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7. #EEHH™ BF Table

7.1 2= Data Table List

A

Maplnfo RiftStage THEM U, 2AH K] Y § 4F
RewardIteminfo RiftStageReward ey SefAY FH| + 5Z0| Ofo|H 24 H7H

RiftStageRiftStoneReward T4l 24 8
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7.2 RiftStage Access Code M| > WA FH YGEEXNH $A| HHE0| e gt
NEEa Comments SO= IO HE AUHBIK| Ot APK CHEE
GeneralTypeCode B olEA 210| Ho|E X2 HZAY &= U= HOEE /i
Ho| M
1- ZH|
2- 02
3- YUHEA
4 - HoEH
5- QUEHA
StageType
6- HgEH
7- =HH
8-PVP AEY
9- ZE YA
10 - EEEA
WaveNumberLv AIolE £=(1~200)




AtkRatio =228 34 Hig
DefRatio 24 2ol Hig
StageExp 24 - WY BEXNE
GuardianExp BEY - s3XE dHAE
StageGold B2y - AU EE)
BGMiIndex BMG QI A
LimitTimeSecond Zch A E2o] Azt
RecommendLevel HEH EHX AT 2
NextStageCode CHE2 2HOIX|(RIOlE &) A=A od
RewardGeneralCode 24 - ofoj" OF QHA
RewardCountMin By - ofol” OF F& HA 7
RewardCountMax 2 - Ooo|¥ OF A0 E& ¥
RewardGeneralCode1 B2y - 7gM OF QHA
RewardCountMin1 By - 2g8M OF 2 Ha F
RewardCountMax1 By - 78S OF A0 2Y T
EEAT HEH QlEA
EntryCostType 160001001 — ]
160001003 - &4
EntryCostAmount YUY Y AR
1Y AFE 3= s
EntryLimitType FALSE - HM3 81
TRUE - 3= H|T
EntryLimitCount 19 e 3=
BossMonsterCode STY E2 2AH A"FA
MonsterLevel ST TH 24H Y
StageDescriptionKey TEEM A4y QlEA
NameTextKey TEEHE Y QEA
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StageGeneralCode HEEIolE &) =

HEH Se2hs 243
RequiredClass
Berserker / DemonHunter / Archon / ALL

Act HE AE HYU
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> Weapon - £7|

> Head - &7

> Body - 9|4

> Pants — HtX|

> Glove — &2}

> Shoes — Algt
Necklace - SZ0|
Ring(Earring?) — 2tX|
Armlet - ZH|

Special - 12|

v
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\'2

\'2
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RuneStoneD - = 9|
RuneStoneU - X|&2|
RuneStoneS - X-s2|
Riftkeystone — &+ &M
ItemIncreaseTicket - OFO[® 100% &7+ &
ExpIncreaseTicket - Z&X| 100% &7t &
GoldincreaseTicket - & 100% 37 #
ImmeiatelyClearTicket - SA| 22 #

> Consume - M 3|5 E9f / Ot 2= 29f
> Trophy - E2I|(RH %)

> Ticket - Y& H(Key)
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vV V. V. VvV Vv v
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> Common

> Uncommon
> Superior

> Rare

> Epic
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7.4 DefaultValue Access Code 2|

AccessCode Comments
GeneralTypeCode QI A
Value A48




