unit class
unit
same_friend = off
same_call = on
class skill skill2
unit skill skill2
delskill unit class delskill unit
learn
delskill2
unit align race align
unit align race
align 0 100 0 100
50 100 0 100
25 75 00 50 01 99 96 5 95 80 40 60 60
align
enemy
align X x 50 100 2x x 50 2x 100
name = ( )
talent = (on/off)
on
sex = (male/female/neuter)
neuter
race = ( )
class = ( )
radius = ( )
75
w=( )
32
h=(C )
32
a=( )
0 255 255
image = ( )
image.dat
tkool = (on/off)
RPG
face = ( )
face
picture = ( )
picture
bgm=( )
bgm mid mp3

volume = ( )
1 100

align



price=( )
cost = ( )
hasexp=( )
medical = ( )
friend = ( ,

merce = ( ,

same_friend = (on/off)

on off
same_call = (on/off)
on off
member = ( ,
level = ( )
hp=( )
mp=( )
attack = ( )

defense = ( )
magic = ( )

magdef = ( )
speed = ( )
dext = ( )
move = ( )
hprec = ( )

mprec = ( )
summon_max = ( )

summon_level = (
50
heal_max = ( )

attack_max = ( )
defense_max = (
magic_max = ( )
magdef_max = (
speed_max = ( )
dext_max = ( )
move_max = ( )
hprec_max = ( )
mprec_max = ( )

100%

leader_skill = ( ,

leader_skill = ( *
skill = ( , ,
skill2 = ( )

skill2  unit
delskill = ( ,

learn = ( , )

)
)
friend
samecall
* , )
context unit_summon_min
)
50% context
150%
v)
) ( )
)
class
)
learn

unit_summon_level

15

friend



learn = 1, 1, 2, 2)

1 2
learn = ( 1, 1, 2, 1, 2)
delskill2 = ( , )
learn
consti = ( L )
0 1 2-3 4 5 6 7-8 9 10
movetype = ( , vo)

line = (front/back)

satellite = (on/off)

on

beast_unit = (on/off)
on

element_lost = (on/off)

on off

attack_range = ( )

context unit_attack_range
escape_range = ( )
context unit_escape_range
escape_run = ( )
context unit_escape_run
hand_range = ( )
context unit_hand_range
wake_range = ( )
1 « )
cavalry_range = ( )
1
level_max = ( )
context unit_level_max
multi = ( 1, 1, 2, 2, 3, )

X
multi = 15, hp, 10, attack, defense, 5, magic, magdef
hp 15% attack defense 10% magic magdef 5%
exp=( )
exp_mul =( )

exp =100, exp_mul = 120

[100], [100+(100x 1.2)], [220+(220% 1.2)], [484+(484x 1.2)], [L064+(1064x 1.2)],

exp_max = ( )
00

hpUp=( )
mpUp = ( )
attackUp = ( )
defenseUp = ( )
magicUp = ( )
magdefUp = ( )
speedUp = ( )
dextUp = ( )
moveUp = ( )
hprecUp = ( )
mprecUp = ( )

multi
hpMax = ( )
mpMax = ( )

16

100



attackMax = ( )
defenseMax = ( )
magicMax = ( )
magdefMax = ( )
speedMax = ( )
dextMax = ( )
moveMax = ( )
hprecMax = ( )
mprecMax = ( )

power_name = ( )
flag=( )
bmp

diplomacy = (on/off)

on off
yabo=( )

0 100
kosen = ( )

0 100
brave = ( )

0 100
staff = ( , . )
align = ( )
enemy = ( : v )

enemy
loyal = ( )
loyal = ( * )
actor = (on/off)
on off

enable_select = (on/off)

on off
enable = ( )

0
enable_max = ( )
alive_per = (0 100)

0 50 50%
fix = (on/off/home)

off on

home home

home = ( , . )

no_training = (on/off)

on

no_escape = (on/off)
on

arbeit = ( * )

arbeit = ( )

arbeit = ( )

enable enable_max



on

power

setArbeit

fix

arbeit_capacity = (

sortkey = (
help = (
join = (
dead = (
retreat = (
scream = (

break = (

)
)
)

)

)

)

sound

wav

center=on

func=missile
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