10
1

16

19
21
25
26
31
31

37

39
42

46

49
51

56
58

61

67
69
73
74

76
78

81

86
86
90

92
95
100
101

LV 25 or less (EASY, NORMAL available)

£33 name
LIE? Rapier
F7IVIR Phalanx
HRI=FVR Power Lance

RI=D134Y Y3 Spark Vehicle Y3

R59—2522 Dragoon Lance

RIR—H11> Y6 Spark Vehicle Y6
FFIVIAWI Phalanx W1
HKI—5YZ LD Power Lance LD

RF34—32Z DA Dragoon Lance DA

RI—=ory4vF Spark Whip

HINSUR Double lance
75VIAM2 Phalanx M2

LIEP G Rapier G

K55 —V5VR LE Dragoon Lance LE

RI—5T0—L Y6 Spark Flu Y6
M2LIET M2 rapier
TNV LD Double Lance LD
275V 01 Phalanx U1
Ri$=H13 1 YAE Spark Vehicle YA 6

K3/ —2502 M2 Dragoon Lance M2

1$I—5VR FD Power lance FD
I750HAM3 Phalanx M3
M3ILIET M3 rapier
Rr8—=9949F W3 Spark Whip W3

F37—=050RW Dragoon Lance W

K55 —>502Z2 M3 Dragoon Lance M 3

MALAET M4 rapier

MINFVR Triple Reims.
73V M4 Phalanx M4
R8=H2N—L Y8 Spark Flu Y8

K55 —23502 M4 Dragoon Lance M4

F7IVIAW2 Phalanx W2
R80T W5 Spark Whip W5
M5LAET MS rapier
VAUSVR Twin lance
RE—LAETF Star rapier

37— 350 R M54 Dragoon Lance Tri

=514 Y12 Spark Vehicle Y12
HRI—SVR ZA Power Lance ZA
I75VIAMS Phalanx M5
LAET-/97 Rapier Nova
MFNSYR 2D Triple Reims ZD
Rr8&—979497 ZY Spark Whale ZY

FSI—25VZ ZM
F75VYR ZT
R18=972497 ZAM
LAET - Z—1$—/F7
I75VIRZAT
EYRE—FVR

Dragoon Lance ZM
Phalanx ZT

Spark Whip ZAM
Rapier Super Nova
Phalanx ZAT

Monster Lance

LV 52 or less (HARD usable)

Clip Size /
Bullets in a
Charge

500

102 (% 8)

23 (% 8)

3(x5)

241
249 (% 8)

1
220

18 (% 8)
906
2(x 5)
906

Shot speed
departure / sec,

60.0 (% 5)

60

60

60

60
60

60
60
60

60
60

60

60
60

60
15

60
60
60
15

60
15
60
60
60

LV 77 or less (HARDEST usable)

damage
14 %6 (% 6)
256100.026 %5 (% 3
+)

314310314 (% 6)
56.6 %3 (k 6+)

[

Through ] 1019.2 to
101.9 (% 8)

453 %6 (% 6+)
45100.045x 6 (k 6
+)

509.6 t0 51.0 (& 8)
[

Through ] 1698.7 to
166.9 (% 8)
37.4x12(% 6+4)

430.3-86
9.1100.091x 6 (k 6
+)

40%6 (X 6+)
[anougn]407e 8to
407.7 (% 8)

124.6 (k 8)
51%6(k 6+)
906.010 45.3 (% 8)
15.7-0.16 % 6 (% 5 +)
124.6 %6 (% 6+)
[Through 176441t
764.4 (% 8)

2510.710251.1 (% 7)
21210021 %6 (X 6
+)

96%6 (X 6+)
362.4 %3 (% 6+)

[

Through ] 6228.5 to
3114 (k 8)

[

Through ] 13589.5 to
1358.9 (% 8)

1M3%7 (K 6+)

2038.4 - 203.8 (% 5)
351100.35 %6 (k 6
+)

241.0 (% 6)

[

Through ] 19445.4 to
1944.5 (% 8)
39.0100.39 x 6 (% 5)
249.1 %5 (% 6.+)
14.7x9 (% 6)

4529.8 10 453 (% 8)
17.8x 13 (% 6)

[

Through ] 13589.5 to
1358.9 (% 8)

146.7 x 12 (% 5+)
113246 to 1132.5 (k
8)

76.4100.76 X 6 (k 6
+)

22.0x 16 (% 6)
5662.3 0 283.1 (% 8)
226.5 x 12 (k 12)
[Tnmugn 140768.4 to
4076.8 (% 8)
91.710092x6
249.1 % 12

52.1x17

203.8-2x 10

1019.2

Range
(m)
300 (% 5)

65.1 (% 1)
95.1 (% 8)
64.0 (% 5)

749 (% 4)
704 (k 5)

90 (% 5)
132 (k 8)

1285 (% 8)
616 (% 5)
103.1 (& 8)

90.0 ( 5)
30.0 (% 5)

162.9 (% 9)
75.9 (% 5)
30.0 (% 5)
146 (% 7)
96.0 (% 5)
76.8 (% 5)

162.9 (k 9)
118.9 (% 8)

96.0 (% 5)
30.0 (% 5)
76.8 (% 5)

186.2 (% 9)

144.0 (% 5)
300 (% 5)
134.8 (% 8)

96.0 (% 5)
83.2 (% 5)

209.4 (% 9)
96.0 (% 5)
832 (% 5)
300 (% 5)
1427 (% 8)
300 (% 5)

2327 (% 9)
1024 (% 5)

1585 (% 8)

96.0 (% 5)
300 (% 5)
142.7 (% 8)
102.4 (% 5)

2793 (% 9)
96.0 (% 5)
1024

36

108

118.9

LV 77 and above (INFERNO available)

accuracy

S+
c+
A+

S++

A+

S+

S++

Consumption
EN
227 (% 7)

43.0 (% 4)
1.7 (k 8)
17.5 (k 8)

13.6 (% 8)
21.0 (% 8)

31.0(% 8)
33(x7)

224 (% 8)
234 (% 8)
6.0 (k 8)

454 (% 8)
54.8 (% 8)

237 (% 8)
365 (% 8)
382 (% 8)
9.1 (k 8)

62.8 (% 8)
389 (% 8)

334 (% 8)
48 (% 8)

895 ( 8)
616 (% 8)
65.1 (% 8)

625 (% 8)

33.8( 8)
796 (% 8)
13.7 (k 8)

1206 (% 5)
176.9 (% 8)

711 (% 8)
107.9 (% 7)
113.5 (k 8)
152.8 ( 8)
269 (% 5)
1755 (% 8)

123.0 (% 8)
146.3 (% 8)

13.3 (k 8)

196.9 (% 6)
288.1 ( 5)
23.7 (% 8)

278.9 ( 5)

12.7 (k 8)
222.9 (% 5)
116.3
251.2
358.1
119.4

Charge
(sec)

0.50 (% 5)

20 ( 5)
0.67 (% 5)
15 (% 5)

1.5 (% 5)
15 (% 5)

20 (k 5)
083 (% 5)

20 ( 5)
15 (% 5)
067 (% 5)

20 (k 5)
0.50 (% 5)

15 (% 5)
1.0 (% 5)
0.50 (% 5)
0.67 (% 5)
20 (k 5)
1.5 (% 5)

15 (% 5)
067 (% 5)

1.8 (% 5)
0.50 (% 5)
1.5 (% 5)

1.8 (% 5)

15 (% 5)
0.50 (% 5)
067 (% 5)

17 (% 5)
1.5 (% 5)

15 (% 5)
1.7 (% 5)
15 (% 5)
0.50 (% 5)
0.67 (% 5)
0.50 (% 5)

1.5 (% 5)
15 (% 5)

0.67 (% 5)

1.5 (% 5)
0.50 (% 5)
0.67 (% 5)
15 (% 5)

15 (% 5)
1.3 (% 5)
15

05

2

0.67

Short Range-3iFEME

Remarks
BULLET RELOAD TYPE

CHARGE RELEASE TO FIRE TYPE
CHARGE RELEASE TO FIRE TYPE
BULLET RELOAD TYPE

CHARGE RELEASE TO FIRE TYPE CAN PIERCE
BULLET RELOAD TYPE

CHARGE RELEASE TO FIRE TYPE
CHARGE RELEASE TO FIRE TYPE
CHARGE RELEASE TO FIRE TYPE CAN
PIERCE

BULLET RELOAD TYPE

2 Burst CHARGE RELEASE TO FIRE TYPE

CHARGE RELEASE TO FIRE TYPE

BULLET RELOAD TYPE

CHARGE RELEASE TO FIRE TYPE CAN
PIERCE

6 Burst BULLET RELOAD TYPE

BULLET RELOAD TYPE

2 Burst CHARGE RELEASE TO FIRE TYPE
CHARGE RELEASE TO FIRE TYPE
BULLET RELOAD TYPE

CHARGE RELEASE TO FIRE TYPE CAN
PIERCE

CHARGE RELEASE TO FIRE TYPE

CHARGE RELEASE TO FIRE TYPE
BULLET RELOAD TYPE
BULLET RELOAD TYPE

2 Burst CHARGE RELEASE TO FIRE TYPE CAN
PIERCE

CHARGE RELEASE TO FIRE TYPE CAN
PIERCE

BULLET RELOAD TYPE
3 Burst CHARGE RELEASE TO FIRE TYPE

CHARGE RELEASE TO FIRE TYPE

8 Burst BULLET RELOAD TYPE

CHARGE RELEASE TO FIRE TYPE CAN
PIERCE

CHARGE RELEASE TO FIRE TYPE
BULLET RELOAD TYPE

BULLET RELOAD TYPE

2 Burst CHARGE RELEASE TO FIRE TYPE
BULLET RELOAD TYPE

3 Burst CHARGE RELEASE TO FIRE TYPE CAN
PIERCE

BULLET RELOAD TYPE

CHARGE RELEASE TO FIRE TYPE

CHARGE RELEASE TO FIRE TYPE
BULLET RELOAD TYPE

3 Burst CHARGE RELEASE TO FIRE TYPE
BULLET RELOAD TYPE

CHARGE RELEASE TO FIRE TYPE CAN PIERCE
CHARGE RELEASE TO FIRE TYPE

Wedge fire pattern

BULLET RELOAD TYPE

CHARGE RELEASE TO FIRE TYPE

CHARGE RELEASE TO FIRE STEADY LASER

Lvl 100 and Above (DLC Pack 1)



v

LV 25 or less (EASY, NORMAL available)

E1)
G TFRE—
FRMTFRE—
*JT5RE— A1
R TIRE— A2
FRAMTFRE— 2
YL L——
RTTIRE— V1
AR TSRS~
TYJ-T528—B1
?Y-TBRE— B2
R T5RE— E2
?Y-T5R5— DA

YALSHEY: VL—Y—
YT5RE— 61
YT5RE— G2
FRM-TFRE— F

Y-FFR5— DN
Loy L—H— D
Y T5R8— 63
R TFRE— E3
YJ-TF25— BX
J-T328— W

Y- TFRE— SP1
FRMIFRE— W

YILHRRL SWAYL—H—
J T3R8~ SP2
RTL—YP—2ZA

RIS TIRE— ZM

Y -TF2%— DX
TAM-TFR5— FE

YILIhEY - SWAYL—H—2ZD
T TIR5— M

Y -FF2%— FDX

R84 TFRE— ZAM4

name
Mag Blaster

Dest and Blaster
Mag Blaster A1
Mag Blaster A2
Dest and Blaster 2
Reflectron Laser
Mag Blaster V1
Spine - Blaster
Mag Blaster B1
Mag Blaster B 2
Spine - Blaster E 2
Mag Blaster DA

Reflectron - V Laser
Mag Blaster G1
Mag Blaster G 2
Dest Blaster F

Mag - Blaster DN
Reflectoron Laser D
Mag Blaster G3
Spine - Blaster E3
Mag Blaster BX
Mag Blaster W

Mag Blaster SP 1
Dest / Blaster W

Reflectoron - 5 WAY laser
Mag - Blaster SP 2

Mag / Laser ZA

Spine - Blaster ZM

Mag Blaster DX
Dest/ Blaster FE

Reflectoron - SWAY laser ZD
Mag Blaster ZM

Mag Blaster FDX

Spine - Blaster ZAM

LV 52 o less (HARD usable)
NOTE SOME Medium Range Power Weapons lose damage as clip reduces SEE CHART BELOW (Credit KevinEDF (Youtube) )

Clip Size / Bullets
i e

1132 (% 8)
13 (% 8)
1132 (k 8)
1246 (% 8)
109 (% 7)
1132 (k 8)
1076 ( 8)
1092 (% 7)
1699 (k 8)
1200 (% 5)
1132 (k 8)
1200 (% 5)
1002 (% 7)
1132 (k 8)
1350 (% 8)
13 (% 8)

1359 ( 8)
132 (x 8)
1246 (% 8)
132 (x 8)
2265 (X 8)
1019 (% 8)
985 (¥ 4)
13 (% 8)

1100 (% 5)
1178 (% 8)
1472 (% 8)
1132 ( 8)

1472 (% 8)
100 (% 5)

1359 ( 8)
1419 (% 7)
1472
1132

Clip Amount Damage Amount

100% Full 100% / Full Damage

75% Ammo Remaining 50% | Damage Halved
50% Half Clip 33% | Damage cut by 2/3!
25% Quarter Clip Remaining | 5% Damage

Shot speed
(departure /
sec)

LV 77 or less (HARDEST usable)

Range
damage (m)
0(%5) 1800 (% 5)
75x17(k8)  140.0 (% 5)
8 (K 8) 1800 (% 5)
85 (K 8) 189.0 (% 5)
10.2%20 (% 6+) 140.0 (k 5)
911018 (k 8)  240.0 (% 5)
68x2(%6+)  171.0 (% 5)
3.0-0030 (% 5) 2055 (% 6)
10.2 (% 8) 180.0 (% 5)
17.0 (% 8) 190.0 (k 5)
85-0085 (% 8) 327.3 (% 9)
320 (% 5) 1910 (k 5)
911018x2 (% 6
+) 240.0 (% 5)
238 (k 8) 180.0 ( 5)
262(% 7) 180.0 (o 5)
453%23 (% 8)  140.0 (% 5)
612(k 8) 204.0 (% 5)
17.0-34 0k 8) 1440 (k 5)
340 (% 8) 204.0 (% 5)
15.7100.16 (% 6) 3536 (% 10)
408 (% 8) 2042 (% 5)
31.4x3(%5+)  168.0 (% 5)
544 (% 8) 228.0 (% 5)
306x45(k 8) 1430 (% 5)
218104.4%5 (3
6) 144.0 (% 5)
612 (% 8) 228.0 (% 5)
655 (% 7) 260.0 (% 5)
31410031 (% 6) 4015 (% 8)
157.2 (% 6) 284.2 (% 4)
786%28 (X 5+) 154.0 (% 5)
21010425 (%
54) 240.0 (% 5)
1019 (% 8) 264.0 (% 5)
2378 340
294-29x4 4715

LV 77 and above (INFERNO available)

accuracy.
S+
B
S+
S+
B
S+
B
S+
S+
S+
S+

S+

S+
S+
S+

B

S+
S+
S+
S+
S+
S+

S+t

S+
S+
S+

S+

S+t

B+

S+t

S+

S+

Consumption
EN

450 (% 5)
635 (k 8)
499 (x 8)
47.4(k 8)
726 (% 8)
58.8 (k 8)
625 (k 8)
62.1 (% 6)
126.0 (% 5)
77.0 (x 8)
740 (% 5)
266.3 (% 5)

138.8 (% 8)
130.9 (% 8)
1222 (% 7)
2537 (% 8)

390.8 (# 5)
182.6 (% 7)
136.9 (% 8)
154.1 (% 8)

417.1 (% 8)
2485 (% 8)
308.0 ( 8)
378.8 (% 8)

810.0 (% 5)
509.1 (% 8)

534.2 (% 5)

Charge
(sec)

20(x5)
20(x5)
1.8 (% 5)
20(x 8)
20(x5)
27(k5)
23(x5)
1.8 (% 5)
45 (k 5)
3.0 (% 5)
20 (% 5)
38 (% 5)

27 (% 5)
38 (% 5)
38 (% 5)
20 (% 5)

23 (% 5)
20(% 5)
45 (% 5)

25(% 5)

30 (% 5)
20(x5)

33 (% 5)
45 (% 5)
3

25

Medium Range Power Weapons-fifij—/{7—&## Lvl 100 and Above (DLC Pack 1)

Remarks.
BULLET RELOAD TYPE

BULLET RELOAD TYPE (SHOTGUN TYPE)
BULLET RELOAD TYPE

BULLET RELOAD TYPE

BULLET RELOAD TYPE (SHOTGUN TYPE)
BULLET RELOAD TYPE, shoots reflecting lazers.
BULLET RELOAD TYPE

BULLET RELOAD TYPE fires penetrating lazer
BULLET RELOAD TYPE

BULLET RELOAD TYPE

BULLET RELOAD TYPE fires penetrating lazer
BULLET RELOAD TYPE

Duplicate formula BULLET RELOAD TYPE, shoots reflecting lazers.
BULLET RELOAD TYPE

BULLET RELOAD TYPE

BULLET RELOAD TYPE (SHOTGUN TYPE)

Half of the remaining bullets and the thermal power reaches 1/8
BULLET RELOAD TYPE

BULLET RELOAD TYPE, shoots reflecting lazers.
BULLET RELOAD TYPE

BULLET RELOAD TYPE fires penetrating lazer
BULLET RELOAD TYPE

Triplet BULLET RELOAD TYPE

BULLET RELOAD TYPE

BULLET RELOAD TYPE (SHOTGUN TYPE)

Five-stage BULLET RELOAD TYPE, shoots reflecting lazers
BULLET RELOAD TYPE

BULLET RELOAD TYPE

BULLET RELOAD TYPE fires penetrating lazer

Half of the remaining bullets and the thermal power reaches 1/8
BULLET RELOAD TYPE

BULLET RELOAD TYPE (SHOTGUN TYPE)

Five-stage BULLET RELOAD TYPE, shoots reflecting lazers
BULLET RELOAD TYPE

BULLET RELOAD TYPE

BULLET RELOAD TYPE fires penetrating lazer with 4 prongs



LV 25 or less (EASY, NORMAL available)

&
SAR=VF S
RbAY
SAR= Y M2
YoH—RIH
AbH A1
FAh=2 Gt M3
YoF—RYHY 2
LAY RA
SARY SRR
YoH—RIHY RA
FAR=DT R M4
YoE—RIH 3

RIA A2
YoH—RYH W

S1b=>F R M5
HRILMH~ RB
SAR=VY-SEUFRY T2

AILMT—HY
YoE—RYHY DZ

FAb=G RS GD
RN AZ

YUE—RIAY WZ
R RL LA

SA=VF R ZA
YoF—RIHY RZ
FAh=2F R ZAMD
Rk TL495>

Yo —RIH RZAM

name.
Lightning Bow
Volt gun

Lightning - Bow M2
Thunder Bogan

Volt gun A1

Lightning - Bow M3
‘Thunder Bogan 2

Volt gun RA

Lightning Rapid Bow
Thunder Bogan RA

Lightning - Bow M4
Thunder Bogan 3

Volt gun A2
‘Thunder Bogan W

Lightning - Bow M5
Volt gun RB
Lightning Rapid Bow T2

Bolt power gun
‘Thunder Bogan DZ

Lightning - Bow GD
Voltan Gun AZ

Thunder Bogan WZ
Bolt - Maximum Gun

Lightning - Bow ZA
Thunder Bogan RZ
Lightning - Bow ZAMD
Volt - Breakgun
Thunder Bogan RZAM

ws2or w77or usable)
Shot Travel
Clip Size / Bullets  Shot speed Speed Velocity
inaCharge (departure / sec) damage (m/ sec)

139 (% 7) 300 (k 5) 51(k8) 375.0 (k 5)
30 (% 5) 1.9 (% 4) 14.0%9(%5) 3000 (k 5)
147 (% 8) 300 (% 5) 10.2 (% 8) 300.0 (% 5)
1 29.4x 10 (% 6+) 3000 (% 5)
30 (% 5) 23(x 8) 240x12(%6) 3600 (k 5)
150 (% 7) 300 (k 5) 226 (k 8) 4500 (% 5)
1 67.9% 10 (k 6+) 300.0 (% 5)
65 (% 7) 43(x6) 283 %10 (% 6+) 3000 (% 5)
289 (% 7) 60.0 (k 5) 14.0 (% 5) 450.0 (k 5)
1 101.9 % 10 (% 6 +, 300.0 ( 5)
172 (% 8) 300 (k 5) 453 (% 8) 450.0 (* 5)
1 — 124.6 % 10 (% 6+, 300.0 (k 5)
34(% 8) 21(x6) 99.5% 10 (% 5+) 4200 (k 5)
1 - 147.2 %10 (4 6+, 300.0 ( 5)
173 (% 6) 30.0 (% 5) 546 (% 7) 4500 (% 5)
49(%7) 67(k7) 510x9(%6) 3000 (k5)
344 (% 8) 60.0 (% 5) 356 (% 6) 4500 (% 5)
17 (k 8) 12 (% 5) 178.1 % 20 (% 5+, 480.0 (% 5)
1 — 3737 x 15 (% 6+ 3000 (% 5)
221 (% 8) 300 (% 5) 101.9 (k 8) 525.0 ( 5)
B(x7) 24 (% 6) 124.6 % 20 ( 6+ 300.0 (% 5)
1 — 170.3% 20 (% 6) 300.0 (% 5)
16 (% 5) 12(% 8 130.0 x 40 (% 5) 600.0 (% 5)
258 (% 8) 300 (% 5) 1427 (% 8) 600.0 ( 5)
1 164.2 % 20 (k 6+ 420.0 (X 5)
322 60 135.9 840

20 15 2208 x40 600

1 373.7x20 420

LV 77 and above (INFERNO available)

Range
(m)

156.3 (% 5)
100.0 (% 5)

125.0 (% 5)
2500 (% 5)

120.0 (% 5)

180.0 (% 5)
250.0 (% 5)

100.0 (% 5)

1425 (% 5)
3000 (% 5)

187.5 (k 5)
350.0 (% 5)

140.0 (% 5)
400.0 (% 5)

2025 (% 5)
100.0 (% 5)
2025 (% 5)

160.0 (% 5)
4000 (% 5)

2625 (% 5)
100.0 (% 5)
5000 (% 5)
2000 (% 5)

300.0 ( 5)
560.0 (% 5)
420
200
560

Consumption EN
13.0 (% 8)
54.6 (% 8)

10.9 (% 10)
106 (k 8)

74 (% 8)

227 (% 8)
130 (% 8)

115.1 (% 6)

456 (% 5)
235 (% 8)

447 (% 8)
316 (% 6)

197.0 (% 8)
366 (% 7)

58.4 (% 7)
2546 ( 8)
76.9 (% 8)

3359 (% 8)
1268 (% 8)

97.8 (% 8)
520.7 (k 8)
784 (% 8)
5128 (% 8)

158.6 (4 9)
84.4 (% 8)
106.6
860.6
99.9

Charge
(sec)

1.0 (% 5)
3.0 (% 5)

082 (% 7)
0.77 (k 8)

32(x5)

082 (% 7)
077 (X 8)

23 (% 5)

082 (% 7)
051 (k 8)

0.82(x 7)
092 (% 6)

3.0 (% 5)
085 (% 7)

082 (k 7)
3.0 (% 5)
082 (k 7)

3.0 (% 5)
170k 7)

082 (% 7)
3.0(k 5)
071 (k 8)
30 (% 5)

082 (% 7)
0.51(x 8)
0.82

3

051

Medium Range Electric Shock- il — R 8

Remarks
CHARGE RELEASE TO FIRE TYPE shots lightning bolts
that bounce off surfaces

BULLET RELOAD TYPE shots lightning bolts that bounce
off surfaces

CHARGE RELEASE TO FIRE TYPE shots lightning
bolts that bounce off surfaces

CHARGE RELEASE TO FIRE TYPE

BULLET RELOAD TYPE shots lightning bolts that bounce
off surfaces

CHARGE RELEASE TO FIRE TYPE shots lightning
bolts that bounce off surfaces

CHARGE RELEASE TO FIRE TYPE

BULLET RELOAD TYPE shots lightning bolts that bounce
off surfaces

Rapid fire type CHARGE RELEASE TO FIRE TYPE shots
lightning bolts that bounce off surfaces

CHARGE RELEASE TO FIRE TYPE

CHARGE RELEASE TO FIRE TYPE shots lightning
bolts that bounce off surfaces

CHARGE RELEASE TO FIRE TYPE

BULLET RELOAD TYPE shots lightning bolts that bounce
off surfaces

CHARGE RELEASE TO FIRE TYPE

CHARGE RELEASE TO FIRE TYPE shots lightning
bolts that bounce off surfaces

BULLET RELOAD TYPE shots lightning bolts that bounce
off surfaces

Rapid fire type CHARGE RELEASE TO FIRE TYPE shots
fightning bolts that bounce off surfaces

BULLET RELOAD TYPE shots lightning bolts that bounce
off surfaces

CHARGE RELEASE TO FIRE TYPE

CHARGE RELEASE TO FIRE TYPE shots lightning
bolts that bounce off surfaces

BULLET RELOAD TYPE shots lightning bolts that bounce
off surfaces

Spread horizontally when charged CHARGE RELEASE
TO FIRE TYPE

BULLET RELOAD TYPE shots lightning bolts that bounce
off surfaces

CHARGE RELEASE TO FIRE TYPE shots lightning
bolts that bounce off surfaces

CHARGE RELEASE TO FIRE TYPE

CHARGE RELEASE TO FIRE TYPE

CHARGE RELEASE TO FIRE TYPE

Lyl 100 and Above (DLC Pack 1)



LV 77 or less (HARDEST N
LV 25 or less (EASY, NORMAL available) LV 52 or less (HARD usable) usable) LV 77 and above (INFERNO available) Medium Range Pulse-F Bl —/ LA RS Lvl 100 and Above (DLC Pack 1)
Shot Travel
Clip Size / Bullets  shot speed BlastRadius ~ Range  Speed Velocity Consumption  Charge
Y & name inaCharge  (departure/sec) = damage (radius m) (m) (m sec) accuracy EN (sec) Remarks
B+ (%
0 HWRRIIAY Puise - machine gun 300 (% 5) 15.0 (% 5) 87(#7) 57(k8)  2000(k5) 1200 (% 5) 10) 104.1(k8) 25 CHARGE RELEASE TO FIRE TYPE
2 HRRRVUHAY R Pulse - machine gun R 472 (% 10) 15.0 (% 5) 128(k8) 45(k8)  189.4(k4) 1421 (% 4) B(x8) 1123(x6) 27 CHARGE RELEASE TO FIRE TYPE
CHARGE RELEASE TO FIRE TYPE fires
6 IWAY SRRV 3WAY - pulse machine gun 377 (% 10) 12,0 (% 5) 79x3(%6:34(k8) 2000 (k5) 1200 (k5) B(k8) 1341(x8) 25 shot in an even horizontal fan type
Rapid fire type CHARGE RELEASE TO FIRE
12 HALR-SEURHY Pulse - Rapid Gun 472 (% 10) 300 (x 5) 131(%7) 50(%5)  2000(k5) 1200 (k5) B(x8) 1472(%8) 2 TYPE
CHARGE RELEASE TO FIRE TYPE fires
17 aWAY SRS VHY 4\WAY - pulse machine gun 409 (% 10) 15.0 (% 5) 79x4(%6:34(k8) 2000 (k5) 1200 (k 5) B+(k8) 1774(%7) 15 shot in an even horizontal fan type
CHARGE RELEASE TO FIRE TYPE fires a
20 RIS AN Fr/Y Stardust - Cannon 1 226%100(428(k 8) 4800 (% 5) 240.0 (% 5) E(*5) 151(%8) 067 shotgun type shot of plasma
CHARGE RELEASE TO FIRE TYPE fires
23 SWAY-SLRTYUHY 5WAY - Pulse machine gun 402 (% 8) 15.0 (% 5) 79x5(k6:34(X8)  2000(k5) 1200 (% 5) B+(k8) 2011(k8) 2 shot in an even horizontal fan type
25 IRILUHY M2 Pulse - machine gun M2 442 (% 8) 15.0 ( 5) 419(%6) 57(k8)  2200(k5) 1200 (k5) B+(%8) 2301(%6) 25 CHARGE RELEASE TO FIRE TYPE

CHARGE RELEASE TO FIRE TYPE fires

29 RWRRE— Pulse Buster 122 (% 7) 4.0 (% 5) 16.6 % 10 (£3.7 (% 6)  240.0 (% 5) 1200(k5)  C+(k 5) 270.0 (% 5) 2 multiple shotgun type shots of plasma
CHARGE RELEASE TO FIRE TYPE fires

35 GWAYSLRTIUAY 6 WAY - Pulse machine gun 333 (% 6) 15.0 (% 5) 109%6(k €40 (%8)  2000(k5) 1200 (% 5) B+(X8) 2786(k8) 2 shot in an even horizontal fan type
CHARGE RELEASE TO FIRE TYPE fires a

37 AS—HRAMFr/Y AR Stardust - Cannon type A 1 430%100(A40 (X 8) 4800 (% 5) 2400 (% 5) C-(%5) 368(x8) 067  sholgun type shot of plasma

2 RV M3 Pulse - machine gun M3 402 (% 8) 15.0 (k 5) 733(%6) 68(k8)  2200(k5) 1200 (% 5) B+(%9) 3406(x8) 25 CHARGE RELEASE TO FIRE TYPE
CHARGE RELEASE TO FIRE TYPE fires

48 | SRVRRE—a Pulse - Buster a 122 (% 7) 4.0 (% 5) 19.8x15 (4.4 (% 7) 2400 (% 5) 2400 (k5)  C+(%5) 3995 (k 8) 2 multiple shotgun type shots of plasma
Rapid fire type CHARGE RELEASE TO FIRE

50  /ALR-SEYFHY DE Pulse - Rapid Gun DE 356 (3 6) 300 (% 5) 453(%8) 68(k8)  2700(X5) 180.0 (% 5) B+(%8) 4164(x8) 25 TYPE
CHARGE RELEASE TO FIRE TYPE fires

55 BWAYALARYVAY 8WAY - Pulse machine gun 333 (% 6) 15.0 (% 5) 101x8(#E40(k8)  2000(k5) 1200 (k5 B+(k8) 5009(%7) 2 shot in an even horizontal fan type
CHARGE RELEASE TO FIRE TYPE fires a

59 Ag—HRhFy/v DB Stardust - Cannon D type 1 — 793x100 (468 (% 8)  480.0 (k 5) 2400 (% 5) C-(x5) 819(k8) 08 shotgun type shot of plasma

65 SANRIIVAY M4 Pulse - machine gun M4 402 ( 8) 15.0 (% 5) 1120 (% 5) 68(k8)  270.0(k5) 1800 (k 5) A-(%9) 6312(k8) 25 CHARGE RELEASE TO FIRE TYPE
CHARGE RELEASE TO FIRE TYPE fires

70 IWAYSLRTIVHY 9WAY - Pulse machine gun 519 (% 10) 15.0 ( 5) 16.5%9 (X €40(k8)  2000(k5) 1200 (k5) B+(x8) 730.1(x8) 2 shot in an even horizontal fan type

75 IR-IVVHY M5 Pulse - machine gun M5 311 (% 6) 15.0 (% 5) 1234 (% 8) 11.3(k8) 300.0(k5) 2400 (% 5) B+(45) 9142(%6) 25 CHARGE RELEASE TO FIRE TYPE
CHARGE RELEASE TO FIRE TYPE fires

77 IWRIRRE—p Pulse - Buster p 122 (% 7) 40 (% 5) 374x15(0k 68(X8) 2400 (% 8) 2400 (% 5) C+(k5) 9730(%6) 2 multiple shotgun type shots of plasma
CHARGE RELEASE TO FIRE TYPE fires

79 1OWAYALRTYIHY 10 WAY - Pulse machine gun 480 (% 9) 15.0 (% 5) 180X 10 (% 4.0(k8)  2000(k5) 1200 (k5 B+(%6) 9501(k8) 2 shot in an even horizontal fan type
CHARGE RELEASE TO FIRE TYPE fires a

85  AG—HAMFr/v FR Stardust - Cannon F type 1 — 1268100 (9.1 (k 8)  480.0(k5) 2400 (X 5) C-(k5) 137.4(x8) 067  shotgun type shot of plasma

87 SANRIvLAHY ZDM Pulse - machine gun ZDM 280 (% 5) 15.0 (% 5) 1500 (% 5) 150 (% 5) 284.2(k 4) 2273 (% 4) A(X10) 12751 (% 6) 25 CHARGE RELEASE TO FIRE TYPE
CHARGE RELEASE TO FIRE TYPE fires a

104 RH—HRAMT—) Stardust - Fall 1 140x100 6.8 720 180 c- 143 0.8 lobbed type shot of plasma

-1\41(lbx-7“//)!‘/ High Pulse Machine Gun 440 15 2718 13.6 400 480 A 14207 25 CHARGE RELEASE TO FIRE TYPE



LV 25 or less (EASY, NORMAL available)

[ F1
0 -z L—H—

2 RIba—s—

7 HO=Z:L—tf= M2
13 MONSTER-ZERO

186 RIbra—4— 2

18 MONSTER

2 sE=Z:-L—¥= M3
25 yE—Z:-L—¥— MA
30 Mwk-va—s—RA
EE S O

40 0—X-L—¥— MSA
45 MRIboa—s—3

50  #b-va—g— DA

55  MONSTER GA
57 A—Z-L—H— MX
65  sA—Z:L—4— Mz
70 ARba—s— RF
75 yA—ZEvgu—if—
77 Rba—g— ZF

80 MONSTER GZ
82 IR—Z-L—¥—F
85 FMCva

BBl 5> v=rnzsn

name
Closed Laser

Volt Shooter
Closed Laser M2
MONSTER-ZERO
Volt Shooter 2
MONSTER

Close Laser M3
Closed Laser MA
Volt Shooter RA
Risin

Closed Laser MSA
Volt Shooter 3
Bolt - Shooter DA

MONSTER GA
Close - Laser MX
Closed Laser MZ

Bolt - Shooter RF
Closed Long Laser

Volt Shooter ZF

MONSTER GZ
Closed Laser F
Rising a

Risin- limit custom

LV 52 or less (HARD usable)

Clip Size /Bullels  Shot speed

inaCharge (departure |/ sec)
600 (% 5) 60

9(x 8) 095 (% 9)
736 (k 8) 60

68 (% 8) 60

9(x 8) 087 (% 8)
68 (% 8) 60

679 (% 8) 60

793 (k 8) 60

60 (% 5) 12,0 (% 10)
1 —

793 (% 8) 60
12(%7) 095 (% 9)
8(x7) 0.79 (% 10)
68 (% 8) 60

819 (% 7) 60

736 (% 8) 60

293 (k 8) 15.0 (% 5)
1019 (% 8) 60

17 (% 7) 1.4 (% 10)
68 (% 8) 60

1019 (% 8) 60

1 —

10 16

LV 77 or less (HARDEST usable)

damage
1.8 (% 8)
430%3 (% 54)
34(%8)
56.6 (k 8)
84.9x4 (k 6+)
56.6 (% 8)
61 (% 8)
638 (% 8)
544 (% 8)
509.6 x 30 (% 6 +)
102 (% 6)
2174 %4 (k 6+4)
326.1%4 (k 6+)
Through 241.4 (%
10)

19.8 (k 8)
26.0 (% 8)

804 (% 8)
306 (% 8)

3000 %6 (% 5)
Through 362.1 (&
10)

36.2 (% 8)
2491.4 x40 (k 6 +)
339.7 x 30

Shot Travel
Speed Velocity

(m/sec)
3410.8 (% 8)
379.0 (% 8)
3410.8 (% 8)
34108 (x 8)
379.0 (% 8)
3410.8 (% 8)
4547.8 (% 8)
3789.8 (k 8)
379.0 (% 8)
379.0 (% 8)
3300.0 (% 5)
379.0 (% 8)
3531 (% 7)

68217 (% 8)
3789.8 (% 8)
3600.0 (% 5)

3531 (% 7)
48000 ( 5)

1515.9 (% 8)

9095.5 (% 8)
5305.7 (% 8)
379.0 (k 8)
1515.9

LV 77 and above (INFERNO available)

Range
(m)

1136.9 (& 8)
6316 (% 8)
6000 ( 5)

5884 (% 7)
8000 ( 5)

25265 (% 8)

15159 (% 8)
884.3 (% 8)
631.6 (% 8)
25265

acouracy
S+t

A+ (% 6)
S+

S+

S++ (X 8)
S+t

S+

S+
S+(k7)
S+ (X 8)
B+ (% 5)
S++ (% 8)
S++(k 8)

S++(k 8)
S+t

S+

B+ (% 5)
S+t

A% 5)

S+
S+
S++ (% 8)
S++

Zoom
(double)

R A AR A

e

IS

EXCRC

Long Distance-RIEH
Charge
Consumption EN (sec)
81.8(% 7) 25(%7)
107.2 (% 6) 49(%7)
96.8 (% 8) 25(k 7)
752 (k 8) 082 (% 7)
149.7 (% 7) 49 (% 7)
87.5 (% 8) 0.82 (% 7)
146.7 (k 8) 25(%7)
173.8 (% 6) 25(k 7)
229.7 (% 6) 49 (% 7)
545.1 (% 8) 25(%7)
276.6 (% 5) 3.3 (% 4)
368.2 (3 5) 49(%7)
4055 (+ 6) 49(%7)
3214 (k 8) 082 (% 7)
4432 (%) 30 (% 5)
480.0 (k 8) 25(k7)
8087 (% 8) 49(%7)
8517 (% 5) 25(%7)
777.0 (% 5) 6.0 ( 5)
481.7 (% 8) 082 (% 7)
6453 (% 8) 25(%7)
27857 (k8)  25(k 7)
21376 4.9

Lvl 100 and Above (DLC Pack 1)

Remarks
CHARGE RELEASE TO FIRE TYPE
BULLET RELOAD TYPE
CHARGE RELEASE TO FIRE TYPE
Diffuse launch CHARGE RELEASE TO FIRE TYPE
BULLET RELOAD TYPE
CHARGE RELEASE TO FIRE TYPE
CHARGE RELEASE TO FIRE TYPE
CHARGE RELEASE TO FIRE TYPE
Single shot BULLET RELOAD TYPE
CHARGE RELEASE TO FIRE TYPE
Accuracy is not fixed CHARGE RELEASE TO FIRE TYPE
BULLET RELOAD TYPE
BULLET RELOAD TYPE
Accuracy is not fixed CHARGE RELEASE TO FIRE TYPE can
pierce
CHARGE RELEASE TO FIRE TYPE
CHARGE RELEASE TO FIRE TYPE

Single shot speed type
zoom magnification is low BULLET RELOAD TYPE

CHARGE RELEASE TO FIRE TYPE

Speed and range are different from lower model BULLET
RELOAD TYPE

CHARGE RELEASE TO FIRE TYPE can pierce
CHARGE RELEASE TO FIRE TYPE

CHARGE RELEASE TO FIRE TYPE

BULLET CLIP, USES CHARGE TO RELOAD



LV 25 or less (EASY, NORMAL available)

&

TSR XN/
Ty-R-
HYUwk-vavk
TSX B xes
FSX I
FSX =R NIV 2
IS Fx/v BR
RTFvr—
TIX-EvTxesv M2
ATYob-R—1
JUobH
FIXT-AE—F¥/
F3XT- 74— F6
Ty
F5X AR 3
F5XT %%/ CR
JUwkLavk Wio
VvyR—nc
F3X3-74—)V DA
Uy MA
MFN-F5XI%N I
F5X2-%¥/) CR
FYy-24—0
FFXT-14—AbE¥/ 2D
T3XT-24—I F10
RTIFyve—AZ
TSX3-EvTHe/v M3
Ty
TSR IL— v/
F5X3%%/> DR
EINTIXIXNIY
SUvkvavk Wis
RFYyheR— AT
TSR K/ EB
FFXR-13—RhEN)Y 4D
TIX K /U FR
FVy-R—FZ

FFXR- =AMV 42
F3XT- 4= F20
F5X2-¥%/0 GH

name
Plasma cannon

Blink ball

Grit shot

Plasma - Big Cannon
Plasma/ Fall

Plasma - Burst Cannon 2
Plasma - Cannon B type
splasher

Plasma - Big Cannon M2
Split Ball

Grit gun

Plasma - Heavy Cannon
Plasma - Fall F 6

Blink ball B

Plasma - Burst Cannon 3
Plasma - Cannon type C
Grit shot W10

Blink ball C

Plasma - Fall DA

Grit gun MA

Triple plasma cannon
Plasma - Cannon CR
Blink / Folk

Plasma - Burst Cannon 2D
Plasma - Fall F 10
Splasher AZ

Plasma - Big Cannon M3
Blink ball D

Plasma - Great Cannon
Plasma - Cannon D type
Double plasma cannon
Grit shot W15

Split Ball AT

Plasma - Cannon E type
Plasma - Burst Cannon 4D
Plasma - Cannon F type
Blink ball FZ

Plasma - Burst Cannon 42
Plasma - Fall F 20
Plasma - Cannon G type

LV 52 or less (HARD usable)

Clip Size |
Bullets ina
harge.

3 (% 5)
1
10 (% 5)
1
1
30 (% 5)
1
1
1
2(k5)
1
40 (% 5)

0 (% 5)

* 5)

1
1
1
1
1
1
1
1
4
1
1
4(k5)
1

1

damage
982 (% 7)
2729 (% 7)
80x10 (% 5)
180.0 (3 5)
2200 (% 6)
1835 (% 8)
2038 (% 8)

16.8 %5 (% 5+)
6115 (% 8)
1500 x 8 (+ 5)
272(x 8)
77007 (x 8)
305.8%6(k 6+)
566.2 (% 8)
2950 (% 5)
4500 (% 5)
203%10 (% 5+)
9472 (% 4)
4200 (% 5)
67.9(x 8)
2202%3 (% 6)
3750 (% 5)
2265 (% 8)
8267 (% 8)
360.0 % 10 (% 5)
283x5(k 6+)
1494.8 ( 8)
2264.9 (% 8)
22649.1 (% 8)
9934 (% 7)
4200%2(% 5)
912x15(x 5+)
849.3% 8 (k 6+)
1347.6 (% 8)
1508.7 (% 6)
1698.7 (% 8)
45298 (% 8)
13200 (% 5)
7200 %20 (% 5)
20384

LV 77 or less (HARDEST usable)

Shot Travel
Speed Velocity  Range
(m/sec) (m)
4366(k8) 21829 (% 8)
463(%4) 9269 (% 4)
2400 (% 5) 3000 (% 5)
927 (% 4) 4635 (% 4)
90.0(+ 5) 4500 (% 5)
4366 (k 8) 21829 (k 8)
5457 (% 8)  27286( 8)
163.7 (% 8) 8186 (k 8)
3711 (k8)  18555(k 8)
60.0(%5)  1200.0 (% 5)
4366(k8) 5457 (% 8)
109.1(k8) 10915 (k 8)
1637 (k 8) 8186 (k8)
109.1 (% 8) 21829 (X 8)
4366(k8) 21829 (% 8)
5457 (% 8) 27286 (k 8)
2400 (% 5) 3000 (% 5)
109.1 (% 8) 2182.9 (% 8)
1126 (%6) 5632 (% 6)
5491 (%7) 6863 (% 7)
2619(%8) 13007 (k 8)
360.0(%5) 18000 (% 5)
915(%7)  1830.2(% 7)
755(%6) 18774 (% 6)
1126 (%6) 5632 (% 6)
3274(%8)  1637.2(k 8)
2183(%8)  10915(k 8)
60.0(%5)  1200.0 (% 5)
8732(%8)  87316(k 8)
4506 (% 6) 22529 (% 6)
IMA(RT) 15557 (% 7)
3660(%7)  4576(%7)
915(%7)  18302(% 7)
360.0(%5) 18000 (% 5)
6549 (% 8) 32744 (k 8)
327.4(%8)  1637.2(k 8)
1001 (X 8) 21829 (k 8)
2400 (%5) 12000 (% 5)
1200(%5)  600.0 (% 5)
3274 1637.2

LV 77 and above (INFERNO available)

Blast Radius Consumption
(radius m) accuracy EN
87(%7) BH(%5)  120(k5)
6.6 (% 4) B(%5)

38 (% 4) Cx4) 352 (% 8)
16.0 (% 5) A+(X6)  262(%4)
7.9(% 8) SH(X6)  MI(TH)
94 (% 9) S(k6) 177 (% 8)
103 (% 10) A+(X6)  124(k8)
3.6 (% 10) B (% 6) 433 (% 8)
24.1 (% 10) A+(%6)  309(k8)
50 (% 5) A+(k6)

8.4 (% 10) A+(k6) 404 (k8)
30.2 (% 10) S+ 1972 (% 8)
10.9 (% 10) S(x6) 68.6 (% 8)
109(k10)  A-(k6) -

12.0 (% 5) BH(%5)  367(x6)
136 (% 6) S(x6) 226 (% 5)
6.0 (% 5) A+(X6) 857 (%5)
1.3 (% 8) A-(x6) -

120 (4 5) A+(#5)  266(#6)
7.9(% 8) A+(X6)  TA(k6)
125 (4 8) A+(X6)  554(%5)
109 (% 7) A(%5) 289 (* 5)
15.7 (% 6) S+(k6) -
16.9 (% 10) A+(%6)  568(%5)
147 (% 6) A+(k6) 1542 (% 8)
59(% 9) B (% 6) 107.0 (% 8)
24.1 (% 10) S(k6) 1056 (% 8)
15.9 (% 8) A-(X6)

36.2 (% 10) S++ 610.5 (k 8)
18.0 (% 5) S(x6) 68.8 (% 8)
87 (% 7) S(x6) 81.0 (% 6)
87 (% 7) A+(X6)  1799(%7)
100 (% 5) B+(%5) -

16.4 (4 7) S+(k6)  636(#5)
210 (% 6) A(k6) 3141 (% 7)
250 (% 5 S+(k6) 1167 (x6)
16.0 (% 5) A-(x6) —
200 (% 5) S+(k6)  2386(x7)
18.4 (% 10) S+ 4396 (k 8)
314 s+ 1735

Range Attack-(EEBR S

Charge

(sec) Remarks

12(k7)  CHARGE RELEASE TO FIRE TYPE

74(#3)  BULLET RELOAD TYPE

30(%5)  CHARGE RELEASE TO FIRE TYPE

22(%4)  CHARGE RELEASE TO FIRE TYPE

067 (%5)  CHARGE RELEASE TO FIRE TYPE

16(%7)  CHARGE RELEASE TO FIRE TYPE

12(%7)  CHARGE RELEASE TO FIRE TYPE

25(k7)  CHARGE RELEASE TO FIRE TYPE fires a rain of plasma
18(%6)  CHARGE RELEASE TO FIRE TYPE

65(%7)  BULLETRELOAD TYPE

15(%7)  CHARGE RELEASE TO FIRE TYPE

41(%7)  CHARGE RELEASE TO FIRE TYPE

33(k7)  Sixconsecutive CHARGE RELEASE TO FIRE TYPE
49(%7)  BULLETRELOAD TYPE

18(x7)  CHARGE RELEASE TO FIRE TYPE

17(%4)  CHARGE RELEASE TO FIRE TYPE

25(k7)  CHARGE RELEASE TO FIRE TYPE

49(x7)  BULLET RELOAD TYPE

067 (%5)  CHARGE RELEASE TO FIRE TYPE

16(k7)  CHARGE RELEASE TO FIRE TYPE

12(%7)  Tiplet CHARGE RELEASE TO FIRE TYPE
068(k7)  Short charging time CHARGE RELEASE TO FIRE TYPE
45(%5)  BULLETRELOAD TYPE

12(%7)  CHARGE RELEASE TO FIRE TYPE

25(%7)  Ten consecutive CHARGE RELEASE TO FIRE TYPE
12(k7)  CHARGE RELEASE TO FIRE TYPE fires a rain of plasma
068 (%7)  CHARGE RELEASE TO FIRE TYPE

49(%7)  BULLETRELOAD TYPE

41(%7)  CHARGE RELEASE TO FIRE TYPE

095(%7)  CHARGE RELEASE TO FIRE TYPE

10(%5)  Duplicate formula CHARGE RELEASE TO FIRE TYPE
30(%5)  CHARGE RELEASE TO FIRE TYPE

65(%7)  BULLETRELOAD TYPE

095(k7)  CHARGE RELEASE TO FIRE TYPE

16(%7)  CHARGE RELEASE TO FIRE TYPE

10(%5)  CHARGE RELEASE TO FIRE TYPE

49(k7)  BULLETRELOAD TYPE

20(#6)  CHARGE RELEASE TO FIRE TYPE

27(#6) 20 stages CHARGE RELEASE TO FIRE TYPE

082 CHARGE RELEASE TO FIRE TYPE

Lyl 100 and Above (DLC Pack 1)



LV 25 or less (EASY, NORMAL available)

£33
35—Ya-#R
HARE
SEYR-85—Ua
§5—Y2 5WAY
H4AZE2
25— 5WAY-B
F—Rb-FrfH—
35—Ya-5vTN
35—9a15
YA TL—F
HARF3
§5—51158
JzN
35—V SWAY-S
Y- T—Fa
HLRFD
J—Rb-FzfH—DA
25—V 15WR
FxY JL3WAY
#A4RFG

name
Mirage Zero
Geist

Rapid Mirage
Mirage 5 Way
Geist 2

Mirage 5 WAY-B
Ghost chaser
Mirage - Rumble
Mirage 15

Sai Blade

Geist 3

Mirage 155
Fenrir

Mirage 5 WAY-S
Sai Blade a
Geist D

Ghost Chaser DA
Mirage 15 WR
Fenrir 3 WAY
Geist G

LV 52 or less (HARD usable)

damage
245(% 2)
79.3 (% 8)
16.4 (% 7)
226 %6 (% 8)
2265 (% 8)
453 6 (K 8)
9.1x 11 (k 87)
100.0 (% 5)
16.4x 16 (% 6+)
628.6 (% 6)
226.5%3 (% 6+)
273 %17 (% 7+)
1359 (% 8)
152.9 x 6 (% 8)
2095.4 (+ 6)
400.0 % 3 (3 5)
33.5% 34 (% 7)
50.0 x 14 (3 4 +)
1359 %3 (X 6+)
906.0 x 5

Blast Radius
(radius m)

4.4(%3)
10.0 (% 5)
50 (% 5)
12.0 (k 5)
5.0 (k 5)
1.0 (k 5)
50 (% 5)
12.0 (K 5)
200 (% 5)
50 (% 5)
5.0 (% 5)
200 (% 5)
200 (% 5)
30 (% 5)

20(k5)
12

LV 77 or less (HARDEST usable)

Inductive
performance

Distance
(m)

267.2 (% 4)
300.0 (% 5)
300.0 (k 5)
300.0 (% 6+)
300.0 (% 5)
350.0 (% 6 +)
600.0 (% 77)
500.0 (k 5)
350.0 (% 5+)
700.0 (% 5)
400.0 (k 5)
400.0 (% 6+)
300.0 (% 5)
400.0 (k 6+)
1000.0 (% 5)
500.0 (k 5)
600.0 (% 72)
500.0 (% 4 +)
350.0 (% 5)
500

LV 77 and above (INFERNO available)

Lock-on

Number of

objects
(body)

1(% 4)
1(% 5)
1(%5)
6(X6+)
1(% 5)
6(k 6+)
1k 77)
1(% 5)
16 (% 5+)
1(x5)
3(k5)
17 (k 64)
1(% 5)
6(k 6+)
1(k 5)
3(%5)
34 (k 77)
14 (% 4+)
3(k5)

5

Time
(sec)

012 (% 1)
0.027 (% 7)
0.027 (k 7)
0027 (% 7)
0027 (% 7)
0.027 (% 7)
0.024 (% 6)
0.067 (3 5)
0.050 (% 5)
0.82 (% 7)
0.027 (% 7)
0033 (3 5)
0.067 (3 5)
0.020 (% 7)
0.41 (% 7)
0.027 (% 7)
0024 (% 6)
0.007 (% 7)
0.027 (% 7)
0.027

Consumption
EN

6.0 (% 0)
62 (% 6)
12 (k 8)
1.1 (k 8)
89 (% 8)
15.8 (% 8)
43(x7)
39 (% 6)
6.5 (% 5)
82.0 (% 8)
95 (% 8)
94 ( 6)
57 (% 8)
37.1 (K 8)
187.0 (% 8)
203 (% 8)
15.0 (x 8)
188 (
17.4(
38.9

% 7)
* 8)

Homing-h—E

Charge
(sec)

0.37 (% 5)
0.98 (% 7)
0074 (k 8)
0.88 (% 8)
0.88 (% 8)
0.95 (% 5)
0.074 (k 8)
041 (% 4)
030 (% 7)
1.6 (% 8)
039 (% 8)
0.27 (% 8)
0.074 (k 8)

2 (% 8)
16 (% 8)
039 (% 8)
010 (% 5)
0.30 (% 7)
010 ( 5)
0.39

]

Remarks
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type
Constant Energy Use Firing Type

Triplet Constant Energy Use Firing Type

Constant Energy Use Firing Type

Lvl 100 and Above (DLC Pack 1)



48

51

63
7

81

87

LV 25 o less (EASY, NORMAL available)

YoH—H5R5—
TA71—P—HEHREL

TL17=—np
aT(71—Y—

ATYX =

YO58~
Fa47a—Y—sbhRSL

YA 9525 —a

ATVX-P—k 10

YoH—HY5R8—a
FAI2—Y—REHREL D

ATV X4 —1 D10

IAF=—la
TA72—Y—bhR5L D

Y847
IURFTF7—R

YATSAL 22—

name.
Diffuser

Gleipner

Thunder cluster

Diffuser to anti-aircraft custom

Gleipner B

adiffuser
Heavens gate

Sai cluster
Diffuser to ground Custom

Sai - Cluster a
EX GRAPE NEIL
Heavens Gate 10

Thunder cluster a
Diffuser anti-aircraft custom D

Heavens gate D 10

Gleipner a

Diffuser to ground Custom D
Thunder Orb
END OF Earth

CYBLAST WALL

LV 52 or less (HARD usable)
Lock on
range

damage (radius m)

10.0 (% 5)

48 (% *10) 100

36.0 ( 10)

237 (% 8)

18 (% 8) 130

44.4 (% 8)

204 %4 (% 5)

300 (% 5)

81.0 (k 10)

108.0 (% 10)

37.8 (% 10) 180

54.0 % 10 (% 10)

504 (% 7)
180.0 (% 10)
108.0 % 10 (%
10)

97.2 (% 10)
2052 (% 9)

116.0 x 2 (% 6)
18.0 % 10 (% 10)

72.0x 10

250

Number of
shots

1800

600

500
1800

600
1800

600

1800
1800

1800

900

500
1800

600

600
1800

1000

600

900

LV 77 or less (HARDEST
usable)

Consumption

ENERGY
413 (% 8)

1003 (% 8)

491 ( 8)
614 (% 6)

136.1 (% 8)
69.4 (% 8)

759 (% 8)

88.7 (% 6)
17.9 (% 5)

124.2(% 8)
670.4 (k 8)
161.7 (% 8)

202.4 (% 8)
22856 (% 8)

2815 (k 8)

8197 (k 8)
8185 (x 8)

24837 (% 7)
20043 (% 8)

2387.5

Charge
(sec)
600 (% 5)
90.0 (% 5)

600 (% 5)
60.0 (% 5)

900 (% 5)
60.0 (% 5)

600 (% 5)

60.0 (% 5)
600 (% 5)

60.0 (% 5)
90.0 (% 5)
60.0 (% 5)

60.0 (% 5)
60.0 (% 5)

600 (% 5)

900 (% 5)
600 (% 5)

800 (% 5)
60.0 (% 5)

60

LV 77 and above (INFERNO available)

Remarks

Omnidirectional diffusion, throws a ball that uses energy as it fires
shots home inon nearby targes, throws a ball thet uses energy s
res

Down diffusion fires downward thunder that scatters along the ground,
throws  ball that uses energy as it fires

Upward diffusion throws a ball that uses energy as it fires

shots home in on nearby targets, throws a ball that uses energy as it
fires

Forward diffusion throws a ball that uses energy as it fires

fires a beam strait towards the sky throws a ball that uses energy as it
fires

Down diffusion scatters lasers in a cone shape, a ball that uses
energy as it fires

Down diffusion throws a ball that uses energy as it fires

Forward diffusion scatters lasers in a cone shape, a ball that uses
energy as it fires

Large number of shots shots home in on nearby targets, throws a ball
that uses energy as it fires

fires a beam strait towards the sky throws a ball that uses energy as it
fires

Down diffusion fires downward thunder that scatters along the ground,
throws a ball that uses energy as it fires
Upward diffusion (wide angle) throws a ball that uses energy as it fires

fires a beam strait towards the sky throws a ball that uses energy as it
fires

shots home in on nearby targets, throws a ball that uses energy as it
fires

Down diffusion (wide angle) throws a ball that uses energy as it fires
Two omnidirectional diffusion installation fires downward thunder that
scatters along the ground, throws a ball that uses energy as it fires
fires a beam strait towards the sky throws a ball that uses energy as it
fires

Long horizontal laser gate beams, Can use back to back.
Charge readty when Current One Depletes

Special-#§%  Lvl 100 and Above (DLC Pack 1) _



LV 25 or less (EASY, NORMAL available) LV 52 or less (HARD usable) LV 77 or less (HARDEST usable) LV 77 and above (INFERNO available) Plasma Cores-75X%37 Lv1 100 and Above (DLC Pack 1) _

Weapon charge  Flight speed

oo I I, S, Boosspees i | e
v &% name Max EN (EN/sec)  (EN/sec) (EN/ sec) (EN) direction Speed (%)  (%)increase or decrease Remarks
(4 F5A3a7 Plasma core 1000 (X 10) 6 120k 10) 15 3 all around
1 s—fta7 Turbo core 102.8 (% 10) 62 123 (k 10) 154 32 Ahead 25 enhance boost
2 F5X=a7B Plasma core B 1430 (k 10) 7.4 172(x10) 178 36 all around
5 Sv¥aay Rush core 1453 (k 10) 72 174 (% 10) 184 36 20 focus on weapon charge speed
7 Yi—2Aa7 s® River score S type 17 7.7 189 175 35 [s1ke}
7 V2F5X%aT V2 plasma core 1717 (X 10) 86 206(% 10) 214 43 all around
12 V275X3a7BR V2Plasma core Biype 1848 (% 10) 92 222(x10) 23 46 all around
15 V2s—far V2 turbo core 193.0 (% 10) 9.6 232 (% 10) 24 5 Ahead 30 enhance boost
Maximum EN is 1.25 times higher than
18 A—F4rFar Loading core 2778 (% 10) 114 267 (% 10) 346 69 -10 others, focus on ground attacks less on flight
20  V25yiaay V2 rush core 2202 (% 10) 11 264(% 10) 274 55 20 focus on weapon charge speed
22 Srvkaz Jet Core 2074(%8) 11 249(%8) 276 1 Ahead 100 enhance forward boost farther travels
24 V275XTaT7CR V2 Plasma core type C 205.7 (% 5) 123 24.7 (% 5) 30.9 62 all around
27 ysi—Raz River score 279(%8) 133 369(%8) 303 61 all around
29  V3I5ZZa7? V3 Plasma Core 3230 (% 10) 161 388(% 10) 402 8 all around
cannot fly
higher than  Flight s ristricted to jump height, biggest
3 EyJay Big core 9022 (% 10) 36 704 (% 10) 1123 25 200 jump focus on ground attacks
36 Vig—ifar V3 turbo core 3432 (% 10) 17.1 412(k 10) 427 9.4 Forward /side 2 enhance boost
38 V3JSATITBR V3Plasmacore Btype 3756 (% 9) 193 451(%9) 483 97 all around
41 V3Syvaay V3 rush core 3295(%5) 198 305(%5) 494 99 30 focus on weapon charge speed
43 AHANATT Sky High Cores. 4052 (% 10) 202 486 (% 10) 505 6.1 focus on flight time and not boost
47 V375XTaT7CR V3 Plasma core type C 4720 (k 10) 235 56.6 (% 10) 588 1.8 all around
51 V4FS5X2a7 V4 plasma core 579.5 (% 9) 298 69.5 (% 9) 745 14.9 all around
55 r"—kay Bird core 5198 (% 9) 267 624 (% 9) 836 134 25 flight speed increase boost not effected
58 Y&—vazy Return Core 644.8 (% 10) 321 77.4 (% 10) 80.3 19.3 Aft/ side 0.66 enhance boost
61 V4ISXTa7BR V4 PlasmacoreBlype 7321 (k 10) 365 87.8(% 10) 912 18.2 all around
Maximum EN is 1.5 times higher than others
63 A—F4YJAF7BY  Loading core B type 113.1 (% 10)  37.7 908 (k 10) 1386 217 20 focus on ground attacks less on flight
65 Vas—far V4 Turbo core 663.1(%7) 366 796(%7) 916 211 Forward /side 175 enhance boost
68  V4ISXTITCE V4 Plasma Core Type G 845.0 (k 10)  42.1 1014 (X 10) 1052 21 all around
71 V5ISZRaP V5 plasma core 10422 (% 10) 519 125.1 (A 10) 1298 2 all around
73 VASwYaaP? VA rush core 9180 (k 10) 457 1102 (% 10) 1143 229 50 focus on weapon charge speed
76 V5J5XTIPBE V5 Plasmacore Btype 10898 (k 10) 54.3 130.8 (k 10) 1357 211 all around
cannot fly
higher than  Flight s ristricted to jump height, biggest
78 eydnvay Big Bang Core 31855 (% 10) 126.9 2485 (% 10)  396.7 79.3 200 jump. focus on ground attacks
80 EX/$—Fa7 EX bird core 930.5 (% 6) 535 M7 (% 6) 1671 26.7 30 flight speed increase boost not effected
83 VM5v¥a37 VM rush core 10196 (% 5) 612 1224 (% 5) 1529 30.6 50 focus on weapon charge speed
8  VMYzwha? VM jet core 1298.2 (% 10) 647 155.8 (& 10) 1617 728 Forward /side 2 enhance forward boost farther travels
88 VZF5X3a7 VZ Plasma Core 1693.0 (% 10) 843 2032 (% 10) 2108 422 all around
Maximum EN is 1.5 times higher than others
100 BO—F4»Fa7GH Loading core G type 2505.4 81.1 2706 312 624 -10 focus on ground attacks less on flight
106 VGFviaa? VG rush core 1599.6 (% 10) 797 1920 (A 10) 1992 398 30 focus on weapon charge speed
back+20%
Ys8—a7 6 Return core G 1830.9 91.2 219.7 228 54.7 side+30%
front+20%
side+10%

TAT747 Mighty Core 1908 95 229 2732 475 back+10% 10% increase  15% increase


https://www65.atwiki.jp/edf5/pages/147.html

OPTION IN
ORDER OF

LIST
113
1.4.10
3.3
3.3.1
3.3.2
3.33
3.34
3.3.5
3.3.6
3.3.7
3.3.8
411
4.1.2
4.1.3
4.1.4
4.1.5
4.1.6
4.1.7
4.1.8
4.1.9
4.1.10
4.1.11
4.1.12
4.1.13
4.1.14
4.1.15
4.1.16
4.1.17
4.1.18
4.1.19
4.1.20
4.1.21
4.21
5.1.1
5.3.1
7.5.1
7.5.2
753
7.5.4
7.5.5
7.5.6
757
7.5.8
7.5.9
7.5.10
7.5.11
7.5.12
7.5.13
7.5.14
7.5.15
7.5.16
7.517
7.5.18
7.5.19
7.5.20
8.1.2
8.1.3
8.1.4

9.1.1
9.1.2
9.1.3
9.1.4

10
"

ONLINE COMMUNICATION SHORTCUTS

Save Me
(Singing Line from 3.3.1)
Sorry

Communication

No Problem

You Are My Hero

SONGS

We are Infantry Corps. It is a tough guy with a burning fighting spirit. EDF 5 New!
Now give up a bullshit. Advance without knowing fear. EDF 5 New!
We need a sacrifice for the victory Kaempo. EDF 5 New!

You can not defend the world if you lose your life. EDF 5 New!
Sparkling flash is the lightning of a warrior dancing in the sky. EDF 5 New!
So split the wind and spread the wings in the sky. EDF 5 New!
Now, get your guns right now. Shoot down the inflating disk. EDF 5 New!
We do not put them in our world. EDF 5 New!

Hi

Thanks

nice to meet you

Thank you

Although it is something, thank you.

Nice to meet you

Good morning

Hello

Good evening

I will join a group.

We will fight together

I will enter the troops from this

To welcome

goodbye

See you

Bye bye

Bye

Good night

sleep

To detach

I will detach after this battle ends

Sorry

Please Help Me!

To Bomb (Im gonna bomb that, use touchpad to target)
let's go!

Advance!

continue!

Follow me!

fall back

Please retreat.

You're back.

Go to the right

Go to the left

Go up

Go down

Stop!

Let's wait here

I will be picking you up here

We will fight at this place

Let's protect here

Let's hide here

Please wait here

Please do not move

Do not move as you use assistive equipment

Please Collect Items

End of Item Collection

Take this Health

Manually Type Message
Check Online ID

PHYSICAL MOVEMENTS 9th Option Last Number is Pose Time in Seconds
SALUTE AND GREETINGS 9.1

1st Salute 4

2nd Salute 3

nice to meet you 3

Bye bye 5

TOUCHPAD WHEEL
Thank You

Press the Middle to Target Something

EDF!
IN ONLINE GAME

In Japanese
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9.1.1-6
Salute and say "Yes!
Put your fist on your chest and say "OK!"
Raise one hand and swing a little forward "Please say hello"

Raise one hand and shake the left and right with the palm facing forward

Nice
Yes
Beware of Ranged Attacks

Open one hand at the front and "Regards”



9.1.5
9.1.6

9.21
9.2.2
9.23
9.24
9.2.5
9.2.6

9.2.7
9.2.8

9.3.1
9.3.2
9.3.3
9.3.4
9.3.5
9.3.6
9.3.7
9.3.8

9.4.1
9.4.2
9.4.3
9.4.4
9.4.5
9.4.6
9.4.7
9.4.8

9.5.1
9.5.2
9.5.3
9.5.4
9.5.5
9.5.6
9.5.7
9.5.8
9.5.9
9.5.10
9.5.11
9.5.12
9.5.13
9.5.14

3141
3.1.2
313
3.1.4
3.1.5
3.1.6
317
3.1.8
3.1.9
3.1.10
3111
3.1.12
3.1.13
3.1.14
3.1.15
3.1.16
3.1.17
3.1.18
3.1.19
3.1.20
3.1.21

10
1

Yes, affirmative 5
No, denied 7
EMOTIONS 9.2
Guts pose 3

Be pleased 3

Be very pleased 4
Abig laugh 7

Get angry 8

| am very upset 7
To grieve 4

Be very sad 14
PRAISE APOLOGIZE 9.3
Good guys 2
applause 6
apologize 6
Dogeza 8

Seiza 10

To be dazzled 4
To make it great 6
arbitration 7
VARIOUS OPERATIONS 9.4
dance 9

sleep 17

look for 7

High touch 3
Sports sitting 7
push ups 11
Squat 8
Abdominal muscle 12
HAND SIGNS 9.5
Hand sign 13
Hand sign 2 6
Hand sign 3 3
Formation 14
Formation 2 5
Formation 3 6
Formation 4 5
Formation 5 5
Guidance sign 19
Induction sign 2 7
Induction sign 3 3
Induction sign 4 9
Induction sign 5 9

Induction sign 6 9

DPAD OPTIONS
Hi

Thanks

nice to meet you

Thank you

Although it is something, thank you.

Nice to meet you
Good morning

Hello

Good evening

I will join a group.
We will fight together

I will enter the troops from this

To welcome

Excuse me EDF 5 New!
See you again

Bye bye

it was fun. Goodbye
good night

I will go to bed early.

I will dispatch. Thank you

1 will detach after this battle ends

Manually Type
Send an Invite

Confirm Invite

Nodded with his arms folded "Yes"

Swing your hands to the left and right in front of your face "No!"
9.2.1-8

Put your weapon with one hand "Ooooo!"

Push up the fist with one hand "I did it!"

Raise your hands and spin around "I'm going!"

Hungry "Ahach"

Climb down, step on the ground and stick out one hand. "I am sorry."

After stepping on the groundwork, you lie down on your limbs and rattle!
Cover your face with one hand "Sure"

Hanging over with a head "Shibobori"
9.3.1-8
Put one hand forward and b "Good gob"
Clap hands up gradually while clapping
"Sorry" to lower your head with both hands together
I'd like to lower my head several times from Dogashi "Apologize" }
Tilt your head and sit down "I am reflective"
Raise your shoulders and spread your hands
Turn your hands to your waist and make it great
Pull both palms forward and nod, "get calm"
94.1-8
dance
Lie down and yawn after lying down
Hold one hand over the eyes to see
High touch with both hands "Yeah!"
Sports sitting
3 push ups
Bend hands forward and bend three times "You can fight still!"
Abdominal muscle 3 times
9.5.1-14
Raise your right hand, shake it back and forth twice, and swing it down in front
Raise the right hand at right angle and swing it down before
Right hand at right angle
Raise the right arm sideways to 45 degrees
Sign both arms horizontally "T"
Asign of "I" with the right arm laterally obliquely upward and the left arm lateral
Asign of "Y" on both sides horizontally upward
Raise both arms "T" from the elbow at right angles to "LI"
Backori
Shift both hands from side to side up and down
Swing down the right hand from the back through the head overhead

Up and down pairs of hands from "T"

Raise and lower right hand from
Raise and lower left hand from "T"

IN LOBBY MENU

*H

£5%

&£5LE
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BlEkS
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ChIAIE
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COBLAED--BRERT D
VIrF—R—FAA
BERERED
BEFAE—DOHER

Nod 'yes'

From the head swinging sideways "Rame"

Shake the weapon up and down with one hand "Wow!
Swing one hand slightly up and down "Ya!
Happy birthday and raising one hand "Yaah!"

I'm late

|'m glad to swing both hands and step on ground fence

" 1 will cry and put away my eyes with my
hands at my eyes " "Shun"

Strike the ground and strike the ground
"Shyobori"

Pull both palms forward and nod

I sleep on my stomach and support my chin with my elbows
Hold one hand over the eyes to see

"Do it!"
3 push ups

Bend your hands forward and bend three times }

Abdominal muscle 3 times }

Ily obliquely below

ONLINE MENU TRANSLATION (STARTING AT LOBBY WITH ROOMS AVAILABLE)

1. Create a Room (See Next Column)
2. Filter Rooms (See Next Column)
3. Refresh

1. Create a Room Menu
1. Who Can Join (See Next Column) Who Can Join Options

Anyone



4. Game Settings
5. Accept Invite
6. Exit to Main Menu

Friends
With Password
Room Name
2. Room Name
3.Simple Room On/ Off
4. Chat On/ Off
5. Mission Select
6.Difficulty Select
7. Weapon Level Limit
8. Armor Level Limit
9. Room Preferences (Preferences for Room, PM me if you wanta detailed list)

10.Room Preferences 2
11. Room Message for Lobby (Type a message people in the lobby see)
Last Option in Middle. Create Room (See Left Column Lower)
2. Filter Rooms Menu
1. Search Room by Room Name
2. Filters (See Next Column) Filter Options
1. Specific Mission
2. Difficulty
Simple Room (On, Off, either)
4. Chat (Enabled, Disabled, either)
5. Password Protected (On, Off, either)
3 Reset Defaults

AFTER SELECTING CREATE A ROOM (HOST MENU)

Creating Room (After Selecting Create a Room) host only
1. Ready

2. Select Mission

3. Class

4. Room Setting Options (See Next Column)

5. Online Career Stats
6. Game Settings
7. Leave Room

Room Setting Options

1. Difficulty

2. Weapon Level Limit

3. Armor Level Limit

4. Room Prefernces 1

5. Room Prefernces 2

6. Room Message for Lobby



Stage No.

Online ~ Offine
- 1
1 2
2 3
3 4
4 5
5 6
6 7
7 8
8 9
9 10
10 1
1" 12
12 13
13 14
14 15
15 16
16 17
17 18
18 19
19 20
20 21
21 22
22 23
23 24
24 25
25 26
% 27
27 28
28 29
29 30
30 31
31 32
32 33
33 34
34 35
35 36
36 37
37 38
38 39
39 40
40 41
4 42
2 a3
43 44
44 45
45 48
46 47
a7 48
48 49
49 50
50 51
51 52
52 53
53 54
54 55
55 56
56 57
57 58
58 59
59 60
60 61
61 62
62 63
63 64
64 65
65 66
66 67
67 68
68 69
69 70
70 7
7 72
72 73
73 74
74 75
75 76
76 7
7 78
78 79
79 80
80 81
81 82
82 83
83 84
84 85
85 86
86 87
87 88
88 89
89 %
90 91
91 92
92 93
93 %
% 95
95 %
9% 97
97 98
%8 99

Mission name
Today's schedule
Escape from the Dark

228 The Crisis of the Base Preface
228 Affer the Crisis of the Base Hen

Broken tranquility
Unidentified flying object
Quiet threat

Monster attack

A wedge of perdition
Escape

Flame of the sky
Spreading disaster
turning point
Extermination

Big ship destruction strategy
Isolation

A causative agent

The secret of the cave
Annihilation plan
Encounter of return

Night raids strategy

Outpost base reconnaissance game
Mountain of wedges

Descent boat comin

Re-advance

artilery

Sniper unit

Red machine

Iron Wall

Outpost Base Destruction Operation Plan A

Outpost Base destroy strategy plan B
First stage of caval invasion strategy
Caval invasion strateay second stage
Last stage of caval invasion strategy
Stationary shij
Slaughter who dances in the air
Planetary destruction plan

Crashing plain

President of the present

Aferocious battlefield

Outpost attack charge strategy
European Relief Strategy 1

European Relief Strateqy 2

Flight disinfection strategy

An empty circle

Second Big Ship Destruction Strateqy
Survivor

Disc diffusion

Descent Soldier front part

Descent Soldier back

Fleet attack plan

Trap of the bottom of the earth
Soldiers surprise attack
Match

Person lurking in the net
Thread predator

Cruel battle in the city

Hidden threats

Protruding rush

Mountain survey strategy
Large disk shooting down operation
The Creeping Magical Ball

Industrial area recapture strateqy
Wing corps

Just under the huge boat

Mantis shining down

Knight of a different star

Falling a big tower

The Great Stranger

Aircraft

Anchor destruction plan

Fierce battle of thick fog

Light Citadel

Sky army

Invasion of tanks

Captured aity

Queen of dusk

Monster removal control plan

Base 228 strategy of recapture 1st stage
Base 228 Recovery Operation Stage Il
Base 228 strategy of recapture 3rd stage
Base 228 Retreat Operation Retreat
Archels destruction plan

Tower of big tower

Larva attack

The secret of darkness

Murpuring a ball

Trapped thread

Flight type devastation strategy
Distressed area

Sparkling abyss

Airship group attack

Trap covering the peak

Time of blood battle

Falling point

Monster land

A wire wrapped in a thread
Defensive battle at the border

Fierce fight at the bottom of the ground

NOTE : Work In Progress - Message me on Discord or Reddit for input. Thanks!

EASY ~ HARD

Black ant
Black ant
Black ant

Black ant, anchor

Black ant, anchor
Drone

Drone

spider

Spider, anchor

Red ant

Black ant

spider

Black ants, transport ship

Black ants, red ants, spiders

Black ant, drone, colonist

Colonist

Black ants, red ants, colonists

Black ants, red ants, spiders, colonists
Black ant, Elginus

Red ant

Red ants, spiders, colonists
Black ants, drone, huge outpost base
Red ants, spiders, colonists, anchors
Colonist

Black ants, red ants, spiders, drone
Colonist

Spider, colonist

Red color

Colonist

Black ant, spider, drone, colonist, transport ship, huge outpost base

Drone, colonist, huge outpost base
Black ants, red ants, spiders, colonists
Black ants, spiders

Black ants, Red ants, Colonists, Queen ants, Eggs

Black ants, red ants, drone, colonists, huge outpost base

bee
Elginus, Arkels
Black ants, spiders, drones, colonists, queen ants

Red ants, spiders, bees, drone, colonist, transport ship

Emerging enemies

Blue Drone

Golden Ant

Golden Ant

Purple

What?
What?
What?

HARDEST ~ INFERNO (Enemis Added)

Gold Ants, Silver Spider
Gold Ants, Green Ants, Small Green Ants, Gold Queen

Golden Ant

Red Bees, Queen Bees

What?

Silver Spider

Black ants, red ants, spiders, drones, red colors, colonists, queen ants, transport ships

Black ant, drone, colonist, huge outpost base.
spider

Red ants, spiders, drones, anchors, large anchors
Bees, red bees, queen bees

Black ants, red ants, spiders, colonists, transport ship
Black ants, red ants, colonists, Cosmo Notes

Cosmo Notes

Drone, type 2 drone

Deroy

Deroy

Red ants, bees, arcelses, transport ship

Black ants, spiders

Colonist, Cosmo Notes

Black ant, Cosmo Notes, Queen ant

Alanya

Black ants, red ants, Retarius

Cosmo Notes

Spider, Retarius, Deroy

Black Ants, Red Ants, Cosmo Notes, Shield Bearers
Bees, red bees, queen bees

Black ants, red ants, spiders, bees, transport ships, arcels

Dango worms

Colonist, Cosmo Notes, Deroy, Shield bearer
Tadpol, colonist

Silver Spider

Black Ant

What?
What?

Gold Ants, Silver Spider

Gold Ants, Gold Queen
Sfoder. Tramsport Ship

Silver Spider

Colonist

Black Ants, Red Ants, Spiders, Dungo Worms, Type 2 Drones, Cosmo Notes, Shield Bearers

Dango worm, transport ship
Cosmo Notes, heavy cosmo Notes

Red ants, spiders, dungo worms, bees, red bees, tadpole, large anchors

Spider, big spider

Gold Ants Silver Spider
Silver Spider, Cosmo Notes, Silver Spider

Imperial

Black ant, Tadpole (small and medium), colonist, anchor, large anchor, Arkels What?
Colonist, Cosmo Notes, Heavy Cosmo Notes

What? What?
Bee, red bee, Tadpole (small, medium, large), drone, type 2 drones, red color, Imperial Red Queen

Spider, Deroy
Black ants, red ants, spiders, Retarius, anchors
Bees, red bees, colonists, Cosmo Notes, Queen bees

Black ants, red ants, dungo worms, bees, archers

Cosmo Notes, Heavy Cosmo Notes

What?

Black ants, red ants, spiders, Tadpole, Colonists, Cosmo Notes, heavy equipment Cosmo Notes

Black ants, spiders, dungo worms, Tadpole, colonists, cosmo Notes, heavy cosmo notts, anchor

Black ants, red ants, spiders, dungo worms, colonists, Cosmo Notes

Black ants, colonists, Cosmo Notes
Black ants, Arkels

What?

Tadpole(small, medium, large)

What?

Dango worms

What?

What?

What?

What?

What?

What?

What?

What?

What?

Spider, Retarius, Great Spider, Anchor
What?

Black ant, spider, dungo worm, big spider, anchor

What?

What?

What?

What?
What?
What?
What?
What?
What?
What?
What?
What?

What?

Gold Ants, Silver Spider

map
Inside the base
Inside the base
base

base

Industrial area

European Town

European Town

Coast

Industrial area
(night)

cave
Cave vertical hole
Deepest cave

Coast

Plain

European Town
European Town

Industrial area
(night)
cave

European Town

Industrial area
(night)

Industrial area

European Town

Coast

base

Inside the base
base

Industrial area

Cave vertical hole

Cave vertical hole

Industrial area

Remarks

Appearance of drone just before
clearing
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Stage No.
Online  Offline
99 100
100 101
101 102
102 103
103 104
104 105
105 106
106 107
107 108
108 -

109 -

110 109
111 110

Mission name
The greatest last crash
Collapsed city

Forcibly entering operations
whirlwind

Wasted wheels

Demon's feast

Those who die
Aggressor Large Rally
Land of the Fiery Fire
Wedge of despair
Absolute enclosing net
The eleventh ship
That person

NOTE : Work In Progress - Message me on Discord or Reddit for input. Thanks!
Emerging enemies
EASY ~ HARD HARDEST ~ INFERNO (Enemis Added) map
Black ants, red ants, spiders, bees, taddle pole, colonists, cosmo Notes, heavy cosmo nuts, shield bearers, erginus, arkels Plain
Green ants, small green ants
Black ants, red ants, green ants, small green ants, spiders, bees, cosmo notes, heavy cosmo Notes,

shield bearers, anchors Gold Ants, Purple Ants, Silver Spiders, Red Bees
What? What?

What? What?

Black ants, green ants, small green ants, spiders, bees, Tadpole(medium and large), colonists, queen - Elginus

ants, big spider, queen bee, Elginus +Gold Ant, Silver Spider, Red Bee, Golden Queen, Silver Spider, Red Queen, Arkels
What? What?

Black ants, spiders, dungo worms, bees, drones, type 2 drones, colonists, cosmo notts, heavy cosmo nuts, shield bearers, shipping vessels

What? What?

What? What?

What? What?

Black ants, spiders, dango worms, drone, type 2 drones, Tadpole (medium and large), colonists, cosmo Notes, heavy cosmo mats, transport ship, mother ship

Cosmo Notes, heavy cosmo Notes, silver man
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