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The Quake 3 DeFRaG community has entered a transformative phase marked by significant
technological modernization, expanded competitive infrastructure, and unprecedented community
engagement initiatives. As of early 2026, the scene is experiencing a renaissance driven by the
launch of the defrag.racing platform, which introduces contemporary web infrastructure,
community leaderboards, and advanced ranking systems to a mod that has persisted for over two
decades. This comprehensive report examines the multifaceted trends reshaping the DeFRaG
competitive landscape, including the professionalization of tournament structures, the
diversification of physics variants, and the strategic development of tools that have democratized
participation in this demanding speedrunning discipline. Through analysis of recent platform
developments, tournament activity, community initiatives, and technical advancements, this report
reveals how DeFRaG is positioning itself as a vital segment of the broader speedrunning and
competitive FPS communities.

The Quake 3 DeFRaG modification emerged from the early 2000s as a community-driven project
focused on movement mechanics and speedrunning rather than traditional competitive
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deathmatch gameplay[50]. DeFRaG represents a distinctive evolution of Quake 3 Arena's
movement system, wherein players navigate custom-designed maps to achieve the fastest
possible completion times while mastering advanced speed techniques such as strafing, ramp
acceleration, and momentum preservation. Unlike traditional Quake 3 gameplay, which
emphasizes weapon combat and arena-based fragmentation, DeFRaG transforms the engine into a
pure movement and timing challenge. The mod has maintained a dedicated following throughout
the 2010s despite the broader decline in classic arena shooters, cultivating a niche but passionate
community of speedrunners and movement enthusiasts.

The period from 2015 to 2025 witnessed a gradual consolidation of the DeFRaG infrastructure
around established platforms such as q3df.org and dfcomps.ru[7, 32], which served as the primary
repositories for map records, competition information, and community discussion. However, these
platforms, while functional, remained rooted in legacy web design paradigms that limited
accessibility and engagement for newcomers. The introduction of defrag.racing in 2026 represents
a watershed moment for the community, providing a comprehensive platform that integrates
modern user interface design, sophisticated leaderboard systems, and community-driven
features[6, 46]. The defrag.racing project, which is actively developed on GitHub, explicitly aims to
"refresh the game by adding a modern and user-friendly UI, as well as introducing new features
such as custom tournaments"[38]. This modernization effort signals a deliberate pivot toward
sustainability and growth, acknowledging that technical infrastructure directly influences
community participation and retention.

The timing of this platform evolution coincides with a broader resurgence of interest in
speedrunning and movement-based challenges across gaming communities. Traditional
speedrunning platforms such as Speedrun.com have expanded their coverage to include DeFRaG
as a featured category, providing additional visibility and legitimacy to the competitive scene[9,
40, 63]. This integration represents recognition from the broader speedrunning community that
DeFRaG occupies a unique and valuable position within movement-focused gaming disciplines. The
mod's emphasis on pure movement mechanics, divorced from randomness or item management
concerns, creates a compelling proving ground for understanding optimal player interaction with
three-dimensional game spaces.

The defrag.racing platform represents the most significant infrastructure development in the
DeFRaG community in recent years, embodying a comprehensive reconceptualization of how
community records, rankings, and engagement are managed and displayed. Launched in stages
throughout late 2025 and early 2026, the platform integrates several key technical components
designed to enhance both casual access and serious competitive engagement. The user interface
has been rebuilt from the ground up to provide intuitive navigation, responsive design across
devices, and visual presentation that appeals to contemporary sensibilities[6, 46]. Rather than
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replicating the aesthetic conventions of early 2000s web design that characterized previous
platforms, defrag.racing employs modern design principles emphasizing clarity, accessibility, and
visual hierarchy.

The technical architecture underlying defrag.racing reflects careful consideration of the specific
needs of the DeFRaG community. The platform automatically processes demonstration files that
players upload, extracting relevant metadata such as map name, completion time, physics variant,
and player identity. This automated processing eliminates manual data entry errors and reduces
barriers to participation, as players can simply upload their demo files without navigating complex
form interfaces. The platform maintains an extensive database representing thousands of maps
across multiple physics variants, with detailed metadata about each map including difficulty
ratings, play counts, and completion statistics[6]. This comprehensive approach to data
management enables unprecedented opportunities for analysis and exploration of the competitive
landscape.

A critical feature of the modernized infrastructure is the integration of video rendering capabilities
announced in late March 2026[14]. Previously, community members interested in sharing their
record runs relied on manual video capture or external recording tools, introducing substantial
friction into the content creation process. The native video rendering functionality integrated into
defrag.racing streamlines the conversion of demo files into watchable video content, dramatically
lowering the technical barrier to content creation. This democratization of video production
capability has profound implications for community engagement and content distribution, enabling
players to easily generate shareable content for social media platforms and streaming
services[42]. Video content represents a primary mechanism through which competitive gaming
communities attract new participants and maintain engagement, as dynamic visual presentation
proves far more compelling than static leaderboard positions.

The defrag.racing roadmap indicates ongoing development priorities focused on expanding
platform capabilities and responding to community feedback[12, 57]. Rather than presenting a
fixed feature list, the development team emphasizes iterative improvement and community-driven
prioritization, signaling an agile approach to feature development that contrasts with the static
nature of legacy platforms. This methodology reflects contemporary software development
practices and suggests a commitment to treating defrag.racing as a living platform that evolves in
response to user needs rather than a static repository of historical information. The explicit
incorporation of community feedback into development priorities represents a fundamental
departure from previous infrastructure approaches and suggests a recognition that community
sustainability depends upon responsive, participatory governance structures.

The Community Leaderboard
Initiative and Gamified



One of the most significant platform innovations introduced by defrag.racing is the Community
Leaderboard system, launched in late March 2026[14, 18, 23]. This feature represents a
sophisticated attempt to expand the definition of valued community contributions beyond simply
achieving fast speedrun times. The traditional leaderboard model, wherein players are ranked
exclusively by their best record time on each map, concentrates recognition and prestige among
an elite subset of accomplished runners. While this approach reflects the meritocratic values
fundamental to speedrunning culture, it potentially discourages participation among casual players
who recognize they lack the mechanical skill or time investment to compete at the highest level.

The Community Leaderboard addresses this limitation through a gamification framework that
rewards diverse forms of community participation. Players earn points and recognition through
activities including uploading demonstration files, creating and tagging maps with descriptive
metadata, contributing to wiki documentation, and engaging in other content creation activities
that benefit the broader community[18, 23, 34, 47]. This approach recognizes that community
health depends upon contributions beyond elite-level competition. Mappers, documentation
writers, content creators, and casual participants all receive recognition through the Community
Leaderboard, creating incentive structures that reward a broader spectrum of community roles.
This represents a deliberate shift away from winner-take-all competition models toward recognizing
diverse forms of value creation.

The implementation of the Community Leaderboard reflects sophisticated understanding of social
motivation and engagement mechanics. Research in gaming communities has consistently
demonstrated that recognition systems significantly influence participation patterns, particularly
when such systems acknowledge diverse forms of contribution. By creating multiple pathways
through which community members can earn recognition and status, the Community Leaderboard
system potentially attracts participants who might otherwise feel marginalized in a pure
competitive framework. A casual player interested in exploring maps but lacking the discipline to
pursue world-record times can now accumulate leaderboard recognition through consistent
documentation and curation activities. This expansion of valued roles within the community
potentially increases overall participation and fosters a more inclusive competitive environment.

The tagging and documentation features integrated into the Community Leaderboard also address
practical challenges that have historically fragmented the DeFRaG community. With thousands of
maps distributed across various repositories and compilation packs, organizing and discovering
maps requires significant effort and institutional knowledge. Crowdsourced tagging and metadata
generation, incentivized through Community Leaderboard recognition, gradually constructs a
comprehensive, communally-maintained map database. This process represents a form of
distributed knowledge work wherein individual contributions aggregate into valuable community
infrastructure. As the tagging database becomes more comprehensive and detailed, searchability
and discoverability improve, lowering barriers for new players attempting to find maps suitable to
their skill level or interests.

Engagement



The competitive DeFRaG scene has undergone substantial evolution during the early months of
2026, with multiple tournaments operating simultaneously across different physics variants and
competitive tiers. The FPS Cup tournament series represents one of the most significant
competitive infrastructure developments, with FPS Cup 03 announced to commence on March 8,
featuring seven custom-designed maps crafted by elite community mappers[27]. The FPS Cup
series explicitly coordinates competition across the two primary physics variants, VQ3 and CPM,
recognizing that these variants attract distinct player populations with different mechanical
specializations. VQ3, the vanilla Quake 3 physics variant, emphasizes precision and consistency,
while CPM, a community-modified physics variant, enables higher velocity generation and more
aggressive acceleration mechanics[15, 49].

The tournament infrastructure visible on defrag.racing and dfcomps.ru reflects increasing
professionalization and coordination within the competitive scene[7, 26, 27, 31, 32]. Rather than
operating as isolated grassroots initiatives, contemporary tournaments integrate with platform
infrastructure, automated scheduling, and standardized rule sets that facilitate participation across
geographic boundaries. The online-only format of virtually all contemporary tournaments removes
geographic barriers that would have precluded participation from many international players in
earlier eras. This geographic democratization expands the talent pool competing in tournaments
and ensures that tournament outcomes reflect the true skill distribution rather than participant
convenience regarding travel logistics.

Tournament structure and map selection represent careful balancing acts designed to maintain
competitive integrity while ensuring entertaining viewership and rewarding mechanical diversity.
FPS Cup 03's inclusion of seven maps ensures that victory requires consistency across varied map
designs and movement challenges rather than allowing competitors to specialize in a narrow
subset of movement techniques[27]. Map selection processes typically involve community voting,
expert panel selection, and explicit consideration of map quality, fairness, and entertainment
value. Elite mappers within the DeFRaG community have developed sophisticated understanding of
how map geometry, checkpoint placement, and technical requirements influence competitive
dynamics and spectator engagement. The advancement from arbitrary map selection toward
deliberate curatorial practices reflects professionalization of the tournament infrastructure.

The tournament structure also reflects economic constraints and opportunities within the gaming
esports ecosystem. While DeFRaG tournaments generally operate on modest budgets compared to
mainstream esports titles, the online format and relative lack of sponsorship requirements enable
frequent tournament operation. dfcomps.ru and defrag.racing both host or aggregate information
about ongoing competitions, demonstrating that multiple independent tournament organizers
continue operating within the community[7, 32]. This distributed tournament operation prevents
any single entity from monopolizing competitive infrastructure and maintains competitive
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opportunities for players regardless of any individual organizer's scheduling. The implicit
recognition that a healthy competitive ecosystem benefits from distributed organization represents
sophisticated understanding of community resilience and diversity.

A distinguishing feature of the contemporary DeFRaG competitive scene is the coexistence of
multiple physics variants, each attracting distinct player populations and requiring specialized
mechanical expertise. The two dominant variants, VQ3 and CPM, represent different philosophical
approaches to Quake 3 movement mechanics and generate fundamentally different speedrunning
experiences despite being implemented within the same underlying engine[15, 49]. Understanding
these variants and their implications for competitive structure represents a crucial element of
contemporary scene analysis.

VQ3, representing vanilla Quake 3 physics, maintains the movement characteristics originally
designed by id Software for the standard Quake 3 Arena game. Under VQ3 physics, players
accelerate through movement input with constraints designed to prevent unlimited speed
accumulation. The maximum velocity that players can achieve under VQ3 physics remains capped,
creating a stable upper limit on player speed across all maps and circumstances. This constraint
forces players to prioritize precision, timing, and route optimization rather than simply
accumulating maximum velocity. VQ3 speedruns reward nuanced understanding of map geometry,
optimal strafe patterns, and precise trigger timing. The competitive scene values consistency and
efficiency under these constraints, emphasizing that superior players reliably execute optimal
routes with minimal wasted motion.

CPM, by contrast, represents a community-modified physics variant that removes or substantially
increases the velocity cap that constrains player acceleration[39]. Under CPM physics, players can
accumulate virtually unlimited velocity through properly executed strafing patterns and ramp
acceleration. This alternative physics model emerged from the speedrunning community's
experimentation with engine parameters, discovering that removing velocity constraints generated
engaging alternative movement challenges. CPM speedruns emphasize maximum velocity
generation and aggressive acceleration mechanics that would be impossible or unproductive under
VQ3 physics. The mechanics of CPM create spectacularly dynamic speedruns wherein players
gradually increase velocity through increasingly complex movement sequences, culminating in
traversal of maps at velocities that would appear impossible under standard physics.

The coexistence of these variants creates interesting competitive dynamics and community
segmentation. Players develop specialization in particular variants based on their mechanical
preferences, cognitive approaches to movement optimization, and practical time investment
constraints. Some players compete at high levels in both variants, demonstrating mechanical
flexibility and broad expertise, while others specialize in a single variant that better matches their
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play style. Tournament organizers navigating this landscape must decide whether to run separate
competitions for each variant or attempt integration, balancing inclusive representation against
practical constraints on tournament scope. The successful FPS Cup tournament series addresses
this challenge by explicitly organizing separate competition brackets for VQ3 and CPM, recognizing
that meaningful competition requires players to compete within their specialized variant[3, 28].

Beyond VQ3 and CPM, the DeFRaG community recognizes several additional physics variants,
including VQ3.TR (a friction-modified variant) that occupy niche competitive positions[2, 8, 11]. The
continued development and support of multiple physics variants reflects the community's
commitment to preserving the mechanical diversity that characterizes DeFRaG. This diversity
represents a unique feature of the DeFRaG community compared to traditional speedrunning
communities, wherein speedrunners typically compete within a single, fixed ruleset determined by
the underlying game. The ability to modify physics parameters and create alternative competitive
frameworks enables experimentation and innovation while maintaining connection to the original
Quake 3 engine.

The technical foundation supporting DeFRaG competition depends critically upon careful
maintenance and development of the underlying game engine, which has diverged substantially
from the original Quake 3 Arena codebase. The ioq3df engine represents a specialized fork of
ioquake3 specifically developed to support DeFRaG-specific features and optimizations[20]. Rather
than relying on the original id Tech 3 engine developed for Quake 3 Arena, which has not received
substantial maintenance in decades, the DeFRaG community maintains its own engine fork that
incorporates contemporary technical improvements while preserving the movement mechanics
that define the mod.

The maintenance of specialized engine code represents a considerable technical commitment
requiring ongoing development expertise and compatibility management. The DeFRaG
development team must balance preservation of existing mechanics against incorporation of bug
fixes, performance optimizations, and compatibility updates necessary for operation on
contemporary operating systems. Recent changelog entries document meticulous attention to such
technical maintenance, including fixes for ghost missile sound emission and improvements to
respawn point selection across map restarts[4]. These technical improvements, while unglamorous,
represent essential maintenance that ensures the game remains functional and competitive on
contemporary hardware.

The technical requirement for specialized engine maintenance reflects the reality that DeFRaG
pushes the Quake 3 engine to operational limits that stress components designed for very different
purposes. The original Quake 3 engine was designed for competitive deathmatch gameplay with
expectations regarding maximum player velocity, acceleration patterns, and movement mechanics
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that differ substantially from DeFRaG requirements. Movement optimization in DeFRaG generates
velocity values that exceed original design parameters, stressing interpolation systems, physics
calculations, and network synchronization mechanisms. CPM's removal of velocity constraints
pushes these systems even further beyond design parameters, requiring careful optimization to
maintain simulation stability at velocity values that would crash or malfunction in vanilla Quake 3.

The continued maintenance and development of ioq3df represents a form of technical
infrastructure investment that receives minimal public recognition but proves essential to
community sustainability. Developers investing time in engine maintenance do so primarily
through voluntary effort and community contribution rather than financial compensation. The
health of the DeFRaG community therefore depends critically upon the continued recruitment and
development of technical expertise, ensuring that knowledge transfer occurs between experienced
developers and emerging contributors. The open-source status of ioq3df on GitHub, while not
automatically ensuring sustained development, at minimum enables distributed collaboration and
community contribution to critical engine maintenance[20].

The DeFRaG community benefits substantially from an active ecosystem of content creators who
generate video content showcasing competitive runs, educational guides, and community
commentary. The integration of video rendering capabilities into the defrag.racing platform
represents explicit recognition that content creation has become a central element of community
engagement and growth. Video content demonstrating world record runs, particularly those
incorporating commentary, editing, and narrative structure, proves far more effective at attracting
new community members than static leaderboard positions or written reports. The reduction of
barriers to video content creation through integrated rendering directly addresses the friction that
previously limited video content generation.

The YouTube channels and streaming services operated by prominent DeFRaG community
members demonstrate diverse approaches to content creation, from competitive record runs to
educational skill demonstrations and community tournament coverage. These content creators
perform invaluable community functions by making DeFRaG accessible to potential newcomers,
showcasing the mechanical beauty of optimized runs, and building narrative frameworks through
which audiences can understand competitive dynamics. Channels such as those documenting FPS
Cup tournament brackets and individual speedrun records generate audience engagement that
extends far beyond the immediate competitive participant base[2, 3, 11, 28]. Educational content
demonstrating advanced movement techniques, map-specific routing, and physics mechanics
serves as informal knowledge transfer for new players attempting to develop competitive
expertise[37, 62].

Content Creation and Media
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The integration of defrag.racing with social media and streaming platforms creates ecosystem
effects wherein community platforms and external media distribution systems reinforce each other.
A player achieving a notable record run can seamlessly generate and share video content through
defrag.racing, which can then be distributed across YouTube, Twitch, and Discord, ultimately
driving visibility back to the central platform. This virtuous cycle of content generation, distribution,
and platform engagement creates substantial incentive structures for high-level performance. The
democratization of video content creation through platform-integrated tools significantly lowers
barriers for community members interested in sharing their runs with broader audiences.

The Discord community, which contains 1,823 members as of 2026, represents the primary real-
time social nexus where community members discuss competitive strategy, provide mutual
encouragement, organize informal competitions, and maintain social bonds[41]. Discord's
integration with streaming services and content distribution platforms creates seamless pathways
through which breaking runs or tournament results immediately reach the engaged community.
The scale of the Discord community, while modest compared to mainstream gaming titles,
represents substantial growth from earlier eras when DeFRaG community coordination relied on
forum-based discussion systems and asynchronous communication. The synchronous, real-time
nature of Discord communication facilitates rapid knowledge transfer and collective celebration of
community achievements.

One of the most significant challenges facing speedrunning communities involves creating
accessible entry points for newcomers lacking existing expertise in underlying game mechanics.
The DeFRaG community has historically addressed this challenge through community guides,
informal mentorship from experienced players, and availability of educational demonstration
videos. The modernized platform infrastructure, however, enables more systematic approaches to
novice skill development through integrated documentation, difficulty-rated maps, and social
features that facilitate connections between experienced and developing players.

The map rating system on defrag.racing explicitly solicits difficulty assessments from community
members, enabling new players to identify maps appropriate to their current skill level rather than
encountering arbitrary difficulty progression[6]. This simple feature addresses a substantial friction
point previously encountered by newcomers, who faced overwhelming choice among thousands of
maps with minimal information regarding relative difficulty or skill requirements. By enabling
difficulty ratings from experienced players, the platform aggregates distributed expertise into
useful navigation aids. A player beginning their DeFRaG journey can now filter maps by difficulty
level, ensuring they practice against maps that provide appropriate challenge without demanding
mechanical skills beyond their current capacity.

New Player Accessibility and Skill
Development Pathways



The wiki documentation available through both q3df.org and defrag.racing provides foundational
knowledge regarding movement mechanics, physics variants, mapping conventions, and
competitive structure[4, 50, 58]. While wiki documentation cannot fully substitute for practical
experience and expert guidance, it provides essential reference material that democratizes access
to foundational knowledge. New players can independently research questions regarding
movement optimization, map triggers, or competitive format without requiring direct access to
experienced community members. The incentivization of wiki contribution through the Community
Leaderboard system creates economic motivation for experienced players to document their
expertise, improving the quality and comprehensiveness of available knowledge resources.

The visual demonstration of advanced movement techniques through video content proves
particularly valuable for skill development, as optimal movement patterns often appear
counterintuitive when described in text. Watching expert players execute complex strafing
sequences, ramp acceleration, and velocity management in real-time provides educational value
difficult to achieve through written instruction alone. The platform-native video rendering and
sharing functionality removes technical barriers that previously limited video content availability,
enabling more comprehensive documentation of technique through dynamic demonstration rather
than static description.

The DeFRaG community's creative output extends beyond competition and speedrunning into map
design and creation, with elite mappers continuously expanding the repertoire of competitive and
recreational maps available to the community. The FPS Cup tournament series selection of "seven
maps, crafted by some of the best mappers in the community" reflects recognition that exceptional
maps significantly influence the quality and sustainability of competitive scenes[27]. Mapping
represents skilled creative work requiring understanding of movement mechanics, routing
possibilities, visual design, geometric optimization, and competitive balance. The accessibility of
mapping tools and knowledge democratizes map creation, enabling community members without
professional game development experience to contribute new competitive environments.

The mapping community has developed sophisticated understanding of how geometric design
influences movement possibilities, competitive routing, and aesthetic appeal. Maps explicitly
designed for speedrunning differ substantially from maps designed for traditional Quake 3
deathmatch, requiring careful consideration of linear flow, multiple routing options that reward
optimization, and checkpoint placement that provides meaningful progression markers. The
integration of checkpoints into map design enables intermediate performance tracking, allowing
competitions to assess consistency across map sections rather than requiring perfection across
entire maps. This checkpoint system reduces randomness and luck-based variability, creating
conditions wherein superior players reliably outperform competitors across all map sections.

Mapping Innovation and Content
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Elite mappers often achieve substantial community recognition and prestige, with their map
creations becoming iconic fixtures within competitive history. Maps frequently appear in multiple
competitive contexts across years or decades, establishing historical significance through
tournament inclusion and record density. The explicit celebration of mappers within tournament
promotion reflects growing recognition that competitive scenes require creative infrastructure
alongside elite player performance. The FPS Cup's explicit acknowledgment of mappers within
tournament marketing represents professionalization of the community's approach to recognizing
diverse forms of contribution.

The DeFRaG competitive scene exists within a broader context of esports recognition and
speedrunning community integration that has evolved substantially in recent years. The inclusion
of DeFRaG on Speedrun.com, a centralized speedrunning leaderboard platform serving multiple
games and communities, provides legitimacy and visibility within the broader speedrunning
ecosystem[9, 40, 59, 63]. This integration signifies recognition from speedrunning authority
structures that DeFRaG qualifies as a legitimate competitive category worthy of comprehensive
documentation and archival. Speedrun.com's inclusion of DeFRaG levels, leaderboards, and
tournament documentation creates network effects wherein visibility on a major platform
generates interest and participation from speedrunning communities that might otherwise lack
exposure to DeFRaG.

The distinction between DeFRaG and traditional speedrunning categories reflects philosophical
differences regarding what constitutes legitimate speedrunning endeavor. Traditional
speedrunning typically focuses on optimal completion of existing games under specified rulesets,
with competition based on comparative completion times. DeFRaG represents speedrunning within
a constructed, deliberately-designed competitive environment created specifically to emphasize
movement optimization rather than narrative progression or combat optimization. Despite these
distinctions, the speedrunning community has increasingly recognized that movement-focused
competition, while architecturally different from traditional speedrunning, represents a legitimate
and valuable competitive pursuit. This recognition reflects maturation of the speedrunning
community's understanding of competitive gaming beyond narrow definitional constraints.

The World Cup tournament structure, evidenced by the DeFRaG World Cup 2021 on Liquipedia and
the periodic international tournaments organized through the community, signals aspirations
toward formalized, internationally-recognized competitive structures[5]. While DeFRaG competitive
events lack the prize pools, sponsorship infrastructure, and mainstream media coverage associated
with mainstream esports, the organizational frameworks and competitive structures increasingly
resemble those found in legitimized esports ecosystems. The online-only format of virtually all
contemporary tournaments enables international participation regardless of geographic location,
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creating opportunities for the best players globally to compete against each other in standardized
competitive frameworks.

Understanding the demographic composition and growth patterns of the DeFRaG community
provides important context for assessing the trajectory of current trends. The community's core
participant base consists of dedicated speedrunners and movement enthusiasts, many of whom
have maintained engagement with Quake 3 and DeFRaG across decades despite opportunities to
migrate toward mainstream gaming experiences. This extraordinary persistence suggests that the
community has successfully cultivated engagement mechanisms and social structures that retain
participants through extraordinary loyalty. The relatively modest Discord community size of 1,823
members suggests the community remains distinctly niche compared to mainstream gaming titles,
yet represents substantial engagement intensity relative to community size[41].

The introduction of modernized platform infrastructure and community leaderboard systems
represents an explicit effort to expand beyond the existing core community toward broader
participation. The reduction of technical barriers through platform-native tools, coupled with
gamification frameworks rewarding diverse contributions, creates conditions theoretically
conducive to participation growth. Whether these infrastructure improvements succeed in
attracting substantial new participant populations remains to be determined, though the early
2026 period already shows evidence of increased activity and engagement. The momentum
generated through platform launches, tournament activity, and content creation initiatives
suggests favorable conditions for community growth, though long-term sustainability depends
upon continued technical development and community engagement.

The explicit publication of a development roadmap by defrag.racing signals commitment to
transparent communication regarding future platform evolution and community priorities[12, 57].
Rather than operating as isolated projects with hidden development agendas, the defrag.racing
team has committed to publishing priorities and soliciting community feedback on proposed
features. The ongoing development priorities remain determined "based on community feedback,
priorities, and available development time," reflecting agile development methodologies and
explicit recognition that community voice should influence platform direction[12, 57]. This
approach contrasts with legacy platforms that operated with minimal stakeholder engagement or
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communication regarding development priorities.

Potential future development directions, informed by community discussion and proposed feature
requests, include additional filtering capabilities for specific gameplay categories such as strafe-
focused, rocket-focused, and combination techniques, enabling more granular competitive
categorization and specialized competitions[35]. The recognition that gameplay specialization
creates opportunities for distinct competitive categories reflects sophisticated understanding of
how competitive diversity strengthens overall ecosystem health. Rather than forcing all
competitors into a single generalist category, permitting specialization enables players with
particular mechanical strengths or interests to pursue competitive achievement within tailored
contexts.

The ongoing development emphasis suggests the defrag.racing team recognizes that platform
success depends upon continuous evolution responding to community needs rather than static
feature sets. The willingness to publish priorities publicly and solicit community input creates
accountability structures wherein developers remain responsive to community interests. This
participatory approach to platform governance potentially fosters stronger community investment
in platform success, as community members recognize that their feedback directly influences
development direction.

The Quake 3 DeFRaG community stands at a transformative juncture wherein modernized
infrastructure, professionalized tournament structures, and expanded community engagement
mechanisms converge to create conditions favorable for sustained growth and competitive vitality.
The emergence of defrag.racing as a central platform hub, coupled with innovations including
community leaderboards, integrated video rendering, and sophisticated ranking systems,
represents the most significant infrastructure development in the community's recent history[6, 14,
18, 46]. These technological advances address longstanding friction points that previously
constrained newcomer accessibility and community engagement, creating conditions theoretically
conducive to expanded participation.

The competitive scene has simultaneously professionalized through the development of recurring
tournament structures such as the FPS Cup series, with explicit attention to map curation, physics
variant representation, and spectator engagement[28, 3]. The recognition of diverse physics
variants—VQ3, CPM, and emerging variants—enables mechanical specialization while maintaining
essential community cohesion[49, 15]. These competitive structures create compelling narratives
and accomplishment frameworks that incentivize high-level performance while remaining
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conceptually accessible to newcomers attempting to understand elite competition.

The community's willingness to modernize while maintaining fidelity to core mechanical principles
represents successful navigation of the challenging balance between innovation and tradition.
DeFRaG has resisted pressure toward completely reimagining the core speedrunning experience in
pursuit of mainstream appeal, instead concentrating on technical infrastructure improvements and
community engagement mechanisms that preserve the essential character of movement-focused
competition. This thoughtful approach to modernization appears to be yielding positive results,
with early evidence suggesting increased engagement and activity throughout the first four
months of 2026.

The long-term sustainability of the DeFRaG community depends critically upon continued technical
development, maintenance of competitive infrastructure, and sustained community engagement
through content creation and social connection. The voluntary nature of community contributions,
particularly technical development and mapping work, necessitates ongoing recruitment and
retention of talented individuals willing to invest substantial effort in community infrastructure
without direct financial compensation. The modest but engaged community demonstrates that
sufficient passion and commitment exists to sustain DeFRaG through indefinite future periods,
provided infrastructure and organizational frameworks continue supporting community
participation.

The broader significance of the DeFRaG renaissance extends beyond the specific niche community
to illuminate important lessons regarding community sustainability, alternative competitive
frameworks, and the enduring appeal of pure movement optimization within game engines
originally designed for fundamentally different purposes. DeFRaG demonstrates that communities
can sustain competitive engagement around mechanics divorced from narrative context, combat
complexity, or item management—essentially pure problem-solving through optimized movement
patterns. This focus on mechanical purity creates a distinctive competitive appeal that has
sustained the community across decades despite lack of mainstream media coverage or
substantial financial resources. As the contemporary era increasingly recognizes speedrunning and
movement-focused competition as legitimate esports categories, DeFRaG's historical precedent
and current revitalization suggest that specialized competitive communities can achieve sustained
success through dedicated infrastructure investment and authentic community engagement. The
early months of 2026 represent a particularly auspicious period for the community, with
modernized platforms, active tournaments, and engaged membership creating momentum toward
continued growth and competitive evolution.



Zum 30. Geburtstag von Quake und passend zur 30. Saison von Quake Champions fällt das
neue Update besonders umfangreich aus. In dem vorgestellten Video macht Leadhead schnell klar:
Das ist nicht einfach nur ein neues Season-Paket mit ein paar kosmetischen Extras, sondern eines
der umfassendsten Updates seit Langem. Im Mittelpunkt stehen Quality-of-Life-
Verbesserungen, lang gewünschte Features, Netzwerkoptimierungen, Gameplay-
Anpassungen, Map-Änderungen und ein komplett kostenloser Battle Pass.

Im Folgenden findest du eine ausführliche Inhaltswiedergabe des Videos in Form eines
Blogbeitrags.

https://youtu.be/_OQA4wlAL1E

Eine der auffälligsten Neuerungen ist der neue Battle Pass, der in Saison 30 vollständig
kostenlos verfügbar ist. Wer möchte, kann weiterhin einzelne Stufen kaufen, aber grundsätzlich
ist der gesamte Fortschritt für alle Spieler frei zugänglich. Das ist besonders bemerkenswert, weil
der Battle Pass auch Inhalte enthält, die bisher nur im Ingame-Shop erhältlich waren.

Quake Champions Saison
30: Ein Jubiläums-Update
voller Feinschliff,
Komfortfunktionen und
Balance-Änderungen

Ein kostenloser Battle Pass zum
30. Jubiläum

https://youtu.be/_OQA4wlAL1E


Passend zum Jubiläum kehren außerdem frühere Quakecon-inspirierte Skins zurück. Ganz am
Ende des Battle Pass warten dann noch zwei besondere kosmetische Belohnungen. Auf Stufe 100
gibt es den Disintegrator als neues kosmetisches Modell für den Raketenwerfer – eine Waffe, die
ursprünglich einmal für Quake 2: Ground Zero vorgesehen war. Außerdem kehrt auf vielfachen
Wunsch der klassische Quake-3-Rocket-Launcher-Skin zurück.

Auch Last Judgment, das bereits in Saison 29 optisch überarbeitet worden war, bekommt eine
zusätzliche Option: Spieler können nun zwischen der neuen und der älteren Variante wählen. Auf
Battle-Pass-Stufe 95 wartet zudem das Earth-Magic-Podium, das dem Elder God Goroth
gewidmet ist.

Auch bei den Waffenkosmetika tut sich viel. Alle grundlegenden Waffenshader sind nun
kostenlos für alle Spieler verfügbar. Darüber hinaus erhalten Waffen, die bisher nur die einfachen
Shader hatten, nun ebenfalls zusätzliche Varianten wie Camouflage, Elder God und Mastery.

Eine besonders praktische Neuerung ist, dass sich Waffenkosmetika jetzt pro Champion
individuell festlegen lassen. Das bedeutet: Man kann zum Beispiel mit Visor ein Quake-3-
Waffen-Set verwenden und mit Athena ein Quake-2-Set – ganz nach persönlichem Geschmack.

Für Spieler, die kosmetische Effekte eher als störend empfinden, gibt es ebenfalls gute
Nachrichten. In den Optionen lässt sich nun eine Einstellung aktivieren, mit der alle
kosmetischen Inhalte im Match ausgeblendet werden. Wenn diese Funktion eingeschaltet ist,
sehen alle Spieler – einschließlich des eigenen Charakters – nur noch die standardmäßigen
Quake-Champions-Skins, Sounds, visuellen Effekte und Shader. Ausgerüstete Vanity-
Gegenstände bleiben dann nur noch in Lobby, Vor- und Nachmatch-Bildschirmen sichtbar.

Mehr Freiheit bei Skins, Shadern
und der Darstellung

Neue Komfortfunktionen: Waffen
ausblenden, Zoom-Toggle,
Threaded Input



Saison 30 bringt eine Reihe von Optionen, die sich viele Veteranen schon lange gewünscht haben.
So können nun erstmals auch in Quake Champions die First-Person-Waffenmodelle
ausgeblendet werden – eine Funktion, die man aus früheren Quake-Titeln bereits kennt.

Ebenfalls neu ist eine Zoom-Toggle-Option, die im Steuerungsmenü aktiviert werden kann. Das
klingt nach einer kleinen Änderung, dürfte aber gerade für Spieler mit bestimmten
Eingabegwohnheiten oder Vorlieben eine willkommene Erleichterung sein.

Besonders interessant ist die neue Einstellung für Threaded Input. Dabei wird die
Mausverarbeitung auf einen dedizierten CPU-Thread ausgelagert, getrennt vom restlichen
Spielgeschehen. In Kombination mit Verbesserungen bei der Raw-Input-Verarbeitung soll dies
die Eingabeverzögerung reduzieren und das Spielgefühl deutlich direkter machen. Leadhead betont
allerdings auch, dass diese Einstellung nicht für Linux empfohlen wird und ebenso
problematisch sein kann bei Mäusen mit einer Polling-Rate von 4 kHz oder höher.

Auch die Informationsvermittlung im Spiel wurde erweitert. So gibt es nun einen neuen Death
Marker für Teamkameraden, der anzeigt, wo ein Mitspieler gestorben ist. Dadurch lässt sich
schneller einschätzen, wo gerade gekämpft wird und aus welcher Richtung Gefahr droht. Diese
Funktion kann im HUD-Menü ein- oder ausgeschaltet werden.

Dazu kommen neue Audio- und visuelle Effekte, die signalisieren, wenn der Gegner seine
gesamte Rüstung verloren hat. Spieler können hier zwischen mehreren Soundvarianten wählen
oder den Effekt komplett deaktivieren. Zusätzlich lässt sich jetzt auch ein Treffersound für
Gegner mit Rüstung aktivieren – eine Funktion, die ursprünglich aus Quake 4 bekannt ist.

Eine der spielerisch bedeutendsten Neuerungen betrifft die Teammodi: Waffen und Power-ups
können jetzt fallengelassen werden. Leadhead hebt hervor, wie wichtig diese Änderung vor
allem für Modi wie Sacrifice ist. Bislang konnte man Power-ups nur sehr umständlich an
Teamkameraden weitergeben – im Grunde nur durch den eigenen Tod und anschließendes
Respawning. Das war unpraktisch und limitierte taktische Möglichkeiten erheblich.

Bessere HUD- und Sound-
Rückmeldung im Match

Waffen- und Power-up-Drops in
Teammodi



Mit der neuen Drop-Mechanik eröffnen sich ganz neue strategische Optionen. Gerade im
kompetitiven Bereich könnte das langfristig sogar dazu führen, dass sich Regeln und Meta
verändern. Leadhead verweist darauf, dass in älteren Quake-Spielen längere Waffen-
Respawnzeiten vor allem deshalb funktionierten, weil Waffen eben auch gedroppt werden konnten.
Diese Designlogik kommt nun endlich auch in Quake Champions richtig zum Tragen.

Ebenfalls neu sind sechs Sprachkommandos, die standardmäßig auf F1 bis F6 liegen. Diese
Befehle lösen nicht nur Voice-over-Kommandos aus, sondern schreiben zugleich entsprechende
Nachrichten in den All-Chat oder Team-Chat. Damit wird die Kommunikation im Match
zugänglicher und schneller, ohne dass Spieler manuell tippen müssen.

Mit Saison 30 erhält auch eine der traditionsreichsten und umstrittensten Karten in der Quake-
Geschichte eine Änderung: Blood Run bekommt einen neuen Teleporter, der von Tribal in den
Nailgun-Raum führt.

Diese Anpassung soll vor allem übermäßig passives Spiel rund um die Light Armor
erschweren. Laut Leadhead behält die Karte zwar ihren klassischen defensiven Charakter im Duell,
gibt dem angreifenden Spieler aber eine zusätzliche Möglichkeit, Druck aufzubauen. Gleichzeitig
wird in Teammodi das dortige Power-up schwerer abzusichern, und auch im Clan Arena verliert
dieser Bereich den Status einer nahezu uneinnehmbaren Festung.

Ein sehr wichtiger Abschnitt des Videos dreht sich um die Online-Performance von Quake
Champions, die in der Vergangenheit immer wieder kritisiert wurde. Saison 30 bringt laut Leadhead
gleich mehrere technische Verbesserungen, die das Spiel für Spieler mit niedriger wie auch hoher
Latenz angenehmer machen sollen.

Neue Sprachbefehle per
Tastendruck

Blood Run wird angepasst

Netzwerkverbesserungen und
besseres Spielgefühl online



Zu den Neuerungen gehören:

zuverlässigere Client-Side-Prediction bei Projektilen
kein verzögerter Knockback mehr
verbesserte Lag-Kompensation

Leadhead beschreibt das neue Spielgefühl als schwer exakt in Worte zu fassen, meint aber, dass
sich insgesamt alles ein Stück reaktionsschneller anfühlt.

Im Zuge dieser Verbesserungen wurde außerdem die frühere 160-Ping-Beschränkung bei der
Serverauswahl im Matchmaking aufgehoben. Das ist vor allem für Spieler aus Regionen mit
kleinerer Community relevant, weil sie nun wieder leichter auf NA- oder EU-Servern spielen
können, wo mehr Partien zustande kommen.

Auch das Champion- und Spawn-Balancing wird in Saison 30 deutlich überarbeitet. Im Duellmodus
sollen überstürzte Angriffe direkt nach dem Respawn entschärft werden. Deshalb spawnen nun:

Medium-Champions mit 25 Rüstung
Heavy-Champions mit 50 Rüstung
Clutch als Ausnahme mit 75 Rüstung in allen Modi

Das hat direkte Auswirkungen auf das Kampfgeschehen: Medium-Champions sind damit nach dem
Respawn wieder durch zwei Railgun-Treffer ausschaltbar, was das frühe Spawn-Management
und Kontrolle im Duell verändert.

Champions, die sich ausschließlich auf klassische Quake-3-Strafe-Jumps verlassen, erhalten
ebenfalls eine Anpassung. Ihre maximale Bewegungsgeschwindigkeit wurde erhöht. In
früheren Updates war diese Geschwindigkeit reduziert worden, um die erhöhte
Grundgeschwindigkeit auszugleichen. Zwar blieben leichte Champions dadurch weiterhin die
schnellsten Figuren, doch viele Medium-Champions fühlten sich auf größeren Karten zu träge an.

Änderungen am Spawn-System in
Duellen

Bewegungsanpassungen für
klassische Strafe-Jump-Champions



Genau dieses Problem soll nun behoben sein.

Besonders spannend sind die Änderungen an einzelnen Champions. Rangers Dire Orb wurde
deutlich überarbeitet. Die Fähigkeit verursacht auf kurze Distanz jetzt weniger Schaden, um
missbräuchliche Nahbereichs-Kombinationen und übertriebenen Burst-Schaden zu verhindern.

Im Gegenzug steigt der Explosionsschaden mit der zurückgelegten Distanz der Orb. Dazu
kommt eine völlig neue Interaktion: Die Orb kann jetzt von Ranger selbst, seinen
Teamkameraden oder auch Gegnern zerstört werden. Wenn das passiert, entsteht eine
großflächige Explosion. Leadhead zieht hier den Vergleich zu den bekannten Kombomechaniken
aus Unreal Tournament.

Death Knight galt laut Leadhead trotz seiner Beliebtheit in bestimmten Regionen – etwa bei
australischen Duel-Spielern – lange als einer der schwächeren Champions. Saison 30 stärkt ihn
spürbar.

Sein Flame Strike setzt Gegner nun auch dann in Brand, wenn sie nur von der Explosion
getroffen werden und nicht direkt vom Einschlag. Zusätzlich wurde der Schaden über Zeit von 6
auf 9 Schaden pro Tick erhöht. Das dürfte seine Fähigkeit deutlich gefährlicher und verlässlicher
machen.

Auch BJ Blazkowicz wird angepasst, und zwar mit einem klaren Verweis auf die Stealth-Wurzeln
der Wolfenstein-Reihe. Seine Bewegungsgeschwindigkeit beim lautlosen Gehen steigt von
160 auf 280. Damit bewegt er sich nun sogar schneller als Slash beim Schleichen in
geduckter Haltung. Das eröffnet BJ mehr Möglichkeiten, sich unauffällig zu positionieren oder

Ranger: Dire Orb wird grundlegend
umgebaut

Death Knight wird stärker

BJ bekommt mehr Stealth-
Potenzial



überraschend an Gegner heranzukommen.

Nach seiner sehr starken Form in Saison 29 erhält Clutch nun mehrere deutliche Nerfs. Leadhead
beschreibt ihn sinngemäß als Champion, der zuvor fast alles konnte. In Saison 30 wird seine
Dominanz nun gezielt zurückgefahren.

Die wichtigsten Änderungen:

Die Schilddauer nimmt jetzt ab, wenn der Schild Schaden absorbiert
Dashen während aktivem Schild ist nicht mehr möglich
Die Dashes laden langsamer nach
Beim Spawn besitzt Clutch nur noch einen von drei Dashes

Clutch bleibt laut Leadhead zwar in den richtigen Händen stark, doch seine Zeit als nahezu
allmächtiger Champion dürfte damit vorbei sein.

Neben großen Reworks gibt es auch zahlreiche Detailverbesserungen bei anderen Champions.

Visor kann mit Piercing Sight nun zusätzlich das Namens-Tag des Gegners sehen. Das
verbessert die Zielerfassung und Informationslage während der Fähigkeit.

Bei Galena standen vor allem Komfort- und Klarheitsverbesserungen im Fokus. Ihre Totems
erzeugen nun Hit-Sounds und Schadenszahlen, wodurch viel deutlicher wird, wenn sie wirken.
Außerdem sind sie nun schwerer zu verstecken, erhalten mehr Lebenspunkte und können
diese jetzt auch regenerieren. Neue visuelle Effekte machen besser sichtbar, wie viel Schaden
oder Heilung gerade stattfindet. Eigene Tribal-Totems von Teamkameraden werden nun in

Clutch wird gezielt abgeschwächt

Visor, Galena und Eisen erhalten
wichtige Detailverbesserungen

Visor

Galena



Gelb hervorgehoben.

Eisen galt laut Video nie als wirklich schlecht, aber oft als wenig spannend. Saison 30 legt daher
mehr Gewicht auf seinen Turm Timmy. Wenn Eisen nun Rüstung aufhebt, wird diese auch auf
den Turm übertragen. Der Turm spawnt mit 125 Leben, kann zusätzlich bis zu 75 Rüstung
erhalten, verfällt aber mit der Zeit auf einen Gesamtwert von 150.

Zusätzlich bekommt Eisen eine potenziell sehr starke Kontrolleigenschaft im Duell: Selbst wenn er
bereits überstackt ist, kann er Light Armor verwehren, indem er zweieinhalb Sekunden im
Pickup-Bereich stehen bleibt. Gerade in Kontrollsituationen könnte das sehr mächtig werden.

Zum Schluss hebt das Video noch eine spielerische Komfortfunktion hervor: In allen Standardmodi
kann nun ein zufälliger Champion ausgewählt werden. In den Quickplay-Modi bedeutet das
sogar, dass man nach jedem Tod mit einem neuen Champion respawnt.

Das ist nicht nur eine spaßige Option für erfahrene Spieler, sondern auch ein interessanter Zugang
für Neulinge: Sie können dadurch sogar Champions ausprobieren, die sie noch gar nicht
freigeschaltet haben.

Leadheads Eindruck ist eindeutig: Saison 30 ist ein außergewöhnlich umfangreiches Update, das
nicht nur Inhalte ergänzt, sondern an vielen Stellen an den Grundfesten des Spielerlebnisses
arbeitet. Die Kombination aus kostenlosem Battle Pass, neuen Komfortoptionen, besserem
Feedback, wichtigen Netzwerkverbesserungen, Teamplay-Neuerungen, Map-
Anpassungen und breit angelegtem Champion-Balancing macht diese Season zu einem der
bedeutendsten Updates für Quake Champions seit Langem.

Eisen

Zufällige Champion-Auswahl für
mehr Abwechslung

Fazit: Eine Saison, die weit über
Kosmetik hinausgeht



Besonders hervorzuheben ist, dass das Update sowohl Veteranen als auch neuen Spielern etwas
bietet: erfahrene Spieler profitieren von präziserem Input, besserem Online-Verhalten und tieferen
taktischen Möglichkeiten; Neulinge bekommen mehr Zugänglichkeit, klarere Rückmeldungen und
sogar die Chance, noch nicht freigeschaltete Champions kennenzulernen.

Das Update ging laut Video am 11. Juni 2026 live. Leadhead empfiehlt ausdrücklich, zusätzlich
auch den vollständigen Changelog zu lesen, da das Video nur die persönlichen Highlights
zusammenfasst.

Zum Abschluss bedankt er sich bei allen Beteiligten, gratuliert Ranger zum Geburtstag – und
verabschiedet sich mit den Worten: „I’ll see you in the arena.“



Here's a roundup of what's currently happening in the DeFRaG scene (the Quake III Arena
trickjumping/speedrunning mod) as of mid-2026:

The community-run defrag.racing site has become the de facto hub and is being very actively
developed (nearly 800 commits logged on its public roadmap). Recent additions include:

Desktop Launcher — a native client integration with auto-download of maps, a
Library/records tab, notifications, and auto-update support.
DefragLive — a new live spectator/broadcast system with chat relay, moderation tools, a
"most-spectated-player" watch-time raffle, and a public spectate/map log.
Unified Demos Top / rating system overhaul — new ranking algorithm (a
"generalized stretched exponential" rank multiplier), alias-based virtual player clustering
(to merge a player's multiple nicknames), and a public map-statistics page.
Auto-rendering pipeline — demos are automatically queued and rendered to
video/YouTube, with quotas, priority tiers, and Discord integration.
Wiki launch — "73 Pages of DeFRaG Knowledge" plus an archive of the old Q3DF forums,
preserving community knowledge.
General QoL: server browser with ping estimates, map search/save features,
moderation/content filtering, and admin tooling.

The site just kicked off the "2026 Summer" rating season (July 4, 2026) after wrapping
up "2026 Winter" — won by BorisXIV (VQ3) and h?ze (CPM), decided by razor-thin
margins.

DeFRaG News

��️ Platform Development —
defrag.racing

�� Competitive Scene —
dfcomps.ru (Russian-community
ladder)



Regular WarCups are ongoing weekly (currently on WarCup #554).
New "WR Database" feature launched (April 2026) — a repository of best demos/world
records per map, separate from tournament submissions, open for community uploads
(with anti-cheat validation).
Frequent Mini Cups (VQ3/CPM strafe, GVN format, etc.) running through the season, with
talk of automating them and folding their results into the main rating.
Community members are even discussing AI-assisted map generation (training a model
on ~13,000 existing DeFRaG maps) as a long-term contingency if new map creation slows
down.

FPS Cup series (run via dfcomps + streamed on YouTube/Twitch) has reached FPS Cup
#3 (final round completed May 2025), continuing the tradition started by FPS Cup #1/#2.
Defrag World Cup (DFWC) — the mod's flagship annual world championship — remains
the marquee event historically (2019, 2021 editions well documented); community chatter
suggests planning continues for future editions via dfwc.q3df.org.
Spin-off/niche cups continue: Speedrun DeFrag Cup, lucY Cup, New Year Cup, etc.
Notably, the Xonotic Defrag World Championship (XDWC) 2025 launched in October
2025, showing the trickjumping competitive format spreading beyond Quake 3 into other
engines.

A Quake III Arena RTX Remix Mod appeared on ModDB (Jan 2026), using NVIDIA's RTX
Remix, Quake3e, and AI upscaling tools to give the game a modern PBR visual overhaul —
not DeFRaG-specific, but relevant to the broader Q3 modding scene DeFRaG players often
use.
Community tools like Defrag Manager (DFM) (open-source, on GitHub) are being
expanded to integrate directly with dfcomps' new WR database and Warcup pages for
one-click offline practice sessions.

DeFRaG is far from dead — quite the opposite: 2025–2026 has seen a genuine infrastructure
renaissance, with defrag.racing essentially rebuilding the entire competitive/statistics backbone
from scratch (rankings, live spectating, auto-rendering, launcher), while dfcomps.ru keeps the
Russian-speaking competitive ladder humming with weekly WarCups and seasonal rankings.
Tournament culture (FPS Cup, DFWC-style events) persists, and even sister projects (Xonotic's
XDWC) are adopting the format.

�� Tournaments

�� Related Mods/Visual Projects

�� Summary Takeaway


