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1.0 INTRODUCTION AND INSTALLATION

1.1 Introduction

In December of 2003, id Software released the full source code to Quake
Il under the Gnu Public License. This release enabled independent
developers to improve the aging engine, and instill new life into a classic,
and still popular, game.

Work on Quake2maX, currently at version 0.45, began immediately
upon public release of the Quake Il source code. Each release contains
new graphic effects and usability enhancements for an increasingly
modern engine.

1.2 Installation
1. Check the download file size (optional)

If you save the self-installing executable to disk without
running it from the download page at the web site, notice that
its byte size is provided on the download page. Once the
download has completed, check that you have downloaded the
full, uncorrupted software file.

2. If a previous version of Quake2maX is installed, uninstall it

Versions 0.45 and later: Use the Microsoft Windows
Add/Remove Programs utility, accessible from the Control Panel
(Start -> Settings -> Control Panel).

Versions 0.44 and earlier: You will have to manually remove the
following files from your Quake Il installation directory:

-/libpng3.dll
-/Q2maX_Rscript.txt
./Quake2maX.exe
./Quake2maX.txt
/rifx_gl.dll
/zlib.dll
./baseq2/_maxpak.pak
./baseqg2/blood.pak
./baseq2/model_hud.pak
./baseqg2/particles.pak
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3. Run the Quake2maX installer

Note: You must have administrative permissions in order to
install QuakeZ2maX on Microsoft Windows 2000 and XP.

The file g2m-<version>-windows.exe is the Quake2maX
installer. If you downloaded it instead of running it directly
from the web site, double-click on the installer’s icon. Then
follow the instructions the installer provides. When done with
the installation, you can delete the downloaded installer file to
recover disk space.

4. Replace quake2.exe (optional)

Note: This process may be necessary in order to run certain mods.

1.
2.

W

Create a copy of quake2.exe and rename it quake2backup.exe
Compare the file size of quake2backup.exe to quake2.exe
ensure that you have created a full, uncorrupted copy

Delete quake2.exe

Create a copy of Quake2maX.exe and rename it quake2.exe
Compare the file size of the new quake2.exe to
Quake2maX.exe to ensure that you have created a full,
uncorrupted copy

Run Quake Il from the new quake2.exe

Quake2maX and MODScape © 2004 psychospaz.
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2.0 FEATURE LIST

2.1
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General Features

Global shader Language: RScript (See Section 6.0 for details)
Text formatting (see Section 5.0 for details)

New image types: Targa, Joint Photographic Experts Group, and
Portable Network Graphics (TGA, JPG, and PNG, respectively)
Support for image sizes up to 4096x4096, or hardware limit
Hardware gamma and texture compression

Mouse-driven menu with new menu assets

Celshading: Outline and lighting

New sorting routines for proper particle and entity z-sorting
Decals for bullet marks and other special effects

Backwards compatible with old mods

Particles

New easy-to-use system with custom special effects
Shader support

Custom blend functions

Physics that interact with world

Particles lit by world and dynamic lights

Sorted per transparent surface

Decals clipped to surface planes

Entities

Better smooth normal based lighting (world and dynamic)
Shaders for shells (Quad Damage, Invulnerability, et al)
Stencil-buffered volumetric shadows

Entities sorted per transparent surface

Third Person Camera

Alpha blended when near walls for visibility
Clipped to world
Aim adjusted for maintained accuracy

Quake2maX and MODScape © 2004 psychospaz.
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3.0 COMMANDS AND CVARS

3.1 Commands

1. The ‘3dcamera’ command

Name 3dcamera
Type Toggle

This command toggles the third person camera.

2. The ‘config’ command

Name config
Value <filename>
Type String

This command saves a .cfqg file to the ./baseq2 directory.

3. The ‘screenshot’ command

Name autosensitivity
Value | jpg | png | tga
Initial Jpg

Type Boolean

This command takes a screenshot using the selected file format.

3.2 CVARs

1. The ‘autosensitivity’ CVAR

Name autosensitivity
Value 0|1

Initial 1

Type Boolean

This CVAR toggles FOV mouse sensitivity adjusting for
constant feel.

Quake2maX and MODScape © 2004 psychospaz.
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2. The ‘cl_3dcam’ CVAR

Name cl_3dcam
Value 0|1
Initial 0

Type Boolean

This CVAR toggles the camera on and off.

3. The ‘cl_3dcam_adjust’ CVAR

Name cl_3dcam_adjust
Value 0|1

Initial 1

Type Boolean

This CVAR toggles auto-adjustment of aim so that accuracy

isn’t lost.

4. The ‘cl_3dcam_alpha’ CVAR

Name cl_3dcam_alpha
Value 0|1

Initial 1

Type Boolean

This CVAR toggles alpha blending when camera is pushed

against a wall.

5. The ‘cl_3dcam_angle’ CVAR

Name cl_3dcam_angle
Value <number>

Initial 0

Type Float

This CVAR sets the upward angle for the camera offset.

Quake2maX and MODScape © 2004 psychospaz.
Quake Il © 2004 Id Software, Inc.



Quake2maX 0.45 Official Manual

6. The ‘cl_3dcam_dist’ CVAR

Name cl _3dcam _dist
Value <number>
Initial 50

Type Float

This CVAR sets the distance for the camera offset.

7. The ‘cl_blood’ CVAR

Name cl_blood
Value 0 | <number>
Initial 0

Type Integer

This CVAR sets the type of effect for blood. Anything over 1000 can
hurt your system; go crazy at your own risk.

Values:

0

Blood splats
<number>

Amount of blood particles

8. The ‘cl_demomessage’ CVAR

Name cl_demomessage
Value 0|1

Initial 1

Type Boolean

This CVAR toggles display of a demo message.

9. The ‘cl_drawfps’ CVAR

Name cl_drawfps
Value 0|1

Initial 0

Type Boolean

This CVAR toggles display of the FPS counter.

Quake2maX and MODScape © 2004 psychospaz.
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10. The ‘cl_explosion’ CVAR

Name cl_explosion
Value 0|1

Initial 0

Type Integer

This CVAR toggles explosion type (underwater explosion bubbles

and rocket trail bubbles).

Values:
0

Simple blast
1

Blast and smoke/bubbles

11. The ‘cl_explosion_scale’ CVAR

Name cl_explosion_scale
Value <number>

Initial 1

Type Float

This CVAR sets the scale of explosion effects.

12. The ‘cl_hudres’ CVAR

Name cl _hudres
Value <number>
Initial 640

Type Float

This CVAR scales the HUD to resolution width.

13. The ‘cl_railblue’ CVAR

Name cl_railblue
Value <number>
Initial 175

Type Integer

This CVAR sets the amount of blue for all railgun effects.

Quake2maX and MODScape © 2004 psychospaz.
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14. The ‘cl_railgreen’ CVAR

Name cl_railgreen
Value <number>
Initial 50

Type Integer

This CVAR sets the amount of green for all railgun effects.

15. The ‘cl_railred’ CVAR

Name cl_railred
Value <number>
Initial 20

Type Integer

This CVAR sets the amount of red for all railgun effects.

16. The ‘cl_railtype’ CVAR

Name cl_railtype
Value <number>
Initial 0

Type Integer

This CVAR selects the railgun effect.

Values:
0

Solid beam
1

Beam with spiral

Special heat beam

Quake2maX and MODScape © 2004 psychospaz.
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17. The ‘con_font’ CVAR

18.

Name con_font
Value <filename>
Initial default
Type String

This CVAR sets the in-game font.

Note: <Filename> must reside in ./fonts.

The ‘con_font_size’ CVAR

Name con_font_size
Value <number>
Initial 8

Type Float

This CVAR sets the pixel size of each character.

Quake2maX and MODScape © 2004 psychospaz.
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19. The ‘crosshair’ CVAR

20.

Name crosshair

Value 0/1]2|3]4]5]6]718]9
Initial 1

Type Integer

This CVAR sets the crosshair type.

Values:

0

Off

1

Thick ‘X’ with circle

Large open Cross

Concentric circles

Dot with circle

Cross with circle

Open cross

Dot with shaded circle

Dot with open cross

Dot

The ‘crosshair_scale’ CVAR

Name crosshair_scale
Value <number>

Initial 1

Type Float

This CVAR sets the crosshair scale.

Quake2maX and MODScape © 2004 psychospaz.
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21. The ‘gl_particle_lighting’ CVAR

Name gl_particle_lighting
Value <number>

Initial 0.75

Type Float

This CVAR sets the particle lighting scale.
Note: Range is from 0.0 to1.0.

22. The ‘gl_particle_max’ CVAR

Name gl_particle_max
Value <number>

Initial 0

Type Integer

This CVAR sets the maximum rendering distance for particles.

23. The ‘gl_particle_min’ CVAR

Name gl _particle_min
Value <number>

Initial 0

Type Integer

This CVAR sets the minimum rendering distance for particles.

24. The ‘gl_screenshot_quality’ CVAR

Name gl_screenshot_quality
Value <number>

Initial 85

Type Integer

This CVAR sets the quality (%) for screenshot compression.

Quake2maX and MODScape © 2004 psychospaz.
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25. The ‘gl_shadows’ CVAR

Name gl_shadows
Value 0|1

Initial 0

Type Boolean

This CVAR toggles projective shadows.

26. The ‘gl_stencil’ CVAR

Name gl_stencil
Value 0|1

Initial 1

Type Boolean

15

This CVAR toggles the stencil buffer.
Note. The game must be run in 32-bit mode, non-3dfx.

27. The ‘gl_surftrans_light’ CVAR

Name gl_surftrans_light
Value 0|1

Initial 1

Type Boolean

This CVAR toggles lighting transparent map surfaces like water

and windows.
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28. The ‘gl_transrendersorty’ CVAR

Name gl_transrendersort
Value <number>

Initial 1

Type Integer

This CVAR sets Z-sorting entities and particles for proper blending.

Values:
0

No sorting
1

Sort elements
2

Sort elements per surface

29. The ‘invent_pos’ CVAR

Name invent_pos
Value 0|1]2]3
Initial 0

Type Integer

This CVAR positions the inventory list on screen. Adjust for
better clarity of the overall player view.

Values:
0

Bottom right
1

Bottom left
2

Top right
3

Top left

Quake2maX and MODScape © 2004 psychospaz.
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30. The ‘m_noaccel’ CVAR

Name m_noaccel
Value oJ1

Initial 0

Type Boolean

This CVAR toggles the Windows XP mouse acceleration fix.

31. The ‘menu_sensitivity’ CVAR

Name menu_sensitivity
Value <number>

Initial 1

Type Float

This CVAR will set the sensitivity of the mouse in menus.

32. The ‘netgraph’ CVAR

Name netgraph
Value 0|1
Initial 0

Type Boolean

This CVAR toggles display of the net graph.

Quake2maX and MODScape © 2004 psychospaz.
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33. The ‘netgraph_pos’ CVAR

Name netgraph_pos
Value 0l1]2]3
Initial 0

Type Integer

18

This CVAR positions the net graph on screen. Adjust for better
clarity of the overall player view.

Values:
0

Bottom right
1

Bottom left
2

Top right
3

Top left

34. The ‘r_celshading’ CVAR

Name r_celshading
Value 0|1

Initial 1

Type Boolean

This CVAR toggles the use of cel shading. This simulates

cartoon drawing and shading.

35. The ‘r_celshading_width’ CVAR

Name r_celshading_width
Value <number>

Initial 3

Type Integer

This CVAR sets the size of cel shading outlines.
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36. The ‘r_decals’ CVAR

Name r _decals
Value <number>
Initial 250

Type Integer

This CVAR sets the amount of decals drawn on screen.

37. The ‘r_detail’ CVAR

Name r_detail
Value 0|1
Initial 1

Type Boolean

This CVAR toggles the use of detail textures.

38. The ‘r_dlights_normal’ CVAR

Name r_dlights_normal
Value 0|1

Initial 1

Type Boolean

This CVAR toggles dynamic lights which use surface normals to
determine whether or not light is cast to the surface.

39. The ‘r_dynamic_time’ CVAR

Name r_dynamic_time
Value <number>

Initial 0.1

Type Float

This CVAR sets the time (in seconds) between screen captures
for dynamic textures.
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Quake Il © 2004 Id Software, Inc.



Quake2maX 0.45 Official Manual

40. The ‘r_model_dlights’ CVAR

Name r_model _dlights
Value <number>

Initial 3

Type Integer

20

This CVAR sets the amount of high quality dynamic lights if
r_model_lightlerp is on.

41. The ‘r_model_lightlerp’ CVAR

Name r_model_lightlerp
Value 0|1

Initial 1

Type Boolean

This CVAR toggles better dynamic lighting on models.

42. The ‘r_overbrightbits’ CVAR

Name r_overbrightbits
Value 1124

Initial 2

Type Integer

This CVAR sets the overbrightness amount.

Values:
1
Low
2
Medium
4
High

Quake2maX and MODScape © 2004 psychospaz.
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43. The ‘r_shaders’ CVAR

Name r_shaders
Value 0|1

Initial 1

Type Boolean

This CVAR toggles the use of shaders in-game.

44. The ‘r_skydistance’ CVAR

Name r_skydistance
Value <number>
Initial 2300

Type Integer

This CVAR sets the size of the skybox; increase to see further.

Quake2maX and MODScape © 2004 psychospaz.
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4.0 MENU MOUSE USAGE

4.1 Main Menu
Action Menu Item
Hover Select option
Mousel Enter sub menu
4.2 Sub Menu
Action Action Box Selection Box Slider
Mousel Initiate Rotate right Slide option
Mouse?2 Rotate left Increase value

Note: Double clicking mouseZ2 always returns to the previous menu.

Quake2maX and MODScape © 2004 psychospaz.
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5.0 TEXT FORMATTING

Just like in Quake3, if you type out ™ with a character following you can
set up colors and other formatting goodness for the rest of the string.
Here are the codes.

Note: Colors use Q3 codes as a base for those whom already know them.

Color Codes

Effect

Red

Green

Yellow

Blue

Teal

Purple

White

Black

Dark Red

Grey

Shadow

Italic

Bold

Resets current effects to default
Just a simple ~ character

SIS |T|=0n|O|O|0(N|O| O D|WIN|F| >

Examples
String Result
pN1p~8psychospaz/™r psychospaz
NsMFuShanks”™r FuShanks
NIN2WN500M 2N woOot
pArsM9omgwt FAr omgwtf

Note: Quake2 has a 16-character limit on names per mod. You'll have to
make a new mod to extend the limit.

Quake2maX and MODScape © 2004 psychospaz.
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6.0 RSCRIPT

6.1 General Setup

RScript is the name of the simplistic script language that has been
designed and implemented into Quake2maX in order to allow custom
visual effects to be rendered on surfaces within the game.

RScript replaces an image with a shader of the same name at render time.
A shader is a multi-pass series or distorted images that create various
real-time effects.

All RScript shaders are contained in .rscript files under the ./scripts
subdirectory per mod.

Example
models/weapons/v_shotg/skin
{
{
dynamic
envmap
by
{
map models/weapons/v_shotg/skin.png
blendfunc GL_SRC_ALPHA GL_ONE_MINUS_SRC_ALPHA
}
b5

./quake2/baseq2/scripts/example.rscript

This would be a 2-pass shader replacement, which first does a
dynamically generated environment map followed by an alpha blended
skin over top to create a shiny effect.

Note: Multiple shader definitions may be included in a single
.rscript file.

Quake2maX and MODScape © 2004 psychospaz.
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6.2 Mesh Control

All mesh control functions are called right after the first curly bracket of
the shader.

Example
models/weapons/v_shotg/skin
{
MESH CONTROL HERE
{
map models/weapons/v_shotg/skin.pcx
ks
b5

1. The ‘glarecolor’ function

Name glarecolor
Parameters | <red> || <green> || <blue>

This function is used instead of the ‘glaretexture’ function,
which selects a texture. Use this function if you are going to
use a solid color instead of an image.

Values:

<red>

Integer (0 to 255)
<green>

Integer (O to 255)
<blue>

Integer (0 to 255)

Example
[ glarecolor 255 255 255

Quake2maX and MODScape © 2004 psychospaz.
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2.

3.

The ‘glarescript’ function

Name glarescript
Parameters | <filename>

This function specifies the filename of the texture to apply on
the glare stage. You must give the whole path relative to the
mod directory.

Optionally, you can call a script instead of a texture by omitting
the file extension. This allows glares to have the same
properties (scaling, alpha blending, et al) as other textures.

Values:

<filename>
String

Example
[ glarescript textures/e2u3/ceill_4_glare.png

The ‘model’ function

Name model
Parameters

This function changes an image in the HUD or menu into a
model set that is defined by adding a model per stage. Stages
used for models are explained in a later section of this
document.

Quake2maX and MODScape © 2004 psychospaz.
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4.

The ‘picsize’ function

Name picsize

Parameters | <width> || <height>

This function sets size for images in HUD and menu so that
higher resolution replacements can be manually scaled.

Values:
<width>

Integer
<height>

Integer

Example

[ picsize 128 64

The ‘safe’ function

Name safe

Parameters

This function tells the engine not to flush the script from
memory on a map change. By default, all scripts are flushed
from memory as to preserve RAM, but sometimes it is desirable

for a script to remain in memory at all times (such as scripts for
the console).

Note: This function is specified only in the base area of the

script, not in any of the stages. This function should be used
only when absolutely required.

Example

[ safe

Quake2maX and MODScape © 2004 psychospaz.
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6. The ‘subdivide’ function

Name subdivide

Parameters | <size>

This function tells the engine to subdivide the surface into
blocks with sides of a specific length. Proper use of this

function can help create better-looking turbulence (think water
warp) effects.

Values:

<size>
Integer

Example

7. The ‘vertexwarp’ function

Name vertexwarp

Parameters | <speed> || <distance> || <smoothness>

This function warps the vertexes of the surface in a wave
pattern along its plane.

Values:

<speed>

Float
<distance>

Float
<smoothness>

Float (0.001 to 1.0)

Example

[ Vertexwarp 3 8 0.001

Quake2maX and MODScape © 2004 psychospaz.
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6.3 Stage Control (Textures)

All stage control functions are called within a stage.

Example
models/weapons/v_shotg/skin
{
{
STAGE CONTROLS HERE
}
b5

1. The ‘alphafunc’ function

Name alphafunc
Parameters | NORMAL | ENVMAP | LIGHT

This function tells the renderer how to determine opacity.
Beware when using it on the first stage of world geometry. It
must be used in combination with the function “blendfunc” (see
“The ‘blendfunc’ function”).

Values:

NORMAL

Uses normal vectors to determine opacity (liquids)
ENVMAP

Uses environment mapping to determine opacity
LIGHT

Uses vertex light value to determine opacity

Example

SET TEXTURE HERE
SET BLENDFUNC HERE
alphafunc -NORMAL

Note: A minus sign can be used to invert the current function
with a “I-alpha” algorithm.

Quake2maX and MODScape © 2004 psychospaz.
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2.

The ‘alphamask’ function

Name alphamask

Parameters

Alpha masking is a pretty simple effect. If the texture map this
function is applied to has an alpha channel, any pixels with an
alpha value less than 255 aren’t rendered, leaving sections of
the image transparent. This effect is often used to create grates
and chain-link fences.

Example

SET TEXTURE HERE
alphamask

The ‘alphashift’ function

Name alphashift

Parameters | <speed> || <min> || <max>

This function controls the alpha value of a stage for blending
purposes. It is used to set the amount that the stage is blended
into the stage before it, or anything rendered behind it. It must
be used in combination with the function “blendfunc” (see “The
‘blendfunc’ function”).

Values:

<speed>

Float
<min>

Float
<max>

Float

Example

SET TEXTURE HERE
SET BLENDFUNC HERE
alphashift 3 0.5 0.75

Quake2maX and MODScape © 2004 psychospaz.
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4.

The ‘blendfunc’ function

Name blendfunc
Parameters | [<source> || <destination>] | FILTER | ADD |
BLEND

This function tells the renderer how to blend the stage in with
the previous stages. Beware when using it on the first stage of
world geometry.

Values:

<source>
GL_ZERO
GL_ONE
GL_DST_COLOR
GL_ONE_MINUS_DST_COLOR
GL_SRC_ALPHA
GL_ONE_MINUS_SRC_ALPHA
GL_DST_ALPHA
GL_ONE_MINUS _DST_ALPHA
GL_SRC_ALPHA SATURATE
<destination>
GL_ZERO
GL_ONE
GL_DST_COLOR
GL_ONE_MINUS_DST_COLOR
GL_SRC_ALPHA
GL_ONE_MINUS_SRC_ALPHA
GL_DST_ALPHA
GL_ONE_MINUS _DST_ALPHA
GL_SRC_ALPHA_ SATURATE
FILTER

Same as GL_ZERO GL_SRC_COLOR
ADD

Same as GL_ONE GL_ONE
BLEND

Same as GL_SRC_ALPHA GL_ONE_MINUS_SRC_ALPHA

Example

SET TEXTURE HERE
blendfunc GL_ONE GL_ONE

Note: GL_SRC_ALPHA SATURATE may not be supported by some
video cards/drivers.

Quake2maX and MODScape © 2004 psychospaz.
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5. The ‘colormap’ function

Name colormap
Parameters | <red> || <green> || <blue>

This function is used instead of the ‘map’ function, which
selects a texture. Use this function if you are going to fill a layer
with a solid color instead of an image.

Values:

<red>

Integer (0 to 255)
<green>

Integer (0 to 255)
<blue>

Integer (0 to 255)

Example

[ colormap 255 255 0

6. The ‘dynamic’ function

Name dynamic
Parameters

This function is used instead of the ‘map’ function, which
selects a texture. Use this function if you are going to fill a layer
with a screenshot of the world from the last frame rendered.

Example
[ dynamic |

Quake2maX and MODScape © 2004 psychospaz.
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7.

The ‘envmap’ function

Name envmap

Parameters

This function enables the sphere-mapping effect on a stage.
This is often used to give a surface a reflective “shiny” effect,
such as that found on glass or the surface of water.

Example

SET TEXTURE HERE
envmap

The ‘map’ function

Name map

Parameters | <filename>

This function sets the texture to be used in the render pass.
You must give the whole path relative to the mod directory.

This function specifies the filename of the texture map to apply
on the stage. If using frame-based animation, ignore
this function.

Optionally, instead of specifying a texture image, a .cin
(Quake Il cinematic) file may be used here. Only 8 of these are
allowed to be used at once, as any more will be ignored by the
engine. These are decompressed in real-time and uploaded to
OpenGL, allowing streaming video on surfaces within the game.

Values:

<filename>
String

Example

[ map models/weapons/v_shotg/skin.png

Quake2maX and MODScape © 2004 psychospaz.
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9.

10.

The ‘nolightmap’ function

Name nolightmap

Parameters

If the destination is a map texture, then this function toggles
whether or not the lightmap will be drawn. If the destination is
a model, then the vertex lighting is ignored during the current
render pass.

Example

SET TEXTURE HERE

nolightmap

The ‘rotate’ function

Name rotate

Parameters | <rot_speed>

This function controls how the stage’s texture map rotates.

Values:

<rot_speed>
Float

Example

SET TEXTURE HERE
rotate 15
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11. The ‘scale’ function

Name scale
Parameters | [STATIC | SINE | COSINE] || <xscale> ||
[STATIC | SINE | COSINE] || <yscale>

This function controls how the stage’s texture map scales.

Values:

STATIC

Scale along the x-axis linearly
SINE

Scale along the x-axis following a sine wave
COSINE

Scale along the x-axis following a cosine wave
<xscale>

Float
STATIC

Scale along the y-axis linearly
SINE

Scale along the y-axis following a sine wave
COSINE

Scale along the y-axis following a cosine wave
<yscale>

Float

Example

SET TEXTURE HERE
scale STATIC 4 SINE 0.5
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12. The ‘scroll’ function

Name scroll

Parameters | [STATIC | SINE | COSINE] || <xspeed> ||
[STATIC | SINE | COSINE] || <yspeed>

This function controls how the stage’s texture map moves.
Values:

STATIC

Scroll along the x-axis linearly
SINE

Scroll along the x-axis following a sine wave
COSINE

Scroll along the x-axis following a cosine wave
<xspeed>

Float
STATIC

Scroll along the y-axis linearly
SINE

Scroll along the y-axis following a sine wave
COSINE

Scroll along the y-axis following a cosine wave
<yspeed>
Float

Example

SET TEXTURE HERE
scroll COSINE 0.75 STATIC 0.5

6.4 Stage Control (Models)

All stage control functions are called within a stage.

Example

models/weapons/v_shotg
{

model

{

STAGE CONTROLS HERE

ks

b5

Quake2maX and MODScape © 2004 psychospaz.
Quake Il © 2004 Id Software, Inc.




Quake2maX 0.45 Official Manual

1. The ‘angle’ function

Name angle

Parameters | <x-pos> || <y-pos> || <z-pos>

This function sets the model’s origin inside the rendered scene.
You must specify the entire 3 part vector.

Values:

<X-pos>
Float

<y-pos>
Float

<z-pos>
Float

Example

SET MODEL AND SKIN HERE
angle 45 0 O

2. The ‘frames’ function

Name frames

Parameters | <speed> || <frame-start> || <frame-end>

This function sets the model’s animation sequence to be
played. It runs at <speed> from animation frame <frame-
start> to <frame-end>.

Values:

<speed>

Float
<frame-start>

Integer
<frame-end>

Integer

Example

SET MODEL AND SKIN HERE
frames 1.5 34 67

Note: For reversed animations, set the animation sequence in
reversed order.
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3.

The ‘map’ function

Name

map

Parameters

<filename>

This function sets the model’s skin. You must give the whole
path relative to the mod directory.

Values:

<Filename>

String

Example

[ map models/items/healing/large/skin._pcx

The ‘model’ function

Name

model

Parameters

<fFilename>

This function sets the model to be used in the given stage. You
must give the whole path relative to the mod directory.

Values:

<filename>
String

Example

[ map models/items/healing/large/tris.md2
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5.

The ‘origin’ function

Name origin

Parameters | <x-pos> || <y-pos> || <z-pos>

This function sets the model’s origin inside the rendered scene.
You must specify the entire 3 part vector.

Values:

<X-pos>
Float

<y-pos>
Float

<z-pos>
Float

Example

SET MODEL AND SKIN HERE
origin 100 0 25

The ‘rotate’ function

Name rotate

Parameters | <rot_speed>

This function controls the model’s rotational yaw speed.
Values:

<rot_speed>

Float
Example
SET MODEL AND SKIN HERE
rotate 15
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7.

The ‘scale’ function

Name scale

Parameters | [STATIC | SINE | COSINE] || <scale> || 0 || O

This function controls how the model scales.

Values:

STATIC

Scale linearly
SINE

Scale following a sine wave
COSINE

Scale following a cosine wave
<xscale>

Float
0

Null
0

Null

Example

SET TEXTURE HERE
scale STATIC 3 0 O
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8.0 LEGAL INFORMATION

8.1 General Information

Quake2maX and MODScape © 2004 psychospaz. All Rights Reserved.
Quake Il © 2004 Id Software, Inc. All rights Reserved.

The Quake2maX source code is released under the GPL.

The Quake2maX art assets are released under a CCPL.

8.2 GNU General Public License

GNU GENERAL PUBLIC LICENSE
Version 2, June 1991

Copyright ©1989, 1991 Free Software Foundation, Inc.
59 Temple Place, Suite 330, Boston, MA 02111-1307 USA

Everyone is permitted to copy and distribute verbatim copies of this
license document, but changing it is not allowed.

Preamble

The licenses for most software are designed to take away your freedom
to share and change it. By contrast, the GNU General Public License is
intended to guarantee your freedom to share and change free software—
to make sure the software is free for all its users. This General Public
License applies to most of the Free Software Foundation’s software and to
any other program whose authors commit to using it. (Some other Free
Software Foundation software is covered by the GNU Library General
Public License instead.) You can apply it to your programs, too.

When we speak of free software, we are referring to freedom, not price.
Our General Public Licenses are designed to make sure that you have the
freedom to distribute copies of free software (and charge for this service
if you wish), that you receive source code or can get it if you want it, that
you can change the software or use pieces of it in new free programs;
and that you know you can do these things.

To protect your rights, we need to make restrictions that forbid anyone to
deny you these rights or to ask you to surrender the rights. These
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restrictions translate to certain responsibilities for you if you distribute
copies of the software, or if you modify it.

For example, if you distribute copies of such a program, whether gratis or
for a fee, you must give the recipients all the rights that you have. You
must make sure that they, too, receive or can get the source code. And
you must show them these terms so they know their rights.

We protect your rights with two steps: (1) copyright the software, and (2)
offer you this license which gives you legal permission to copy, distribute
and/or modify the software.

Also, for each author’s protection and ours, we want to make certain that
everyone understands that there is no warranty for this free software. If
the software is modified by someone else and passed on, we want its
recipients to know that what they have is not the original, so that any
problems introduced by others will not reflect on the original authors’
reputations.

Finally, any free program is threatened constantly by software patents.
We wish to avoid the danger that redistributors of a free program will
individually obtain patent licenses, in effect making the program
proprietary. To prevent this, we have made it clear that any patent must
be licensed for everyone’s free use or not licensed at all.

The precise terms and conditions for copying, distribution and
modification follow.

GNU GENERAL PUBLIC LICENSE
TERMS AND CONDITIONS FOR COPYING, DISTRIBUTION
AND MODIFICATION

0. This License applies to any program or other work which contains a
notice placed by the copyright holder saying it may be distributed
under the terms of this General Public License. The “Program”,
below, refers to any such program or work, and a “work based on
the Program” means either the Program or any derivative work under
copyright law: that is to say, a work containing the Program or a
portion of it, either verbatim or with modifications and/or translated
into another language. (Hereinafter, translation is included without
limitation in the term “modification”.) Each licensee is addressed as

you”.

Activities other than copying, distribution and modification are
not covered by this License; they are outside its scope. The act
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of running the Program is not restricted, and the output from
the Program is covered only if its contents constitute a work
based on the Program (independent of having been made by
running the Program). Whether that is true depends on what the
Program does.

1. You may copy and distribute verbatim copies of the Program’s
source code as you receive it, in any medium, provided that you
conspicuously and appropriately publish on each copy an
appropriate copyright notice and disclaimer of warranty; keep intact
all the notices that refer to this License and to the absence of any
warranty; and give any other recipients of the Program a copy of this
License along with the Program.

You may charge a fee for the physical act of transferring a copy,
and you may at your option offer warranty protection in
exchange for a fee.

2.  You may modify your copy or copies of the Program or any portion
of it, thus forming a work based on the Program, and copy and
distribute such modifications or work under the terms of Section 1
above, provided that you also meet all of these conditions:

a) You must cause the modified files to carry
prominent notices stating that you changed the
files and the date of any change.

b) You must cause any work that you distribute or
publish, that in whole or in part contains or is
derived from the Program or any part thereof, to
be licensed as a whole at no charge to all third
parties under the terms of this License.

c¢) If the modified program normally reads
commands interactively when run, you must
cause it, when started running for such
interactive use in the most ordinary way, to print
or display an announcement including an
appropriate copyright notice and a notice that
there is no warranty (or else, saying that you
provide a warranty) and that users may
redistribute the program under these conditions,
and telling the user how to view a copy of this
License. (Exception: if the Program itself is
interactive but does not normally print such an
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announcement, your work based on the Program
is not required to print

d) an announcement.)

These requirements apply to the modified work as a whole. If
identifiable sections of that work are not derived from the
Program, and can be reasonably considered independent and
separate works in themselves, then this License, and its terms,
do not apply to those sections when you distribute them as
separate works. But when you distribute the same sections as
part of a whole which is a work based on the Program, the
distribution of the whole must be on the terms of this License,
whose permissions for other licensees extend to the entire
whole, and thus to each and every part regardless of who wrote
it.

Thus, it is not the intent of this section to claim rights or
contest your rights to work written entirely by you; rather, the
intent is to exercise the right to control the distribution of
derivative or collective works based on the Program.

In addition, mere aggregation of another work not based on the
Program with the Program (or with a work based on the
Program) on a volume of a storage or distribution medium does
not bring the other work under the scope of this License.

3.  You may copy and distribute the Program (or a work based on it,
under Section 2) in object code or executable form under the terms
of Sections 1 and 2 above provided that you also do one of the
following:

a) Accompany it with the complete corresponding
machine-readable source code, which must be
distributed under the terms of Sections 1 and 2
above on a medium customarily used for
software interchange; or,

b) Accompany it with a written offer, valid for at
least three years, to give any third party, for a
charge no more than your cost of physically
performing source distribution, a complete
machine-readable copy of the corresponding
source code, to be distributed under the terms of
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Sections 1 and 2 above on a medium customarily
used for software

c¢) interchange; or,

d) Accompany it with the information you received
as to the offer to distribute corresponding source
code. (This alternative is allowed only for
noncommercial distribution and only if you
received the program in object code or
executable form with such an offer, in accord
with Subsection b above.)

The source code for a work means the preferred form of the
work for making modifications to it. For an executable work,
complete source code means all the source code for all
modules it contains, plus any associated interface definition
files, plus the scripts used to control compilation and
installation of the executable. However, as a special exception,
the source code distributed need not include anything that is
normally distributed (in either source or binary form) with the
major components (compiler, kernel, and so on) of the
operating system on which the executable runs, unless that
component itself accompanies the executable.

If distribution of executable or object code is made by offering
access to copy from a designated place, then offering
equivalent access to copy the source code from the same place
counts as distribution of the source code, even though third
parties are not compelled to copy the source along with the
object code.

4. You may not copy, modify, sublicense, or distribute the Program
except as expressly provided under this License. Any attempt
otherwise to copy, modify, sublicense or distribute the Program is
void, and will automatically terminate your rights under this License.
However, parties who have received copies, or rights, from you
under this License will not have their licenses terminated so long as
such parties remain in full compliance.

5. You are not required to accept this License, since you have not
signed it. However, nothing else grants you permission to modify or
distribute the Program or its derivative works. These actions are
prohibited by law if you do not accept this License. Therefore, by
modifying or distributing the Program (or any work based on the

Quake2maX and MODScape © 2004 psychospaz.
Quake Il © 2004 Id Software, Inc.



Quake2maX 0.45 Official Manual 47

Program), you indicate your acceptance of this License to do so, and
all its terms and conditions for copying, distributing or modifying
the Program or works based on it.

6. Each time you redistribute the Program (or any work based on the
Program), the recipient automatically receives a license from the
original licensor to copy, distribute or modify the Program subject to
these terms and conditions. You may not impose any further
restrictions on the recipients’ exercise of the rights granted herein.
You are not responsible for enforcing compliance by third parties to
this License.

7. If, as a consequence of a court judgment or allegation of patent
infringement or for any other reason (not limited to patent issues),
conditions are imposed on you (whether by court order, agreement
or otherwise) that contradict the conditions of this License, they do
not excuse you from the conditions of this License. If you cannot
distribute so as to satisfy simultaneously your obligations under this
License and any other pertinent obligations, then as a consequence
you may not distribute the Program at all. For example, if a patent
license would not permit royalty-free redistribution of the Program
by all those who receive copies directly or indirectly through you,
then the only way you could satisfy both it and this License would be
to refrain entirely from distribution of the Program.

If any portion of this section is held invalid or unenforceable
under any particular circumstance, the balance of the section is
intended to apply and the section as a whole is intended to
apply in other circumstances.

It is not the purpose of this section to induce you to infringe
any patents or other property right claims or to contest validity
of any such claims; this section has the sole purpose of
protecting the integrity of the free software distribution system,
which is implemented by public license practices. Many people
have made generous contributions to the wide range of
software distributed through that system in reliance on
consistent application of that system; it is up to the
author/donor to decide if he or she is willing to distribute
software through any other system and a licensee cannot
impose that choice.

This section is intended to make thoroughly clear what is
believed to be a consequence of the rest of this License.
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10.

11.

If the distribution and/or use of the Program is restricted in certain
countries either by patents or by copyrighted interfaces, the original
copyright holder who places the Program under this License may
add an explicit geographical distribution limitation excluding those
countries, so that distribution is permitted only in or among
countries not thus excluded. In such case, this License incorporates
the limitation as if written in the body of this License.

The Free Software Foundation may publish revised and/or new
versions of the General Public License from time to time. Such new
versions will be similar in spirit to the present version, but may
differ in detail to address new problems or concerns.

Each version is given a distinguishing version number. If the
Program specifies a version number of this License which
applies to it and “any later version”, you have the option of
following the terms and conditions either of that version or of
any later version published by the Free Software Foundation. If
the Program does not specify a version number of this License,
you may choose any version ever published by the Free
Software Foundation.

If you wish to incorporate parts of the Program into other free
programs whose distribution conditions are different, write to the
author to ask for permission. For software which is copyrighted by
the Free Software Foundation, write to the Free Software Foundation;
we sometimes make exceptions for this. Our decision will be guided
by the two goals of preserving the free status of all derivatives of our
free software and of promoting the sharing and reuse of software
generally.

NO WARRANTY

BECAUSE THE PROGRAM IS LICENSED FREE OF CHARGE, THERE IS NO
WARRANTY FOR THE PROGRAM, TO THE EXTENT PERMITTED BY
APPLICABLE LAW. EXCEPT WHEN OTHERWISE STATED IN WRITING THE
COPYRIGHT HOLDERS AND/OR OTHER PARTIES PROVIDE THE
PROGRAM “AS IS” WITHOUT WARRANTY OF ANY KIND, EITHER
EXPRESSED OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE
IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE. THE ENTIRE RISK AS TO THE QUALITY AND
PERFORMANCE OF THE PROGRAM IS WITH YOU. SHOULD THE
PROGRAM PROVE DEFECTIVE, YOU ASSUME THE COST OF ALL
NECESSARY SERVICING, REPAIR OR CORRECTION.
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12. IN NO EVENT UNLESS REQUIRED BY APPLICABLE LAW OR AGREED TO
IN WRITING WILL ANY COPYRIGHT HOLDER, OR ANY OTHER PARTY
WHO MAY MODIFY AND/OR REDISTRIBUTE THE PROGRAM AS
PERMITTED ABOVE, BE LIABLE TO YOU FOR DAMAGES, INCLUDING
ANY GENERAL, SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES
ARISING OUT OF THE USE OR INABILITY TO USE THE PROGRAM
(INCLUDING BUT NOT LIMITED TO LOSS OF DATA OR DATA BEING
RENDERED INACCURATE OR LOSSES SUSTAINED BY YOU OR THIRD
PARTIES OR A FAILURE OF THE PROGRAM TO OPERATE WITH ANY
OTHER PROGRAMS), EVEN IF SUCH HOLDER OR OTHER PARTY HAS
BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.

END OF TERMS AND CONDITIONS
How to Apply These Terms to Your New Programs

If you develop a new program, and you want it to be of the greatest
possible use to the public, the best way to achieve this is to make it free
software which everyone can redistribute and change under these terms.

To do so, attach the following notices to the program. It is safest to
attach them to the start of each source file to most effectively convey the
exclusion of warranty; and each file should have at least the “copyright”
line and a pointer to where the full notice is found.

<one line to give the program’s name and a brief idea of what it does.>
Copyright ©<year> <name of author>

This program is free software; you can redistribute it and/or modify it
under the terms of the GNU General Public License as published by the
Free Software Foundation; either version 2 of the License, or (at your
option) any later version.

This program is distributed in the hope that it will be useful, but
WITHOUT ANY WARRANTY; without even the implied warranty of
MERCHANTABILITY or FITNESS FOR A PARTICULAR PURPOSE. See the GNU
General Public License for more details.

You should have received a copy of the GNU General Public License along
with this program; if not, write to the Free Software Foundation, Inc., 59
Temple Place, Suite 330, Boston, MA 02111-1307 USA

Also add information on how to contact you by electronic and paper mail.
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If the program is interactive, make it output a short notice like this when
it starts in an interactive mode:

Gnomovision version 69, Copyright (C) year name of author

Gnomovision comes with ABSOLUTELY NO WARRANTY:; for details type
‘show w’.

This is free software, and you are welcome to redistribute it under certain
conditions; type ‘show ¢’ for details.

The hypothetical commands ‘show w’ and ‘show ¢’ should show the
appropriate parts of the General Public License. Of course, the commands
you use may be called something other than ‘show w’ and ‘show c’; they
could even be mouse-clicks or menu items—whatever suits

your program.

You should also get your employer (if you work as a programmer) or your
school, if any, to sign a “copyright disclaimer” for the program, if
necessary. Here is a sample; alter the names:

Yoyodyne, Inc., hereby disclaims all copyright interest in the program
‘Gnomovision’ (which makes passes at compilers) written by
James Hacker.

<signature of Ty Coon>, 1 April 1989
Ty Coon, President of Vice

This General Public License does not permit incorporating your program
into proprietary programs. If your program is a subroutine library, you
may consider it more useful to permit linking proprietary applications
with the library. If this is what you want to do, use the GNU Library
General Public License instead of this License.
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8.3 Creative Commons License

Attribution-NonCommercial-ShareAlike 2.0

CREATIVE COMMONS CORPORATION IS NOT A LAW FIRM AND DOES NOT
PROVIDE LEGAL SERVICES. DISTRIBUTION OF THIS LICENSE DOES NOT
CREATE AN ATTORNEY-CLIENT RELATIONSHIP. CREATIVE COMMONS
PROVIDES THIS INFORMATION ON AN “AS-IS” BASIS. CREATIVE COMMONS
MAKES NO WARRANTIES REGARDING THE INFORMATION PROVIDED, AND
DISCLAIMS LIABILITY FOR DAMAGES RESULTING FROM ITS USE.

License

THE WORK (AS DEFINED BELOW) IS PROVIDED UNDER THE TERMS OF THIS
CREATIVE COMMONS PUBLIC LICENSE (“CCPL” OR “LICENSE”). THE WORK IS
PROTECTED BY COPYRIGHT AND/OR OTHER APPLICABLE LAW. ANY USE
OF THE WORK OTHER THAN AS AUTHORIZED UNDER THIS LICENSE OR
COPYRIGHT LAW IS PROHIBITED.

BY EXERCISING ANY RIGHTS TO THE WORK PROVIDED HERE, YOU ACCEPT
AND AGREE TO BE BOUND BY THE TERMS OF THIS LICENSE. THE LICENSOR
GRANTS YOU THE RIGHTS CONTAINED HERE IN CONSIDERATION OF YOUR
ACCEPTANCE OF SUCH TERMS AND CONDITIONS.

1. Definitions

a. “Collective Work” means a work, such as a periodical issue,
anthology or encyclopedia, in which the Work in its
entirety in unmodified form, along with a number of other
contributions, constituting separate and independent
works in themselves, are assembled into a collective
whole. A work that constitutes a Collective Work will not
be considered a Derivative Work (as defined below) for the
purposes of this License.

b. “Derivative Work” means a work based upon the Work or
upon the Work and other pre-existing works, such as a
translation, musical arrangement, dramatization,
fictionalization, motion picture version, sound recording,
art reproduction, abridgment, condensation, or any other
form in which the Work may be recast, transformed, or
adapted, except that a work that constitutes a Collective
Work will not be considered a Derivative Work for the
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purpose of this License. For the avoidance of doubt, where
the Work is a musical composition or sound recording, the
synchronization of the Work in timed-relation with a
moving image (“synching”) will be considered a Derivative
Work for the purpose of this License.

“Licensor” means the individual or entity that offers the
Work under the terms of this License.

“Original Author” means the individual or entity who
created the Work.

"Work” means the copyrightable work of authorship
offered under the terms of this License.

"You” means an individual or entity exercising rights under
this License who has not previously violated the terms of
this License with respect to the Work, or who has received
express permission from the Licensor to exercise rights
under this License despite a previous violation.

“License Elements” means the following high-level license
attributes as selected by Licensor and indicated in the title
of this License: Attribution, Noncommercial, ShareAlike.

2. Fair Use Rights. Nothing in this license is intended to reduce, limit,
or restrict any rights arising from fair use, first sale or other
limitations on the exclusive rights of the copyright owner under
copyright law or other applicable laws.

3. License Grant. Subject to the terms and conditions of this License,
Licensor hereby grants You a worldwide, royalty-free, non-exclusive,
perpetual (for the duration of the applicable copyright) license to
exercise the rights in the Work as stated below:

d.

to reproduce the Work, to incorporate the Work into one or
more Collective Works, and to reproduce the Work as
incorporated in the Collective Works;

to create and reproduce Derivative Works;

to distribute copies or phonorecords of, display publicly,
perform publicly, and perform publicly by means of a digital
audio transmission the Work including as incorporated in
Collective Works;
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d.

to distribute copies or phonorecords of, display publicly,
perform publicly, and perform publicly by means of a digital
audio transmission Derivative Works;

The above rights may be exercised in all media and formats
whether now known or hereafter devised. The above rights
include the right to make such modifications as are technically
necessary to exercise the rights in other media and formats. All
rights not expressly granted by Licensor are hereby reserved,
including but not limited to the rights set forth in Sections 4(e)
and 4(f).

Restrictions.The license granted in Section 3 above is expressly

made subject to and limited by the following restrictions:

d.

You may distribute, publicly display, publicly perform, or
publicly digitally perform the Work only under the terms of this
License, and You must include a copy of, or the Uniform
Resource ldentifier for, this License with every copy or
phonorecord of the Work You distribute, publicly display,
publicly perform, or publicly digitally perform. You may not
offer or impose any terms on the Work that alter or restrict the
terms of this License or the recipients’ exercise of the rights
granted hereunder. You may not sublicense the Work. You must
keep intact all notices that refer to this License and to the
disclaimer of warranties. You may not distribute, publicly
display, publicly perform, or publicly digitally perform the Work
with any technological measures that control access or use of
the Work in a manner inconsistent with the terms of this
License Agreement. The above applies to the Work as
incorporated in a Collective Work, but this does not require the
Collective Work apart from the Work itself to be made subject
to the terms of this License. If You create a Collective Work,
upon notice from any Licensor You must, to the extent
practicable, remove from the Collective Work any reference to
such Licensor or the Original Author, as requested. If You
create a Derivative Work, upon notice from any Licensor You
must, to the extent practicable, remove from the Derivative
Work any reference to such Licensor or the Original Author, as
requested.

You may distribute, publicly display, publicly perform, or
publicly digitally perform a Derivative Work only under the
terms of this License, a later version of this License with the
same License Elements as this License, or a Creative Commons
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iCommons license that contains the same License Elements as
this License (e.g. Attribution-NonCommercial-ShareAlike 2.0
Japan). You must include a copy of, or the Uniform Resource
Identifier for, this License or other license specified in the
previous sentence with every copy or phonorecord of each
Derivative Work You distribute, publicly display, publicly
perform, or publicly digitally perform. You may not offer or
impose any terms on the Derivative Works that alter or restrict
the terms of this License or the recipients’ exercise of the rights
granted hereunder, and You must keep intact all notices that
refer to this License and to the disclaimer of warranties. You
may not distribute, publicly display, publicly perform, or
publicly digitally perform the Derivative Work with any
technological measures that control access or use of the Work
in @ manner inconsistent with the terms of this License
Agreement. The above applies to the Derivative Work as
incorporated in a Collective Work, but this does not require the
Collective Work apart from the Derivative Work itself to be
made subject to the terms of this License.

c. You may not exercise any of the rights granted to You in
Section 3 above in any manner that is primarily intended for or
directed toward commercial advantage or private monetary
compensation. The exchange of the Work for other copyrighted
works by means of digital file-sharing or otherwise shall not be
considered to be intended for or directed toward commercial
advantage or private monetary compensation, provided there is
no payment of any monetary compensation in connection with
the exchange of copyrighted works.

d. If you distribute, publicly display, publicly perform, or publicly
digitally perform the Work or any Derivative Works or Collective
Works, You must keep intact all copyright notices for the Work
and give the Original Author credit reasonable to the medium
or means You are utilizing by conveying the name (or
pseudonym if applicable) of the Original Author if supplied; the
title of the Work if supplied; to the extent reasonably
practicable, the Uniform Resource Identifier, if any, that
Licensor specifies to be associated with the Work, unless such
URI does not refer to the copyright notice or licensing
information for the Work; and in the case of a Derivative Work,
a credit identifying the use of the Work in the Derivative Work
(e.g., “French translation of the Work by Original Author,” or
“Screenplay based on original Work by Original Author”). Such
credit may be implemented in any reasonable manner;
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provided, however, that in the case of a Derivative Work or
Collective Work, at a minimum such credit will appear where
any other comparable authorship credit appears and in a
manner at least as prominent as such other comparable
authorship credit.

e. For the avoidance of doubt, where the Work is a musical
composition:

Performance Royalties Under Blanket Licenses. Licensor
reserves the exclusive right to collect, whether individually or
via a performance rights society (e.g. ASCAP, BMI, SESAC),
royalties for the public performance or public digital
performance (e.g. webcast) of the Work if that performance is
primarily intended for or directed toward commercial
advantage or private monetary compensation.

. Mechanical Rights and Statutory Royalties. Licensor reserves

the exclusive right to collect, whether individually or via a
music rights agency or designated agent (e.g. Harry Fox
Agency), royalties for any phonorecord You create from the
Work (“cover version”) and distribute, subject to the
compulsory license created by 17 USC Section 115 of the US
Copyright Act (or the equivalent in other jurisdictions), if
Your distribution of such cover version is primarily intended
for or directed toward commercial advantage or private
monetary compensation.

Webcasting Rights and Statutory Royalties. For the avoidance
of doubt, where the Work is a sound recording, Licensor
reserves the exclusive right to collect, whether individually or
via a performance-rights society (e.g. SoundExchange),
royalties for the public digital performance (e.g. webcast) of
the Work, subject to the compulsory license created by 17
USC Section 114 of the US Copyright Act (or the equivalent in
other jurisdictions), if Your public digital performance is
primarily intended for or directed toward commercial
advantage or private monetary compensation.

5. Representations, Warranties and Disclaimer
UNLESS OTHERWISE MUTUALLY AGREED TO BY THE PARTIES IN
WRITING, LICENSOR OFFERS THE WORK AS-1S AND MAKES NO
REPRESENTATIONS OR WARRANTIES OF ANY KIND CONCERNING
THE WORK, EXPRESS, IMPLIED, STATUTORY OR OTHERWISE,
INCLUDING, WITHOUT LIMITATION, WARRANTIES OF TITLE,

Quake2maX and MODScape © 2004 psychospaz.
Quake Il © 2004 Id Software, Inc.



Quake2maX 0.45 Official Manual 56

MERCHANTIBILITY, FITNESS FOR A PARTICULAR PURPOSE,
NONINFRINGEMENT, OR THE ABSENCE OF LATENT OR OTHER
DEFECTS, ACCURACY, OR THE PRESENCE OF ABSENCE OF
ERRORS, WHETHER OR NOT DISCOVERABLE. SOME
JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED
WARRANTIES, SO SUCH EXCLUSION MAY NOT APPLY TO YOU.

6. Limitation on Liability. EXCEPT TO THE EXTENT REQUIRED BY
APPLICABLE LAW, IN NO EVENT WILL LICENSOR BE LIABLE TO YOU ON
ANY LEGAL THEORY FOR ANY SPECIAL, INCIDENTAL,
CONSEQUENTIAL, PUNITIVE OR EXEMPLARY DAMAGES ARISING OUT
OF THIS LICENSE OR THE USE OF THE WORK, EVEN IF LICENSOR HAS
BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.

7. Termination

a. This License and the rights granted hereunder will terminate
automatically upon any breach by You of the terms of this
License. Individuals or entities who have received Derivative
Works or Collective Works from You under this License,
however, will not have their licenses terminated provided such
individuals or entities remain in full compliance with those
licenses. Sections 1, 2, 5, 6, 7, and 8 will survive any
termination of this License.

b. Subject to the above terms and conditions, the license granted
here is perpetual (for the duration of the applicable copyright in
the Work). Notwithstanding the above, Licensor reserves the
right to release the Work under different license terms or to
stop distributing the Work at any time; provided, however that
any such election will not serve to withdraw this License (or any
other license that has been, or is required to be, granted under
the terms of this License), and this License will continue in full
force and effect unless terminated as stated above.

8. Miscellaneous

a. Each time You distribute or publicly digitally perform the Work
or a Collective Work, the Licensor offers to the recipient a
license to the Work on the same terms and conditions as the
license granted to You under this License.

b. Each time You distribute or publicly digitally perform a
Derivative Work, Licensor offers to the recipient a license to the
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original Work on the same terms and conditions as the license
granted to You under this License.

c. If any provision of this License is invalid or unenforceable under
applicable law, it shall not affect the validity or enforceability of
the remainder of the terms of this License, and without further
action by the parties to this agreement, such provision shall be
reformed to the minimum extent necessary to make such
provision valid and enforceable.

d. No term or provision of this License shall be deemed waived
and no breach consented to unless such waiver or consent shall
be in writing and signed by the party to be charged with such
waiver or consent.

e. This License constitutes the entire agreement between the
parties with respect to the Work licensed here. There are no
understandings, agreements or representations with respect to
the Work not specified here. Licensor shall not be bound by any
additional provisions that may appear in any communication
from You. This License may not be modified without the mutual
written agreement of the Licensor and You.

Creative Commons is not a party to this License, and makes no warranty
whatsoever in connection with the Work. Creative Commons will not be
liable to You or any party on any legal theory for any damages
whatsoever, including without limitation any general, special, incidental
or consequential damages arising in connection to this license.
Notwithstanding the foregoing two (2) sentences, if Creative Commons
has expressly identified itself as the Licensor hereunder, it shall have all
rights and obligations of Licensor.

Except for the limited purpose of indicating to the public that the Work is
licensed under the CCPL, neither party will use the trademark “Creative
Commons” or any related trademark or logo of Creative Commons
without the prior written consent of Creative Commons. Any permitted
use will be in compliance with Creative Commons’ then-current
trademark usage guidelines, as may be published on its website or
otherwise made available upon request from time to time.

Creative Commons may be contacted at http://creativecommons.org/.
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