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r_colorMap “Unchanged” 
r_contrast “1″ 
r_customMode “” 
r_debugLineWidth “3″ 
r_debugShader “none” 
r_depthPrepass “0″ 
r_desaturation “1″ 
r_detail “1″ 
r_diffuseColorScale “1″ 
r_displayRefresh “60 Hz” 
r_distortion “1″ 
r_dlightLimit “4″ 
r_dof_bias “0.5″ 
r_dof_enable “1″ 
r_dof_farBlur “1.8″ 
r_dof_farEnd “7000″ 
r_dof_farStart “1000″ 
r_dof_nearBlur “6″ 
r_dof_nearEnd “60″ 
r_dof_nearStart “10″ 
r_dof_tweak “0″ 
r_dof_viewModelEnd “8″ 
r_dof_viewModelStart “2″ 
r_drawDecals “1″ 
r_drawSun “1″ 
r_drawWater “1″ 
r_envMapExponent “5″ 
r_envMapMaxIntensity “0.5″ 
r_envMapMinIntensity “0.2″ 
r_envMapOverride “0″ 
r_envMapSpecular “1″ 
r_envMapSunIntensity “2″ 
r_fastSkin “0″ 
r_filmTweakBrightness “0″ 
r_filmTweakContrast “1.4″ 
r_filmTweakDarkTint “0.7 0.85 1″ 
r_filmTweakDesaturation “0.2″ 
r_filmTweakEnable “0″ 
r_filmTweakInvert “0″ 
r_filmTweakLightTint “1.1 1.05 0.85″ 
r_filmUseTweaks “0″ 
r_floatz “1″ 
r_fog “1″ 
r_forceLod “none” 
r_fullbright “0″ 
r_fullscreen “0″ 
r_gamma “0.8″ 
r_glow “1″ 
r_glow_allowed “1″ 
r_glow_allowed_script_forced “0″ 
r_glowTweakBloomCutoff “0.5″ 
r_glowTweakBloomDesaturation “0″ 
r_glowTweakBloomIntensity0 “1″ 
r_glowTweakEnable “0″ 
r_glowTweakRadius0 “5″ 
r_glowUseTweaks “0″ 
r_gpuSync “adaptive” 
r_highLodDist “-1″ 
r_ignore “0″ 
r_ignorehwgamma “0″ 
r_inGameVideo “1″ 
r_lightMap “Unchanged” 
r_lightTweakAmbient “0.1″ 
r_lightTweakAmbientColor “1 0 0 1″ 
r_lightTweakDiffuseFraction “0.5″ 
r_lightTweakSunColor “0 1 0 1″ 
r_lightTweakSunDiffuseColor “0 0 1 1″ 
r_lightTweakSunDirection “0 0 0″ 
r_lightTweakSunLight “1″ 
r_loadForRenderer “1″ 
r_lockPvs “0″ 
r_lodBiasRigid “0″ 
r_lodBiasSkinned “0″ 
r_lodScaleRigid “1″ 
r_lodScaleSkinned “1″ 
r_logFile “0″ 
r_lowestLodDist “-1″ 
r_lowLodDist “-1″ 
r_mediumLodDist “-1″ 
r_mode “1024×768″ 
r_modelVertColor “1″ 
r_monitor “0″ 
r_multiGpu “0″ 
r_norefresh “0″ 
r_normal “1″ 
r_normalMap “Unchanged” 
r_outdoor “1″ 
r_outdoorAwayBias “32″ 
r_outdoorDownBias “0″ 
r_outdoorFeather “8″ 
r_picmip “0″ 
r_picmip_bump “0″ 
r_picmip_manual “1″ 
r_picmip_spec “0″ 
r_picmip_water “0″ 
r_polygonOffsetBias “-1″ 
r_polygonOffsetScale “-1″ 
r_portalBevels “0.7″ 
r_portalBevelsOnly “0″ 
r_portalMinClipArea “0.02″ 
r_portalMinRecurseDepth “2″ 
r_portalWalkLimit “0″ 
r_preloadShaders “0″ 
r_pretess “1″ 
r_reflectionProbeGenerate “0″ 
r_reflectionProbeGenerateExit “0″ 
r_reflectionProbeRegenerateAll “0″ 
r_rendererInUse “Shader model 3.0″ 
r_rendererPreference “Default” 
r_resampleScene “1″ 
r_scaleViewport “1″ 
r_showFbColorDebug “None” 
r_showFloatZDebug “0″ 
r_showLightGrid “0″ 
r_showMissingLightGrid “0″ 
r_showPixelCost “off” 
r_showPortals “0″ 
r_singleCell “0″ 
r_skinCache “1″ 
r_skipPvs “0″ 
r_smc_enable “1″ 
r_smp_backend “1″ 
r_smp_worker “1″ 
r_smp_worker_thread0 “0″ 
r_smp_worker_thread1 “0″ 
r_specular “1″ 
r_specularColorScale “1″ 
r_specularMap “Unchanged” 
r_spotLightBrightness “14″ 
r_spotLightEndRadius “196″ 
r_spotLightEntityShadows “1″ 
r_spotLightFovInnerFraction “0.7″ 
r_spotLightShadows “1″ 
r_spotLightSModelShadows “1″ 
r_spotLightStartRadius “36″ 
r_sse_skinning “1″ 
r_sun_from_dvars “0″ 
r_sun_fx_position “0 0 0″ 
r_sunblind_fadein “0.5″ 
r_sunblind_fadeout “3″ 
r_sunblind_max_angle “5″ 
r_sunblind_max_darken “0.75″ 
r_sunblind_min_angle “30″ 
r_sunflare_fadein “1″ 
r_sunflare_fadeout “1″ 
r_sunflare_max_alpha “1″ 
r_sunflare_max_angle “2″ 
r_sunflare_max_size “2500″ 
r_sunflare_min_angle “45″ 
r_sunflare_min_size “0″ 
r_sunflare_shader “sun_flare” 
r_sunglare_fadein “0.5″ 
r_sunglare_fadeout “3″ 
r_sunglare_max_angle “5″ 
r_sunglare_max_lighten “0.75″ 
r_sunglare_min_angle “30″ 
r_sunsprite_shader “sun” 
r_sunsprite_size “16″ 
r_texFilterAnisoMax “4″ 
r_texFilterAnisoMin “16″ 
r_texFilterDisable “0″ 
r_texFilterMipBias “0″ 
r_texFilterMipMode “Unchanged” 
r_useLayeredMaterials “0″ 
r_vc_makelog “0″ 
r_vc_showlog “0″ 
r_vsync “0″ 
r_warningRepeatDelay “5″ 
r_zfar “0″ 
r_zFeather “1″ 
r_znear “4″ 
r_znear_depthhack “0.1″ 
ragdoll_baselerp_time “1000″ 
ragdoll_bullet_force “500″ 
ragdoll_bullet_upbias “0.5″ 
ragdoll_debug “0″ 
ragdoll_dump_anims “0″ 
ragdoll_enable “1″ 
ragdoll_explode_force “18000″ 
ragdoll_explode_upbias “0.8″ 
ragdoll_fps “20″ 
ragdoll_jitter_scale “1″ 
ragdoll_jointlerp_time “3000″ 
ragdoll_max_life “4500″ 
ragdoll_max_simulating “16″ 
ragdoll_rotvel_scale “1″ 
ragdoll_self_collision_scale “1.2″ 
rate “25000″
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