 1.0 - stamina recharges slower than normal when crouching. For example, g_crouchRate 0.5 would cause stamina to recharge half as fast as normal.

More than 1.0 - stamina recharges faster than normal when crouching. For example, g_crouchRate 3.0 would cause stamina to recharge 3 times as fast as normal.

Default value: 1.0

g_disallowedVotes

A string specifying which votes are not allowed to be called, with a space between each vote. This can be used in place of the wolf voteflags, and can also hold the new votes for this mod (shuffle, ignore, etc)

Values: a string with each of the disallowed votes separated by a space. For example - g_disallowedVotes "map kick shuffle"

Default value: "" (all votes are enabled)

g_dropBinocs

Causes a player to drop a pair of binoculars when he enters limbo, if he had any

Values: 0 - disabled, 1 - enabled

Default value: 0

g_dropClips

When enabled, causes players to drop their extra ammo when they enter limbo, instead of just a single clip.

Values: 0 - disabled (normal), 1 - drop extra ammo/clips

Default value: 0

g_dropHealth

Values: The number of health packs a medic will drop upon entering limbo. They will always drop this amount, regardless of charge bar etc.

Default value: 0 (normal behaviour)

g_dropNades

Values: The maximum number of grenades an engineer will drop upon entering limbo. They will drop as close to this number as possible, but will not drop more grenades than they have.

Default value: 0 (normal behaviour)

g_dropObj

Allows players to drop/throw the objective by holding knife and doing +dropweapon. If disabled or they have already thrown it the maximum number of times, either nothing will happen or they will throw a knife (according to g_throwableKnives etc). Players will not receive additional points if they pick up an objective after they have thrown it.

Values: 0 - no objective dropping, any other value - the number of times per-life a player is allowed to drop the objective.

Default value: 0

g_engineerClips, g_medicClips

The number of reserve clips a medic or an engineer start with - will later be expanded to handle all classes

Default values: medic 0, engineer 1

g_LTNades, g_medicNades

Number of grenades a lt or a med start with - this will later be expanded to handle all classes

Values are self-explanatory.

Default values: 1

g_fullRevive

When enabled, players who are revived by a medic are returned to full health rather than half.

Values: 0 - disabled, 1 - enabled

Default value: 0

g_goomba

Allow shrub-style goomba kills/damage by falling on other players. When enabled, falling on an enemy player will transfer any fall damage to the enemy, and you will be unharmed. Landing on a teammate will break your fall and no one will be injured.

Values: 0 - disabled, 1 - enabled

Default value: 0

g_helmetProtects

When enabled, having a helmet on will actually lessen the damage from an initial headshot

Values: 0 - disabled, 1 - enabled

Default value: 0

g_helmetDamage

If g_helmetProtects is enabled, the amount of damage the inital headshot will do to a player

Value: the amount of damage caused by the initial headshot

Default value: 10

g_kickableAS

Allows LTs to kick their own airstrike canisters by standing near them, pointing at them and using +salute. Only the LT who threw the canister may kick it. Also note that the arc/velocity is fairly different from that of shrubmod, and is also somewhat randomized for each kick.

Values: 0 - disabled, 1 - allow AS kicking

Default value: 0

g_kickableNades

Allows players to kick grenades by standing near them, pointing at them and using +salute. You cannot kick grenades that are moving too fast or are just about to explode.

Values: 0 - disabled

1 - only the grenade's owner (the person who threw it) may kick it

2 - anyone on the grenade owner's team may kick it

4 - only the opposite team from the owner may kick it

Add the values together to use multiple effects - for example a value of 7 would allow everyone to kick any grenades.

Default value: 0

g_maxClips

The maximum number of extra clips a player can carry. Currently this applies to all guns, rather than only smg's etc.

Values: 0 - use game default, any other number - maximum number of extra clips

Default value: 0

g_maxPF

Allows limiting of the number of soldiers with panzerfausts allowed on a team at a time. Note that this is on a per-team basis, and that it only accounts for players spawning with PFs, not those who pick them up. Any player who tries to switch to a soldier with a PF while the maximum is already reached will instead spawn with the default SMG for his team. This cvar does not have the bugs of bani and shrub where a player could 'steal' another player's PF etc.

Values: -1 - unlimited PFs (normal)

0 - PFs are disabled

any other value - the max number of PFs per-team at any time

Default value: -1

g_maxFlamer

Same as for g_maxPF, but allows limiting number of flamethrowers per-team.

Values: same as for g_maxPF

Default value: -1(unlimited)

g_maxVenom

Same as for g_maxPF, but allows limiting number of venoms per-team.

Values: same as for g_maxPF

Default value: -1 (unlimited)

g_maxMauser

Same as for g_maxPF, but allows limiting number of mausers per-team.

Values: same as for g_maxPF

Default value: -1(unlimited)

g_omw

Allows players to use the /omw command to play the "affirmative, on my way" sound as a voice team chat.

Values: 0 - disabled, 1 - enabled

Default value: 0

g_panzerArc

When enabled, makes rockets obey gravity and thus arc downward in flight. Note that the amount of arc is totally independent of g_gravity due to the way wolf handles the rockets.

Values: 0 - no arcing, 1 - noticable decent arc, 2 - *very* heavy arc which looks pretty ridiculous but is funny

Default value: 0

g_playDead

Allows players to feign death via the /playdead command. A player who is playing dead will fall to the ground as if they have been killed, and will lie there playing the wounded animation (the one played when you are dead but not gibbed or in limbo). While in this state, a player can still be shot/killed/etc, and other players can still run into them, thus alerting them that the player is actually alive. You must remain in the playdead state for at least one second, and upon returning to a normal state (by using /playdead again) you will be frozen for a short time as well.

Values: 0 - disabled, 1 - enabled

Default value: 0

g_pliersDamage

Allows engineers to attack other players at close range with their pliers.

Values: 0 - disabled, any other value - the amount of damage to do per hit

Default value: 0

g_poison

Allows for shrubmod-style poisoning via medic needles. Poisoned players have their views get all crazy and they make puking sounds until they either die or pick up a health pack.

Values: 0 - disabled, any other value = amount of damage per second from poison

Default value: 0

g_privateMessages

Allow players to send private messages to other players using the /m, /pm, or /msg commands. See the description of these commands for more info.

Values: 0 - disabled, 1 - allow private messages

Default value: 0

g_minMsgChars

The minimum number of characters that must be entered for a name-match when sending private messages. See the /msg command for more info.

Values: the number of characters required for a name-match

Default value: 3

g_reportGibs

Enables reporting of gibs in the console (for all players). Does not report tapping out into limbo.

Values: 0 - disabled, 1 - enabled

Default value: 0

g_shootableDyno

Allows an engineer to blow up his own dynamite (armed or not) by shooting it/grenading it etc. Only the engineer who dropped the dynamite can destroy it this way, and any dynamite destroyed in this manner will not destroy/trigger any objectives.

Values: 0 - disabled, 1 - enabled

Default value: 0

g_shove

Allow for shrubmod-style shoving with +salute; however +salute must be bound to a key, it cannot be permanantly on like in shrub.

Values: 0 - no shoving, 1 - shoving enabled on land, 2 - shoving enabled on land and underwater

Default value: 0

g_shoveAmount

A multiplier of how hard/far a +salute shove is.

Shove strength is proportionate to the value, so 1.0 is normal, 0.0 to 1.0 is a weaker shove, and greater than 1.0 is stronger

Default value: 1.0

g_smokeGrenades

Allows LTs to throw airstrike canisters that do not call airstrikes but instead emit black and coloured smoke. This is done via the /smoke or /sg command. Smoke grenades only use 1/4 of the charge bar, rather than 1/2.

Values: 0 - disabled, any other value - the number of seconds that each smoke grenade will last before exploding.

Defaut value: 0

g_smokeGrenadesLmt

The maximum number of smoke grenades a LT may throw per life.

Values: 0 - unlimited, any other number - the max number allowed per life

Default value: 0

g_stickyNades

Allows players to switch between normal grenades and 'sticky' grenades using the /sticky command. Sticky grenades behave like normal grenades except that they do not bounce - therefore they will stick to walls, ceilings, the floor etc. They do not currently stick to players or some breakable objects, and they cannot be kicked.

Values: 0 - disabled, 1 - allow sticky grenades via /sticky command

Default value: 0

g_teamSwitchTime

The amount of time a player is required to wait before switching teams. In normal wolf this value is unchangable at 30 seconds.

Values: the number of seconds a player must wait before he is allowed to switch teams.

Default value: 30 (wolf default)

g_throwableKnives

The number of throwing knives a player starts with. Knives are thrown by selecting knife and using +dropweapon. Thrown knives travel much faster/farther than in shrub, and will damage enemies and the player who throws them (so juggling won't work), but will not damage teammates (I think)

Values: 0 - throwing knives disabled, any other value = number of knives you spawn with

Default value: 0

g_maxKnives

The maximum number of throwing knives a player can carry (you can pick up knives other people have thrown)

Values: 0 - unlimited, any other # = max limit

Default value: 5

g_knifeDamage

The maximum amount of damage a thrown knife will do - note the actual damage value will likely vary slightly for each knife

Default value: 35

g_unlockWeapons

Allows some/all classes to drop their weapons and pick up other types.

Values: 0 - disabled (normal), 1 - any class can pickup/use any smg, 2 - any class can pickup/use any weapon

Default value: 0

g_warmupDamage

Enables damage to players/objects/etc during warmup, but with no scoring or complaints. Not extensively tested, let me know about anything that needs to be fixed.

Values: 0 - disabled, 1 - allow warmup damage

Default value: 0

g_waterRevive

Allows medics to revive players underwater

Values: 0 - disabled, 1 - allow underwater reviving

Default value: 0

g_wolfKick

Enables visible kicking as in single player wolf, via the /wolfkick command. See the command for more info.

Values: 0 - disabled, 1 - allow kicking

Default value: 0

