Here you can find anything you want and have to known about binds, and offcourse how you make them. 
This Tutorial consist; 

· Cfg File 

· Console 

· Colours 

· Keys 

· Binds 

· Binds And Commands 

· Vstr 



Chapter 1: CFG-File 
Before we gone start with making binds and other things. It is wise that you will go make your binds into a CFG-file. (=configuration-file) This is a file where you can put your binds in with a other standard-windows program called Notebook. To make a CFG-File just follow the following steps. First you open Notebook. Second you gone save it and when the filename you give it must be <FILENAME>.CFG 
Remind also that you have to put by the bar Save As Type: .txt; must be set to all documents. 

When it is the first time you open CFG-file you need to press right-mouskey on the file and you select “open with”, then you select Notebook. You save your CFG-File in; 
	Code:

	C:\Program Files\Soldier Of Fortune2\base\mp




Chapter 2: Console 
The console is the interface between the game engine and the player. This allows the player to have control and more opportunity to customize the game to his preferences. The player is allowed to enter and execute commands and strings in the console which in some way or another alters the function of the game engine. 

The console consists of two parts, the command prompt and the output display. When open, the console display will drop down over the game screen and stop play ability. The display shows text information about the commands that have been executed or message's passed to the client from the server. The command prompt is a single empty line in the display with a blinking cursor, which serves as the place where the player enters commands or information. 

The access to the console is quite easy. The default key to access the console in SoF2 is the ~ (tilde) key, located on the left of the 1 key. There is also a command associated to that key which pulls down the console, this command is "toggleconsole". When in a game, this command will bring the console down when executed and pull the console up when executed again. 

We use a CFG-File and we want to extract it to SOF2. First make sure your CFG-File is in “C:\Program Files\Soldier Of Fortune2\base\mp”, also make sure off course SOF2 is running. To extract it you first open console (~) and type; 

	Code:

	\exec <FILENAME>.cfg




Here stands “exec” for extract 
Here stands “<FILENAME>” stands for the name off your file 

Example my filename is “bind” then you type in console. 
	Code:

	\exec bind.cfg




Now you know how to extract your CFG-File into the game SOF2. 


Chapter 3: Colours 
In the game Soldier Of Fortune2, you are able to use colors in your chat. There is only one way to use colours in the game and that is with SHIFT+6 = ^ With ^ you activate the colors you can press then nearly every key on your keyboard for a color. 
There are also differents , example the key A and a are 2 different colours. Just like 4 and $ are 2 different colours. 

When you want to use colours in your chat you type; 
	Code:

	^$Hi ^&My ^3Name ^1Is ^-WoOT^5woOT
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When we are gone make binds and we want to do it in colours we just type the command off the colour ^<KEY> 
Here under is a nice picture which show us which colour is which key. 
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Here under there are also some colors that advancement to a other color. You just replace the 8 for anything you like. 

^78^+8^,8^-8^!8 
^78^f8^y8^i8^F8^x8^!8 
^+8^d8^i8^F8^x8 
^x8^}8^n8^G8^+8^f8^y8^i8^F8^x8 
^F8^i8^y8^f8^78^O8^Z8^U8^W8 
^F8^D8^d8^78^k8^b8^C8 
^78^+8^q8^H8^~8 
^78^+8^k8^z8^T8 
^78^V8^]8^M8 
^}8^n8^G8^+8^78 
^78^28^p8^}8 
^}8^n8^E8^28^+8 
^j8^g8^K8^+8^l8^I8^y8 
^78^+8^k8^z8^T8 
^78^q8^o8^r8^m8^W8 
^78^q8^H8^U8^88^s8 
^W8^U8^L8^+8^78 
^s8^u8^.8^L8^+8^78 
^O8^L8^.8^u8^s8 
^78^+8^q8^o8^\8^m8^88^ 
^s8^W8^U8^Z8^O8^78 
^W8^U8^+8^d8^I8^y8 
^$8^C8^b8^38^g8^<8^y8^i8^s8 
^18^{8^h8 
^{8^18^T8^o8^+8^,8^-8^!8 
^78^+8^q8^T8^18^$8 
^$8^18^T8^o8^q8^+8^78 
^T8^z8^k8^78^K8^E8^G8 
^+8^k8^z8^T8 
^78^=8^]8^}8 
^C8^b8^k8^78 
^-8^,8^+8^78^K8^g8^j8^G8^n8 
^}8^n8^G8^?8^+8 
^-8^,8^+8^78^K8^g8^j8^G8 
^e8^m8^r8^q8^78 
^F8^i8^y8^I8^78 
^j8^g8^K8^78^K8^g8^j8 
^q8^H8^U8^u8^s8 
^78^q8^r8^m8^(8 
^78^O8^Z8^L8^U8 
^{8^T8^o8^78^d8^D8^F8 
^78^d8^D8^F8^x8 
^e8^m8^r8^q8^,8^-8^w8 
^e8^m8^r8^q8^78^+8^,8^-8^!8 
^$8^18^T8^o8^q8^78^d8^i8^F8^x8 


Chapter 4: Keys 
You got many keys on your keyboard and on nearly each key you can make a bind on it, here under you see a list with all keys that are available for putting a bind on it or putting a command or something else on it. 

Main keys 
bind tab <command> 
bind enter <command> 
bind <command> 
bind ' <command> 
bind - <command> 
bind / <command> 
bind 0 <command> 
bind 1 <command> 
bind 2 <command> 
bind 3 <command> 
bind 4 <command> 
bind 5 <command> 
bind 6 <command> 
bind 7 <command> 
bind 8 <command> 
bind 9 <command> 
bind semicolon <command> 
bind = <command> 
bind [ <command> 
bind \ <command> 
bind ] <command> 
bind , <command> 
bind . <command> 
bind a <command> 
bind b <command> 
bind c <command> 
bind d <command> 
bind e <command> 
bind f <command> 
bind g <command> 
bind h <command> 
bind i <command> 
bind j <command> 
bind k <command> 
bind l <command> 
bind m <command> 
bind n <command> 
bind o <command> 
bind p <command> 
bind q <command> 
bind r <command> 
bind s <command> 
bind t <command> 
bind u <command> 
bind v <command> 
bind w <command> 
bind x <command> 
bind y <command> 
bind z <command> 
bind alt <command> 
bind ctrl <command 
bind shift <command> 

Function keys 
bind esc <command> 
bind f1 <command> 
bind f2 <command> 
bind f3 <command> 
bind f4 <command> 
bind f5 <command> 
bind f6 <command> 
bind f7 <command> 
bind f8 <command> 
bind f9 <command> 
bind f10 <command> 
bind f11 <command> 
bind f12 <command 

Navigational Keys 
bind ins <command> 
bind home <command> 
bind pgup <command> 
bind del <command> 
bind pgdn <command 

Arrow Keys 
bind uparrow <command> 
bind downarrow <command> 
bind leftarrow <command> 
bind rightarrow <command 

Keypad Keys 
bind kp_ins <command> 
bind kp_end <command> 
bind kp_downarrow <command> 
bind kp_pgdn <command> 
bind kp_leftarrow <command> 
bind kp_5 <command> 
bind kp_rightarrow <command> 
bind kp_home <command> 
bind kp_uparrow <command> 
bind kp_pgup <command> 
bind kp_del <command> 
bind kp_enter <command> 
bind kp_plus <command> 
bind kp_minus <command> 
bind * <command> 
bind kp_slash <command 


Mouse keys 
bind mouse1 <command> 
bind mouse2 <command> 
bind mouse3 <command> 
bind mwheelup <command> 
bind mwheeldown <command> 

It’s possible that you got more mouse got more keys, when you have more keys, for example you got 2 more mousekeys they are called mouse4, mouse5.

Chapter 5: Binds 
A bind is a command that executes a command or message to the game with only pressing 1 button. The advantage off this is that when you want to say: “I owned you”. For example. Because you don’t want to type whole time “I owned you”. There is a command who makes it easier to say a line off text unlimited times. To make a bind you type this in your CFG file. 

	Code:

	bind <KEY> "<SAY> <TEXT>"


cmd 

= Value 
<KEY> 
= here you put your key where you want the bind on. 
<SAY> 
= there are different ways off talking 
You can use say, everyone can read it. 
You can use say_team, only teammates can read it. 
You can use vsay_team, but this got limites. 
<TEXT> = Here you put your message what you want to say. 

Example: 

	Code:

	bind h "say ^& =]^$Head^3Shot^&[="




cmd 

= Value 
<KEY> 
= h 
<SAY> 
= say 
<TEXT> 
= ^& =]^$Head^3Shot^&[= 

In the game this bind would look like; 
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Example: 

	Code:

	bind j "say_team ^3Oh ^&My ^$God! ^DI ^dneed ^Fhelp ^Nhere!!!"




cmd 

= Value 
<KEY> 
= h 
<SAY> 
= say_team 
<TEXT> 
= ^3Oh ^&My ^$God! ^DI ^dneed ^Fhelp ^Nhere!!! 


In the game this bind would look like; 
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About the way off speaking “vsay_team”. This way off speaking has limited options because you can’t just type vsay_team lol. Because vsay_team is a kind off speaking, but it has only a couple off lines that it can speak. like vsay_team under_fire. You hear then a sound with; Under Fire! Available vsay_team you can see here under 
· under_fire" 

· affirmative" 

· negative" 

· cover_me" 

· hold_position" 

· clear" 

· sniper" 

· careful" 

· obj_complete" 

· man_down" 

· advance" 

· await_orders" 

· yes_sir" 

· check_fire" 

· fire_hole" 

· grenade" 

· take_cover" 

· got_him" 


Chapter 6: Bind & Commands 
You don’t need to put something that you wanne say on a bind. You also can bind other commands or cvars or sounds or tokens. 
To view a list off cvars type in console: 

	Code:

	\cvarlist




To view a list off commands you type in console: 

	Code:

	\cmdlist




To view on what keys you have got a bind on you type in console: 

	Code:

	\bindlist




To view on what sounds are available have got a bind on you type in console: 

	Code:

	\tokens




A example off a cvar that you can bind is cg_fov. This cvar makes your view what bigger. The default value off cg_fov is 80. The maximum off cg_fov is 100 and the minimum is 80. We can make 2 binds for it. To make a better view on the bind we do after the cvar a command, ‘echo’, this displays on the left top off your screen. It is good to use because you see then what you have selected. 

	Code:

	bind y "cg_fov 80; echo ^7cg_fov 80"




Cmd 

= Value 
<KEY> 
= y 
<CVAR> 
= cg_fov 60 
<ECHO> 
= ^7cg_fov 60 

	Code:

	bind u "cg_fov 100; echo ^7cg_fov 100"




Cmd 

= Value 
<KEY> 
= u 
<CVAR> 
= cg_fov 100 
<ECHO> 
= ^7cg_fov 100 

It’s also possible to do more commands in 1 bind, example:

	Code:

	bind u "cg_fov 100; cg_crosshairsize 20; r_gamma 1.5"


Chapter 7: Vstr 
Now we go with some more advance binds. We gone use now “vstr” binds it makes your able to put more binds on 1 key. Amongst here you see a example vstr bind. 

	Code:

	set name1 "set name WoOTwoOT;             set namelist vstr name2"  
set name2 "set name EnemyOffTheStateNum1.;set namelist vstr name1" 
set namelist "vstr name1" 
bind 0 "vstr namelist" 




Explanation: First time you press '0' it sets your name to 'WoOTwoOT’, press it again and it sets your name to 'EnemyOffTheStateNum1.', press it again and it sets it to 'WoOTwoOT'.. etc. 

Some things you should know first: 
set = creates a new cvar (if it don’t already exist), and assigns a value to it. 
vstr = this basically lets you execute the commands in your script. 



First line. 

	Code:

	set name1 "set name WoOTwoOT; set namelist vstr name2"



name1's value is "set name WoOTwoOT; set newname vstr name2" 

In name1 two things happen. First it sets the var (name) to the value (=]*Wou[Z]eR*[=), then it creates another cvar (newname) and assigns its value (vstr name2). So now you have 3 cvars with 3 values in the first line. 

cvar 

= Value 
name1 
= "set name WoOTwoOT; set namelist vstr name2" 
name 

= WoOTwoOT (same as /name "WoOTwoOT in the console) 
namelist 
= vstr name2 


Second line. 

	Code:

	set name2 "set name EnemyOffTheStateNum1.; set namelist vstr name1"




This is doing the same thing the first line did except the vars and values are different. 

cvar 

= Value 
name2 
= set name EnemyOffTheStateNum1.; set namelist vstr name1 
name 

= EnemyOffTheStateNum1.; 
namelist 
= vstr name1 


Third line. 

	Code:

	set namelist "vstr name1"



This assigns a value (vstr name1) to "namelist" 
This line is mostly used to set a default value and its not always needed! 


Fourth line. 

	Code:

	bind 0 "vstr namelist"




This actually binds a key to the cvar "namelist", so every time you press '0', the cvar namelist is executed. 

Notice that in line1 namelist = vstr name2, and in line2 namelist = vstr name1. 
This is what makes the script loop. 


This is how you make yourself a vstr bind. So multiply binds on 1 key. Note that you off course can put colours in your vstr bind. Example, 

	Code:

	set name1 "set name ^-WoOT^5WoOT;       set namelist vstr name2"  
set name2 "set name ^7Tha^&-^4Unknown;    set namelist vstr name1"  
set namelist "vstr name1"  
bind 0 "vstr namelist" 




A example off a other vstr bind with the player is saying “LoL” is: 

	Code:

	set LoL1 "say ^FL^do^FL;                          set LoLlist vstr LoL2"  
set LoL2 "say ^FLaughing ^dOut ^FLoud;            set LoLlist vstr LoL1"  
set LoLlist “vstr LoL1"  
bind n "vstr LoLlist" 




In the game this bind would look like. 
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You can also do the 2 binds off cg_fov one 1 bind. There isn’t much different as in the other vstr binds. An Example off a vstr bind with commands is: 

	Code:

	set fovlist2 "cg_fov 60;     echo ^3FOV ^1[^760^1];    set fovlist vstr fovlist1"  
set fovlist1 "cg_fov 100;    echo ^3FOV ^1[^7100^1];   set fovlist vstr fovlist2"  
set fovlist "vstr fovlist1"  
bind 2 "vstr fovlist" 


