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20001 |AD TR & ui_window_library_open STR_UI_LIBRARY_OPEN STR_UI_LIBRARY_OPEN WINDOW A 021 2H|
2B001 | AL AR E U HE ui_button_window_library_open_close STR_UI_BUTTON_WINDOW_LIBRARY_OPEM_CLOSE STR_UI_BUTTON_WINDOW_LIBRARY_OPEN_CLOSE BUTTCN AL 021 2H
20001 |=2M WE £ =7 ui_mark_taboos_book_explanation STR_UI_MARK_TABOOS_BOOK EXPLANATION STR_UI_MARK TABOOS_BOOK_EXPLAMATION MARK AL 021 2H|
28002 M 1 M2 Op0|2 ui_icon_1_library STR_UI_ICON_1_LIBRARY STR_UI_ICON_1_LIBRARY ICON AL 021 2H|
20001 | M3 7§ & TS et ui_bar_window_library_cpen_progress STR_UI_BAR_WINDOW _LIBRARY_CPEN_PROGRESS STR_UI_BAR_WINDOW_LIBRARY_OPEN_PROGRESS BAR A3 02l 2H|
20002 | M2 AIH ui_window_library_ordeal STR_UI_WINDOW_LIBRARY_ORDEAL STR_UI_WINDOW_LIBRARY_ORDEAL WINDOW A3 02l ZH|
28003 |A28] AJE & Ol0|2 ui_icon_library_library_ordeal_third_tone STR_UIICON_LIBRARY_LIBRARY_ORDEAL THIRD_TONE STR_UI_ICON_LIBRARY_LIBRARY_ORDEAL_THIRD_TONE ICON A3 02l 2H|
28004 | M12] AE S22 Op0|I2 ui_icon_library_library_ordeal_slow STR_UIICON_LIBRARY_LIBRARY_ORDEAL SLOW STR_UI_ICON_LIBRARY_LIBRARY_ORDEAL_SLOW ICON A3 02l 2H|
20003 |E& F TSZ & ui_window_compensation_collection_processivity STR_UI_WINDOW_COMPENSATION_COLLECTION_PROCESSIVITY  [STR_UI_WINDOW_COMPENSATION_COLLECTION_PROCESSIVITY WINDOW AL 021 2H|
20002 | T A TP B ui_bar_normal_box_processivity STR_UI_BAR_NORMAL _BOX_PROCESSIVITY STR_UI_BAR_NORMAL BOX_PROCESSIVITY BAR Ml O =)
20003 |E& oA TFEE ui_bar_special_box_processivity STR_UI_BAR_SPECIAL_BOX_PROCESSIVITY STR_UI_BAR_SPECIAL_BOX_PROCESSIVITY BAR Ml O =)
28005 A2 7IE HE ui_button_library_open STR_UI_BUTTON_LIBRARY_OPEN STR_UI_BUTTON_LIBRARY_OPEN BUTTON A3 O =2y
28006 |H< B BE ui_button_continuously_exploration STR_UI_BUTTON_CONTINUQUSLY_EXPLORATION STR_UI_BUTTON_CONTINUQUSLY_EXPLORATION BUTTON A1 02l 2H|
28007 |EMM =2 BE ui_button_exploration_end STR_UI_BUTTON_EXPLORATION_END STR_UI_BUTTON_EXPLORATION_END BUTTON A3 02l 2|
28008 |0l BE ui_button_menu STR_UI_BUTTON_MENU STR_UI_BUTTON_MENU BUTTON HY FE 20| 5H
20004 0% F ui_window_menu STR_UI_WINDOW_MENU STR_UI_WINDOW_MENU WINDOW HY FE 50| 5E
28009 |2E2 M1 HE ui_button_infinite_library STR_UI_BUTTON_IMFINITE_LIBRARY STR_UI_BUTTON_INFINITE_LIBRARY BUTTON HiE ZE 2 2y
26010 |HIE ZE HE ui_button_Battle_mode STR_UI_BUTTON_BATTLE_MODE STR_UI_BUTTON_BATTLE_MODE BUTTON HE E=2 S0 HE
28011 |H 1 M3 HE ui_button_1_library STR_UI_BUTTON_1_LIBRARY STR_UI_BUTTON_1_LIBRARY BUTTON A3 02l 2H|
2BN2 | M8 A|E EHT HE ui_button_library_ordeal_reading_glasses STR_UI_BUTTON_LIBRARY_ORDEAL READING_GLASSES STR_UI_BUTTON_LIBRARY_ORDEAL_READING_GLASSES BUTTON A3 02l 2H|
2AD05 (B TE 2E ui_window_exploration_end_notice STR_UI_WINDOW_EXPLORATION_END_NOTICE STR_UI_WINDOW_EXPLORATION_END_MOTICE WINDOW A3 02l 2H|
28013 | E2 U & O HE ui_button window_exploration_end_notice_identify STR_UI_BUTTON_WINDOW_EXPLORATION_END_MOTICE_IDENTIFY [STR_UI_BUTTON_WINDOW_EXPLORATION_END_MOTICE_IDENTIFY  |BUTTON AL 021 2H|
26014 |EZH HE ui_button_suppression STR_UI_BUTTON_SUPPRESSICN STR_UI_BUTTON_SUPPRESSION BUTTON HE ZE 02 24
2015 |[AI%90] |2 HE ui_button_abyss_corridor STR_UI_BUTTON_ABYSS_CORRIDOR STR_UI_BUTTON_ABYSS_CORRIDOR BUTTON HiE 2C 02l 25|
28016 |EETHE ui_button_field STR_UI_BUTTON_FIELD STR_UI_BUTTON_FIELD BUTTON HE ZE 02 24|
28017 | MW HE ui_button_annihilation STR_UI_BUTTON_ANNIHILATION STR_UI_BUTTON_ANMIHILATION BUTTON HE ZE 02 24|
28018 |Z39 M HE ui_button_proof_book STR_UI_BUTTON_PROOF BOOK STR_UI_BUTTON_PROOF BOOK BUTTON HiE 2E 02 2H|
28019 [E20°] HCHHE ui_button_Bongma_altar STR_UI_BUTTON_BONGMA_ALTAR STR_UI_BUTTON_BONGMA_ALTAR BUTTON HiE 2C 02 25|
28020 |H{ERE EHE ui_button_Battle_ mode_home STR_UI_BUTTON_BATTLE_MODE_HOME STR_UI_BUTTON_BATTLE_ MODE_HOME BUTTON A 021 2H|
28021 |HIEZE HE7H| BE ui_button_Battle_mode_back STR_UI_BUTTON_BATTLE_MODE_BACK STR_UI_BUTTON_BATTLE_ MODE_BACK BUTTCN AL 021 ZH|
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dev_name Category -
28022 |7ISH OIO|E HE ui_button_character_icon SRT_UI_BUTTON_CHARACTER_ICON SRT_UI_BUTTON_CHARACTER_ICON BUTTON H 1AL oo SHE
28023 |FI27FI HE ui_button_back STR_UI_BUTTON_BACK STR_UI_BUTTON_BACK BUTTON H 1AM oo EE
28024 |Z HE ui_button_home STR_UI_BUTTON_HOME STR_UI_BUTTON_HOME BUTTON L R e e o
28025 | HAE HE ui_button_my_location STR_UI_BUTTON_MY_LOCATION STR_UI_BUTTON_MY_LOCATION BUTTON H 1M s
28026 |=M HE ui_button_forbidden_book STR_UI_BUTTON_FORBIDDEN_BOOK STR_UI_BUTTON_FORBIDDEN_BOOK BUTTON H 1M s
28027 |A|E FE HE ui_button_trials_infarmaticn STR_UI_BUTTON_TRIALS_INFORMATION STR_UI_BUTTON_TRIALS_INFORMATION BUTTON H 1M o9 5
28028 |71= HE HE ui_button_blessing_information STR_UI_BUTTON_BLESSING_INFORMATION STR_UI_BUTTON_BLESSING_INFORMATION BUTTON H 1 M3 02 S
28029 |Ef Ed #IHE ui_button special_ reward_box STR_UI_BUTTON_SPECIAL_ REWARD_BOX STR_UI_BUTTON_SPECIAL_ REWARD_BOX BUTTON H 1 A3 02 S
28030 |EEHEY MIHE ui_button_nomal_ reward_box STR_UI_BUTTON_NOMAL_ REWARD_BOX STR_UI_BUTTON_NCMAL_ REWARD_BOX BUTTON R e
28031 |FE EHAHE ui_button_bonus_wearing STR_UI_BUTTON_BONUS_WEARING STR_UI BUTTON_BONUS WEARING BUTTON Lo I P e
28032 | JZFE HE ui_button_granweapon STR_UI_BUTTON_GRANWEAPON STR_UI BUTTON_GRANWEAPON BUTTON Lo I e e
28033 |24 271 HE ui_button_forbidden_book_close STR_UI_BUTTON_FORBIDDEN_BOOK CLOSE STR_UI_BUTTON_FORBIDDEN_BOOK_CLOSE BUTTON H 1AM oo EE
28034 |HE Cl= SAE EI BE ui_button_blessing_list_close STR_UI_BUTTOM_BLESSING_LIST_CLOSE STR_UI_BUTTOM_BLESSING_LIST_CLOSE BUTTON LI gl e o
28035 | HE ui_button_check STR_UI_BUTTON_CHECK STR_UI_BUTTON_CHECK BUTTON H 1M s
28036 |EE EUA F P HE ui_button_bonus_wearing_window_close STR_UI_BUTTON_BONUS_WEARING_WINDOW_CLOSE STR_UI_BUTTON_BONUS_WEARING_WINDOW_CLOSE BUTTON H 1M s
28037 |JTYE FHEE T HE ui_button_granweapon_information_window_close STR_UI_BUTTON_GRAMWEAPON_INFORMATION_WINDOW_CLOSE |STR_UI_BUTTON_GRAMWEAPON_INFORMATION_WINDOW_CLOSE  |BUTTON Ho1M3 o2 s
28038 |SEA M BE I HE ui_button_ability_detail_window_close STR_UI_BUTTON_ABILITY_DETAIL_ WINDOW_CLOSE STR_UI_BUTTON_ABILITY_DETAIL_WINDOW_CLOSE BUTTON H 1 M3 02l S
2AD06 | SEA M FE ui_window_ability_detail STR_UI_WINDOW_ABILITY_DETAIL STR_UI_WINDOW_ABILITY_DETAIL WINDOW H 1 M3 02 S
2AD07 (M 1 ML HY E ui_window_1_library_open STR_UI_WINDOW_1_LIBRARY_OPEN STR_UI_WINDOW_1_LIBRARY_OPEN WINDOW R e
20008 (M1 ME 2MF ui_window_1_library forbidden_book STR_UI_WINDOW_1_LIBRARY_FORBIDDEN_BOOK STR_UI WINDOW_1_LIBRARY_FORBIDDEN_BOOK WINDOW Lo I P e
ZADD9 | AT BHR ui_window_trials_explanation STR_UI_WINDOW TRIALS_EXPLANATION STR_UIWINDOW _TRIALS_EXPLANATION WINDOW Lo I P e
2a010 (BEVI=EAEF ui_window_blessing_list STR_UI WINDOW_BLESSING_LIST STR_UI_WINDOW _BLESSING_LIST WINDOW H 1AM oo EE
28011 |EBHE ui_window_special_compensation STR_ULWINDOW_SPECIAL COMPENSATION STR_UI_WINDOW _SPECIAL_COMPENSATION WINDOW LI gl e o
2A012 | ZEHEMNF ui_window_nomal_compensation STR_UI_WINDOW_NOMAL_COMPENSATION STR_UI_WINDOW_MOMAL_COMPENSATION WINDOW H 1 M3 02 SHE
ZADN3 | EE 24 ui_window_bonus_wearing STR_UI_WINDOW_BOMUS_WEARING STR_UI_WINDOW_BONUS_WEARING WINDOW H 1M s
20014 [ JTYE FE F ui_window_granweapon_information STR_UI_WINDOW_GRANWEAPCHN_IMFORMATICN STR_UI_WINDOW_GRANWEAPCN_INFORMATICN WINDOW H M3 H 5
2AD15 | OHE[EE # ui_window_artifact STR_UI_WINDOW_ARTIFACT STR_UI_WINDOW_ARTIFACT WINDOW H 1 M3 02l S
2A016  FHEH F# ui_window_character STR_UI_WINDOW_CHARACTER STR_UI_WINDOW_CHARACTER WINDOW H 1 M3 02 S
2A07 | JEREF ui_window_granweapon STR_UI_WINDOW_GRANWEAPON STR_UI_WINDOW_GRANWEAPON WINDOW H 1 A3 02l S
2A0Me  TE EH ui_window_equipped_equipment STR_UI_WINDOW_EQUIPPED_EQUIPMENT STR_UIWINDOW_EQUIPPED_EQUIPMENT WINDOW Lo I P e
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dev_name Mame Category
20019 |HE 2EE ui_window_enter_battle STR_UI_WINDOW_ENTER_BATTLE STR_ULWINDOW_ENTER_BATTLE WINDOW HE O =0
28020 |EH| EHE 2L F ui_window_bonus_equipped_equipment STR_UI_WINDOW_BONUS_EQUIPPED_EQUIPMENT STR_UI_WINDOW_BONUS_EQUIPPED_EQUIPMENT WINDOW HE o1 51
28021 [T 2= FE E ui_window_granweapon_information STR_UIWINDOW_GRANWEAPON_INFORMATION STR_ULWINDOW_GRANWEAPON_INFORMATION WINDOW HE oiF 50
2B039 |EH| BE EuA # EI| HE ui_button_bonus_equipped_equipment_window_close  [STR_UI_BUTTON_BONUS_EQUIPPED_EQUIPMENT WINDOW _CLOSE |STR_UI_BUTTON_BONUS_EQUIPPED_EQUIPMENT WINDOW_CLOSE |BUTTON HE oIF i
2B040 [SiE JESI= HE & 27| B{E  |uj_button_granweapon_information_window STR_UI_BUTTON_GRANWEAPON_INFORMATION_WINDOW STR_UILBUTTON_GRANWEAPCN_INFORMATION_WINDOW BUTTON HE UF =0
2B04 | EHE| EEF HlIjA HE ui_button_bonus_equipped_equipment STR_UI_BUTTOM_BONUS_EQUIPPED_EQUIPMENT STR_UI_BUTTOM_BONUS_EQUIPPED_EQUIPMENT BUTTON HE Q1% 51
26042 |O|EE7| HE ui_button_locometion STR_UI_BUTTON_LOCOMOTION STR_UI_BUTTOMN_LOCOMOTION BUTTON HE Q1% 51
28043 |THE UH E B HE ui_button_Enter_battle window_close STR_UI_BUTTON_ENTER_BATTLE_WINDOW _CLOSE STR_UI_BUTTOM_ENTER_BATTLE WINDOW _CLOSE BUTTON HE oIF 3o
28044 |JTRE BEH BYIHE ui_button_granweapon_information_close STR_UI_BUTTON_GRANWEAPON_INFORMATION_CLOSE STR_UI_BUTTOM_GRANWEAPCM_INFORMATION_CLOSE BUTTON HE oIF 30
JB045 |IZYE HE ui_button_granweapon STR_UI_BUTTOMN_GRANWEAPCN STR_UIBUTTOM_GRANWEAPCON BUTTON HE Q1% 51
2B046 |HE AR HE ui_button_battle_start STR_UI_BUTTOM_BATTLE_START STR_UIBUTTOM_BATTLE_START BUTTON HE o1 51H
dev_name Name ) Category
28022 | &S P E ui_window_third_tone STR_UI_WINDOW_THIRD_TONE STR_UI_WINDOW_THIRD_TONE WINDOW HE =8
28023 |THE A O5E ui_window_battle_ menu STR_UI_WINDOW _BATTLE_MENU STR_UI_WINDOW _BATTLE_MENU WINDOW HE M
20024 | EH & ui_window_option STR_UIWINDOW _OPTION STR_UIWINDOW _OPTION WINDOW HE M
2A025 |HE =7 22 & ui_window_battle_giving_up STR_UIWINDOW _BATTLE_GIVING_UP STR_UI_WINDOW _BATTLE_GIVING_UP WINDOW HE M
28047 0= ME ui_button _locomotion_pad STR_UI_BUTTON_LOCOMOTION_PAD STR_UI_BUTTON_LOCOMOTION_PAD BUTTON HE M
28048 |ME HE ui_button_third_tone STR_UI_BUTTON_THIRD_TOME STR_UI_BUTTON_THIRD_TOMNE BUTTON HE M
28048 |0 HE ui_button_menu STR_UI_BUTTON_MEMU STR_UI_BUTTON_MENU BUTTON HE M
28050 |FISiE HE ui_button_character STR_UI_BUTTON_CHARACTER STR_UI_BUTTON_CHARACTER BUTTOM HE 5HH
28051 |AZ A= B HE ui_button_automatic_skill_tag STR_UI_BUTTON_AUTOMATIC_SKILL_TAG STR_UI_BUTTON_AUTOMATIC_SKILL_TAG BUTTON HE =8
28052 |S0HH| HE ui_button_back STR_UI_BUTTON_BACK STR_UI_BUTTON_BACK BUTTON HE =8
28053 |HY EH HE ui_button_game_option STR_UI_BUTTOMN_GAME_CPTION STR_UI_BUTTON_GAME_DPTION BUTTON HE 53
28054 |TE =7 HE ui_button_battle_giving_up STR_UI_BUTTON_BATTLE_GIVING_UP STR_UI_BUTTON_BATTLE_GIVING_UP BUTTON HE =18
28055 |34 BE ui_button_cancellation STR_UI_BUTTON_CANCELLATION STR_UI_BUTTON_CANCELLATION BUTTON HE =18
28056 |1 BE ui_button_check STR_UI_BUTTON_CHECK STR_UI_BUTTON_CHECK BUTTON HE =18
28057 |AIE 23 HE ui_button automatic_setting STR_UI_BUTTOMN_AUTOMATIC_SETTING STR_UI_BUTTON_AUTOMATIC_SETTING BUTTON HE =8
28058 |HY £F HE ui_button_game_setting STR_UI_BUTTON_GAME_SETTING STR_UI_BUTTON_GAME_SETTING BUTTOM HE M
28059 |13 = HE ui_button_graphics STR_UI_BUTTON_GRAPHICS STR_UI_BUTTON_GRAPHICS BUTTON HE M
28060 |AI2EHE ui_button_sound STR_UI_BUTTON_SOUND STR_UI_BUTTON_SOUND BUTTON HE M
28061 |ZEHE ui_button_notification STR_UI_BUTTON_MOTIFICATION STR_UI_BUTTON_MOTIFICATION BUTTON HE =15
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28077 |HEE HE 2T HE ui_button_battle_team_back STR_UI_BUTTOMN_BATTLE_TEAM_BACK STR_UI_BUTTON_BATTLE_TEAM_BACK BUTTON HEE D4 5
28078 (=2 HE ui_button_help STR_UI_BUTTON_HELP STR_UI_BUTTON_HELP BUTTON HEE EY
20030 |BE AEEETHE ui_window_third_tone_help STR_UI_WINDOW_THIRD_TOME_HELP STR_UI_WINDOW_THIRD_TOME_HELP WINDOW HEE BY
20031 | ZET E ui_window_formal_help STR_UI_WINDOW_FORMAL_HELP STR_UI_WINDOW_FORMAL_HELP WINDOW FHES HY
26079 |F|APTH AT HE ui_button_knightage_skill STR_UI_BUTTOMN_KINGHTAGE_SKILL STR_UI_BUTTON_KINGHTAGE_SKILL BUTTCN FHER Y
28032 |7|APCHAZ =2|M & ui_window_knightage_skill_free_set STR_UI_WINDOW_KINGHTAGE_SKILL FREE_SET STR_UI_WINDOW_KINGHTAGE_SKILL_FREE_SET WINDOW HES HY
26080 |HEE dHHE ui_button_battle_team_change STR_UI_BUTTOM_BATTLE_TEAM_CHAMNGE STR_UI_BUTTON_BATTLE_TEAM_CHANGE BUTTON HES H4 st
28081 |[HEE oM FHa HE ui_button_battle_team_change_cansel STR_UI_BUTTON_BATTLE_TEAM_CHANGE_CANSEL STR_UI_BUTTOMN_BATTLE_TEAM_CHANGE_CANSEL BUTTCN HES H4 st
2082 [HEE 4 HEHE ui_button_battle team_change_form STR_UI_BUTTOM_BATTLE_TEAM_CHAMNGE_FORM STR_UI_BUTTON_BATTLE_TEAM_CHANGE_FORM BUTTON HEE H4 5193
2B0B3 [T E FHEH OH0|2 ui_button_battle_character_icon STR_UI_BUTTOMN_BATTLE_CHARACTER_ICOMN STR_UI_BUTTON_BATTLE_CHARACTER_ICON BUTTON HEE H4 53
2B0B4 [2E FEHE ui_button_skill_information STR_UI_BUTTON_SKILL_INFORMATION STR_UI_BUTTON_SKILL_INFORMATION BUTTON HEE HE =0
28033 |ATE ui_window_skill STR_UI_WINDOW_SKILL STR_UI_WINDOW_SKILL WINDOW HEE EY =H
26085 |[&4d 28 HE ui_button_third_tone STR_UI_BUTTCN_THIRD_TCME STR_UI_BUTTON_THIRD_TCME BUTTON HEE EY =tE
28086 |7IAME =24 HE ui_button_knightage_frss_set STR_UI_BUTTON_KMIGHTAGE_FRSS_SET STR_UI_BUTTON_KMIGHTAGE_FRSS_SET BUTTCN HEE Y 55
28034 | 7|APCH =2 L & ui_window_knightage _free_set_change STR_UI_WINDOW_KMIGHTAGE_FRSS_SET_CHAMGE STR_UI_WINDOW_KNIGHTAGE_FRSS_SET_CHANGE WINDOW HEE w4 st
26087 |EHH| oM HE ui_button_equipment_change STR_UI_BUTTCON_EQUIPMENT _CHANGE STE_UI_BUTTCON_EQUIPMENT _CHANGE BUTTCN HEE w4 st
28083 [T E AIEHE ui_button_battle start STR_UI_BUTTON_BATTLE_START STR_UI_BUTTON_BATTLE_START BUTTON HES H4 st
26089 | HE ui_button_battle team_home STR_UI_BUTTOM_BATTLE_TEAM_HOME STR_UI_BUTTON_BATTLE_TEAM_HOME BUTTON HEE HH 5t0
28090 |E2% E ) ui_button_window_help close STR_UI_BUTTON_WINDOW_HELP_CLOSE STR_UI_BUTTON_WINDOW_HELP_CLOSE BUTTON HEE H94 513
2B091 | 7|APDH AE HIZA| HE ui_button_knightage_skill_go STR_BUTTON_KINGHTSGE_SKILL GO STR_BUTTOMN_KINGHTSGE_SKILL_GO BUTTON HEE H4 53
2B0%2 (&3 dE H B/ HE ui_button_window_third_tone_close STR_BUTTON_WINDOW_THIRD_TOME_CLOSE STR_BUTTOMN_WINDOW _THIRD_TOME_CLOSE BUTTCON HEE HE =0
28093 |Z24 i HE ui_button_window_knightage_free_set_cansel STR_UI_BUTTON_WINDOW_KINGHTAGE_SKILL_FREE_SET_CAMSEL  |STR_UI_BUTTON_WINDOW_KINGHTAGE_SKILL_FREE_SET_CAMSEL BUTTON HEE HE 5tH
26094 [ZZH HE ui_button_knightage_free_set STR_UI_BUTTON_KINGHTAGE_SKILL_SET STR_UI_BUTTON_KINGHTAGE_SKILL_SET BUTTON HEE EY =H
2B095 (=24 HE HE ui_button_knightage_free_set_change STR_UI_BUTTON_KINGHTAGE_SKILL_SET_CHAMNGE STR_UI_BUTTON_KINGHTAGE_SKILL_SET_CHANGE BUTTON TEE EHY =H
2B066 |28 & ©I HE ui_button_skill_close STR_UI_BUTTOMN_SKILL_CLOSE STR_UI_BUTTON_SKILL_CLOSE BUTTCN HEE WM 510
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28067 |[HE EA HE ui_button_battle_statistics STR_UI_BUTTON_BATTLE_STATISTICS STR_UI_BUTTON_BATTLE_STATISTICS BUTTON HE 4y 55
28068 [FHEIH EF HE ui_button_character_growth STR_UI_BUTTON_CHARACTER_GROWTH STR_UI_BUTTON_CHARACTER_GROWTH BUTTON HE 4y W
2B0RY [EHH| HE BE ui_button_equipment_growth STR_UI_BUTTON_EQUIPMENT_GROWTH STR_UI_BUTTON_EQUIPMENT_GROWTH BUTTON HE &4 5™
2B070 | FIMEH BT HE ui_button_knightage_growth STR_UI_BUTTON_KMIGHTAGE_GROWTH STR_UI_BUTTON_KMIGHTAGE_GROWTH BUTTON HE a0 5H
26071 | EE L7 HE ui_button_dungeon_get_out STR_UI_BUTTON_DUNGEQN_GET_QUT STR_UI_BUTTON_DUNGECMN_GET_OUT BUTTON HE &4 53
28072 [FE EHE Y| HE ui_button_battle_statistics_window_close STR_UI_BUTTON_BATTLE STATISTICS_WINDOW_CLOSE STR_UI_BUTTON_BATTLE STATISTICS WINDOW_CLOSE BUTTON HE £ 5H
28073 [E 27 HE ui_button window_close STR_UI_BUTTON_WINDOW _CLOSE STR_UI_BUTTON_WINDOW _CLOSE BUTTON HE 2 5H
2BO74 O Y FLE BRI HE ui_button_main_quest_locomotion STR_UI_BUTTON_MAIN_QUEST_LOCOMOTION STR_UI_BUTTON_MAIN_QUEST LOCOMOTION BUTTON HE 44 5H
2BO7S | EHE| ST BRI HE ui_button_equipment_growth_locomation STR_UI_BUTTON_EQUIPMENT_GROWTH_LOCOMOTION STR_UI_BUTTON_EQUIPMENT_GROWTH_LOCOMOTION BUTTON HE 44 5H
2B076 [FIME BF BIEIP| HE ui_button_knightage_organization_locomotion STR_UI_BUTTON_KNIGHTAGE_ORGANIZATION_LOCOMOTION STR_UI_BUTTON_KNIGHTAGE_ORGANIZATION_LOCOMOTION BUTTON HE 4y W
28077 |OY1 FAE SHH ui_screen_main_quest STR_UI_SCREEN_MAIN_QUEST STR_UI_SCREEN_MAIN_QUEST BUTTON HE 44 5H
28078 [FHH| HF =9 ui_screen_equipment_growth STR_UI_SCREEN_EQUIPMENT_GROWTH STR_UI_SCREEN_EQUIPMENT_GROWTH BUTTON HE &4 5™
26079 |7IME BT =E ui_screen_knightage_growth STR_UI_SCREEN_KNIGHTAGE_GROWTH STR_UI_SCREEN_KNIGHTAGE_GROWTH BUTTON HE 20 53
20026 | HE EAE ui_window_battle_statistics STR_UI_WINDOW_BATTLE_STATISTICS STR_UI_WINDOW _BATTLE_STATISTICS WINDOW HE &4 53
24027 |%% TI0IE H9 YAE F ui_window_growth_guide_main_quest STR_UI_WINDOW _GROWTH_GUIDE_MAIN_QUEST STR_UI_WINDOW _GROWTH_GUIDE_MAIN_QUEST WINDOW HE &I 5H
28028 |'S% FIOIE Fy FEE ui_window_growth_guide_equipped_equipment STR_UI_WINDOW_GROWTH_GUIDE_EQUIPPED_EQUIPMENT STR_UI_WINDOW_GROWTH_GUIDE_EQUIPPED_EQUIPMENT WINDOW L
2A029 |SE FI0IE 7AE EE ui_window_growth_guide_knightage_growth STR_UI_WINDOW_GROWTH_GUIDE_KNIGHTAGE_GROWTH STR_UI_WINDOW_GROWTH_GUIDE_KMIGHTAGE_GROWTH WINDOW HE 4 51
dev_name Category R EHa
28062 [HHiW 7= HE ui_butten_blessing_1 STR_UI_BUTTON_BLESSING_1 STR_UI_BUTTON_BLESSING_1 BUTTON Il= M= 5H
28063 |FHIW 7= HE ui_button_blessing_2 STR_UI_BUTTON_BLESSING_2 STR_UI_BUTTON_BLESSING 2 BUTTON = M= SH
2BOB4 MW 7t= HE ui_button_blessing_3 STR_UI_BUTTON_BLESSING 3 STR_UI_BUTTON_BLESSING 3 BUTTON = M= HH
2B0RS [71= FE BE ui_button_blessing_information STR_UI_BUTTON_BLESSING_INFORMATION STR_UI_BUTTON_BLESSING_INFORMATION BUTTON 7t= = EH
2B066 |HES 7i= 3AE #H EY| HE ui_button_blessing_list_close STR_UI_BUTTON_BLESSING _LIST CLOSE STR_UI_BUTTON_BLESSING_LIST CLOSE BUTTON = dE 5E
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1 SZ 4l 3A001 50 = 2 Hel =3 S X o] @4 HALBH|
SZ T EH
2 £Z 38d 3A002 | 50 = =Hdl =4 Mz X SHHER D]
3 S "Al 3A003 | 50 = 2 Hel =3 Mz X TO| @ 2 A6
S A EHH
4 0l 3 3A004 | 50 = = Hdl =4 S X = HiY &3]
5 Hr EZAH B I2E 3A005 50 = ZHdl 4 e X MA 71 =Z00|0{ 7t HE A&
D 32E oA X =201H
6 o 34 3A006 | 50 T 2Hel =23 e X To| @H 27| EH0I0 =X 5 MEL|&
7 S3 2L 3A007 | 50 = ZHdl 4 e X £ 352
SZ2 =2 sed
8 =2 UIAHHt2] 3A008 | 50 = ZHdl 4 e X THE =D
9 =3 22 3A009 | 50 = ZHdl 4 3 X == 2|
Itr =2 224
o OO HH == = o



2.0 1M1

m A =

H. dlaA D. ZAH

@ Monster Skill List

1 Sz W) | 3AS001 | SO QEENIEH| | A ZH | Mz 4% CHUERN | Z30]0{9 6m HEAIS E1 QEE UEL)
2 Sz | 3AS002 | SaifEa| oHa EH | ME 4% DI ERN | 301019 1.5m HAIS S0 S 202 AL}
3 DA WA 3AS003 | mO| QEEHIE| | N ZH 0 MD 4% IR | Z30]019 6m HAIS ST ©O| QUE LRL}
4 D M | 3AS004 | = HEY &R == 4% DI ER | S|0I01QF 1.5m HEIE E10 £ 202 AL ﬁﬂlgll%fl E—E
= [ =
5 | owmAf @~ DN IZE | 3AS005 | M =7 o)z A | Mz 4% ChUEP | =30[019H 1m HZIE E1 202 MM 201 M
= T ==
HE | | Xt
6 D HE  3AS006 | TO| QEENIEH| | N ZH | Mz 4% DI B | Z301019 6m HASE ST ©O| QHE wmeCr} HENH
7 SxLO|} | 3AS007 | E4 sjEE)| T E=E- BPCE 4% U EP | Z30[019H 1.5m HAIE S0 S £AS sS=()
8 =2 HHE | 3AS008 | AN EII oHa EH | ME 4% Cr B | =201019H 1m HAIE ST AHLE Bel)
9 Exoo | 3009 | == EH) 2Na =2n | NZ 4% oot pry | EHIOIISNIM RIS Tl S8 el BA E
1 3BS001 | 2= LHH™I| 4% crol 3l . o THA 129 1~100 %
2 HA | MESZ | 385002 | OI4T DOFLHmI| | 2H2 Mz 3% [FEEP | Weisile 8= =7t apgs nsry, | o8 S T 1~100 %
=AM =T=F) b NS OHHIM A A
o34 [HAF 140
3 383003 | 712 II=E 3% [} EF - »le e 12 1~100 %

UM AT AT
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@ NPC List
2HFZAE NPC | 4A001 npc_Infinite_library_normal_monster 1A BHXI Al 23 BHHOZE 0I5 ol MO _H 1 M2
2 HA ZAH NPC 4B002 npc_Infinite_library_boss_monster 50 A HXl Al e HEA HMOZ O|S S50l M1 T 1 M0
@ NPC Animation List
1 12 21 4AA001 &8t oI idle_N_1 JIZ2 I &E | 222 =2 ZE= MUMNOIM | npc_Infinite_library_normal_monster
dt EAH X 01| =0| A =
2 == AE 4AA002 | it =Z AE | Die_N_Disappeared | BH& Z2I(H Al == x%ﬁdﬁl(ﬁ*ﬁl N npc_Infinite_library_normal_monster
NPC
8 = 21 4BA001 HA I idle_B_1 JIZ2 )& | ELRE =S =E= (HUMOoIM npc_Infinite_library_boss_monster
S ESS HEZ BOXI= S0 A2H=
4 == AE 4BA002 @ HA == AE | Die B Disappeared | BH& 2l Al 0HLJ||]_1I6T** = npc_Infinite_library_boss_monster
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@ Sound List

1 2sto|

2 ME oM

8 Jtz MEY

4 ME ATH

5 H1HDHE

6 H1MHD aae

7 35S 2ol

8 EH 3 HE

9 EHME 100% 24

10 H B HE

11 HEE Al

12 HIE B XI

13 X H|HAHE

14 JEE

15 W 2AXIZ HE

16 JHEE 0F0I2

17 At FH

=

bgm_Infinite_library
bgm_battle
bgm_blessing_choice
bgm_battle_failure
sfx_ui_button_1_library
sfx_ui_window_open_1_library
sfx_ui_button_get_check
sfx_ui_button_exploration_end
sfx_ui_exploration_100
sfx_ui_button_continuously_exploration
sfx_ui_character_foot
sfx_ui_floor
sfx_ui_button_bonus_wearing
sfx_ui_button_granweapon
sfx_ui_button_my_location
sfx_ui_button_character_icon

sfx_ui_button_trials_information

SoH0) M1 TR A THA

HE ofH T Al TH

HE 45 A Hd

HE 210 Al THd
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