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Advanced configuration
Zip distribution
The dedicated server is also available as a downloadable zip on the shatteredhorizon.com website:
www.shatteredhorizon.com > Support > Dedicated Server. 

Installation is simple:

1.  Unzip the package to a location of your choosing
2.2.  Install the dependencies found in the installer_support directory
3. Configure the server. Create your first config file with the Server GUI (server_exe\sh_server_gui.exe), 
    and then refine it either in the GUI, or with a text editor
4.  Start the server, either with the GUI, or using a the server command-line (see below)

Server command-line
The Shattered Horizon dedicated server can be started from the command-line. The executable resides in 
sh_server\sh_server.exe inside the zip package. The basic command-line to start the server is as follows:

sh_servesh_server.exe --config_file=myconfig.txt

Other options:

Troubleshooting
For support and advice, please turn to our on-line support site at:
http://www.getsatisfaction.com/futuremark/

--configure

--level arg

--port arg

--ip_address arg

--reg_key arg

--mode arg

--name --name arg

Open the default configuration file

Start with a specific level

Server port to listen on. Overrides config file setting. 
Uses a range of 3 ports counting up from arg

Server ip to bind to. Overrides config file setting. 
Must match with server registration key (if server is registered)

Server registration keServer registration key. Overrides config file setting. 
Must match with registered ip address. 

One of the server modes:
lan_server •

public_server •
public_no_vac_server •

Server name
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