S

=GNC_Balmung(J).bmp

0,0,0,-5,0

, 1200, 2, 2, +15, 4, -, -, CAC-, +10,
90mm , 1400, 3, 5, +0, 8, -, -, AACA, +15,
90mm , 1500, 2, 4, +5, 8, -, -, AABA, +0,

KEM, 1600, 2, 3, +40, 6, -, -, AABA, +10,

S

=GNC_Balmung(K).bmp

0,0, -200, 10,0

VMA , 1000, 1, 2, +10, 2, -, -, CABA, +0,
VMA ( ), 1100, 1, 1, +15, 2, -, -, AAAA, +0,
VMA , 1300, 1, 3, +0, 8, -, -, AABA, +0, L4
, 1500, 1, 1, +10, -, 10, -, AAAA, +10, L2
( )
Lv3

1000, 0, 200, -10, 0
, 1200, 1, 3, +5, 8, -, -, AABA, +0,
, 1400, 1, 1, +10, 1, -, -, AAAA, +5,
, 1700, 2, 4, -10, -, 30, -, AACA, +0, L1
, 1800, 1, 1, +10, 1, -, 110, AAAA, +5,



12.7mm ,
VMA ,
VMA (
VMA (
VMA (
VMA

VMA

VMA

VMA

VMA

Transform.wav;_

@ _
Crash.wav
VMA

90mm

90mm
90mm
90mm
wav

90mm
90mm

)( ), EFFECT_GNC_BayonetOl1l.bmp 32 Reload(3).wav
)( ), EFFECT_GNC_Bayonet0l.bmp 32;
) ), Slash(4).wav

) EFFECT_GNC_Bayonet02.bmp 32
), Slash(4).wav
Weapon\EFFECT_BeamLauncherOl1.bmp

C ) EFFECT_GNC_BTP.bmp 64 Reload(3).wav
« )
( ), Slash(4).wav
« ) EFFECT_GNC_BTP.bmp 64 Reload(3).wav
() EFFECT_GNC_BTP.bmp 64
( )s ;@ _ Slash(2).wav; 5;
, EFFECT_GNC_PC.bmp 48
C ) EFFECT_GNC_SLMDB00.bmp 32 Reload(3).wav
« ) EFFECT_GNC_SLMDB00.bmp 32 :
( )s Slash(4).wav
( ), @ B EFFECT_GNC_SLMDBO01.bmp 64

EFFECT_GNC_SLMDBO1.bmp 64;@

( ), Weapon\EFFECT _RifleBayonet01.bmp 40
( ), GNC_Balmung(J)02.bmp Reload.wav;@ _
C ) -.bmp Gun(3).wav
() Crash.wav
( ), GNC_Balmung(J)01.bmp Reload.wav; Transform.
() Bazooka(8Shot).wav
() Bazooka(8Shot).wav
KEM( ), -
KEM( ), :
KEM( ), Slash(4).wav;
), @ _ Warship.wav

), @ Warship.wav
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