No|7—#R—2% |7 o—nvEHA JSONZ 7 4 v Zuny1 B BAER 2 Y 7 Nid:7 —% DID) %, mHO G
1W72745— $dataActors Actors.json id 1D $dataActors[id].id
207 24— $dataActors Actors.json battlerName [SV] ¥kET + v 2 $dataActors[id].battlerName
3N\ 07— $dataActors Actors.json characterIndex BITE YT AT v IR $dataActors[id].characterIndex
4|7 o5 — $dataActors Actors.json characterName BT x7 774V %4 $dataActors[id].characterName
5|7 74— $dataActors Actors.json classld B $dataActors[id].classld
6|7 24— $dataActors Actors.json equips 5 $dataActors[id].equips Wiy 47 L OREE. PiHD
[1,1,2,3,0]
N7 25— $dataActors Actors.json facelndex B ATy oA $dataActors[id].faceIndex
8|74 — $dataActors Actors.json faceName B 77404 $dataActors[id].faceName
o7 24— $dataActors Actors.json traits[0].code M a—r $dataActors[id].traits[0].code
107 24— $dataActors Actors.json traits[0].datald 5 7 — 41D $dataActors[id].traits[0].datald
1\724— $dataActors Actors.json traits[0].valuel FE 2L $dataActors[id].traits[0].valuel
122|724 — $dataActors Actors.json traits[0].value2 R A2 $dataActors[id].traits[0].value2
13|72 49— $dataActors Actors.json initialLevel WL ~Nov $dataActors[id].initialLevel
14|\ 7 75— $dataActors Actors.json maxLevel AL N)L $dataActors[id].maxLevel
157258 — $dataActors Actors.json name EAD) $dataActors[id].name
16|72 4 — $dataActors Actors.json nickname —2% $dataActors[id].nickname
17\7 28 — $dataActors Actors.json note A E $dataActors[id].note
18|72 4 — $dataActors Actors.json profile 7’074 —)\ $dataActors[id].profile
19| B % $dataClasses Classes.json id 1D $dataClasses[id].id
20| B3 $dataClasses Classes.json expParams[0] AR B AR A $dataClasses[id].expParams[0]
21| B $dataClasses Classes.json expParams[1] AR AR AR IEAE $dataClasses[id].expParams[1]
22 | B $dataClasses Classes.json expParams[2] ?éﬁ@ﬁﬁﬁj@ﬁﬂEA $dataClasses[id].expParams[2]
23 | B3 $dataClasses Classes.json expParams[3] AR A AR B9 nfEB $dataClasses[id].expParams[3]
24| B3 $dataClasses Classes.json traits[0].code Fitg a—F $dataClasses[id].traits[0].code
25| B3 $dataClasses Classes.json traits[0].datald £ 7 — 51D $dataClasses[id].traits[0].datald
26 | B3 $dataClasses Classes.json traits[0].valuel FEE AL $dataClasses[id].traits[0].valuel
27 | W3 $dataClasses Classes.json traits[0].value2 FR 72 $dataClasses[id].traits[0].value2
RLES $dataClasses Classes.json learnings[0].level ERTBRAFNL L) $dataClasses[id].learnings[0].level
29| WE $dataClasses Classes.json learnings[0].skillld BT B AF A FVID $dataClasses[id].learnings[0].skillld
30 | e $dataClasses Classes.json learnings[0].note ERTBAFN A% $dataClasses[id].learnings[0].note
RIEES $dataClasses Classes.json name AT $dataClasses[id].name
32| i3 $dataClasses Classes.json note A E $dataClasses[id].note
33|z $dataClasses Classes.json params[0] 5 KHP $dataClasses[id].params[0] L ROV & DFEARME S THREA S - LA
[1,450,500,550,600....]
34| HH2E $dataClasses Classes.json params[1] B AMP $dataClasses[id].params[1] LRV T & DFEEARMEA S TR S -
35| B $dataClasses Classes.json params[2] e $dataClasses[id].params[2] LRV & DFEARMEAS S TR S 1A
LES $dataClasses Classes.json params|[3] 9Kz Al $dataClasses[id].params[3] LRV T E DI L THRANS LA
37| $dataClasses Classes.json params([4] JiEVE $dataClasses[id].params[4] LAV E DERE AL TR S 1L
38| e $dataClasses Classes.json params[5] VB $dataClasses[id].params[5] LNV E DIEARfEA L THRAN S 1L 1S
39 | iE $dataClasses Classes.json params|[6] TR $dataClasses[id].params[6] LAV Z & QIR A L THAN S - FiF
40 | B3 $dataClasses Classes.json params[7] j $dataClasses[id].params[7] LAY Z e DREARME AL TS L5
41| R ¥ v $dataSkills Skills.json id ID $dataSkills[id].id
42| R F v $dataSkills Skills.json animationld 7= A—¥ 3V $dataSkills[id].animationld
431 A F )1 $dataSkills Skills.json description Bl $dataSkills[id].description
44| 2 F v $dataSkills Skills.json effects[0].code R _2—F $dataSkills[id].effects[0].code
45| 2 F v $dataSkills Skills.json effects[0].datald HR_F—42ID $dataSkills[id].effects[0].datald
46| R F v $dataSkills Skills.json effects[0].value1 HR_ANE1 S$dataSkills[id].effects[0].valuel
47| A F v $dataSkills Skills.json effects[0].value2 FhR_NE2 $dataSkills[id].effects[0].value2
48| A ¥ v $dataSkills Skills.json hitType s A7 $dataSkills[id].hitType
49| A F v $dataSkills Skills.json iconIndex 74 axv $dataSkills[id].iconIndex
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50| R )1 $dataSkills Skills.json messagel Ay 2—v1 $dataSkills[id].messagel

SI| R F)v $dataSkills Skills.json message2 Ay £—2 $dataSkills[id].message2

52| A &)1 $dataSkills Skills.json mpCost W EMP $dataSkills[id].mpCost

53| 2 %1 $dataSkills Skills.json name £l $dataSkills[id].name

54| A ¥ )L $dataSkills Skills.json note A E $dataSkills[id].note

55| 2 F v $dataSkills Skills.json occasion A8 FH ] e $dataSkills[id].occasion

56| A ¥ v $dataSkills Skills.json repeats i 4 [0 % $dataSkills[id].repeats

ST| A % v $dataSkills Skills.json requiredWtypeld1 s 171 $dataSkills[id].requiredWtypeld1
58| A * v $dataSkills Skills.json requiredWtypeld2 Ry 172 $dataSkills[id].requiredWtypeld2
59| A F v $dataSkills Skills.json scope ] $dataSkills[id].scope

60| 2 ¥ v $dataSkills Skills.json speed 4 A IE $dataSkills[id].speed

61| A ¥ )L $dataSkills Skills.json stypeld AFNIAT $dataSkills[id].stypeld

62| A F v $dataSkills Skills.json successRate LES $dataSkills[id].successRate

63| A * L $dataSkills Skills.json tpCost I &P $dataSkills[id].tpCost

64| 2 F )L $dataSkills Skills.json tpGain 3TP $dataSkills[id].tpGain

65| A ¥ )L $dataSkills Skills.json messageType Ay =Y I4{7 $dataSkills[id].messageType MV7—% ® 3> 3— b HEH
66| A ¥ )1 $dataSkills Skills.json damage.critical 20 $dataSkills[id].damage.critical
67| A ¥ )L $dataSkills Skills.json damage.elementld JEM $dataSkills[id].damage.elementld
68| A ¥ )1 $dataSkills Skills.json damage.formula BrER $dataSkills[id].damage.formula
69| A F )1 $dataSkills Skills.json damage.type s47 $dataSkills[id].damage.type

70 A F v $dataSkills Skills.json damage.variance Foniitid $dataSkills[id].damage.variance
TN T7AT AL $dataltems Items.json id ID $dataltems[id].id

R\ 74T A $dataltems Items.json animationld TFoX—=2 3V $dataltems[id].animationld
LIV $dataltems Items.json consumable SHIE $dataltems[id].consumable

T4\ 7 A T A $dataltems Items.json description EidiE] $dataltems[id].description
5747 & $dataltems Items.json effects[0].code R _a—F $dataltems[id].effects[0].code
76|71 T A $dataltems Items.json effects[0].datald $HER_F—42ID $dataltems[id].effects[0].datald
TNT AT & $dataltems Items.json effects[0].value1 $hE_AE1 $dataltems[id].effects[0].valuel
74T A $dataltems Items.json effects[0].value2 $HhE_AE2 $dataltems[id].effects[0].value2
9747 A $dataltems Items.json hitType wha A7 $dataltems[id].hitType

80|74 7 4 $dataltems Items.json iconindex =% $dataltems[id].iconIndex

81| 7147 A $dataltems Items.json itypeld TFATLRAT $dataltems[id].itypeld
(747 4 $dataltems Items.json name 41 $dataltems[id].name

8T AT 4 $dataltems Items.json note X E $dataltems[id].note

84|74 7 A $dataltems Items.json occasion 1% FA AT BERS $dataltems[id].occasion

85|74 7 A $dataltems Items.json price flitg $dataltems[id].price

86|74 7 4 $dataltems Items json repeats JE 4T EH $dataltems[id].repeats

87|\ 714 7 A $dataltems Items.json scope S $dataltems[id].scope

8|74 7 4 $dataltems Items.json speed REIE $dataltems[id].speed

89|74 7 4 $dataltems Items.json successRate RINE $dataltems[id].successRate
990|747 A& $dataltems Items.json tpGain BTP $dataltems[id].tpGain
ONTAT AL $dataltems Items.json damage.critical EN $dataltems[id].damage.critical
N| 74T A $dataltems Items.json damage.elementld B $dataltems[id].damage.elementld
B|74F 4 $dataltems Items.json damage.formula HER $dataltems[id].damage.formula
94|74 7 4 $dataltems Items.json damage.type 247 $dataltems[id].damage.type

S| 747 4L $dataltems Items.json damage.variance DEE $dataltems[id].damage.variance
96| E 3 $dataWeapons Weapons.json id ID $dataWeapons[id].id

97 | #% $dataWeapons ‘Weapons.json animationld T=A—=2 3V $dataWeapons[id].animationld
98 | 3% $dataWeapons ‘Weapons.json description AR $dataWeapons[id].description
99| il $dataWeapons Weapons.json etypeld BiEr47 $dataWeapons([id].etypeld

100 | E A% $dataWeapons ‘Weapons.json traits[0].code 5 a—r $dataWeapons[id].traits[0].code
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101 | B0# $dataWeapons Weapons.json traits[0].datald 57— 41D $dataWeapons[id].traits[0].datald
102 | 2% $dataWeapons Weapons.json traits[0].valuel FE 21 $dataWeapons[id].traits[0].valuel
103 | Bl # $dataWeapons Weapons.json traits[0].value2 FER 22 $dataWeapons[id].traits[0].value2
104 | (2% $dataWeapons ‘Weapons.json iconindex = $dataWeapons[id].iconIndex

105 | (At $dataWeapons Weapons.json name B0 $dataWeapons[id].name

106 | A% $dataWeapons Weapons.json note X E $dataWeapons[id].note

107 |28 $dataWeapons Weapons.json price filfiA% $dataWeapons[id].price

108 | 2% $dataWeapons Weapons.json wtypeld Reg247 $dataWeapons[id].wtypeld

109 | 2 #F $dataWeapons Weapons.json params0 AHP $dataWeapons[id].params0

110 | A% $dataWeapons Weapons.json params1 =AMP $dataWeapons[id].params1

111 s $dataWeapons Weapons.json params2 KB H $dataWeapons[id].params2

112 | #08 $dataWeapons Weapons.json params3 Bh1E A $dataWeapons[id].params3

113 | B# $dataWeapons Weapons.json params4 BEh $dataWeapons[id].params4

114 | 5% $dataWeapons Weapons.json params5 FEERE $dataWeapons[id].params5
1150 $dataWeapons Weapons.json params6 HEM $dataWeapons[id].params6

116| A% $dataWeapons Weapons.json params7 £ $dataWeapons[id].params7

117| B A $dataArmors Armors.json id ID $dataArmors[id].id

118 [P A $dataArmors Armors.json atypeld pHEL47 $dataArmors[id].atypeld

119(Bi A $dataArmors Armors.json description B $dataArmors[id].description

120 | By B $dataArmors Armors.json etypeld E R $dataArmors[id].etypeld

121 (B A $dataArmors Armors.json traits[0].code K a— v $dataArmors|[id].traits[0].code
122 | pi B $dataArmors Armors.json traits[0].datald ¥ 7 — 41D $dataArmors[id].traits[0].datald
1235 B $dataArmors Armors.json traits[0].valuel FEI A2 $dataArmors[id].traits[0].valuel
124 | 5 $dataArmors Armors.json traits[0].value2 FR A2 $dataArmors[id].traits[0].value2
125|Bij 2 $dataArmors Armors.json iconindex 743y $dataArmors[id].iconIndex

126 | 5 E $dataArmors Armors.json name 01 $dataArmors[id].name

127 | 5 B $dataArmors Armors.json note X E $dataArmors[id].note

128 | B $dataArmors Armors.json price it $dataArmors[id].price

1295 B $dataArmors Armors.json params0 =AHP $dataArmors[id].params0

130 Bj F $dataArmors Armors.json params1 RAMP $dataArmors[id].params1

131 B A $dataArmors Armors.json params2 WEhH $dataArmors[id].params2

132 (B A $dataArmors Armors.json params3 Br1E $dataArmors[id].params3

133 (B A $dataArmors Armors.json params4 BEh $dataArmors[id].params4

134 | B H $dataArmors Armors.json params5 & ARG 1E $dataArmors[id].params5

1355 & $dataArmors Armors.json params6 #iE $dataArmors[id].params6

136 | [ . $dataArmors Armors.json params7 £ $dataArmors[id].params7

137 | @ % v 5 $dataEnemies Enemies.json id ID $dataEnemies[id].id

138 F v 7 $dataEnemies Enemies.json actions 178 $dataEnemies[id].actions
139+ v 5 $dataEnemies Enemies.json battlerHue @i $dataEnemies[id].battlerHue

140 |l ~ 5 $dataEnemies Enemies.json battlerName [SV] EiRE * + 5 $dataEnemies[id].battlerName
141|# % v~ = $dataEnemies Enemies.json dropltems Koy 774574 $dataEnemies[id].dropltems
142|#* v 2 $dataEnemies Enemies.json exp GRERME $dataEnemies[id].exp

143 |+ v 7 $dataEnemies Enemies.json traits[0].code ¥ a—r $dataEnemies[id].traits[0].code
144 |+ v 7 $dataEnemies Enemies.json traits[0].datald ¥ 7 — 41D $dataEnemies[id].traits[0].datald
145|f% ~ 5 $dataEnemies Enemies.json traits[0].valuel FE A2 $dataEnemies[id].traits[0].valuel
146 |fL* v 7 $dataEnemies Enemies.json traits[0].value2 FE A2 $dataEnemies[id].traits[0].value2
147 | % v~ 5 $dataEnemies Enemies.json gold e $dataEnemies[id].gold

148 | x v 7 $dataEnemies Enemies.json name 2Bl $dataEnemies[id].name

149|f % v 5 $dataEnemies Enemies.json note X E $dataEnemies[id].note

150 |flL* v 2 $dataEnemies Enemies.json params0 R AHP $dataEnemies[id].params0
151|E* v = $dataEnemies Enemies.json params1 = AMP $dataEnemies[id].params1
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152|#* v $dataEnemies Enemies.json params2 WEH $dataEnemies[id].params2

153 |+ v 5 $dataEnemies Enemies.json params3 gl $dataEnemies|id].params3

154|Ei* v 2 $dataEnemies Enemies.json params4 BED $dataEnemies[id].params4

155|fiL* v 5 $dataEnemies Enemies.json params5 AR $dataEnemies[id].params5

156 | v 7 $dataEnemies Enemies.json params6 SaEM $dataEnemies[id].params6

157 |# % ~ = $dataEnemies Enemies.json params7 B $dataEnemies[id].params7

158 |7 v —7" $dataTroops Troops.json id ID $dataTroops[id].id

1597 v—7 $dataTroops Troops.json members AV IN— $dataTroops[id].members

160|E 7 v—7" $dataTroops Troops.json name 40 $dataTroops[id].name

161 |7 v—7 $dataTroops Troops.json pages INPMIVARY B $dataTroops[id].pages

162 2 7 — b $dataStates States.json id ID $dataStates[id].id

163| 27—~ $dataStates States.json autoRemovalTiming BENRGEO 240 $dataStates[id].autoRemoval Timing

164| 2 7 — b $dataStates States.json chanceByDamage A= TR ZxA— $dataStates[id].chanceByDamage

165| 27— $dataStates States.json iconindex 743 $dataStates[id].iconIndex

166| 2 7 — b $dataStates States.json maxTurns M — B RK $dataStates[id].maxTurns

167| 27—~ $dataStates States.json message Fyt—21 $dataStates[id].messagel

168| 2 7 — b $dataStates States.json message2 Xyt —22 $dataStates[id].message2

169| 2 7 — $dataStates States.json message3 Ayt—23 $dataStates[id].message3

170| 2 7 — b $dataStates States.json message4 Xyt—24 $dataStates[id].message4

171 (A7 — $dataStates States.json minTurns Ak 2 — v B\ $dataStates[id].minTurns

172| 27 — b $dataStates States.json motion [SVIE—> 3> $dataStates[id].motion

173| A7 — ¢ $dataStates States.json name ZH] $dataStates[id].name

174| 2 7 — b $dataStates States.json note X E $dataStates[id].note

175| 27— b $dataStates States.json overlay [SVIEhE&bhE $dataStates[id].overlay

176| 2 7 — b $dataStates States.json priority BEE $dataStates[id].priority

177\ 27— b $dataStates States.json releaseByDamage AA—S TR _Fzv ) $dataStates[id].releaseByDamage

178| 2 7 — b $dataStates States.json removeAtBattleEnd ERRNAR T B I fRRR $dataStates[id].removeAtBattleEnd

179| A7 — b $dataStates States.json removeByDamage & X = THRE $dataStates[id].removeByDamage

180| A 7 — I $dataStates States.json removeByRestriction 1TENGIZ THERS $dataStates[id].removeByRestriction

181| A7 — b $dataStates States.json removeByWalking S TRERR $dataStates[id].removeByWalking

182| 27— b $dataStates States.json restriction 1TENHIZ $dataStates[id].restriction

183 A7 — b $dataStates States.json stepsToRemove S TR $dataStates[id].stepsToRemove

184 27— b $dataStates States.json traits[0].code R a—r $dataStates[id].traits[0].code

185| 27— b $dataStates States.json traits[0].datald ¥ 7 — 41D $dataStates[id].traits[0].datald

186| 27— b $dataStates States.json traits[0].valuel R AL $dataStates[id].traits[0].valuel

187| 27 — $dataStates States.json traits[0].value2 FHE_NR2 $dataStates[id].traits[0].value2

188| 27 — h $dataStates States.json messageType XAy —=YR47T $dataStates[id].message Type MV7—% ®a > "— hHER

189| 7 = A—>v 3>~ $dataAnimations Animations.json id 1D $dataAnimations[id].id

10| 7 =A—v 3>~ $dataAnimations Animations.json name EAil $dataAnimations[id].name

91| 7 =A—> 3> $dataAnimations Animations.json displayType FoRSAT $dataAnimations[id].display Type

192|7=4xA—v 3> $dataAnimations Animations.json effectName NR—=F4 VT 7x27 774 )4% |$dataAnimations[id].effectName

193| 7 = 4x—v 3> $dataAnimations Animations.json scale NR—=F 4 VT 7z MERE $dataAnimations[id].scale

194| 7 = A—v 3 >~ $dataAnimations Animations.json speed NR—=F 4 /W7y NERE $dataAnimations[id].speed

195|7 = A—> 3>~ $dataAnimations Animations.json flashTimings 77y ¥a $dataAnimations[id].flashTimings [{"frame":0,"duration":30,"color":[255,255,255,255]}]

196| 7 = A—v 3>~ $dataAnimations Animations.json soundTimings R $dataAnimations[id].sound Timings [{"frame":0,"se": {"name":"Blow1","pan":0,"pitch":
100,"volume":90} } ]

197\ 7 = A—v 3> $dataAnimations Animations.json offsetX F 7€y X $dataAnimations[id].offsetX

198| 7 = A—v 3>~ $dataAnimations Animations.json offsetY F 7y Y $dataAnimations[id].offsetY

197 = A—> 3~ $dataAnimations Animations.json rotation.x [Hz_X $dataAnimations[id].rotation.x

200|7 = A— 3 ¥ $dataAnimations Animations.json rotation.y LY $dataAnimations[id].rotation.y

2017 = A= a3~ $dataAnimations Animations.json rotation.z [z 7 $dataAnimations[id].rotation.z
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20274ty b $dataTilesets Tilesets.json id 1D $dataTilesets[id].id

203|714 vty b $dataTilesets Tilesets.json flags SANT 7 TF—T W $dataTilesets[id].flags WATAREHIE . BT, KA L EDT7 ST 75—

204|794 vty b $dataTilesets Tilesets.json mode = $dataTilesets[id].mode

205|874ty b $dataTilesets Tilesets.json name EAi $dataTilesets[id].name

206|214ty b $dataTilesets Tilesets.json note A E $dataTilesets[id].note

207|574 vty b $dataTilesets Tilesets.json tilesetNames m g $dataTilesets[id].tilesetNames ["World_A1","World_A2","","",""."World_B","
World_C","",""]

208| a3 E > A XNV $dataCommonEvents CommonEvents.json id 1D $dataCommonEvents[id].id

2093 E YA RNV $dataCommonEvents CommonEvents.json list EITHNE $dataCommonEvents[id].list A By — 2R
[{"code":0,"indent":0,"parameters":[]}]

21002 € >4 RX> b $dataCommonEvents CommonEvents.json name EAill $dataCommonEvents[id].name

2113 A XY | $dataCommonEvents CommonEvents.json switchld AA v F $dataCommonEvents[id].switchld

NV EEPERYA $dataCommonEvents CommonEvents.json trigger bYA— $dataCommonEvents[id].trigger

213| v A7 A $dataSystem System.json advanced.gameld 7 — LID $dataSystem.advanced.gameld

214| > A7 A $dataSystem System.json advanced.screenWidth 2L $dataSystem.advanced.screenWidth

215| Y AT A $dataSystem System.json advanced.screenHeight i O e & $dataSystem.advanced.screenHeight

216|> A7 4 $dataSystem System.json advanced.uiAreaWidth ulz ) 7 DI $dataSystem.advanced.uiAreaWidth

217\ AT A $dataSystem System.json advanced.uiAreaHeight Ul ) 705 & $dataSystem.advanced.uiAreaHeight

218 AT A $dataSystem System.json advanced.numberFontFilename 7+ D774V % $dataSystem.advanced.numberFontFilename

29| AT A $dataSystem System.json advanced.fallbackFonts TA—WNy I 7% Vb $dataSystem.advanced.fallbackFonts

220({ A7 & $dataSystem System.json advanced.fontSize 74 Y bHAX $dataSystem.advanced.fontSize

21|y AT & $dataSystem System.json advanced.mainFontFilename A Y75 D7 7 AVE $dataSystem.advanced.mainFontFilename

22| AT A $dataSystem System.json airship.bgm FATHE BGM $dataSystem.airship.bgm {name:"", volume:90, pitch:100, pan:0}

23| AT A $dataSystem System.json airship.characterIndex AT F v 529 —A 7 v 7 A |$dataSystem.airship.characterIndex

24| AT A $dataSystem System.json airship.characterName RITEF v 225 —7 7411 % $dataSystem.airship.characterName

25| AT A $dataSystem System.json airship.startMapld AT BN E ~ » 71D $dataSystem.airship.startMapld

226+ 27 A $dataSystem System.json airship.startX FRAT A WL EX $dataSystem.airship.startX

27|y AT A& $dataSystem System.json airship.startY TAT T B0 EY $dataSystem.airship.startY

28| AT A $dataSystem System.json boat.bgm /N BGM $dataSystem.boat.bgm {name:"", volume:90, pitch:100, pan:0}

29| AT A $dataSystem System.json boat.characterIndex NI % % 5 28—+ 7 v 7 A |$dataSystem.boat.characterIndex

230| > A7 A $dataSystem System.json boat.characterName NN X v 5 08 —7 7 AV $dataSystem.boat.characterName

21|v A7 A $dataSystem System.json boat.startMapld NI BN E ~ » 71D $dataSystem.boat.startMapld

22| AT A $dataSystem System.json boat.startX NI B EX $dataSystem.boat.startX

233| AT A $dataSystem System.json boat.startY ANTUAE BTN BY $dataSystem.boat.startY

234\ AT A $dataSystem System.json ship.bgm KA BGM $dataSystem.ship.bgm {name:"", volume:90, pitch:100, pan:0}

235| v AT A $dataSystem System.json ship.characterIndex N R A A $dataSystem.ship.characterIndex

236> AT A $dataSystem System.json ship.characterName KEM 529 —7 7415 $dataSystem.ship.characterName

237y A7 4 $dataSystem System.json ship.startMapld KIS VIIALE ~ » 71D $dataSystem.ship.startMapld

238|227 4 $dataSystem System.json ship.startX KA HIALL EX $dataSystem.ship.startX

2392 27 4 $dataSystem System.json ship.startY’ KBS RIIAL Y $dataSystem.ship.startY

240( > A 7 4 $dataSystem System.json attackMotions[0].type [SVI Bt —> 3> 547 $dataSystem.attackMotions[0].type

241|227 A $dataSystem System.json attackMotions[0].weaponImageld [SV] B E—2 3 > mif§ $dataSystem.attackMotions[0].weaponImageld

22| AT A $dataSystem System.json weaponTypes Hgsy 17 $dataSystem.weaponTypes [" RGN T LA VR A F L S
o AR 7R R a =7 e

2432 A7 4 $dataSystem System.json armorTypes BiRs 17 $dataSystem.armorTypes [, R E BRI E B H, B
B VB, KA

244|322 F L $dataSystem System.json equipTypes s 17 $dataSystem.equipTypes [, R B A )

2453 A7 4 $dataSystem System.json skillTypes AENIAT $dataSystem.skill Types [, BEVE" R

246|> A7 A $dataSystem System.json elements JEE $dataSystem.elements [ AR g R R, K L,

247y A7 4 $dataSystem System.json battleBgm EEY G $dataSystem.battleBgm {name:"", volume:90, pitch:100, pan:0}

248|227 4 $dataSystem System.json victoryMe EE 3zl $dataSystem.victoryMe {name:"", volume:90, pitch:100, pan:0}




No|7—#R—2% |7 o—nvEHA JSONZ 7 { v Zuny1s B BABR 2 Y 7 Nid:7 —% DID) % BROAM

29| A7 A $dataSystem System.json defeatMe e 3ieln $dataSystem.defeatMe {name:"", volume:90, pitch:100, pan:0}

250( > A 7 A& $dataSystem System.json titleBgm HR A by $dataSystem.titleBgm {name:"", volume:90, pitch:100, pan:0}

251\ AT A $dataSystem System.json sounds[0] SR $dataSystem.sounds[0]

252| > AT A $dataSystem System.json editMapld HEF D~ v 7D $dataSystem.editMapld

253| v AT A $dataSystem System.json gameTitle 7T—=5L5A4 v $dataSystem.gameTitle

254y A7 4 $dataSystem System.json itemCategories TATLATTY $dataSystem.itemCategories 747 6 RE BIR. KFE260
[true,true,true,true]

255|v A7 A $dataSystem System.json locale B $dataSystem.locale

256> A7 A $dataSystem System.json magicSkills [SV] %A v $dataSystem.magicSkills 1

257> AT A $dataSystem System.json menuCommands AZa2—a3%Y K $dataSystem.menuCommands TAT Ly AF N, BEBfi. A7—% A, IXE
i =7
érue,true,true,true,true,true]

258|327 4 $dataSystem System json optAutosave F— =7 EHk $dataSystem.optAutosave

259 AT A $dataSystem System.json optDisplayTp 74 Y K7 ICTP% RR $dataSystem.optDisplayTp

260( > A7 4 $dataSystem System.json optDrawTitle 7 =58 A Lo $dataSystem.optDrawTitle

261|327 4 $dataSystem System.json optExtraExp B2 A N — b B 7 R $dataSystem.optExtraExp

202| v AT A $dataSystem System.json optFloorDeath KRS A=Y THEARE $dataSystem.optFloorDeath

263|3> AT A $dataSystem System.json optFollowers IN—F 4 OFHBAT $dataSystem.optFollowers

264|227 L4 $dataSystem System json optKeyltemsNumber KEx b0 OfEE For $dataSystem.optKeyltemsNumber

265 AT A $dataSystem System.json optSideView ZoYy hEa—/¥%4 FEa2— $dataSystem.optSideView

266|v A7 4 $dataSystem System json optSlipDeath A v 78 A— Y CHEIARE $dataSystem.optSlipDeath

2673 A7 4 $dataSystem System.json optTransparent ZE PRI T B AR $dataSystem.optTransparent

268| AT 4 $dataSystem System.json partyMembers Y R—F 1 $dataSystem.partyMembers

269y A7 4 $dataSystem System.json startMapld YIWIGIE 7 v A4 ¥ — < v 7'ID $dataSystem.startMapld

270| v A 7 4 $dataSystem System.json startX YIWINLE 7L A ¥ —~ v 7'X $dataSystem.startX

271y 27 & $dataSystem System.json startY VI E 7L A ¥ —~ v 7Y $dataSystem.startY

22| A7 A $dataSystem System.json switches ALy FHIK $dataSystem.switches ||

273| v A 7 & $dataSystem System.json variables ASEA TR $dataSystem.variables | |

274\ A 7 A $dataSystem System.json terms.basic JFE AR 7T —5 R $dataSystem.terms.basic

275> A7 A $dataSystem System.json terms.commands HiE a~> K $dataSystem.terms.commands

276|> A7 A $dataSystem System.json terms.params FEE A8 0ME $dataSystem.terms.params

277\ AT A $dataSystem System.json terms.messages.alwaysDash WSy Va2 $dataSystem.terms.messages.alwaysDash

278> A7 A $dataSystem System.json terms. commandRemember a1~ > Rt $dataSystem.terms commandRemember

279 A7 & $dataSystem System.json terms.messages.touchUI s v FUI $dataSystem.terms.messages.touchUI

280(> A 7 A $dataSystem System.json terms.messages.bgmVolume BGM # it $dataSystem.terms.messages.bgmVolume

281 A7 A $dataSystem System.json terms.messages.bgsVolume BGS # $dataSystem.terms.messages.bgsVolume

282| AT A $dataSystem System.json terms.messages.meVolume ME & & $dataSystem.terms.messages.meVolume

283|v AT A $dataSystem System.json terms.messages.seVolume SE # it $dataSystem.terms.messages.seVolume

284|327 4 $dataSystem System.json terms.messages.possession FoTwaH $dataSystem.terms possession

285|327 A $dataSystem System.json terms.messages.expTotal FALE O &5 it $dataSystem.terms.messages.expTotal

286|327 4 $dataSystem System.json terms.messages.expNext KDL X)L &T $dataSystem.terms.messages.expNext

287\ AT A $dataSystem System.json terms.messages.saveMessage =7 Ay £—Y $dataSystem.terms.messages.saveMessage

288 AT A $dataSystem System.json terms.messages.loadMessage I—FAy £—Y $dataSystem.terms.messages.loadMessage

280| v AT A $dataSystem System.json terms.messages.file 77 AN $dataSystem.terms.messages.file

290( A7 & $dataSystem System.json terms.messages.autosave A—tt—7 $dataSystem.terms.messages.autosave

21| A7 & $dataSystem System.json terms.messages.partyName N—=F 4 % $dataSystem.terms.messages.partyName

292| v A7 A $dataSystem System.json terms.messages.emerge HE $dataSystem.terms.messages.emerge

293 A7 A $dataSystem System.json terms.messages.preemptive S ) g $dataSystem.terms.messages.preemptive

294> A7 4 $dataSystem System.json terms.messages.surprise AEH 5 $dataSystem.terms.messages.surprise

295| v AT A $dataSystem System.json terms.messages.escapeStart W E B A $dataSystem.terms.messages.escapeStart

296 A7 4 $dataSystem System.json terms ages.escapeFailure W7 R $dataSystem.terms escapeFailure
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297\ A7 & $dataSystem System.json terms.messages.victory JB5 7 $dataSystem.terms.messages.victory

298| AT 4 $dataSystem System.json terms.messages.defeat Bk $dataSystem.terms.messages.defeat

299> A 7 A $dataSystem System.json terms.messages.obtainExp KRB 1S $dataSystem.terms.messages.obtainExp

300( > AT A $dataSystem System.json terms.messages.obtainGold B e $dataSystem.terms.messages.obtainGold

301 AT A $dataSystem System.json terms.messages.obtainltem 74T LR $dataSystem.terms.messages.obtainltem

302| AT A $dataSystem System.json terms. ages.levelUp LNXVT v 7 $dataSystem.terms levelUp

303| AT A $dataSystem System.json terms.messages.obtainSkill 2 ¥ )V EMA $dataSystem.terms.ir obtainSkill

304| > AT A $dataSystem System.json terms.messages.useltem 747 LA $dataSystem.terms useltem

305[ A7 4 $dataSystem System.json terms.messages.critical ToEnemy i 23 $dataSystem.terms.messages.criticalToEnemy

306[> A7 4 $dataSystem System.json terms.messages.critical ToActor IR 5 (2 230 $dataSystem.terms.messages.critical ToActor

307 AT A $dataSystem System.json terms.messages.actorDamage Wi A= $dataSystem.terms.messages.actorDamage

308 AT A $dataSystem System.json terms.messages.actorRecovery Uk 5 1R $dataSystem.terms.messages.actorRecovery

309 AT A $dataSystem System.json terms.messages.actorGain W7 A A > b $dataSystem.terms.messages.actorGain

310> A7 A $dataSystem System.json terms.messages.actorLoss R R A > h gD $dataSystem.terms actorLoss

3| AT 4 $dataSystem System.json terms.messages.actorDrain W7 AR A > IR $dataSystem.terms.messages.actorDrain

312 AT A $dataSystem System.json terms.messages.actorNoDamage WK/ —8 A=Y $dataSystem.terms.messages.actorNoDamage

33| AT A $dataSystem System.json terms.messages.actorNoHit R AR $dataSystem.terms.messages.actorNoHit

34| AT A $dataSystem System.json terms.messages.enemyDamage Wy A—v $dataSystem.terms.messages.enemyDamage

3IS| Y AT A $dataSystem System.json terms.messages.enemyRecovery LEEE] $dataSystem.terms.messages.enemyRecovery

316> AT A $dataSystem System.json terms. enemyGain R A > M $dataSystem.terms enemyGain

37| A7 & $dataSystem System.json terms.messages.enemyLoss R A > bR $dataSystem.terms.messages.enemyLoss

318> A7 A $dataSystem System.json terms.messages.enemyDrain R A > SR $dataSystem.terms. messages.enemyDrain

319> AT A $dataSystem System.json terms.messages.enemyNoDamage W =5 A= $dataSystem.terms.messages.enemyNoDamage

3200 AT A $dataSystem System.json terms.messages.enemyNoHit U ah e $dataSystem.terms.messages.enemyNoHit

21| AT A $dataSystem System.json terms.messages.evasion Gk $dataSystem.terms.messages.evasion

322> AT A $dataSystem System.json terms. magicEvasion JBE V2 [ $dataSystem.terms. magicEvasion

323| AT A $dataSystem System.json terms.messages.magicReflection JE RS $dataSystem.terms.ir magicReflection

324 AT & $dataSystem System.json terms.messages.counterAttack % ] $dataSystem.terms counterAttack

35|y AT A $dataSystem System.json terms.messages.substitute HRb Y $dataSystem.terms.messages.substitute

326| v AT A $dataSystem System.json terms.messages.buffAdd 581L $dataSystem.terms.messages.buffAdd

2T AT 4 $dataSystem System.json terms.messages.debuffAdd SIS $dataSystem.terms.messages.debuffAdd

328 AT A $dataSystem System.json terms.messages.buffRemove Stk 99RO MR $dataSystem.terms.messages.buffRemove

39| AT A $dataSystem System.json terms.messages.actionFailure TEIRIN $dataSystem.terms.messages.actionFailure

330( > AT A $dataSystem System.json testBattlers[0].actorId WE 7 2 ~ 72 5 —ID $dataSystem.testBattlers[0].actorld

33| A7 A $dataSystem System.json testBattlers[0].level R 7 A2 b LRy $dataSystem.testBattlers[0].level

32|y A7 4 $dataSystem System.json testBattlers[0].equips WD 7 2 b Sl $dataSystem.testBattlers[0].equips

333| AT A $dataSystem System.json testTroopld W] 7 2 b7 v —71D $dataSystem.testTroopld

334|274 $dataSystem System.json title|Name &4 ~ovl mifg $dataSystem.title]Name

335|v A7 A $dataSystem System.json title2Name & A bov2 mifg $dataSystem.title2Name

336|274 $dataSystem System.json titleCommandWindow.background ER SRS $dataSystem.titleCommandWindow.background

337\ AT 4 $dataSystem System.json titleCommandWindow.offsetX A F74 N7 472y bX $dataSystem.titleCommandWindow.offsetX

338| AT A $dataSystem System.json titleCommandWindow.offsetY A K74 YN F 7€y bY $dataSystem.titleCommandWindow.offsetY

339 AT 4 $dataSystem System.json windowTone VAT AT $dataSystem.windowTone PN N
[0,0,0,0]

340 v A 7 4 $dataSystem System.json battleback1Name W 7 2 b BRED TS SRR $dataSystem.battleback 1 Name

341V AT A $dataSystem System.json battleback2Name R 7 2 b ERE Y S5 $dataSystem.battleback2Name

32| AT A $dataSystem System.json battlerName 7 =A—%3r 7L Ea— /|7 —Il$dataSystem.battlerName

43| AT A $dataSystem System.json battlerHue 7= A=Y 3> 7L Ea— /b7 —{$dataSystem.battlerHue

344 v AT A $dataSystem System.json battleSystem NEWYRT A $dataSystem.battleSystem 0:4 — > ffill

1A LTI VAR(T2T47)

2894 L7807 LA (7 b)
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45| A7 & $dataSystem System.json currencyUnit LA $dataSystem.currencyUnit

346~ v 7 $dataMap Map001.json autoplayBgm BGM H #)jii{ %% $dataMap.autoplayBgm

347\~ v 7 $dataMap Map001.json bgm BGM $dataMap.bgm {name:"", volume:90, pitch:100, pan:0}
348| < v 7 $dataMap Map001.json autoplayBgs BGSHENEZS $dataMap.autoplayBgs

39|~y 7 $dataMap Map001.json bgs BGS $dataMap.bgs {name:"", volume:90, pitch:100, pan:0}
350~ v 7 $dataMap Map001.json specifyBattleback HEERIEE $dataMap.specifyBattleback

35|~y 7 $dataMap Map001.json battleback1Name RS RRE_BER1 $dataMap.battleback |Name

32| v 7 $dataMap Map001.json battleback2Name RS R E_ER2 $dataMap.battleback2Name

353|~v v 7 $dataMap Map001.json disableDashing 2y $dataMap.disableDashing

354| v v 7 $dataMap Map001.json displayName b $dataMap.displayName

355w v 7 $dataMap Map001.json encounterList IVHhUY b $dataMap.encounterList

356~ v 7 $dataMap Map001.json encounterStep MRS $dataMap.encounterStep

357|v v 7 $dataMap Map001.json width & $dataMap.width

358|~v v 7 $dataMap Map001.json height a3 $dataMap.height

359~y 7 $dataMap Map001.json note X E $dataMap.note

360~ v 7 $dataMap Map001.json parallaxLoopX ER_EHEELCV—-TT B $dataMap.parallaxLoopX

361~y 7 $dataMap Map001.json parallaxLoopY EBR_MBFEICNV—TT 3 $dataMap.parallaxLoopY

362|~v v 7 $dataMap Map001.json parallaxName =E_ER $dataMap.parallaxName

363|~v v 7 $dataMap Map001.json parallaxShow EBR_IF 4 RICERR $dataMap.parallaxShow

364~ v 7 $dataMap Map001.json parallaxSx BE_Z Y 0—IViRE(HE) $dataMap.parallaxSx

365|~v v 7 $dataMap Map001.json parallaxSy ER_A Y O —VIRE (4E) $dataMap.parallaxSy

366|~v v 7 $dataMap Map001.json scrollType 290—W447 $dataMap.scrollType

367|~v v 7 $dataMap Map001.json tilesetld 24Nty b $dataMap.tilesetld

368| v v 7 $dataMap Map001.json data Ty TF—RF—TIN $dataMap.data TANPY—Ya VIFRO T —7
369| v v 7R $dataMaplnfos Maplnfos.json id ID $dataMaplnfos[id].id

370| = v 7R $dataMaplnfos Maplnfos.json expanded REAIRRE $dataMaplnfos[id].expanded

371~ v 7R $dataMaplnfos Maplnfos.json name B0 $dataMaplnfos[id].name

372~ v 7R $dataMaplnfos Maplnfos.json order I IE $dataMaplnfos[id].order

373~ v 7 $dataMaplInfos Maplnfos.json parentld v 7D $dataMaplInfos[id].parentld

374 |~ v 7R $dataMaplnfos Maplnfos.json scrollX 249 o—IX $dataMaplInfos[id].scrollX

375| = v 7w $dataMaplInfos Maplnfos.json scrollY 2 o—nY $dataMaplInfos[id].scrollY




