

https://vogovuderolug.godoxevez.com/983339765252796051164289533746979089775244?disimogorunupebetexaxeziwovug=puronuradobutenupomokitamibikuzudusewutupazawevameduxijavaxuvarokoxowovilogojiwajeguxemananebowakomekojubefumezejatetunefeniponalizalefowezimojiduwikamekopuwokenoremewuvamigiwekudapokanimizetilesarubazaw&utm_term=elsword+best+equipment&vaxozabomitinuzomudiwepedosekobezitenavisasesigumiwiwomesakuzogewusabokunogagubojune=gegibunupipijebevujazunupekavezuwipobixufijilapabiwegazaxesupazobamefeselixejegafaserizonazifividuzekifokawivelefupixezigikewumixoxivusunodotufadapi











































A Legendary Weapon, Apocalypse Type - Void Sword Legend Equipment is the strongest equipment in the game. It is highly desired as endgame gear due to its unrivaled strength and special effects, and is generally difficult and time-consuming to obtain. Legend equipment was first introduced on April 30, 2015 (KR) with the Perkisas's Ruins raid
update, and has only seen a small number of incarnations since then. How to Obtain Currently the only obtainable Legend equipment can be received from Add's Energy Fusion Theory, the Varnimyr raid dungeons (Crimson Tower of Howling Flames, Never-Ending Darkness, and Crimson Cradle of Flames), Pruinaum raid dungeons (Savage White-
Ghost's Castle and Altar of Invocation), Abyss raid dungeons (Sunken Holy Ground, Blooming Mineral Field, Nightmare's Crib, and Birth of Origin), Serpentium raid dungeons (Serpentium Tower and Orchestra Hall), and Doom Aporia raid dungeons (Cornerstone of Prophecy, Nightmare: Reset Room, Queen's Throne Hall, and Wilting Tower: Flight).
The chances of obtaining them however is extremely low, although there are alternative methods to obtaining them, which are also time consuming, but more consistent. On some occasions, Legend-grade equipment or accessories may be given out during events, but generally only last for a limited time. Perks Along with their raw strength, Legend
grade equipment often has special effects unique to them to increase their capabilities. Some Legend Weapons also have Enhance Effects, which unlock additional stats and effects the higher their enhancement level is. They also carry the highest number of socket slots of any equipment. Equipment Default Wedged Weapon 5 Slots 6 Slots Armor 4
Slots 5 Slots Equipment List Apocalypse Type - Void Flames of Judgement Vestige of Soul Submergence of Abyss Serpentium Raid Undead Dragon's Will Image Name Level Stats Set Effects Obtained From Flames of Judgement - Demonic Weapon Level Requirement: 99 [3 Unidentified Stats] Resistance to Fire Attributes +50 +1% chance of inflicting
burning effect (Applies only to fire element) Adaptation +5% (Dungeon) When attacking, a 2% chance to summon Black Titan's Beam (Cooldown: 60 secs) (Dungeon) [Mystic Enchant] [Enhance Effects] [Imprint] Crimson Cradle of Flames Exchanged at Equipment Refiner or Betty Undying Flame Level Requirement: 99 Accessory (Bottom Piece):
Action Speed +5% Movement Speed +5% Jump Speed +5% Inflicts 2% of Attack Power as damage per second to enemies within range. If the enemy stay within range, damage increases by 2% per second (Max 20%) Not Overlapped 2 Piece Effect: Resistance to Dark Attributes +100 Damage dealt to Boss Monsters +5% (Dungeon) 3 Piece Effect:
Resistance to Fire Attributes +100 Attack/Attacked Damage +5% (Dungeon) Crimson Tower of Howling Flames Exchanged at Equipment Refiner or Betty Demonic Eye Accessory (Support Unit): Critical Damage +5% When awakened, decrease Physical/Magical Defense and Action Speed of enemies within range by 10% for 15 seconds. (Cooldown: 30
seconds) (Dungeon) When awakened, decrease Action Speed of enemies within range by 10% for 15 seconds. (Cooldown: 30 seconds) (Match) Never-Ending Darkness Exchanged at Equipment Refiner or Betty Mark of Inferno Accessory (Weapon): All Skill Damage +10% (Hyper Active/Wedding Skills excluded) When attacking, All Resistances
decrease by -15 for 10 seconds (Max 10 Stacks) Crimson Cradle of Flames Exchanged at Equipment Refiner or Betty Image Name Level Stats Set Effects Obtained From Submergence of Abyss - Phantom Weapon Level Requirement: 99 [3 Unidentified Stats] Adaptation +5% MP Usage -5% [Mystic Enchant] [Enhance Effects] [Imprint] [Evolution
Effects] 2 Piece Effect: Awakening Duration +10% Damage Increase to Boss Monsters +5% (Dungeon) All Resistance +50 3 Piece Effect: Deals additional continuous damage that is 3.0% of damage upon attack for 3 sec. (Dungeon) Polarize +3% (Max 55%) (Dungeon) Abyssal Incense Accessory (Support Unit): Adaptation +3% (Max 55%) When
awakened, decrease Physical/Magical Defense and Action Speed of enemies within range by 15% for 15 seconds. (Cooldown: 30 seconds) (Does not stack with Demonic Eye) (Dungeon) When awakened, decrease Action Speed of enemies within range by 13% for 15 seconds. (Cooldown: 30 seconds) (Does not stack with Demonic Eye) (Match) Sunken
Holy Ground Exchanged at Equipment Refiner or Betty Swirling Phantasma Accessory (Bottom Piece): Action Speed +7% Movement Speed +7% Jump Speed +7% Damage Reduction +10% Phantom Crest Accessory (Weapon): When total All Resistance exceeds 1000, increase All Skill Damage by 15% (Hyper Active/Wedding Skills excluded)
(Dungeon) When total All Resistance exceeds 1000, increase All Skill Damage by 6% (Hyper Active/Wedding Skills excluded) (Match) When attacking, All Resistances decrease by 100 for 10 seconds (Does not stack with Mark of Inferno) (Dungeon) When attacking, All Resistances decrease by 35 for 10 seconds (Does not stack with Mark of Inferno)
(Match) Birth of Origin Exchanged at Equipment Refiner or Betty Image Name Level Stats Set Effects Obtained From Antenna Earrings Level Requirement: 99 Accessory (Earring): Adaptation +2% Critical Damage +3% If you have 'Reset' / 'Resistance' / 'Complete’ effect from the equipped Exascale Armor, Special Active Skill Damage +8% for 30
seconds. N/A Maestro Halo Face Accessory (Top): Adaptation +2% Upon using Command/Active attack, activate Rhythm effect (Rhythm: Action Speed increased by 3%) Upon awakening, activate Melody effect (Melody: Increase Critical Damage by 2%) Upon using Special Active Skill, activate Harmony effect (Harmony: All Skill Damage increased by
2%) When under the effects of Rhythm, Melody, and Harmony at the same time, remove all effects and activate Symphony effect for 120 seconds (Symphony: Action Speed +3%, Critical Damage +2%, All Skill Damage +2%, Physical/Magical Attack +3%) Image Name Level Stats Set Effects Obtained From Undead Dragon's Will - Mortal Weapon Level
Requirement: 99 [3 Unidentified Stats] Adaptation +5% MP Usage -8% [Mystic Enchant] [Enhance Effects] [Imprint] [Evolution Effects] 2 Piece Effect: Critical +5% Damage to Boss Monsters +7% (Dungeon) 3 Piece Effect: Polarize +5% (Max 55%) (Dungeon) Deals continuous damage by 5% of damage dealt for 3 seconds (Dungeon) Book of Fate
Accessory (Support Unit): Adaptation +3% (Max 55%) (Dungeon) Critical Damage +5% When awakened, decrease Physical/Magical Defense and Action Speed of enemies within range by 15% for 30 seconds. (Cooldown: 30 seconds) (Effect does not stack with other similar effects) (Dungeon) When awakened, decrease Action Speed of enemies within
range by 13% for 15 seconds. (Cooldown: 30 seconds) (Effect does not stack with other similar effects) (Match) Shackles of Soul Accessory (Bottom Piece): Movement Speed +7% Jump Speed +7% Action Speed +7% All Skill Damage +5% Type-Q Queen's Medal Accessory (Weapon): All Skill Damage +18% Upon attacking, decrease Resistance to All
Attributes by 100 for 10 Seconds (Max 1 Stack) (Dungeon) Upon attacking, decrease Resistance to All Attributes by 35 for 10 Seconds (Max 1 Stack) (Match) No longer Available Image Name Level Stats Set Effects Obtained From Perkisas: Weapon of Greed Level Requirement: 80 [2 Unidentified Stats] Physical Attack Level +10 Magical Attack Level
+10 20% chance of activating Self BuffPerkisas's StrengthSelf BuffPerkisas's Strength effect. (5 Stacks of the buff will summon Perkisas) Not overlapped [Mystic Enchant] Perkisas: Weapon of Greed Level Requirement: 85 [2 Unidentified Stats] Physical Attack Level +10 Magical Attack Level +10 20% chance of activating Self BuffPerkisas's
StrengthSelf BuffPerkisas's Strength effect. (5 Stacks of the buff will summon Perkisas) Not overlapped [Mystic Enchant] Eltrion MK2 Nasod Weapon Level Requirement: 85 Apocalypse Type - Void (Proto) Weapon Level Requirement: 95 [2 Unidentified Stats] [Mystic Enchant] [Enhance Effects] [Imprint] Add's Energy Fusion Theory Eltrion MK2's
Legendary Earrings (Wind/Light/Dark) Level Requirement: 85 Accessory (Earring): 2 Piece Effect: +1.4% chance of inflicting pierce/petrify/plagued. (Applies only to wind/light/dark element) 3 Piece Effect: 10% chance when attacking to activate Self BuffEltrion's Fighting Spirit (Accessory)Self BuffEltrion's Fighting Spirit (Accessory) (6 Eltrion
Missile Lv.2 will launch after 5 stacks) Not overlapped Eltrion MK2's Legendary Necklace (Wind/Light/Dark) Accessory (Necklace): Eltrion MK2's Magic Legendary Necklace (Wind/Light/Dark) Accessory (Necklace): [2 Unidentified Stats] MP Recovery Attacked +30% MP Recovery Attacking +30% Eltrion MK2's Legendary Ring (Wind/Light/Dark)
Accessory (Ring): Eltrion MK2's Legendary Ring of Flexibility (Wind/Light/Dark) Accessory (Ring): [2 Unidentified Stats] Active Skill Damage +20% Eltrion MK2's Legendary Ring of Tenacity (Wind/Light/Dark) Accessory (Ring): [2 Unidentified Stats] Tenacity Skill Damage +20% Eltrion MK2's Legendary Ring of Strength (Wind/Light/Dark) Accessory
(Ring): [2 Unidentified Stats] Strength Skill Damage +20% Eltrion MK2's Legendary Ring of Bravery (Wind/Light/Dark) Accessory (Ring): [2 Unidentified Stats] Bravery Skill Damage +20% Tips and Details Due to the difficulty of obtaining Legend equipment, it is recommended to get the best equipment you can before attempting to obtain it. This is
especially the case in Varnimyr, Pruinaum, Abyss, Serpentium, and Doom Aporia raids where very strong teamwork is required, as having stronger gear won't weigh down your party as much. Trivia Perkisas: Weapon of Greed was originally a Lv.80 weapon prior to the Lv.85 cap increase. Players who had already obtained a Lv.80 Perkisas weapon,
were offered to option to upgrade it to Lv.85 at Glave. Reddit and its partners use cookies and similar technologies to provide you with a better experience. By accepting all cookies, you agree to our use of cookies to deliver and maintain our services and site, improve the quality of Reddit, personalize Reddit content and advertising, and measure the
effectiveness of advertising. By rejecting non-essential cookies, Reddit may still use certain cookies to ensure the proper functionality of our platform. For more information, please see our Cookie Notice and our Privacy Policy. Note: This article is currently under development. Please be patient while we're adding the finishing touches! Equipment is a
type of wearable item that can be used to increase a player's stats. These are the player's primary source of increasing their statistics. Equipment Types There are a total of 5 types of equipment: Weapon, Top Piece, Bottom Piece, Gloves, and Shoes. Weapons are equipment that primarily focuses on increasing Attack power. There are several types of
weapons and each type can only be used a certain character. Armor is a category of equipment that covers a certain part of the character's body and primarily focuses on increasing Defense power. Armor pieces are not exclusive to any character and can be equipped by any character, so long as they meet the equipment's level requirement. Top
Pieces are armor that covers the character's upper body. Bottom Pieces are armor that covers the character's lower body. Gloves are armor that covers the character's hands. Shoes are armor that covers the character's feet. These equipment pieces will increase the player's Defenses and Magical Attack power. Characteristics Average Item Level (not
available anymore) Despite its name, the Average Item Level is not based on the average level between all equipped equipment pieces. The formula for calculating a player's Average Item Levelis WIL2 4+ TIL+BIL + GIL + SIL 8 {\displaystyle {{\mathit {WIL}} \over 2}+{{\mathit {TIL}}+{\mathit {BIL} }+{\mathit {GIL} } + {\mathit {SIL}}
\over 8} } WIL = Weapon Item Level TIL = Top Piece Item Level BIL = Bottom Piece Item Level GIL = Gloves Item Level SIL = Shoes Item Level After calculation, the final result should be rounded down to the nearest whole number. The Item Level from accessories will not have any effect in this calculation. Weapon Attack Range Equipment Stat
Calculation Formulas Physical / Magical Attack Power=(((BCM+ (ICMX(EL+EM+StatL+HR+ETL)))XxPM) + 0.5) x E B {\displaystyle Power={\Biggl (} {\biggl (} {\Bigl (} {\mathit {BCM}}+{\bigl (} {\mathit {ICM} }\times ({\mathit {EL}}+{\mathit {EM}}+{\mathit {StatL} }+{\mathit {HR}}+ {\mathit {ETL}}){\bigr )}
{\Bigr ) }\times {\mathit {PM} }{\biggr )}+0.5{\Biggr ) }\times {\mathit {EB}}} BCM = Base Job Class Modifier (based on your class) ICM = Incremental Job Class Modifier (based on your class) EL = Equipment's Level Requirement EM = Equipment Modifier (dependent on the equipment) StatL. = Bonus Physical/Magical Attack Level or Defense
Level HR = Heroic Rank (Heroic Equipment only) ETL = El Tear Level (Elrianode Armor only) PM = Part Modifier (based on the equipment type) EB = Bonus from Equipment Enhancement Physical / Magical Defense HP(before the release of 3rd Jobs) HP=(85+ 15 X EL)XICMXEM+ HR+ ETL 10 x PM x E B {\displaystyle {\mathit
{HP}}=(85+15\times {\mathit {EL} })\times {\mathit {ICM} }times {{\mathit {EM}}+{\mathit {HR}}+{\mathit {ETL}} \over 10}\times {\mathit {PM} }\times {\mathit {EB}}} HP(after the release of 3rd Jobs)y HP=((110+ 187X (EL—-1))XxBCMXICMBCM+ICMI0X(EM+HR+ETL)XxPM+ 0.5) x E B {\displaystyle
{\mathit {HP}}={\biggl (}{\Bigl (}110+18.7\times ({\mathit {EL}}-1){\Bigr ) }\times {{\mathit {BCM} }\times {\mathit {ICM}} \over {\mathit {BCM}}+{{\mathit {ICM}} \over 10} }\times ({\mathit {EM}}+{\mathit {HR} } +{\mathit {ETL} })\times {\mathit {PM}}+0.5{\biggr ) }\times {\mathit {EB}}} During the calculation, the result should be
rounded down to the nearest whole number before and after applying the bonus from Equipment Enhancement. Class Modifiers {{ Class Physical Attack Magical Attack Physical Defense Magical Defense HP Base Incremental Base Incremental Base Incremental Base Incremental Base Incremental Elsword 29.0 51.0 29.0 51.0 7.25 12.75 7.25 12.75
1.00 0.00 Lord Knight 114.0 66.0 29.0 51.0 13.20 13.80 11.50 13.50 1.00 1.25 Knight Emperor 182.0 78.0 29.0 51.0 20.00 15.00 20.00 15.00 1.00 2.50 Rune Slayer 29.0 51.0 122.5 67.5 8.95 13.05 13.20 13.80 1.00 1.25 Rune Master 29.0 51.0 190.5 79.5 15.75 14.25 21.70 15.30 1.00 2.50 Infinity Sword 131.0 69.0 29.0 51.0 11.50 13.50 8.95 13.05
1.00 1.25 Immortal 190.5 79.5 29.0 51.0 21.70 15.30 15.75 14.25 1.00 2.50 Sacred Templar 29.0 51.0 131.0 69.0 8.95 13.05 11.50 13.50 1.00 1.25 Genesis 29.0 51.0 190.5 79.5 17.45 14.55 20.00 15.00 1.00 2.50 Aisha 29.0 51.0 29.0 51.0 7.25 12.75 7.25 12.75 1.00 0.00 Elemental Master 29.0 51.0 114.0 66.0 11.50 13.50 13.20 13.80 1.00 1.25 Aether
Sage 29.0 51.0 182.0 78.0 20.00 15.00 20.00 15.00 1.00 2.50 Void Princess 29.0 51.0 114.0 66.0 13.20 13.80 11.50 13.50 1.00 1.25 Oz Sorcerer 29.0 51.0 190.5 79.5 13.20 13.80 24.25 15.75 1.00 2.50 Dimension Witch 131.0 69.0 29.0 51.0 11.50 13.50 8.95 13.05 1.00 1.25 Metamorphy 190.5 79.5 29.0 51.0 17.45 14.55 20.00 15.00 1.00 2.50 Mystic
Alchemist 122.5 67.5 37.5 52.5 11.50 13.50 8.95 13.05 1.00 1.25 Lord Azoth 182.0 78.0 29.0 51.0 21.70 15.30 17.45 14.55 1.00 2.50 Rena 29.0 51.0 29.0 51.0 7.25 12.75 7.25 12.75 1.00 0.00 Wind Sneaker 122.5 67.5 29.0 51.0 7.25 12.75 15.75 14.25 1.00 1.25 Anemos 190.5 79.5 29.0 51.0 13.20 13.80 24.25 15.75 1.00 2.50 Grand Archer 29.0 51.0
114.0 66.0 11.50 13.50 13.20 13.80 1.00 1.25 Daybreaker 29.0 51.0 182.0 78.0 17.45 14.55 21.70 15.30 1.00 2.50 Night Watcher 114.0 66.0 29.0 51.0 13.20 13.80 11.50 13.50 1.00 1.25 Twilight 190.5 79.5 29.0 51.0 20.00 15.00 17.45 14.55 1.00 2.50 Tale Spinner 29.0 51.0 122.5 67.5 11.50 13.50 11.50 13.50 1.00 1.25 Prophetess 29.0 51.0 182.0
78.0 18.30 14.70 21.70 15.145 1.00 2.50 Raven 29.0 51.0 29.0 51.0 7.25 12.75 7.25 12.75 1.00 0.00 Blade Master 131.0 69.0 29.0 51.0 13.20 13.80 7.2 .75 1.00 1.25 Furious Blade 190.5 79.5 29.0 51.0 20.00 15.00 17.45 14.55 1.00 2.50 Reckless Fist 29.0 51.0 114.0 66.0 11.50 13.50 13.20 13.80 1.00 1.25 Rage Hearts 29.0 51.0 182.0 78.0 21.70
15.30 17.45 14.55 1.00 2.50 Veteran Commander 29.0 51.0 131.0 69.0 7.25 12.75 13.20 13.80 1.00 1.25 Nova Imperator 29.0 51.0 190.5 79.5 17.45 14.55 20.00 15.00 1.00 2.50 Mutant Reaper 122.5 67.5 29.0 51.0 11.50 13.50 11.50 13.50 1.00 1.25 Revenant 182.0 78.0 29.0 51.0 21.70 15.30 17.45 14.55 1.00 2.50 Eve 29.0 51.0 29.0 51.0 7.25 12.75
7.2512.75 1.00 0.00 Code: Nemesis 29.0 51.0 114.0 66.0 17.45 14.55 7.25 12.75 1.00 1.25 Code: Ultimate 29.0 51.0 182.0 78.0 24.25 15.75 15.75 14.25 1.00 2.50 Code: Empress 122.5 67.5 29.0 51.0 11.50 13.50 11.50 13.50 1.00 1.25 Code: Esencia 182.0 78.0 29.0 0 20.00 15.00 20.00 15.00 1.00 2.50 Code: Battle Seraph 29.0 51.0 122.5 67.5
7.2512.75 15.75 14.25 1.00 1.25 Code: Sariel 29.0 51.0 190.5 79.5 13.20 13.80 24.25 15.75 1.00 2.50 Code: Failess 131.0 69.0 29.0 51.0 11.50 13.50 8.95 13.05 1.00 1.25 Code: Antithese 190.5 79.5 29.0 51.0 20.00 15.00 17.45 14.55 1.00 2.50 Chung 29.0 51.0 29.0 07.2512.757.2512.75 1.00 0.00 Iron Paladin 122.5 67.5 29.0 51.0 15.75 14.25
7.2512.75 1.00 1.25 Comet Crusader 182.0 78.0 29.0 51.0 17.45 14.55 17.45 14.55 1.00 2.50 Deadly Chaser 29.0 51.0 131.0 69.0 8.95 13.05 11.50 13.50 1.00 1.25 Fatal Phantom 29.0 51.0 182.0 78.0 17.45 14.55 21.70 15.30 1.00 2.50 Tactical Trooper 29.0 51.0 122. 78.0 20.00 15.00
20.00 15.00 1.00 2.50 Divine Phanes 122.5 67.5 29.0 51.0 11.50 13.50 11.50 13.50 1.00 1.25 Dius Aer 182.0 78.0 29.0 51.0 20.00 15.00 20.00 15.00 1.00 2.50 Ara 29.0 51.0 29.0 51.0 7.25 12.75 7.25 12.75 1.00 0.00 Sakra Devanam 114.0 66.0 29.0 51.0 17.45 14.55 7. 5.00 1.00 2.50
Yama Raja 29.0 51.0 114.0 66.0 13.20 13.80 11.50 13.50 1.00 1.25 Devi 29.0 51.0 190.5 79.5 17.45 14.55 20.00 15.00 1.00 2.50 Asura 122.5 67.5 29.0 51.0 11.50 13.50 11.50 13.50 1.00 1.25 Shakti 190.5 79.5 29.0 51.0 20.00 15.00 17.45 14.55 1.00 2.50 Marici 29.0 51.0 2.0 78.0 15.75
14.25 24.25 15.75 1.00 2.50 Elesis 29.0 51.0 29.0 51.0 1.0 13.20 13.80 11.50 13.50 1.00 1.25 Empire Sword 182.0 78.0 29.0 51.0 20.00 15.00 75 14.25 21.70
15.30 1.00 2.50 Crimson Avenger 131.0 69.0 29.0 51.0 21.70 15.30 15.75 14.25 1.00 2.50 Patrona 29.0 51.0 131.0 69.0 8.95 13.05 11.50 1.00 0.00
Lunatic Psyker 29.0 51.0 122.5 67.5 11.50 13.5 80

Mad Paradox 29.0 51.0 190.5 79.5 17.45 14.55

182.0 78.0 29.0 51.0 21.70 15.30 17.45 14.55 1.

1
512

51.
51. 0
567.513.20 13.80 8.95 13.05 1.00 1.25 Centurion 29.0 51.0 182.
2512.751.00 1.25 Apsara 182.0 78.0 29.0 51.0 20.00 15.00 20.0
122.567.57.2512.75 15.75 14.25 1.00 1.25 Surya 29.0 51.0
20.00 15.00 1.00 2.50 Blazing Heart 29.0 51.0 122.5 67.5 8.95 13.05 13.20 13.80 1.00 1.25 Flame Lord 29.0 51.0 190.5 79.5 1
13.50 1.00 1.25 Adrestia 29.0 51.0 190.5 79.5 17.45 14.55 20.00 15.00 1.00 2.50 Add 29.0 51.0 29.0 51.0 7.25 12.75 7.25 12.7
18.30 14.70 1.00 2.50 Mastermind 122.5 67.5 29.0 51.0 11.50 13.50 11.50 13.50 1.00 1.25 Dominator 190.5 79.5 29.0 51.0 13.20 13.80 24.25 15.75 1.00 2.50 Diabolic Esper 29.0 51.0 131.0 69.0 7.25 12.75 13.20 13.80 1.00 1.25

0 13.50 1.00 1.25 Overmind 182.0 78.0 29.0 51.0 20.00 15.00 20.00 15.00 1.00 2.50 Demon Power 29.0 51.0 29.0 51.0 7.25 12.75 7.25 12.75 1.00 0.00 Dreadlord 114.0 66.0 29.0 51.0 13.20 13.80 11.50 13.50 1.00 1.25 Catastrophe
5 Innocent 29.0 51.0 182.0 78.0 17.45 14.55 21.70 15.30 1.00 2.50 Demonio 131.0 69.0 29.0 51.0 7.25 12.75 13.20 13.80 1.00 1.25 Diangelion 190.5 79.5 29.0 51.0 11.50 13.50 25.95 16.05 1.00 2.50 Turbids 46.0 54.0 122.5 67.5
.07.2512.757.2512.75 1.00 0.00 Storm Trooper 131.0 69.0 29.0 51.0 11.50 13.50 13.20 13.80 1.00 1.25 Tempest Burster 182.0 78.0 29.0 51.0 20.00 15.00 20.00 15.00 1.00 2.50 Crimson Rose 114.0 66.0 29.0 51.0 15.75 14.25

1 0 6.0 13.20 13.80 11.50 13.50 1.00 1.25 Minerva 29.0 51.0 182.0 78.0 20.00 15.00 20.00 15.00 1.00 2.50 Optimus 29.0 51.0 112.5 67.5 8.95 13.05 13.20 13.80 1.00 1.25 Prime Operator 29.0 51.0 182.0 78.0 20.00 15.00 20.00 15.00
1.00 2.50 Ain 29.0 51.0 29.0 51.0 7.25 12.7 12.75 1.00 0.00 Arme Thaumaturgy 131.0 69.0 29.0 51.0 11.50 13.50 8.95 13.05 1.00 1.25 Richter 190.5 79.5 29.0 51.0 17.45 14.55 20.00 15.00 1.00 2.50 Erbluhen Emotion 29.0 51.0 114.0 66.0 13.20 13.80 11.50 13.50 1.00 1.25 Bluhen 29.0 51.0 182.0 78.0 20.00 15.00 20.00 15.00 1.00 2.50
Apostasia 29.0 51.0 122.5 67.5 7.25 12.75 15.75 14.25 1.00 1.25 Herrscher 29.0 51.0 190.5 79.5 17.45 14.55 20.00 15.00 1.00 2.50 Schatz Reprise 122.5 67.5 29.0 51.0 11.50 13.50 11.50 13.50 1.00 1.25 Opferung 182.0 78.0 29.0 51.0 21.70 15.30 17.45 14.55 1.00 2.50 Laby 29.0 51.0 29.0 51.0 7.25 12.75 7.25 12.75 1.00 0.00 Rumble Pumn 114.0
66.0 29.0 51.0 13.20 13.80 11.50 13.50 1.00 1.25 Eternity Winner 190.5 79.5 29.0 51.0 20.00 15.00 17.45 14.55 1.00 2.50 Shining Romantica 29.0 51.0 122.5 67.5 7.25 12.75 15.75 14.25 1.00 1.25 Radiant Soul 29.0 51.0 182.0 78.0 15.75 14.25 24.25 15.75 1.00 2.50 Daydreamer 122.5 67.5 29.0 51.0 15.75 14.25 7.25 12.75 1.00 1.25 Nisha Labyrinth
190.5 79.5 29.0 51.0 15.75 14.25 21.70 15.30 1.00 2.50 Punky Poppet 29.0 51.0 131.0 69.0 11.50 13.50 8.95 13.05 1.00 1.25 Twins Picaro 29.0 51.0 190.5 79.5 20.00 15.00 17.45 14.55 1.00 2.50 Noah 29.0 51.0 29.0 51.0 7.25 12.75 7.25 12.75 1.00 0.00 Silent Shadow 131.0 69.0 29.0 51.0 11.50 13.50 8.95 13.05 1.00 1.25 Liberator 190.5 79.5 29.0
51.0 20.00 15.00 17.45 14.55 1.00 2.50 Stellar Caster 29.0 51.0 131.0 69.0 8.95 13.05 11.50 13.50 1.00 1.25 Celestia 29.0 51.0 190.5 79.5 17.45 14.55 20.00 15.00 1.00 2.50 Pale Pilgrim 122.5 67.5 29.0 51.0 11.50 13.50 11.50 13.50 1.00 1.25 Nyx Pieta 182.0 78.0 29.0 51.0 20.00 15.00 20.00 15.00 1.00 2.50 Hazy Delusion 29.0 51.0 131.0 69.0 8.95
13.0511.50 13.50 1.00 1.25 Morpheus 29.0 51.0 190.5 79.5 17.45 14.55 20.00 15.00 1.00 2.50 }} Part Modifiers Equipment Type Physical Attack Magical Attack Physical Defense Magical Defense HP Weapon 1 1 0.08 0.08 0.1 Top Piece 0.03 0 0.3 0.25 0.35 Bottom Piece 0 0.05 0.25 0.3 0.3 Gloves 0.05 0 0.2 0.25 0.1 Shoes 0 0.03 0.25 0.2 0.15
Weapons will only have a defense modifier of 0.08 if the level requirement is greater than or equal to 70 and equipped to a character that has unlocked Transcendence. Otherwise, the defense modifiers will be equal to 0.00. A Legendary Weapon, Apocalypse Type - Void Sword Legend Equipment is the strongest equipment in the game. It is highly
desired as endgame gear due to its unrivaled strength and special effects, and is generally difficult and time-consuming to obtain. Legend equipment was first introduced on April 30, 2015 (KR) with the Perkisas's Ruins raid update, and has only seen a small number of incarnations since then. How to Obtain Currently the only obtainable Legend
equipment can be received from Add's Energy Fusion Theory, the Varnimyr raid dungeons (Crimson Tower of Howling Flames, Never-Ending Darkness, and Crimson Cradle of Flames), Pruinaum raid dungeons (Savage White-Ghost's Castle and Altar of Invocation), Abyss raid dungeons (Sunken Holy Ground, Blooming Mineral Field, Nightmare's Crib,
and Birth of Origin), Serpentium raid dungeons (Serpentium Tower and Orchestra Hall), and Doom Aporia raid dungeons (Cornerstone of Prophecy, Nightmare: Reset Room, Queen's Throne Hall, and Wilting Tower: Flight). The chances of obtaining them however is extremely low, although there are alternative methods to obtaining them, which are
also time consuming, but more consistent. On some occasions, Legend-grade equipment or accessories may be given out during events, but generally only last for a limited time. Perks Along with their raw strength, Legend grade equipment often has special effects unique to them to increase their capabilities. Some Legend Weapons also have
Enhance Effects, which unlock additional stats and effects the higher their enhancement level is. They also carry the highest number of socket slots of any equipment. Equipment Default Wedged Weapon 5 Slots 6 Slots Armor 4 Slots 5 Slots Equipment List Apocalypse Type - Void Flames of Judgement Vestige of Soul Submergence of Abyss
Serpentium Raid Undead Dragon's Will Image Name Level Stats Set Effects Obtained From Flames of Judgement - Demonic Weapon Level Requirement: 99 [3 Unidentified Stats] Resistance to Fire Attributes +50 +1% chance of inflicting burning effect (Applies only to fire element) Adaptation +5% (Dungeon) When attacking, a 2% chance to summon
Black Titan's Beam (Cooldown: 60 secs) (Dungeon) [Mystic Enchant] [Enhance Effects] [Imprint] Crimson Cradle of Flames Exchanged at Equipment Refiner or Betty Undying Flame Level Requirement: 99 Accessory (Bottom Piece): Action Speed +5% Movement Speed +5% Jump Speed +5% Inflicts 2% of Attack Power as damage per second to
enemies within range. If the enemy stay within range, damage increases by 2% per second (Max 20%) Not Overlapped 2 Piece Effect: Resistance to Dark Attributes +100 Damage dealt to Boss Monsters +5% (Dungeon) 3 Piece Effect: Resistance to Fire Attributes +100 Attack/Attacked Damage +5% (Dungeon) Crimson Tower of Howling Flames
Exchanged at Equipment Refiner or Betty Demonic Eye Accessory (Support Unit): Critical Damage +5% When awakened, decrease Physical/Magical Defense and Action Speed of enemies within range by 10% for 15 seconds. (Cooldown: 30 seconds) (Dungeon) When awakened, decrease Action Speed of enemies within range by 10% for 15 seconds.
(Cooldown: 30 seconds) (Match) Never-Ending Darkness Exchanged at Equipment Refiner or Betty Mark of Inferno Accessory (Weapon): All Skill Damage +10% (Hyper Active/Wedding Skills excluded) When attacking, All Resistances decrease by -15 for 10 seconds (Max 10 Stacks) Crimson Cradle of Flames Exchanged at Equipment Refiner or Betty
Image Name Level Stats Set Effects Obtained From Submergence of Abyss - Phantom Weapon Level Requirement: 99 [3 Unidentified Stats] Adaptation +5% MP Usage -5% [Mystic Enchant] [Enhance Effects] [Imprint] [Evolution Effects] 2 Piece Effect: Awakening Duration +10% Damage Increase to Boss Monsters +5% (Dungeon) All Resistance +50
3 Piece Effect: Deals additional continuous damage that is 3.0% of damage upon attack for 3 sec. (Dungeon) Polarize +3% (Max 55%) (Dungeon) Abyssal Incense Accessory (Support Unit): Adaptation +3% (Max 55%) When awakened, decrease Physical/Magical Defense and Action Speed of enemies within range by 15% for 15 seconds. (Cooldown: 30
seconds) (Does not stack with Demonic Eye) (Dungeon) When awakened, decrease Action Speed of enemies within range by 13% for 15 seconds. (Cooldown: 30 seconds) (Does not stack with Demonic Eye) (Match) Sunken Holy Ground Exchanged at Equipment Refiner or Betty Swirling Phantasma Accessory (Bottom Piece): Action Speed +7%
Movement Speed +7% Jump Speed +7% Damage Reduction +10% Phantom Crest Accessory (Weapon): When total All Resistance exceeds 1000, increase All Skill Damage by 15% (Hyper Active/Wedding Skills excluded) (Dungeon) When total All Resistance exceeds 1000, increase All Skill Damage by 6% (Hyper Active/Wedding Skills excluded)
(Match) When attacking, All Resistances decrease by 100 for 10 seconds (Does not stack with Mark of Inferno) (Dungeon) When attacking, All Resistances decrease by 35 for 10 seconds (Does not stack with Mark of Inferno) (Match) Birth of Origin Exchanged at Equipment Refiner or Betty Image Name Level Stats Set Effects Obtained From Antenna
Earrings Level Requirement: 99 Accessory (Earring): Adaptation +2% Critical Damage +3% If you have 'Reset' / 'Resistance' / 'Complete' effect from the equipped Exascale Armor, Special Active Skill Damage +8% for 30 seconds. N/A Maestro Halo Face Accessory (Top): Adaptation +2% Upon using Command/Active attack, activate Rhythm effect
(Rhythm: Action Speed increased by 3%) Upon awakening, activate Melody effect (Melody: Increase Critical Damage by 2%) Upon using Special Active Skill, activate Harmony effect (Harmony: All Skill Damage increased by 2%) When under the effects of Rhythm, Melody, and Harmony at the same time, remove all effects and activate Symphony
effect for 120 seconds (Symphony: Action Speed +3%, Critical Damage +2%, All Skill Damage +2%, Physical/Magical Attack +3%) Image Name Level Stats Set Effects Obtained From Undead Dragon's Will - Mortal Weapon Level Requirement: 99 [3 Unidentified Stats] Adaptation +5% MP Usage -8% [Mystic Enchant] [Enhance Effects] [Imprint]
[Evolution Effects] 2 Piece Effect: Critical +5% Damage to Boss Monsters +7% (Dungeon) 3 Piece Effect: Polarize +5% (Max 55%) (Dungeon) Deals continuous damage by 5% of damage dealt for 3 seconds (Dungeon) Book of Fate Accessory (Support Unit): Adaptation +3% (Max 55%) (Dungeon) Critical Damage +5% When awakened, decrease
Physical/Magical Defense and Action Speed of enemies within range by 15% for 30 seconds. (Cooldown: 30 seconds) (Effect does not stack with other similar effects) (Dungeon) When awakened, decrease Action Speed of enemies within range by 13% for 15 seconds. (Cooldown: 30 seconds) (Effect does not stack with other similar effects) (Match)
Shackles of Soul Accessory (Bottom Piece): Movement Speed +7% Jump Speed +7% Action Speed +7% All Skill Damage +5% Type-Q Queen's Medal Accessory (Weapon): All Skill Damage +18% Upon attacking, decrease Resistance to All Attributes by 100 for 10 Seconds (Max 1 Stack) (Dungeon) Upon attacking, decrease Resistance to All Attributes
by 35 for 10 Seconds (Max 1 Stack) (Match) No longer Available Image Name Level Stats Set Effects Obtained From Perkisas: Weapon of Greed Level Requirement: 80 [2 Unidentified Stats] Physical Attack Level +10 Magical Attack Level +10 20% chance of activating Self BuffPerkisas's StrengthSelf BuffPerkisas's Strength effect. (5 Stacks of the
buff will summon Perkisas) Not overlapped [Mystic Enchant] Perkisas: Weapon of Greed Level Requirement: 85 [2 Unidentified Stats] Physical Attack Level +10 Magical Attack Level +10 20% chance of activating Self BuffPerkisas's StrengthSelf BuffPerkisas's Strength effect. (5 Stacks of the buff will summon Perkisas) Not overlapped [Mystic
Enchant] Eltrion MK2 Nasod Weapon Level Requirement: 85 Apocalypse Type - Void (Proto) Weapon Level Requirement: 95 [2 Unidentified Stats] [Mystic Enchant] [Enhance Effects] [Imprint] Add's Energy Fusion Theory Eltrion MK2's Legendary Earrings (Wind/Light/Dark) Level Requirement: 85 Accessory (Earring): 2 Piece Effect: +1.4% chance of
inflicting pierce/petrify/plagued. (Applies only to wind/light/dark element) 3 Piece Effect: 10% chance when attacking to activate Self BuffEltrion's Fighting Spirit (Accessory)Self BuffEltrion's Fighting Spirit (Accessory) (6 Eltrion Missile Lv.2 will launch after 5 stacks) Not overlapped Eltrion MK2's Legendary Necklace (Wind/Light/Dark) Accessory
(Necklace): Eltrion MK2's Magic Legendary Necklace (Wind/Light/Dark) Accessory (Necklace): [2 Unidentified Stats] MP Recovery Attacked +30% MP Recovery Attacking +30% Eltrion MK2's Legendary Ring (Wind/Light/Dark) Accessory (Ring): Eltrion MK2's Legendary Ring of Flexibility (Wind/Light/Dark) Accessory (Ring): [2 Unidentified Stats]
Active Skill Damage +20% Eltrion MK2's Legendary Ring of Tenacity (Wind/Light/Dark) Accessory (Ring): [2 Unidentified Stats] Tenacity Skill Damage +20% Eltrion MK2's Legendary Ring of Strength (Wind/Light/Dark) Accessory (Ring): [2 Unidentified Stats] Strength Skill Damage +20% Eltrion MK2's Legendary Ring of Bravery (Wind/Light/Dark)
Accessory (Ring): [2 Unidentified Stats] Bravery Skill Damage +20% Tips and Details Due to the difficulty of obtaining Legend equipment, it is recommended to get the best equipment you can before attempting to obtain it. This is especially the case in Varnimyr, Pruinaum, Abyss, Serpentium, and Doom Aporia raids where very strong teamwork is
required, as having stronger gear won't weigh down your party as much. Trivia Perkisas: Weapon of Greed was originally a Lv.80 weapon prior to the Lv.85 cap increase. Players who had already obtained a Lv.80 Perkisas weapon, were offered to option to upgrade it to Lv.85 at Glave. Reddit and its partners use cookies and similar technologies to
provide you with a better experience. By accepting all cookies, you agree to our use of cookies to deliver and maintain our services and site, improve the quality of Reddit, personalize Reddit content and advertising, and measure the effectiveness of advertising. By rejecting non-essential cookies, Reddit may still use certain cookies to ensure the
proper functionality of our platform. For more information, please see our Cookie Notice and our Privacy Policy. From Elwiki English Deutsch espaiiol francais polski A3 ( &{f ) #3X (288 ) Unique Equipment is a powerful type of equipment that comes in many varieties. A generic variety is obtained through drops from bosses and mini-bosses, as
well as the Blacksmith Profession. Unique-grade equipment generally has much higher stats than other equipment, and has the second-highest amount of socket slots in the game, next only to Legend Equipment. Many Unique sets also offer powerful bonus effects, but can be very time-consuming to obtain. Cube Sets Cube Sets are rare pieces of
equipment obtained from Adventurer Cubes. There are a total of 8 different sets, all with different effects and level requirements. Please note that Cube Sets cannot be equipped by Laby. Other Sets To view other Unique equipment sets, please select a set below to view their respective pages. Trivia Formerly, Unique equipment could be obtained
from Henir's Time and Space prior to the January 17, 2019 KR patch (February 20, 2019 in NA). A Legendary Weapon, Apocalypse Type - Void Sword Legend Equipment is the strongest equipment in the game. It is highly desired as endgame gear due to its unrivaled strength and special effects, and is generally difficult and time-consuming to obtain.
Legend equipment was first introduced on April 30, 2015 (KR) with the Perkisas's Ruins raid update, and has only seen a small number of incarnations since then. How to Obtain Currently the only obtainable Legend equipment can be received from Add's Energy Fusion Theory, the Varnimyr raid dungeons (Crimson Tower of Howling Flames, Never-
Ending Darkness, and Crimson Cradle of Flames), Pruinaum raid dungeons (Savage White-Ghost's Castle and Altar of Invocation), Abyss raid dungeons (Sunken Holy Ground, Blooming Mineral Field, Nightmare's Crib, and Birth of Origin), Serpentium raid dungeons (Serpentium Tower and Orchestra Hall), and Doom Aporia raid dungeons
(Cornerstone of Prophecy, Nightmare: Reset Room, Queen's Throne Hall, and Wilting Tower: Flight). The chances of obtaining them however is extremely low, although there are alternative methods to obtaining them, which are also time consuming, but more consistent. On some occasions, Legend-grade equipment or accessories may be given out
during events, but generally only last for a limited time. Perks Along with their raw strength, Legend grade equipment often has special effects unique to them to increase their capabilities. Some Legend Weapons also have Enhance Effects, which unlock additional stats and effects the higher their enhancement level is. They also carry the highest
number of socket slots of any equipment. Equipment Default Wedged Weapon 5 Slots 6 Slots Armor 4 Slots 5 Slots Equipment List Apocalypse Type - Void Flames of Judgement Vestige of Soul Submergence of Abyss Serpentium Raid Undead Dragon's Will Image Name Level Stats Set Effects Obtained From Flames of Judgement - Demonic Weapon
Level Requirement: 99 [3 Unidentified Stats] Resistance to Fire Attributes +50 +1% chance of inflicting burning effect (Applies only to fire element) Adaptation +5% (Dungeon) When attacking, a 2% chance to summon Black Titan's Beam (Cooldown: 60 secs) (Dungeon) [Mystic Enchant] [Enhance Effects] [Imprint] Crimson Cradle of Flames
Exchanged at Equipment Refiner or Betty Undying Flame Level Requirement: 99 Accessory (Bottom Piece): Action Speed +5% Movement Speed +5% Jump Speed +5% Inflicts 2% of Attack Power as damage per second to enemies within range. If the enemy stay within range, damage increases by 2% per second (Max 20%) Not Overlapped 2 Piece
Effect: Resistance to Dark Attributes +100 Damage dealt to Boss Monsters +5% (Dungeon) 3 Piece Effect: Resistance to Fire Attributes +100 Attack/Attacked Damage +5% (Dungeon) Crimson Tower of Howling Flames Exchanged at Equipment Refiner or Betty Demonic Eye Accessory (Support Unit): Critical Damage +5% When awakened, decrease
Physical/Magical Defense and Action Speed of enemies within range by 10% for 15 seconds. (Cooldown: 30 seconds) (Dungeon) When awakened, decrease Action Speed of enemies within range by 10% for 15 seconds. (Cooldown: 30 seconds) (Match) Never-Ending Darkness Exchanged at Equipment Refiner or Betty Mark of Inferno Accessory
(Weapon): All Skill Damage +10% (Hyper Active/Wedding Skills excluded) When attacking, All Resistances decrease by -15 for 10 seconds (Max 10 Stacks) Crimson Cradle of Flames Exchanged at Equipment Refiner or Betty Image Name Level Stats Set Effects Obtained From Submergence of Abyss - Phantom Weapon Level Requirement: 99 [3
Unidentified Stats] Adaptation +5% MP Usage -5% [Mystic Enchant] [Enhance Effects] [Imprint] [Evolution Effects] 2 Piece Effect: Awakening Duration +10% Damage Increase to Boss Monsters +5% (Dungeon) All Resistance +50 3 Piece Effect: Deals additional continuous damage that is 3.0% of damage upon attack for 3 sec. (Dungeon) Polarize
+3% (Max 55%) (Dungeon) Abyssal Incense Accessory (Support Unit): Adaptation +3% (Max 55%) When awakened, decrease Physical/Magical Defense and Action Speed of enemies within range by 15% for 15 seconds. (Cooldown: 30 seconds) (Does not stack with Demonic Eye) (Dungeon) When awakened, decrease Action Speed of enemies within
range by 13% for 15 seconds. (Cooldown: 30 seconds) (Does not stack with Demonic Eye) (Match) Sunken Holy Ground Exchanged at Equipment Refiner or Betty Swirling Phantasma Accessory (Bottom Piece): Action Speed +7% Movement Speed +7% Jump Speed +7% Damage Reduction +10% Phantom Crest Accessory (Weapon): When total All
Resistance exceeds 1000, increase All Skill Damage by 15% (Hyper Active/Wedding Skills excluded) (Dungeon) When total All Resistance exceeds 1000, increase All Skill Damage by 6% (Hyper Active/Wedding Skills excluded) (Match) When attacking, All Resistances decrease by 100 for 10 seconds (Does not stack with Mark of Inferno) (Dungeon)
When attacking, All Resistances decrease by 35 for 10 seconds (Does not stack with Mark of Inferno) (Match) Birth of Origin Exchanged at Equipment Refiner or Betty Image Name Level Stats Set Effects Obtained From Antenna Earrings Level Requirement: 99 Accessory (Earring): Adaptation +2% Critical Damage +3% If you have 'Reset' /
'Resistance' / 'Complete' effect from the equipped Exascale Armor, Special Active Skill Damage +8% for 30 seconds. N/A Maestro Halo Face Accessory (Top): Adaptation +2% Upon using Command/Active attack, activate Rhythm effect (Rhythm: Action Speed increased by 3%) Upon awakening, activate Melody effect (Melody: Increase Critical
Damage by 2%) Upon using Special Active Skill, activate Harmony effect (Harmony: All Skill Damage increased by 2%) When under the effects of Rhythm, Melody, and Harmony at the same time, remove all effects and activate Symphony effect for 120 seconds (Symphony: Action Speed +3%, Critical Damage +2%, All Skill Damage +2%,
Physical/Magical Attack +3%) Image Name Level Stats Set Effects Obtained From Undead Dragon's Will - Mortal Weapon Level Requirement: 99 [3 Unidentified Stats] Adaptation +5% MP Usage -8% [Mystic Enchant] [Enhance Effects] [Imprint] [Evolution Effects] 2 Piece Effect: Critical +5% Damage to Boss Monsters +7% (Dungeon) 3 Piece Effect:
Polarize +5% (Max 55%) (Dungeon) Deals continuous damage by 5% of damage dealt for 3 seconds (Dungeon) Book of Fate Accessory (Support Unit): Adaptation +3% (Max 55%) (Dungeon) Critical Damage +5% When awakened, decrease Physical/Magical Defense and Action Speed of enemies within range by 15% for 30 seconds. (Cooldown: 30
seconds) (Effect does not stack with other similar effects) (Dungeon) When awakened, decrease Action Speed of enemies within range by 13% for 15 seconds. (Cooldown: 30 seconds) (Effect does not stack with other similar effects) (Match) Shackles of Soul Accessory (Bottom Piece): Movement Speed +7% Jump Speed +7% Action Speed +7% All Skill
Damage +5% Type-Q Queen's Medal Accessory (Weapon): All Skill Damage +18% Upon attacking, decrease Resistance to All Attributes by 100 for 10 Seconds (Max 1 Stack) (Dungeon) Upon attacking, decrease Resistance to All Attributes by 35 for 10 Seconds (Max 1 Stack) (Match) No longer Available Image Name Level Stats Set Effects Obtained
From Perkisas: Weapon of Greed Level Requirement: 80 [2 Unidentified Stats] Physical Attack Level +10 Magical Attack Level +10 20% chance of activating Self BuffPerkisas's StrengthSelf BuffPerkisas's Strength effect. (5 Stacks of the buff will summon Perkisas) Not overlapped [Mystic Enchant] Perkisas: Weapon of Greed Level Requirement: 85
[2 Unidentified Stats] Physical Attack Level +10 Magical Attack Level +10 20% chance of activating Self BuffPerkisas's StrengthSelf BuffPerkisas's Strength effect. (5 Stacks of the buff will summon Perkisas) Not overlapped [Mystic Enchant] Eltrion MK2 Nasod Weapon Level Requirement: 85 Apocalypse Type - Void (Proto) Weapon Level
Requirement: 95 [2 Unidentified Stats] [Mystic Enchant] [Enhance Effects] [Imprint] Add's Energy Fusion Theory Eltrion MK2's Legendary Earrings (Wind/Light/Dark) Level Requirement: 85 Accessory (Earring): 2 Piece Effect: +1.4% chance of inflicting pierce/petrify/plagued. (Applies only to wind/light/dark element) 3 Piece Effect: 10% chance when
attacking to activate Self BuffEltrion's Fighting Spirit (Accessory)Self BuffEltrion's Fighting Spirit (Accessory) (6 Eltrion Missile Lv.2 will launch after 5 stacks) Not overlapped Eltrion MK2's Legendary Necklace (Wind/Light/Dark) Accessory (Necklace): Eltrion MK2's Magic Legendary Necklace (Wind/Light/Dark) Accessory (Necklace): [2 Unidentified
Stats] MP Recovery Attacked +30% MP Recovery Attacking +30% Eltrion MK2's Legendary Ring (Wind/Light/Dark) Accessory (Ring): Eltrion MK2's Legendary Ring of Flexibility (Wind/Light/Dark) Accessory (Ring): [2 Unidentified Stats] Active Skill Damage +20% Eltrion MK2's Legendary Ring of Tenacity (Wind/Light/Dark) Accessory (Ring): [2
Unidentified Stats] Tenacity Skill Damage +20% Eltrion MK2's Legendary Ring of Strength (Wind/Light/Dark) Accessory (Ring): [2 Unidentified Stats] Strength Skill Damage +20% Eltrion MK2's Legendary Ring of Bravery (Wind/Light/Dark) Accessory (Ring): [2 Unidentified Stats] Bravery Skill Damage +20% Tips and Details Due to the difficulty of
obtaining Legend equipment, it is recommended to get the best equipment you can before attempting to obtain it. This is especially the case in Varnimyr, Pruinaum, Abyss, Serpentium, and Doom Aporia raids where very strong teamwork is required, as having stronger gear won't weigh down your party as much. Trivia Perkisas: Weapon of Greed was
originally a Lv.80 weapon prior to the Lv.85 cap increase. Players who had already obtained a Lv.80 Perkisas weapon, were offered to option to upgrade it to Lv.85 at Glave. Parent article:Elswordl. outline2. equipment system?2.1. property2.2. emotion2.3. Magic Stone Enchantment (Socket)2.4. enforce2.5. enchantment2.6. Refinement2.7. engrave3.
Gear for a Growing Adventurer4. Apocalypse Type-Void Weapon4.1. strengthening effect4.2. energy disk effect5. Restored Elrianod Armor5.1. fixed effect5.2. set effect6. Flame of Condemnation - Mine's Weapon6.1. fixed effect6.2. strengthening effect7. Hongyehangma Armor7.1. fixed effect7.2. strengthening effect7.3. reforge effect7.4. set
effect7.4.1. Hongye Hangma - Lord7.4.2. Hongye Hangma - Dan7.4.3. Hongyehangma - Wall7.4.4. Hongyehangma - Spear7.4.5. Hongyehangma - Rust7.4.6. Hongye Hangma - Persimmon8. artifact equipment8.1. Grant artifact option8.2. Artifact Options Grant Set Effect9. Remnant of Spirit - Weapon of Requiem9.1. fixed effect9.2. strengthening
effect9.3. growth effect10. Tenebros Armor10.1. fixed effect10.2. strengthening effect10.3. reforge effect10.4. Shadow Options10.5. remodeling10.6. problem10.6.1. Starting point of character-specific distinction11. Abyssal Precipitation - Dark Demon's Weapon11.1. fixed effect11.2. strengthening effect11.3. growth effect12. Exascale Armor12.1.
fixed effect12.2. strengthening effect12.3. reforge effect12.4. amplification circuit12.5. System Chip Tuning12.6. Criticism13. Dragon's will13.1. fixed effect13.2. growth effect13.3. Optional conversion system14. Equipment no longer obtainableElsword's equipment types, individual effects of each equipment, set effects, characteristics, and random
options preferred by users are written in accordance with the farming order.If you're new to the game, I recommend scrolling down from the beginning.Equipment farming order and combat power restrictionsproper levelDungeonacquisition equipmentcombat power limittransactionPublicnotel ~99normal dungeonGear for a Growing
AdventurerXXObtainable through epic questsWearer Linkage Level90~99Ed's energy fusion theoryApocalypse Type-Void Weapon70,000XXAvailability of +10 strengthening through Po teacher9950,000~150,000XXObtainable from Mr. Po's Growth GuideFlame of Condemnation - Mine's WeaponXX270,000~550,000000btainable from Mr. Po's
Growth Guide[2]As a growth guide for Po, you can acquire a +10 reinforcement & 20 reinforcement ticket300,000~600,0000XCan be obtained as a growth guide for Po PoArtifact Spirit Stones can be obtained outside PrunaumRemnant of Spirit - Weapon of RequiemXX3,000,000~3,250,0000XArtifact equipment can be obtained from Master
Road3,000,000~3,750,00000Basic payment as a teacher guideTuning Reactor can be obtained from MonateraAbyssal Precipitation - Dark Demon's WeaponXX5,000,000~6,000,00000Tenevros Armor can be obtained from TyrnogExascale Armorl, L type amplifier circuit9,000,000~10,000,00000]I, L, T -type amplification circuitTES system
chip10,000,000 ~15,000,00000Exa scale armor can be obtained from SurfentiumDragon's will T -type amplification circuitTES system chip15,000,000 ~20,000,000Exa scale armor can be obtained from SurfentiumThe written combat power is the minimum combat power for entry, and it may not be smooth to play the dungeon with the minimum
combat power.Equipment items can be given properties through El fragments through the alchemist NPC in each village. Red gives fire, blue gives water, green gives nature, wind gives wind, light gives light, and dark gives darkness. When assigning properties to a piece of El (unknown), 6 properties are randomly assigned, but you can right-click on
the piece of El (unknown) item to change it into a piece of El with random properties.The 6 attributes are divided into 2 groups of 3 each: the natural series of fire/water/nature attributes, and the artificial series of wind/light/dark attributes . Different classes can be put into one equipment at the same time, but the same class cannot be put into one
equipment at the same time. does not exist.[7] When a property is assigned to a weapon, an attack effect is created, and when a property is assigned to armor, the resistance of that property increases.If you give a weapon item a natural attribute of 3 or more stages, the weapon will have an effect that matches the attribute and the weapon's trajectory
(afterimage) will change to the color of the attribute. However, this does not apply to Lu and Rose, which do not have weapon trajectories.[8], Ain, Ravi, etc., the effect is not applied, and in the case of Lena, the color of the command arrow changes to the corresponding color only for characters with nature-related attributes.The first level of the
attribute is written as the name of each attribute, but the second level is preceded by a double, the third level is preceded by a triple, and the fourth level is preceded by a quadra. For example, level 2 Frozen and level 2 Piercing become [Double Frozen Double Piercing], and level 3 Blaze and level 1 Snatch become [Triple Blaze Snatch]. If it is a level
4 poison, it becomes [Quadrapoison].Up to 4 levels of properties can be given to weapon items and up to 3 levels to equipment items, and if the same property is given multiple times, the level increases and the effect increases. The number of L pieces required for each step is as follows.stepThe number of El pieces required for the weaponThe number
of El pieces required for armorLevel 1(Equipment Requirement Level + Equipment Grade) x 0.5(Equipment Requirement Level + Equipment Grade) x 0.125Step 2(Equipment Requirement Level + Equipment Grade) x 1.5(Equipment Requirement Level + Equipment Grade) x 0.375Step 3(Equipment Requirement Level + Equipment Grade) X
3(Equipment Requirement Level + Equipment Grade) x 0.75Step 4(Equipment Requirement Level + Equipment Grade) X 6-The equipment grade is divided into normal, rare, elite , unique , and legend , and the number of each level is as follows.Normal: -4Rare : -2Elite : OUnique : 2Legend : 3For example, if the required level is 99 and the
[Legendary] weapon, Flame of Condemnation - Demon's Weapon is given properties, the number of required El pieces is 51 for the 1st level, 153 for the 2nd level, and 306 for the 3rd level. , 4 steps, 612 pieces, a total of 1122 El pieces are required.Fire Attribute (Blaze)attribute stepActivation ProbabilityburndamageMP reduction amountdurationmax
number of nestsBlaze Stage 15% chance on hitActivation chance increased by 10% per stack60% of average weapon damage per secondDamage increased by 30% per stackMP -3 per second5 secondsup to 3 stacksBlaze Stage 28% chance on hitActivation chance increased by 16% per stack120% of average weapon damage per secondDamage
increased by 60% per stackMP -4 per secondBlaze Stage 310% chance on hitActivation chance increased by 20% per stack180% of average weapon damage per second2 stack damage: 240%3 stack damage: 360%MP -5 per secondBlaze Stage 412% chance on hitActivation chance increased by 24% per stack240% of average weapon damage per
secondDamage increased by 120% per stackMP -6 per secondWhen attacking an enemy with a blaze property weapon, it gives the enemy a maximum of 3 stacks of 'Burn' status ailment with a chance.The higher the fire attribute resistance, the lower the probability and duration of fire attribute abnormalities such as 'burn'.Water Attribute
(Frozen)attribute stepActivation Probabilityfrostbiteaction speed reductiondefense reductionduration max number of nestsFrozen Stage 16% chance on hitActivation chance increased by 6% per stackl10%Reduction increased by 10% per stack10%Reduction increased by 10% per stack10 secondsup to 3 stacksFrozen Stage 212% chance on
hitActivation chance increased by 12% per stackFrozen Stage 315% chance on hitActivation chance increased by 15% per stackFrozen Stage 418% chance on hitActivation chance increased by 18% per stackIf you attack an enemy with a frozen weapon, it will randomly inflict up to 3 stacks of 'frostbite' on the enemy.The higher the water attribute
resistance, the lower the chance and duration of water attribute abnormalities such as 'frostbite' and 'freezing'.Nature Attribute (Poison)attribute stepActivation ProbabilityAddicteddamagemovement speed reductionduration max number of nestsPoison Level 15% chance on hitActivation chance increased by 5% per stack30% of average weapon
damage per secondDamage increased by 15% per stackl0%Reduction increased by 10% per stack15 secondsup to 3 stacksPoison Level 28% chance on hitActivation chance increased by 8% per stack60% of average weapon damage per secondDamage increased by 30% per stackPoison Level 310% chance on hitActivation chance increased by 10%
per stack90% of average weapon damage per secondDamage increased by 45% per stackPoison Level 412% chance on hitActivation chance increased by 12% per stack120% of average weapon damage per secondDamage increased by 60% per stackIf you attack an enemy with a weapon with a poison property, it will randomly inflict up to 3 stacks of
'Poison' status ailment on the enemy.The higher the natural attribute resistance, the lower the chance and duration of natural attribute status abnormalities such as 'Poisoning', 'Movement Speed Reduction', and 'Dryad's Rage'.Wind Attribute (Pierce)attribute stepActivation ProbabilitydamageDown value reduction amountpiercing step 16% chance on
hit40% of average weapon damageThe damage ignores the enemy's defense and defense effects.-10piercing step 212% chance on hitPiercing Step 315% chance on hitPiercing Step 418% chance on hitWhen attacking an enemy with a piercing weapon, an additional hit occurs with a chance to inflict defense-ignoring damage and decrease the
knockdown value.The higher the wind attribute resistance, the lower the chance and duration of wind attribute abnormalities such as 'bleeding'.Light Attribute (Shock)attribute stepActivation ProbabilitypetrificationdurationAttack Power DecreaseAttack power reduction durationshock stage 15% chance on hit3 seconds30%10 secondsshock stage 28%
chance on hit3.5 secondsshock stage 310% chance on hit4 secondsshock stage 412% chance on hit4.5 secondsAttacking an enemy with a shock-type weapon will cause the enemy to 'petrify' with a chance. Enemies affected by petrification become frozen in super armor, unable to take any action, similar to freezing, and when the duration expires, they
are knocked down and their attack power decreases for a certain period of time.The higher the light attribute resistance, the lower the chance and duration of light attribute abnormalities such as 'stun' and 'electric shock'.Dark Attribute (Snatch)attribute stepActivation ProbabilityAbsorbed HPMP absorbed amountSnatch Level 15% chance on
hit40%MP 2Snatch Step 28% chance on hit80%MP 3Snatch Step 39% chance on hit120%MP 4Snatch Step 410% chance on hit160%MP 5When attacking an enemy with a snatch property weapon, a certain amount of HP and MP is absorbed with a probability.[9]The higher the resistance of the dark attribute, the lower the probability and duration of
dark attribute abnormalities such as 'aging' and 'curse'.The higher the attribute resistance, the lower the probability of triggering weapon strike effects as well as status ailments, so it is almost essential to match the attribute resistance in dungeons or battles where enemies use elemental attacks. Conversely, the lower the enemy's elemental
resistance, the higher the probability and duration of the corresponding class abnormality and weapon strike effect, so items and skills that reduce the enemy's elemental resistance are very important in battles and raids where you freeze bosses with 'freeze'. do.[10]Based on the dungeon, which is the main content, the [Double Frozen Double
Piercing] combination is recommended for dealers.[11], except for special cases,[12] [Quadrashock] is the most recommended.When acquiring equipment items through dungeons, shops, trades, etc., usually '?' It is obtained as a state, and you can right-click the equipment and pay a small fee to appraise the equipment in an unidentified state.
Equipment in an unidentified state cannot be worn, so it is an essential process to wear equipment.The options and probabilities that appear for each piece of equipment being appraised are very different. Detailed options and probabilities for each piece of equipment can be found here .In the case of weapons, the highest value is applied to the first
row, and the values of the second and third rows are determined to be approximately 0.81 times the maximum value of the first row.In the case of weapons and armor, a specific modifier is added in front of the weapon depending on the option with the highest value among the appraised options. If two or more numbers are the same, the option in the
first line is used as the standard.modifier when less than a certain numberOptions and reference figuresModifier when above a certain numberstrongphysical attack power levelBase value: 3stronghorsepowermagic attack power levelBase value: 3strong horse powerdefensephysical defense levelBase value: 3land strengthexorcismmagic defense
levelBase value: 3heavenly forcebravecriticalBaseline figure: 6%bravemaximalmaximizationBaseline figure: 6%extremepiercingadditional damageBaseline figure: 6%thrillingpatientdamage reductionBaseline figure: 6%indomitabletenaciousMax HPBaseline figure: 6%infinite staminaaffluentMP recovery amount when hitBaseline figure:
6%overflowingrelaxedMP recovery amount when attackedBaseline figure: 6%leisurelyangryAwakening Charge SpeedBaseline figure: 6%furiousmentalityAwakening durationBaseline figure: 8.25%intellectdexterousoperating speedBaseline figure: 6%PromptnimblespeedBaseline figure: 18%break through the speed of soundleapingjump speedBaseline
figure: 18%space jumpresistantall elemental resistanceBaseline number: 17absolute resistanceOptions can be initialized and newly appraised through the 'Blessed Order of Time and Space'. However, unlike the magic stone enchantment, there is no option storage function, so be careful as all options are reset when resetting.Unlike other specs -ups,
emotions using blessed space -time spells have no function to store existing options, and rising damage is the lowest in cost. Not money is very good.Magic Stone Enchantment (Socket)Equipment and avatars can be given various stats with the 'Magic Stone Enchant' function.The most basic magic stones are normal magic stones and advanced magic
stones. Advanced magic stones have a higher minimum number than regular magic stones.Weapon parts can be given up to 6% per socket, and armor parts (including hair and one avatar) can be given up to 3% per socket.[exception]In the case of HP among the options that appear, when it is given to an equipment item, the increase is different
depending on the level of equipment worn. (Increase 1%: 100 + [wear level - 1] * 15)In the case of equipment items, you can add one magic stone enchantment slot through 'wedge' that can be manufactured from glaive NPCs by collecting 'ancient ore' that drops from hero dungeons.In the case of equipment items, the higher the enhancement value,
the higher the probability of being granted a higher value option. (However, enhancements below +10 are granted with the same probability.)type of magic stonemagic stonelt is the most basic magic stone and can be obtained from dungeons. (Appearance figures[exception] : Weapon 2% ~ 6%, Armor 1% ~ 3%)advanced magic stonelt can be
obtained from a dungeon, and has the same options as a regular magic stone, but has a higher probability of obtaining good stats. (appearance figures[exception] : Weapon 4% ~ 6%, Armor 2% ~ 3%)Prime Magic StoneMagicstone with a granted option. Depending on the options, it is divided into critical magic stones and speed of speed. It can be
manufactured by the alchemist with high -quality magic stone and magic stone. However, the type of magic stone manufactured is random .Super Magic StoneA magical stone that can be obtained by chance of opening the Ice Status Heating. It is divided into general/rare/elite/unique, and the efficiency is different depending on the grade, and the
stats they can obtain are fixed. The general grade can be 6%, rare rating is 7%, elite grade 8%, and unique rating can be 10%. (50%armor)Supreme Magic StoneA magic stone that can be obtained as a reward for a weekly quest to clear the Elrianode dungeon (account unit). The number of obtainable per week is limited to 25. (Appearance
figures[exception] : Weapon 6% ~ 9%, Armor 3% ~ 4.5%)dual magic stoneAs the name suggests, it has two functions. It can be made into a hero's magic stone, advanced magic stone, or magic stone from a glaive. You can manufacture 'Shining Dual Magic Stone' by using 'Upgrade’'. Bold for Duel Magic Stones in high demand.Duel Magic Stone of
ExcellenceA magic stone that grants [Critical] and [Skill MP consumption reduction] options. It is preferred by users who mainly play battles.Diffusion Dual Magic StoneA magic stone that grants [Additional Damage] and [Damage Reduction] options.Ultimate Duel Magic StoneA magic stone that grants [Critical] and [Maximization] options. On the
surface, it seems to be helpful in matching the mank pole, but the maximum value is 5%, and due to the nature of the dual magic stone, the values of the two options are given randomly at the same time, so the highest quality magic stone or the sage's magic stone is usually used.Dual Magic Stone of AwakeningA magic stone that grants [Awakening
Charge Speed] and [Awakening Duration] options.Dual Magic Stone of ChargeA magic stone that grants [HP], [Increase MP recovery when hit], and [Increase MP recovery when hit] options.Dual Magic Stone of OpportunityA magic stone that grants [Critical] and [Action Speed] options.Duel Magic Stone of EnduranceA magic stone that grants
[Critical], [Damage Reduction], and [HP] options.Quick Duel Magic StoneA magic stone that grants [Action Speed], [Movement Speed], and [Jump Speed] options. If you are a character with poor mobility, it is worth investing in extra sockets.Duel Magic Stone of GrowthA magic stone that grants [Increase EXP] and [Increase recovery item effect]
options. Efficiency is good for users who do resonance work.Origin Duel Magic StoneA magic stone that grants [Physical Attack Power] and [Magical Attack Power] options. It looks good on the outside, but unlike the past, there is no hybrid former army, and the increase in attack power is insignificant, so both demand and supply are
low.Counterattack Dual Magic StoneA magic stone that grants the options [Increase damage when attacking enemies with less than 30% HP] and [Reduce damage when attacked when HP is less than 30%].Dual Magic Stone of HuntA magic stone that grants the options of [Increase damage from boss monsters] and [Reduce damage from boss
monsters]. It is very effective in dungeons where all mobs have boss monster judgment, such as Add's energy fusion theory or Elsword/Raid . Usually, after installing all the wise man's magic stones, if you have extra stats, it is the next important magic stone to insert.Sage's Magic StoneThis is the magic stone that produces the highest efficiency when
enchanting magic stones. In fact, it is a final stage magic stone to match the most basic options, Critical and Maximization. It can be obtained through events, avatar disassembly, mysterious El Flask, etc. (appearance figures[exception] : Weapon 6% ~ 12%, Armor 3% ~ 6%)Twisted Sage's Magic Stonelt is a wise man's magic stone that only has the
effects of maximizing, hitting MP recovery, and taking damage MP recovery effects. PC room attendance rewards can only be obtained through events. It is mainly used when adjusting the maximization option. (The appearance value is the same as the Sage's Magic Stone)Alchemist Magic StoneMagic stone that ignores physical defenseMagic defense
ignoring magic stoneDrop rate magic stoneAlthough it has been discontinued, magic stones are being traded among usersmagic stone of speedMagic Stone of DestructionA system that can be used by visiting weapon/armor merchants in each town or selecting the profession 'Blacksmith'. In other words, the performance of the equipment can be
greatly improved.The maximum level of enhancement is +13.In recent cases, since +9 or higher enhancement is essential to move through the regions after Elrianode, all legendary weapons will immediately give you +9 equipment when you open the cube, and +10 enhancement talismans are also given out by Mr. Po or through events.[18] In the
case of Hongyehangma equipment, when you complete Mr. Po's quest, you will be given the final level item setting for +9 enhancement. Of course, since the sockets are empty, you will need to immediately match the options with magic stones.Special options are added to Apomu and all subsequent level equipment if they are enhanced to +9 ~ 10 or
higher.Consequences when strengtheningEnhancement Success: Enhancement Level +1No change: Maintain reinforcement levelEnhancement failure: Enhancement level -1Reset: Reset enhancement levelDestruction: Destruction of equipment (equipment can be restored with the Blessed Restoration Spell)Items required for strengtheningBlessed
Enhancement Stone: Can be obtained through dungeon play or equipment disassemblyFee: small amount of EDBlessed Fluorine Stone: Available through cash shop or weekly quest ‘[Enhancement] Energy of Blessing’, user transaction, usable at +0 to +10 levels. Prevents 'enhancement failure' and 'initialization' when used.[19]Blessed Restoration
Scroll: Like the Fluorine Stone, it can be obtained through cash shops, weekly quests, or user transactions. When used, it restores destroyed items or prevents item destruction.[20]Blessed Fluorite Crystal: Can be obtained through cash shop, exchange of Fluorine stones, or through user trading. Can be used at levels +11 to +12, and prevents 'reset'
when used.El's Hammer: A bonus is given when purchasing a reinforcement tool from the Cash Shop and one is given when completing a weekly quest. When used, the reinforcement probability doubles.Blacksmith's Hammer: Available only to users who select the profession 'Blacksmith'. It can be used instead of El's Hammer when strengthening the
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blacksmith, and it also doubles the enhancement probability when used.Hardened Mithril: A material used by users who select the profession 'Blacksmith'. It starts to be consumed at +7 enhancement or higher. Users who select the professional occupation "Treasure Hunter' sometimes encounter treasure chests in dungeons, which have a chance of
dropping when they are destroyed.However, the problem is the lack of a ceiling .[21] However, in offline interviews and accompanying developer notes in 2023, a ceiling system for reinforcement was mentioned, and it is said that it will be added as a result.And in the notice on January 17, 2024, it was announced that the gauge would be filled when
using the 'Blessed Fluor Stone', and a patch would be made to ensure that the level could be strengthened to +11, and the ceiling was finally added. It is said that a +10 ceiling requires 180 fluorine stones, and a +11 ceiling requires 270 fluorine stones. If you calculate the price, based on the price of the fluorine stone package that is usually sold, the
+10 ceiling is 63,000 won+@, and the +11 ceiling is 98,000 won+@.[22] Based on the fluorine stone package sold through the Enhancement Day event, +10>+11 enhancement costs approximately 81,000 won+@.[23][24]This is a system that can be used by visiting 'Hugo' in Elysion, 'Alchemy Refiner' in Elianode, and 'Ikus' in Magmelia and paying a
magic stone and a fee of 200,000 ED. Magic enchantment is a system that grants magic stones that provide various options to a specific weapon.Here, the Flame of Condemnation of Level 9 or higher - Demon's Weapon and the Remnant of the Spirit - Requiem Weapon, Abyssal Precipitation - In the case of the Dark Demon's Weapon, you can purchase
it from the cash shop or exchange between each weapon through a magic stone exchange ticket that can be exchanged for a Spirit Crystal . The magic stone option can be transferred.There are three types of magic stones: ordinary magic stones, refined magic stones, brilliant magic stones, and abyssal magic stones. The ordinary and refined magic
stones are currently discontinued, so only brilliant magic stones and abyssal magic stones can be obtained. Energy discs found only in Apocalypse Type-Void weapons are also treated as Apomu-exclusive magic stones.[34]Where to get magic stonesBrilliant Magic Stone- Vanimir region general dungeon daily clear rewards and drop rewards- Vanimir
(Rosso) raid clear reward (story included)- Flame Token and Flame Crystal Exchange Reward- Can be obtained from various other eventsAbyssal Magic Stone- Abyss (Lahn) raid clear reward (story included)- Token of the Abyss and Abyss Energy Purifier exchange reward- Dark red prominence energy exchange reward[challengemode]- Compensation
for exchange of destroying spirit energy[challengemode]- Monaterra region giant boss dungeon ‘Steel Wall’ drop rewardThere are a total of four types of magic stones, divided into red, blue, yellow, and giant. Red, blue, and yellow magic stones have different specialized options for each magic stone, and although the giant stone has fewer slots, the
ability level per slot is much higher. Red/Blue/Yellow can be given to a maximum of 5 slots, and Giant can be given to a maximum of 1 slot. However, for punishment level 9 or higher, spirit dance, and abyss dance, red/blue/yellow can be given up to 9 slots, and giant can be given up to 3 slots.You can check the options that appear in the magic stone
here . In fact, there are preferred options that are closer to school uniforms. In the Abyss Magic Stone, some options that are not necessary for battle are removed from the Brilliant Magic Stone, and the values of the options are higher. However , in many cases, the Abyssal Magic Stone becomes a so-called Abyssal Magic Skin that has the same
values as the Brilliant Magic Stone.Preferred Power Stone Options[37]Brilliant Red Magic Stone- Physical/magical attack power level +1.5 , experience gain increase 2.4% ~ 3%[Experience], item drop rate 1.7% ~ 2%|[droprate]Brilliant Blue Magic Stone- Physical/magical attack power +1.5% , experience gain increase 8.5% ~ 10%[Experience], item
drop rate 2.7% ~ 3%|[droprate]Brilliant Yellow Magic Stone- Physical/magical attack power +1% , critical damage increase +1.5% , experience gain increase 2.4% ~ 3%[Experience], item drop rate 1.7% ~ 2%[droprate]Brilliant Giant Magic Stone- Physical/magical attack power level +6 , physical/magical attack power +5% , experience gain increase
30%[Experience] , item drop rate 10%[droprate]Abyssal Red Magic Stone- Physical/magical attack power level +1.75 ~ +2Abyssal Blue Magic Stone- Physical/magical attack power +1.75% ~ +2%Abyssal Yellow Magic Stone- Physical/magical attack power +1.25% ~ +1.5%Abyss's Giant Magic Stone- Physical/magical attack power level +7 ~ +8,
physical/magical attack power +5.5% ~ 6%Physical attack power and magic attack power appear as separate options. Therefore, the cash shop sells a physical/magical magic stone option change ticket that changes the attack power type of the magic stone . Sometimes, it is given as an event along with a job change ticket.The magic granting system
costs a lot of money and takes a long time to complete, but it is a semi-permanent spec upgrade that can be used for life as long as the weapon system is not changed, so it is better to complete the work first with a relatively high priority. However, since the sources of supply for Abyssal Magic Stones are limited and the numbers are detailed, you
must be prepared to invest a long time or a large amount of goods that cannot be compared to Brilliant.Therefore, in the case of the giant magic stone of the abyss, which costs the most per slot, apply the magic stone first to the magic stone slot of the weapon you are not using, and if an attack power option that is opposite to your main attack power
appears, you can use the right to change the physical/magical magic stone option. A widely used method is to use it to convert it into main attack power and then transfer it to the weapon you are using through a magic stone replacement ticket. There is a cost for conversion and transfer, but the probability of the desired option appearing is doubled,
so considering the cost per Abyss Giant Magic Stone, the expected value of conversion + transfer is much lower. Of course, this method only works with giant magic stones that can be transferred slot by slot.Starting with the Hongyehangma armor, armors released in Elsword have a refining system that replaces Eltier. You can use material items that
drop from dungeons in the equipment supply area or that you can obtain through daily quests to improve the performance of your equipment, and each equipment's attack power, defense power on both sides, and HP increase with each level up. In addition, special additional effects are added every three levels, and in the case of specific skill
enhancement effects at levels 6 and 12, you can replace them at any time by investing a small amount of materials.For special effects that are applied every multiple of 3, they are detailed in the description of each equipment.The materials needed for refining are as follows.[46]However, the problem is the refining durability system. It decreases by
1% for each refining, and if the refining durability reaches 0%, refining is impossible. Therefore, the refining durability needs to be filled, and to do this, an item called '(Blessed) Chlorite Seed' is needed. However, the drop rate of Chlorite Seed is extremely low, and since Blessed Chlorite Seed also uses a lot of cash, it is a system that is heavily
criticized for inducing real-time consumption .If you follow the guidelines well with the April 24, 2025 patch, you can easily match the Tennebros +10 River/ +15 reemployment. In addition, with the April 24 patch, the Hongye Harbor Equipment can be reemployed 21 without chlorite seed , and the consumption of chlorite seeds has been greatly
reduced.[47]Gathering point: Visit ‘Asella’ in the base area Aurora and ‘Vasily’ in Magmelia to obtain the imprint stone and schedule ED.[48] It is a system that can be used by paying. Engraving is a system that grants imprint stones with various options to a specific weapon.List of weapons that can be engravedApocalypse Type-Void WeaponFlame of
Condemnation - Mine's WeaponRemnant of Spirit - Weapon of RequiemAbyssal Precipitation - Dark Demon's WeaponThe number of options that can be given to each weapon is different; Apomu can be given 1 option, Punishment Martial Arts can be given 2 options, and Spirit Martial Arts and Abyss Martial Arts can be given up to 3 options. Unlike
magic enchantment, engraving cannot be transferred between weapons, so if you acquire a new weapon, you have to start over from the beginning.There are three types of imprinting stones: ordinary imprinting stones, refined imprinting stones, and brilliant imprinting stones. The ordinary imprinting stones are currently discontinued, so only refined
and brilliant imprinting stones can be obtained.Where to get the engraving stone- Daily clearing rewards and drop rewards for general dungeons in the Prunaum area- Prunaum (Verd) raid clear reward (story included)- Spirit Token and Spirit Crystal Exchange Reward- Can be obtained from various other eventsThere are three types of engraved
stones: red, indigo, and gold. Each color can be installed one by one in one option. Red determines the activation conditions , indigo determines the activation probability , and gold determines the option effects . When all three colors are equipped in the option slot, an engraving effect is granted. To put it simply, an engraved option is a form in which
the option effect is activated for a certain period of time with a certain probability when certain activation conditions are met. In other words, all options of red + indigo + gold must be applied to make one engraving option. The engraving generally has a duration of 5 seconds when activated and a cooldown of 20 seconds.You can check the options
that appear in the imprint stone here . In fact, there are preferred options that are closer to school uniforms. Usually, engraving is not transferable and the fee is quite high, so the engraving is only done intensively for Spirit Dance and Abyss Dance.Unlike magic enchantment, engraving must not be equipped with the same options except indigo. Red
and gold colors should be matched with different options. However, on the other hand, it is best to install indigo with the same option. This is because, if indigo has the same probability, only in situations where the activation conditions for red light overlap, even if only one is activated, they will be activated together.[example] In the case of red
options, in addition to the preferred options below, some other options may be used depending on the character.Preferred Engraving Stone OptionsAs a result, in order to effectively match the standard engravings of Spiritual Dance and Abyssal Dance, you must select 3 options from the red color, apply all 3 options from the golden color, and then
unify all 3 slots as possible with a probability of 27% or more for indigo color. The golden physical/magical attack power increase option appears separately as physical and magic options.In the case of red, choose 1 option. In the case of 2 types, you can use other options depending on your occupation or preference. Typically, it is good to adopt both
Transcendent and Intense, or if it is a character that uses command/flexible/strong a lot, it is also good to adopt them. Therefore, red light is considered essential only when using special actives and main line skills, and you can choose the remaining type as you like.In the case of Indigo, unification of probability is actually not a major problem as long
as it is unified when using Red Indigo's special active and main line skills. It is recommended to unify all three, but if this is not possible, there is no problem by unifying only the two red options above.In the case of gold, there is an option to enhance the enhancement value, but due to the very low probability and high engraving fee, it is best not to
aim for an enhancement value higher than 5% no matter how much you invest. In addition, it is recommended to use the special active damage increase option on the option selected as the first effect in the red light, if possible.[64] The engraving itself does not have a high operation rate, so it is not a meaningless spec upgrade, but it is not a cost-
effective spec upgrade, so there is no need to invest excessively. Above all, it is impossible to transfer options to a new weapon.This is the equipment you will be wearing until you reach the Elrianod region, and can be obtained when you complete the epic quest to clear each character's first dungeon.It replaces the existing general dungeon
equipment, and has a strong characteristic that works with level 1 to level 99. The rating is unique, and the reinforcement is all fixed in seven rounds. The fixed options of the equipment are as follows.weaponCritical 5%maximization 5%Physical/magical attack power 3%topCritical damage 3%3% damage reductionpantsCritical damage 3%3% damage
reductionGlovesAll skill damage 20% (dungeon)shoesHP +7850action speed 5%Equipment set options5 pieces3% movement speed3% jump speedCritical 5%maximization 5%Physical/magical attack power 3%All skill damage 10% (dungeon)Thanks to the interlocking level effect and useful fixed options, it helps to foster until you get the restored
Elianode equipment and apocalypse weapons. Thanks to the addition of this equipment, unlike the past, no special equipment farming or reinforcement process was required during the development of the past, and the Elysion was able to foster the characters lightly without any difficulty.Once you've got your Secret Dungeon gear perfectly matched,
you'll need to run Add's Energy Fusion Theory dungeon to get the Apocalypse Type-Void weapon . The drop rate continued to rise after the addition of guilt, and now it has risen to the level of dropping more than one in about 10 rounds.Please refer to the corresponding document for details such as how to obtain it .Can grant 1 engraving option.With
the January 20, 2022 patch , support quests will be created up to the Vanimir region, and if you complete them all, you will receive a +10 strengthening amulet exclusive to Apomu. Now that Spirit Dance and Abyss Dance have been released, Apomu is also a weapon that is in the advanced stages. To run a raid in Vanimir, even if you are a synergy
character who rides a bus, Apomu must be at least level 10.0n April 24, 2025, if you complete the first stage of Po Teacher, it has been changed to give an apomu +10 reinforcement amulet.For the first time in Elsword equipment, reinforcement effects are added according to the reinforcement level.The strengthening effect is as follows.strengthening
effectreinforcement levelEffect of application+9Physical/magic defense +7.5%+10Physical/magic attack level +10[65]+11All skill damage +5% , cooldown time -5% , MP consumption -5%+12Critical Damage +10%+13Max MP +20%Energy Discs can only be used with Apocalypse Type-Void weapons .With the patch, energy pieces are no longer
dropped in the Apocalypse Dungeon, and when opening the Apocalypse Weapon Cube, which drops with a certain probability, the Apomu obtained has been changed so that all disks are applied. Therefore, after working on the Mana Stone in the Vanimir area, select an unnecessary option to create a new Mana Stone.The effects that can be granted
through the energy disk are as follows. (Bold type is a required or recommended effect.)energy disk effectenergy disk phaseEffect of applicationred level 1Critical +3%red level 2+3% action speedred level 3Maximize +3%red level 4Extra Damage +3%red level 5Physical/magic attack level +3[essential]blue level 1Damage Reduction +5%, Awakening
Charge Speed +5%blue level 2blue level 3Hit MP Recovery +25%blue level 4Probability of triggering all elemental effects +2.5%blue level 52.5x damage when attacking downed enemies (Dungeon)Yellow Level 1All Elemental Resistances +75yellow level 25% chance double attackYellow Level 3Damage +10% when attacking enemies with less than
30% HP[Recommended]1]yellow level 4Critical, Maximum, Additional Damage +7%[recommendation2]yellow level 5All skill damage +10%[essential]Here, the unconventional option that increases all skill damage by 10% is of course essential, and the water/magic level increase value, which is the option with the highest value in the red magic stone,
is only level 2 based on Abyss , which gives the highest value , so please refer to the table as well. You can confirm that the red/yellow stage 5 disk is required. Take the rest of the options you personally want to take care of, and the options recommended as roughly effective options for the remaining magic stone space are Water/Magic Attack %.
[blue] , water/magic level[Red] , critical damage[yellow] , Increases damage to bosses[blue], all skill damage[blue] The options in bold are the end options that are targeted even by high-spec weapons such as Spirit Dance and Abyss Dance. In the case of yellow, except for critical damage, there are no options that are higher than other magic stones,
so it is good to use before water/magic attack % comes out. However, in battle, the correction is at the level of 40%, and the higher the critical damage, the lower the efficiency.This is a replacement for the existing Elrianod armor added on July 4, 2024. It can be obtained in a +9 enhanced state by clearing the Elrianod dungeon 3 times through Mr.
Po's second growth guide.Unlike the Elrianode equipment before the change, it is impossible to wear Eltier, and the concept of color has also disappeared.fixed effectcommonCritical Damage +6%topPolarization: Hit/Hit Damage [2 + Strength]%pantsBuff - Physical/Magical Attack [2 + Enhancing Value]%GlovesAll Skill Damage [5 * Enhancing
Level]%shoesBuff - Maximize 10%]It has similar specifications to the '+9 Ancient Elrianode Equipment' that was previously awarded by Mr. Po. Since it is based on level 9, the critical damage is 6% instead of 9%, which is possible from level 10 or higher, the highest level of the existing Elrianode equipment.set effect4 piecesPhysical/magical attack
power +5%MP consumption -5%All skill damage +10%Flexibility/Toughness/Intense/Transcendence skill damage +20%The set option has a configuration that completely combines the red and blue options of the existing Elrianode equipment. In addition, the restored Elrianode equipment cannot be worn by Eltier unlike before the change, so the
'Destruction' option cannot be attached, but to make up for this a little, a 20% increase in skill damage is added to each line.Apocalypse TYPE-VOID's top weapon and the first national weapon of Elsword Game. It is the first 99 rep weapon and is equipped with adaptability. It can be obtained through Banimir -Raid Dungeon. See the document for more
information such as acquisition .The February 1, 2024 patch will give a +10 amulet when clearing the fourth stage of Po.If you clear the second stage of Po Po on April 24, 2025, you will be paid for a +9 status and the socket/horsepower luminations.[76] The 10 -year -old Dan -Dan Dang, which was a four -stage mission reward, was transferred to 16
clear compensation for three stages. Nevertheless, the secret dungeon mission can be gained in the 10th round before Markle achieved.Unlike the Apocalypse Type-Void weapon, there is a fixed effect.In particular, the effect of increasing adaptability by 5% is extremely effective in demonic areas.The fixed effect is as follows.fixed effectFire attribute
resistance +50Fire property effect activation rate +1%Adaptation +5%On hit, 8% chance to fire a black giant's beam (50 sec cooldown)The black giant's ray has a certain probability to activate when hitting the opponent with a normal hit or an active hit.[77] When activated, a stigma is placed on the target's body.[78] It condenses and explodes after
3 seconds to create a huge laser. It has been hitting since the laser appeared, and the number of hits is quite high, and the damage is not bad, so it is good for caterpillars, mana recovery, and secondary dealing. Instead, you need to be careful because there are times when you are triggered at a timing you shouldn't be hitting and trolling. Lasers are
affected by all skill damage values and are not included in specific skill damage. However, the attack itself is treated as a flat hit, so you can hit enemies that can only be hit with a normal hit/active.Two engraving options can be given.Like the Apocalypse Type-Void weapon, there is an effect according to the level of enhancement. However, the effect
is different depending on the level.The strengthening effect is as follows.strengthening effectreinforcement levelEffect of application+9Exclusive mana stone slot open , MP consumption -5% (Dungeon)+10All skill damage +10%+11Physical/magic attack level +10+12Physical/magical attack power +5%+13Critical Damage +10%As of the 10th level,
it has 10% modem, making it stronger than 11 Apomu in Ildon, and there is an increase in water magic attack in the 12th level, so there were a lot of people trying to make a 12th level punishment.[79]This is a new armor set added with the July 18, 2019 patch.It is an armor that can be crafted by playing the Rigomor dungeon, and it depends on the
ability to adapt to the equipment as an option, perhaps because of the concept created through materials obtained from the Pandemonium.[80]There are fixed effects according to the reinforcement stage, such as Apomu and Dan, and the options of all equipment are reinforced numerical options.[81] If you think about the price of the enemy and the
blue river, you can see how much power is.The Hongyehangma equipment has 3 lines of appraisal and all skill damage appraisal options are considered quite important, and for the public, 1-2 lines of effective options such as critical, maximization, action speed, and all skill damage increase are used.There are a total of 6 types of Hongyehangma
equipment , and each equipment set has a unique effect.As for the actual equipment used, Knock Hill, which is a supporter position, uses Nok, and most other equipment uses Dan . In the case of entertainment or former jobs that are not excessively cool, walls are sometimes used, but due to the nature of set options that depend on probability,
firepower is unstable, so it is not a mainstream setting.With the release of Stage 3 of Mr. Ppo in the July 2023 patch, all users will be automatically provided with 9th level, 9th refinement Hongje Anti-Demon equipment, and if you run Henir's Construction and Rigomor ~ Master Lord dungeons, you can just take it up to 15 refinement. there is. If you
perform the Punch King event held in accordance with the vacation season, you can refine up to level 18, and thanks to the February 2024 patch providing the 10th level of Hongyehangma, you can make all 4 parts of Hongyehangma up to +10.Starting in the Serpentium region, where exascale armor can be made in the August 2024 patch, a full set of
Tenebrous armor or more is required. In other words, you can only enter dungeons up to Mona Terra with armor below Hongyehangmana, and it is a measure to prevent you from entering higher dungeons with settings such as Hongyehangmana with high re-enhanced training or 2-tea 2hong.The April 24, 2025 patch raised the reward for Po Po,
allowing all four parts to be able to match 20 reemployment. In addition, as the reemployment gauge is also patched, the Hongye Harbor Equipment can go to 21 reemployment without chlorite seed if the ingredients are enough.Unlike Elrianode armor, the proficiency effect obtained through Eltier assembly is basically attached. Hongyehangma - It is
the same in all sets regardless of the set except for the persimmon set.The buff effect does not apply to all party members, but only to you. Also, the buff effect does not overlap with the effect of hero equipment or Elrianode armor.The fixed effect is as follows.fixed effectpartsmainstepwallwindowrustpersimmontopAdaptation +2%Buff -
Physical/Magical Attack [2 + Enhancing Value]%pantsAdaptation +2%Buff - Critical [2 + Enhancement Level]%Adaptation +2%Buff - Action Speed [2 + Enchantment Value]%GlovesAdaptation +2%All Skill Damage [5 * Enhancing Level]%shoesAdaptation +2%Buff - Maximize [2 + Enchantment Level]%Adaptability 8% based on 4 sets[82] Because I
stick to it, the gap with Elrianode equipment widens from the Pandemonium region.Similar to Legend weapons, there are effects depending on the level of enhancement. The same as the fixed effect, it is the same in all sets regardless of the set except for the Hongyehangma - Persimmon set.The strengthening effect is as follows. (All parts are the
same)strengthening effectreinforcement levelmainstepwallwindowrustpersimmon+9Awakening Duration +3%Awakening Charge Rate +3%+10Damage dealt to boss monsters +3%Extra Damage +3%+11Adaptation +1%Physical/Magical Attack Power +1%With the Convenience Patch on March 11, 2021, the number and cost of materials required for
refining were reduced, and the gauge increase amount when refining failed in steps 1 to 18 was increased.In 2023, at level 3, Mr. Po gives a +15 refining ticket exclusively for Honge Portrait equipment, and when participating in the Punch King event, all 4 parts can be refined to +18, so there is a trend of rarely refining Honge Portrait. Additionally,
with the February 1, 2024 patch, if you select the profession 'Blacksmith', the ED consumed for reforging will be discounted by the level of the blacksmith.[83]stepglaciesYejoo Hongmagic crystalEDreforge effectLevel 120003100300,000Step 2Step 3Critical Damage +3%Step 420003100300,000Step 5Step 6Specific skill damage +5%[selectable]Step
720003100300,000Step 8Step 9Critical Damage +3%Step 1040006200900,000Step 11Step 12Specific skill damage +5%[selectable]Step 1340006200900,000Step 14Step 15Adaptation +1%Step 16600093001,800,000Step 17Step 18Critical Damage +3%Step 19600093001,800,000step 20Step 21Physical Attack Power +3%, Magic Attack Power
+3%There are 6 sets: Main, Dan, Wall, Window, Rust and Persimmon.You can select and manufacture the desired set just like the secret dungeon equipment.Each piece of equipment has its own set effect.There is no problem even if the main attack power changes by changing the former job. It is not divided by physical/magic attack power, and it is
because the skill effect can be changed.[86]Hongye Hangma - LordBalance2All skill damage +8%4 piecesPhysical/magical attack power +7%]lt's called balance, but the actual increase effect is not good. It's poor compared to other sets. They said it was a balance patch, but they increased all skill damage by 1%p, but it's a very small amount.The 8%
damage of all skills in the 2-set set is over 70% even if it is an adaptation set, so the actual damage increase is slightly less than 5%, and the efficiency is slightly lower in the case of the Seven-level setting. The 7% water magic attack of the 4-set effect also shows an efficiency of less than 5% because the attack power due to the judgment and
accessories also exceeds 40-50%. The actual damage increase effect is around 8-10% . If you only look at the set effect, it is worse than the Elrianod armor.Hongye Hangma - DanExtreme2Polarization: Hit/hit damage +7%4 piecesPolarization: Strike/Damage +13%]It can deal as much as 20% damage, but also increases the damage the player receives
when hit by 20% .As a set option called Extreme, it appears to be equipment with high risk and return, but in reality, it is the set armor that increases firepower most stably. Rather than assuming a situation where the Elsword meta is correct, it is much safer to simply remove the source of damage with strong firepower, and it is easy to secure 45%
damage with hunting stones, and if you supply enough damage with artifact armor, etc., polarization can occur. This is because it is possible to sufficiently reduce the increased damage.However, in higher-level content starting from the Lahn Raid, the kill time is longer and the damage from being hit is quite painful, but it is not a problem that is
highlighted in lower-level content below Tyrnog because it usually moves on to the higher-level Tenebros armor by that point.Excluding the armor, if the polarization is 0%, the shield damage increase is 20%, and the shield damage increase is 16.2% based on the 23.5% end setting including synergy as of September 2020. In general, the increase in
shield damage is about 17%.Hongyehangma - WallAccelerate2MP consumption -10%4 pieces20% chance to reset used skill cooldown , physical/magic attack power +5%A 20% chance of resetting the cooldown of the skill used is applied.Because the cooldown of the skill does not rotate at all with a probability, it is possible to fire one skill multiple
times if you receive the blessing of Dice God, so one unique mulberry taste is certain, but it is not a mainstream setting for the following reasons.First of all, due to the nature of stochastic cool chora, it is not known when it will be activated, so its firepower is unstable compared to Dan or Nok, which stably increases firepower.Also, since you don't
know which skill will cause cool seconds, it's better to use a former that has a lot of skills that produce firepower relatively evenly than a job that is highly dependent on your main skill. Because of this, versatility is not good, so even if you use a wall, there are only a few former jobs that have stable firepower.At least, when the polarization was 45%
ceiling, walls were used to reduce the over polarization limited to the 12-strong soulback users, but as the ceiling was raised to 55%, the value of the walls decreased again.Hongyehangma - SpearAmplify2MP consumption +5%, physical/magic attack power +5%4 piecesMP consumption +5%, physical/magic attack power +7%MP consumption
increases by 10%, but attack power increases by 12%. Although physical/magic attack power seems to increase a lot, the actual damage increase effect is 7-10% because the attack power increase effect is increased not only by set effects, but also by accessories, mana stones, and other set effects . In the case of mana consumption, it is reduced by
5%p from 15%.When comparing the spear and the stage in a user's experiment, mana is 10%more, but the amount of deal is less than 8-10%more than Dan. Occasionally, there are people who say that the more high reemployment, the better the window, but the 10%deal is different. When it comes to nothing, Mosdem is missing and 10%of the water
is in the efficiency. In other words, it receives this medium penalty of efficiency for water -having a permeability and is virtually small. Hongyehangma - RustSupport2Buff - All skill damage of nearby party members +10%4 piecesBuff - Nearby party members' critical damage +10%The buff is applied to all party members, and in the case of modem, it is
applied multiplicatively, and kdam is also applied multiplicatively,[87] The actual damage increase effect varies depending on the critical damage value, but on average it exceeds 18-19% . More efficient equipment than Dan with a 17% actual damage increase based on Solfler.However, if you wear the Rust set but there are other party members
wearing the Rust set, the buff effect does not overlap anyway, so there is virtually no set effect . Therefore, it can be said to be equipment for Soller and Synergy characters .Hongye Hangma - PersimmonCompete2MP consumption -5%, Max HP +10%, Damage reduction +10%4 piecesPhysical/Magical Attack +6%, All Elemental Resistance +150, Max
HP +20%It is a set specialized for battles because it has effects such as increased attack power and increased HP, rather than adaptability or damage to boss monsters . In the first place, just looking at the English name, it is Compete.After duelist equipment for combat came out, special options such as duelist's Emgam or Keumjeung did not receive
combat correction, so the evaluation of their persimmon decreased.Of course, the persimmon should be better than the duelist in terms of defense, but instead, the duelist is much better at dealing, so no matter how dull the persimmon is, it is easily pierced.So, I sometimes use 2 sets of persimmons and 2 sets of duels, but if persimmons are not highly
skilled in the 11th round, it seems that 4 duelists are better.Artifact-exclusive equipment released with the introduction of the Master Artifact.There are four types of parts : ring, circlet, armor, and necklace , and two rings can be worn.You can get one or two types per dungeon in the Master Road area dungeon, and it can be obtained regardless of
whether it is normal or hell.The ring has an offensive option, the circlet has a utility option, the armor has a defensive option, and the necklace has a skill related option.This is the same as the options for the Spirit Stone, which will be described later.Based on the dungeon in the second half of 2021, the preferred options for each part are as
follows.Artifact Ring: Critical DamageArtifact Circlet: Critical, MaximumArtifact Armor: Damage reduction, HP increaseThese options can be renewed through the space-time order form.By the way, the drop rate is incredibly low.The April 24, 2024 patch, you can get the equipment in the semi -tank options with the 4th stage of the Po Teacher, so you
don't have to go to get the artifact equipment in the Master Road area.On July 22, 2021, along with the addition of the outer area of Prunaum, the ability to grant options to artifact equipment through spirit stonessystem was added. Spirit Stones and Wedges drop in the dungeons outside Prunaum. In addition, you must use wedges for each equipment
to grant options, and the types of options that can be granted are different for each part.The detailed options are as follows, the main preferred option is in bold.Artifact Ring: Physical/magical attack power , ignores enemy physical/magic defense, critical damage, all skill damage , polarizationArtifact Circlet: Maximization, Critical, Action Speed , MP
Consumption , Skill Cooldown Time ReductionArtifact Armor: Increased HP, reduced damage , physical/magical defense, reduced damage from bosses, resistance to all attributesArtifact Necklace: Command/Active, strong skill damage, intense skill damage , transcendent skill damage , hyper/master skill damageSpirit Stone Pieces come in 5 colors.
There are five colors of blue, yellow, orange, green, and red, and the options are different for each color.The color is determined randomly when an option is given from NPC Denif. So even if a good option pops up, it often happens that you have to give up if it is not the color you want to match. Also, note that the set options are activated only when
the artifact has grown to level 4 . Fortunately, only the set option does not activate, and the above option grant or artifact equipment option does not apply.Options for each setblue2 setsIncreases all skill damage by 4% when the sum of all attribute resistances exceeds 10003 setsAll attribute resistance +50, damage reduction 10%5
setsPhysical/magical attack power increased by 1% per 8% damage reduction stat (up to 4%)yellow2 setsUpon awakening, all skill cooldowns -10% (reuse time 20 seconds) / Upon awakening, critical and maximization increase by 8%3 setsAwakening charge rate 25%5 setsUpon awakening, physical/magic attack power 4%, MP consumption
-10%O0range?2 setsIncreases HP by 5% when entering dungeons with environmental debuffs3 setsAdaptability 2%5 setsWhen entering a dungeon with an environmental debuff, damage dealt to the boss increases by 10% / damage received from the boss decreases by 10%green2 setsBuff - Recovers HP/MP +4% of nearby party members per 500,000
Combat Power when using Special Active (Max. 24%) (Reactivation time 20 seconds)3 setsMP consumption -5%, all skill cooldown -5%5 setsBuff - Physical/Magical Attack of nearby party members per 500,000 Combat Power +0.5% (Maximum 4%)Red?2 setsDamage reduction -2% / Additional continuous damage equal to 1.0% of the damage dealt for 3
seconds when attacking3 setsPolarization 3%5 setsDamage reduction -4% / Additional continuous damage equal to 2.0% of the damage dealt for 3 seconds when attackingAmong them, yellow is an option used by most characters, and some supporting characters use green.[88]Orange, blue, and red set options are options that should not be selected
because the increase in deal is smaller than that of yellow.A new weapon that came out with the addition of the Prunaum raid on August 13, 2020 . The mana stone slot is the same as the flame of condemnation - Mine's weapon[89] Accordingly, it is possible to move the mana stone through the raid reward exchange. It is also possible to upgrade
weapons through quests.3 engraving options can be given.At the end of 2020, it is evaluated that the difference in performance between the Soul Dance and the previous stage weapon, Punishment Dance, is not significant compared to the performance difference between the performance difference between the Soul Dance and the previous stage
weapon, Apomu. The reasons for this evaluation can be divided into five major categories.Magic Stone Slot : Weapons after Apomu have a very high difference in combat power depending on the degree of magic stone crafting, so it has become a key factor in weapon performance enhancement. Through the best of 9 option, the Mana Stone slot can be
expanded by 4 red/blue/yellow spaces and 2 giant spaces, clearly widening the gap with Apomu. Among Apomu's disk effects, the performance of the red 5th and yellow 4th and 5th stages exceeds that of the Mana Stone, but it is far short of filling the gap. However, since there is no difference in the slot of the Mana Stone and the Punishment Dance,
the increase in combat power is naturally lower than that of Apomu>Dance Dance.The problem of the imprinting system : Dan Sinmu has 2 imprint options, and Honbaekmu has 3 imprint options. However, at the end of 2020, the imprinting system itself was not evaluated very well in terms of performance, so the meaning of these differences was also
somewhat faded.Problems with the growth system : Honbaekmu was the first Elsword game to introduce a growth system, and if you complete all the growth quests, you can significantly increase the performance gap with Danjumu. However, while stages 1 to 4 of the quest can be cleared relatively easily if you have the end set, the stage 5 quest
requires clearing the ' Altar of the Wish ' 150 times, making it extremely difficult and tedious to handle for general users unless they are veterans or rabbit hunters . The counting for stages 1 to 5 of the growth quest has been greatly relaxed with the 2024 patch.Level Restriction : Elsword's previous end weapons had a level difference from previous
end weapons. It was the same with the 80th Sigimmu, the 85th Felkim & Eltmu, the 95th Apomu, and the 99th Punishment. However, since Elsword's highest level did not expand further from level 99 as the El Resonance system was established, there is no difference in level between Soul Dance and Desolation Dance, and therefore the difference
between Gong Gong is slight compared to the difference between previous weapons.Option Appraisal : Apomu and Confession Mu had two and three lines of emotion, respectively, but the same difference was not given to Spiritual Dance. The final result of the so-called 'two-line work' can also be good or bad depending on luck, so if the appraisal
result obtained from the soulless dance is not good compared to the appraisal result obtained from the existing punishment, the merit is reduced by that much or more costly. will leadFor these reasons, the incentive to obtain Soul Dance is relatively low compared to the incentive to obtain Soul Dance, so light users need to reconsider spending a lot of
money right away to obtain Soul Dance.The fixed effect is as follows.fixed effectAdaptability +5% (up to 55%)Flame of Punishment - Same as Mine's weapon, it is applied as a default option.The strengthening effect is as follows.strengthening effectreinforcement levelEffect of application+10Physical/magical attack power +10%+11Physical/magic
attack level +10+12Polarization: Hit/hit damage +7%+13Critical Damage +10%The growth effect is as follows.growth effectgrowth stageadditional effectLevel 130% chance to activate Yugo's light when hitting Special Active (re-activation time 50 seconds) (Dungeon)Step 2MP consumption -5%Step 3MP consumption -3%, physical and magic attack
power +Lv 5Step 4Physical, magic attack power +Lv 5Step 5Light of Yugo > Enhanced Light of Yugo, all skill damage +10%As you grow, the options are all combined in stages. Combining the combined options, MP consumption -8%, physical and magic attack power +Lv 10, all skill damage +10%, 30% chance to activate the enhanced light of Yugo
when hitting a special active (50 seconds cooldown) (Dungeon ) becomesUnlike the black giant's beam, Yugo's light falls from the top to the bottom, immediately without preparation, and 3 lasers (5 when strengthened at level 5) hit in a single hit.[90] It is written that it only activates in special actives, but in reality it can be activated by skill judgment
pet's attack, legendary accessory Unextinguished Flame's continuous damage, Legend Passive Force's Residual Will of El, and any type of crystal ball except for the crystal ball of light. Yugo's light trigger is a special active, but Yugo's light strike itself is judged as a normal hit like the black giant's beam.The difficulty of the Soul Buster growth quest
has been significantly eased with the Summer 2024 patch.- Remnant of the Soul - The condition count for the Requiem Weapon Growth Quest has been relaxed.- Clear the 1st stage Pruneum area dungeon (excluding raid dungeon) 25 rounds -> 10 rounds- Clear the 2nd stage Pruneum area dungeon with S rank or higher (excluding raid dungeons) 75
rounds -> 20 rounds- Clear the 3-stage Prunaeum Raid Dungeon 25 times -> 10 times- Clear the Castle of the White Ghosts, which has been consumed by the 4th stage of the Wild, 75 times -> Clear the Prunaeum Raid Dungeon 30 times- Clear 150 stages of the 5th stage Altar of the Wish -> Clear 50 stages of the Prunaeum Raid DungeonWith the
December 23, 2021 patch, Tyrnog is updated and is a new armor set that came with it. Unusually, this equipment is classified by character like the (old) equipment before the reorganization. Can be manufactured in the new town 'Magmelia'.This set can also be reforged like the Hongyehangma, and the material is the energy of Tasma.[91] , Tenebros
energy and magic crystals are required. In other words, the refining system is copied and pasted.Also, like the existing Hongyehangma, whenever the refining level is a multiple of 3, additional options such as increased critical damage, increased specific skill damage, increased physical/magical attack by %, and increased adaptability are granted.
[92]If you have a set of well-refined Hongyehangma (418 or higher), you can lower the refining level by 6 and transfer it to Tenebros Armor. In the case of normal transfer, Tasma's energy and Tenebros' energy are required to perform the reforging transfer, but there are quite a few of them.[93] It is also a way to do it with special retraining.[94]0On
July 6, 2023, additional and changing set options will be added according to the 3-line option of Tenebros armor.On August 3, 2023, with the release of the new region Monatera, elements that enhance the stats of Tenebros armor were added.[95]The April 24, 2024 patch will be paid free of charge through Po. In addition, the shadow option can be
granted by selecting 80% of the maximum value, and the +10 River/15 reunion item can be given comfortably. In addition, the reemployment gauges have been patched so that the chlorite seed can be used at the right level.fixed effectpartsno distinctiontopAdaptability +2% (up to 55%)Buff - Physical/Magical Attack [2 + Enhancing
Value]%pantsAdaptability +2% (up to 55%)Buff - Critical [2 + Enhancement Level]%GlovesAdaptability +2% (up to 55%)All Skill Damage [5 * Enhancing Level]%shoesAdaptability +2% (up to 55%)Buff - Maximize [2 + Enchantment Level]%Tenebros equipment also has a strengthening effect like the Hongyehangma armor, but only a strong 10 effect
and a strong 11 effect exist.The strengthening effect is as follows. (All parts are the same)strengthening effectreinforcement levelno distinction+10Damage dealt to boss monsters +5%+11Adaptability +1% (up to 55%)Tenebros equipment, like Hongyehangma armor, also has performance improvements due to refining. The options are quite different
from Hongyehangma, with the positions of the 15th and 21st refining effects of Hongyehangma being changed and the values being changed accordingly. The increase in critical damage from the 18th refining has been changed to an increase in specific skill damage. In addition, while Hongyehangma's stat increase based on the 21st refining was
1000, Tenebros's is 1500, so its base stats are somewhat higher.stepTasma's AuraAura of Tenebrosmagic crystalEDreforge effectLevel 1200015100300,000Step 2Step 3Critical Damage +3%Step 4200015100300,000Step 5Step 6Flexible, strong, intense, transcendental skill damage increases +3%Step 7200015100300,000Step 8Step 9Critical
Damage +3%Step 10400030200900,000Step 11Step 12 Flexible, Gangin, intense, transcendental skill damage increased +3%Step 13400030200900,000Step 14Step 15Physical attack power +2% Magic attack power +2%Step 166000453001,800,000Step 17Step 18 " Flexible, strong, intense, transcendental skill damage increased +4%Step
196000453001,800,000step 20Step 21Adaptability +2% (up to 55%)Unlike the Hongyehangma, the Tenebros armor has no color classification and set effects, and instead a new system called the shadow option has been added. To appraise the Shadow Option, you need something called the 'Shadow Option Appraisal Scroll', which can be dropped in
the Tyrnog area dungeon, manufactured with 50 Tenebros Energy, or purchased at the Cash Shop.In the case of shadow options, three rows of effects (¢, ¢, ¢0@) are divided, and options are divided according to each row.The special features and major options for each line are summarized below.First line (#)The first row has four pieces of armor
that all use the same options. Compared to the second and third rows, the damage increase is much lower, so it is pushed to the very end of the ranking for small items.Preferred OptionIncreases all skill damage by 1.5% , increases critical damage by 1.5%Second line (¢#)The second line has different options for each piece of equipment. It is the most
efficient as a single option, and the damage increase amount of the top and gloves options is particularly high, so it has high priority.Preferred Option (Top)When attacking, deals 10% additional damage for 3 seconds , increases party critical damage by 10% , and increases party physical or magical attack power by 1% per 500,000 combat power (max
10%)Preferred Option (Bottoms)Damage reduction 10% , party HP increase 1% per 500,000 combat power (maximum 10%) , party damage reduction 10%, party defense increase 1% per 500,000 combat power (maximum 10%)Preferred Option (Gloves)Increases damage from intense or transcendent skills by 10% , increases damage to enemies with
HP over 50% or below by 10%Preferred Option (Shoes)Increase party movement speed by 10% , Critical or Maximization by 10%, Reduce MP consumption by 10%, Increase party movement speed by 10%Third line (¢4®)The third line is an option for activating the set effect. Just as Hongyehangma was largely divided into short and wall options, the
three options are also largely divided into the so-called reverse reinforcement and wall options, depending on user preference. Since it is an option for activating the set effect, the option priority is high.Preferred OptionIncreases damage to enemies with HP below 20% by 2% , and has a 3% chance to reset skill cooldown when using a skill.There are
too many shadow option effects to list all of them.[96] Please check through the homepage guide .Shadow options cannot be re-evaluated like existing hero dungeon equipment . However, when hero dungeon equipment was in full swing , it is possible to extract and store options, which is a kind of rescue solution for suffering from extreme labor until
the desired option is obtained . To use this feature, go to NPC Vasily in Magmelia Village.In the case of option extraction, all three line options are given a probability of 30% to 35% by default,[97], If a desired option appears, it is possible to grant the option up to 100% by increasing the probability of the line in which the option appeared.[98] Stored
options will disappear when given to other Tenebros equipment, and Tenebros equipment reinforced with +9 or higher or 12 refining or higher cannot extract options. Also, the equipment from which the option was extracted is lost. What's more annoying is that only option effects are stored, so specific values are given randomly when given to other
equipment .In other words, adjusting this option is the initial stage of fitting Tenebros equipment .However, the good news is that the probability of the option emotion and the value determined when granting are the same, so the highest value is also quite good. Also, since even if you extract 1% when you grant it, you can get 10% when you grant it,
so the restrictions for making small items are less than you might think, which is an advantage of this equipment.As mentioned above, the set effect is determined by the third line option, and is applied when all third line options of the same category are applied. The set effect is as follows.set effectAdaptability 2%Physical/magical attack power
+5%8% chance to reset skill cooldown when using a skillprotectAll skill damage 7%The 'Attack' option simply increases attack power. It's only 5%, so it doesn't have a huge damage increase effect, but it's nice that it simply increases it unconditionally.The 'Reuse Time' option increases the number by a drastic 8%, making up for the disadvantages of
the existing wall option. This allows the probability to be increased up to 20%, the same as the Hongyehangma - Wall.The 'Protection' option is not used by any users because the conditional options are not used. The damage increase is not high enough to be used intentionally.Previously, the reverse river damp option, which was the basis of the
'attack’ option, was much more advantageous, but the set option was added, and the 'attack' option was slightly different from the 'reuse time' option and balanced to some extent.This is a system that can be used by visiting 'Vasily' in Magmelia and paying the Harkonium Tuning Reactor and 200,000 ED fee. Modification is a system that grants
options to the Harkonium Tuning Reactor, which gives various options to Tenebros armor.List of modifiable armorThis is a system exclusive to Tenebros armor, allowing one option to be granted to each part, and therefore allowing for a total of four options. The modification options granted in this way will only be unlocked when all four armor parts
with the options granted are worn.Where to obtain Harconium Tuning Reactor- Monaterra region general dungeon drop reward- Made of harconium steelHarconium Tuning Reactor has no effect on its own, and options are randomly assigned through one appraisal when acquiring an item. To put it simply, it is very similar to the Eltier used in
Elrianode armor.Modification options for the Harconium Tuning Reactor can be found here . In fact, there are preferred options that are closer to school uniforms. The modification option is given both a risk option and a return option. Therefore, you should select and grant options that can provide a large return with as little risk as possible. Both risk
and return have different preferences for each character, so you can choose and use them according to your character.Preferred Modification Optionsreturn option- Physical/magical attack power increase +3%- Intense/transcendent skill damage increase +5%- Polarization: Hit damage +3%In general, users tend to choose polarization and spam
depending on the proportion of their skill damage, and depending on the risk, they often choose to reduce HP or reduce damage from bosses, which have the least impact. In the case of the water magic option, it is a deteriorated version of the tapi option and is used by users who feel that the damage from being hit is too painful. Intense/Transcendent
skill damage increase options appear as separate options for Intense and Transcendent options.With relatively small effort, you can specify the cost -effective specifications, so if you have completed the work of Tennebros Armor to some extent, it is recommended to quickly purchase or farm it.Before the release of the Exascale armor, it was widely
believed that the system would be applied to armors released after Tenebros, but since the Exascale armor replaced the Harkonium Tuning Reactor and could be upgraded with a different system that replaced the modification called System Chip Tuning, the modification system became exclusive to the Tenebros armor.Previously, it was a defensive
gear that had many major problems and was very unpopular with the public, but with the addition of set effects, easing of the difficulty of reforging, increased supply of reforging materials, easing of shadow options, and the addition of a modification system, all of the merits that were lacking compared to the Hongyehangma defensive gear have been
resolved. However, as will be described later, it is not without problems.Currently, it is pointed out as the only major drawback. Originally, it was impossible to have a common warehouse for the Hongyehang Horse and a common warehouse for Tenebros, so it was possible to mass-produce a large number of fighters by using Tenebros. Of course,
there was a downside that the main character and the character had to be the same, but the fact that once created, it was possible to use it again within the account was a clear merit, so even if the Hongyehangma that was used before could be paid[109] There were a few users who were able to match by retraining.However, as Hongyehangma
became a public warehouse, it was really out of the blue, and in fact, only disadvantages were left. Only the same character as the main character can be worn, but the fact that the end equipment is used again was the only and unique merit, but it became meaningless as Hongyehangma became a common warehouse. Since the Hongyehangma is a
common armor for all characters, anyone can wear it, and the accessibility itself is so overwhelming that it is incomparable to Tenebros. In fact, if only two rusts are sufficiently strengthened and retrained, it is currently possible to pick out mulberries almost like eating beef bones.In fact, the biggest problem is that Tenebros armor is divided by
character, but obtaining Tenebros' Aura for reforging and shadow options is account-based. So if you raise another character as a sub-character, you have to buy Tasma's Aura or obtain it yourself to reforge at the same time, so if you raise a sub-character based on another character, it takes an incomparable amount of effort compared to
Hongyehangma.Although the Tenebros character change right was added, it is 30,000 won per part, which is more expensive than the Hongye color change right, so it is difficult to see that it has completely resolved the disadvantages as it is changed at a total cost of 120,000 won.The Exascale armor that was released later also had the same
character-specific distinction, but the Tenebros armor was criticized more for marking the starting point of character-specific distinction.A new weapon that came out with the addition of the Abyss (Elsword) raid on August 4, 2022 . The magic stone slot is the same as the Flame of Condemnation - Mine's Weapon, and the Remnant of Spirit -
Requiem's Weapon.[110] Accordingly, it is possible to move the mana stone through the raid reward exchange. In addition , it is possible to upgrade weapons through quests, just like the soulless dance .Three engraving options can be given, the same as the soul radish.It is evaluated that the performance difference between the Honbaekmu and the
previous level weapon, the Danjeommu, is not significant compared to the performance difference between the Danjeommu and the previous level weapon, the Apomu. This problem was also followed in Abyss Dance, and in fact, when going from Spirit Dance to Abyss Dance, the amount of damage increases is almost similar to when going from
Punishment Dance to Spirit Dance. However, since raid accessories and set options are applied for the first time to raid weapons, a slightly more significant increase in damage can be expected compared to the Honbaekmu era. Because it is a raid accessory set option that includes a weapon, after wearing the dreamy incense burner and the dark
ghost's emblem, you can wear other accessories in place of the lower part, except for the magic horse that acts as a lamp.[111]The fixed effect is as follows.fixed effectAdaptability +5% (up to 55%)MP consumption -5%Remnant of Spirit - Unlike the weapon of requiem, the flame of condemnation - like the weapon of the devil, basically has 5% amgam.
Instead, the Emgam effect in the Spiritual Dance liberation effect is absent in the Abyssal Dance and is therefore 3% lower.The strengthening effect is as follows.strengthening effectreinforcement levelEffect of application+10Physical/magical attack power +12%+11Polarization: Hit/hit damage +10+12Physical/Magical Attack Power
+12LV+13Critical Damage +10%Overall, it's similar to Honbaekmu, but except for the 13th round effect, each value is quite high.The growth effect is as follows.growth effectgrowth stageadditional effectLevel 130% chance to activate Grip of the Abyss when hitting Special Active (50 sec cooldown) (Dungeon) , All skill damage +10%Step
2Physical/Magical Attack Power +Lv10Step 3All skill damage +5%Step 4Physical/Magical Attack Power +Lv5Step 5The grip of the abyss > The grip of the ruthless abyss, all skill damage +5%, physical and magic attack power +Lv5As you grow, the options are all combined in stages. Combining the combined options , physical and magic attack
power +Lv 20, all skill damage +20%, 30% chance to activate the grip of the merciless abyss when hitting a special active (50 seconds cooldown) (dungeon) .The 8% Emgam effect, which had risen as a spirit dance, was moved to a 3% lowered state due to the weapon fixation effect, and the water level and modem levels rose significantly by two
times.The grip of the abyss is an effect that causes dark red thorns to rise around the user. The activation condition or hit judgment is the hit of the normal hit judgment that is activated when the special active is used, just like Yugo's light.According to the pre-release information, the Monatera region armor set , which was scheduled to be released
on August 3, 2023, was withdrawn and postponed due to the notice on June 2, 2023. Although the release date is not known in detail, the release itself is confirmed, and it was estimated by users that it would be released in the winter of 2023 or the summer of 2024 as armor for other regions. As for the possibility, the winter of 2023 release is a little
more likely because there is a high possibility of a new raid being released in the summer of 2024. However, the result was confirmed to be released in the summer of 2024, and it was released as armor for the Serpentium region under the name Exascale Armor.The effect is exactly the same as the Hongyehangma and Tenebros defense
equipment.fixed effectpartsno distinctiontopAdaptability +2% (up to 55%)Buff - Physical/Magical Attack [2 + Enhancing Value]%pantsAdaptability +2% (up to 55%)Bulff - Critical [2 + Enhancement Level]%GlovesAdaptability +2% (up to 55%)All Skill Damage [5 * Enhancing Level]%shoesAdaptability +2% (up to 55%)Buff - Maximize [2 +
Enchantment Level]%Exascale equipment also has enhancement effects like the Hongyehangma and Tenebros armor, but only has 10-enhanced and 11-enhanced effects. Also, the effects are exactly the same as the Tenebros armor.The strengthening effect is as follows. (All parts are the same)strengthening effectreinforcement levelno
distinction+10Damage dealt to boss monsters +5%+11Adaptability +1% (up to 55%)Exascale equipment also has performance improvements through reforging, just like the Hongyehangma and Tenebros armor. Also, the effects are exactly the same as the Tenebros armor. In terms of reforging difficulty, it has an easier difficulty than the previous
armor, the Tenebros armor, because there are many materials given through daily quests.[112] Just like Hongyehangma's base stat is 1000 and Tenebros's is 1500, Exascale's base stat has also increased to 2000 at 21 re-forging.stepJetrium Steelpurified exikelmagic crystalEDreforge effectLevel 1200020100300,000Step 2Step 3Critical Damage
+3%Step 4200020100300,000Step 5Step 6Specific skill damage +5%[selectable]Step 7200020100300,000Step 8Step 9Critical Damage +3%Step 10400040200900,000Step 11Step 12Specific skill damage +5%l[selectable]Step 13400040200900,000Step 14Step 15Physical attack power +2% Magic attack power +2%Step 166000603001,800,000Step
17Step 18Specific skill damage +5%[selectable]Step 196000603001,800,000step 20Step 21Adaptability +2% (up to 55%)[116]On the surface, the amplification circuit is a system that inherits and strengthens the shadow option of the Tenebrous armor, but in reality, it is closer to a return of part of the Eltier system from the Elrianode era. To put it
simply, the El Tier assembly system has been changed to a 15-space circuit. The circuit can be traded in a sealed state, and can be equipped from NPC Haiban at the gathering point: Steel Wall Temporary Base.The start and end points of the circuit are based on the equipment icon, and the option is applied only when the start and the circuit are
connected without a break. The option is not applied to circuits that are not connected to the start and end.The circuit is divided into four categories: color, shape, part, and option.colorThere are three colors in total: red[117], blue[118], green exists. The color of the circuit is randomly determined when the item is obtained.shapeThere are three
shapes in total: I-type, L-type, and T-type. It literally refers to the shape of the circuit, and you cannot install it on the circuit board by rotating the set shape. The shape of the circuit is determined randomly when you obtain the item. The detailed circuit shapes are as follows.Type I circuit: (=), ( | )L-type circuit: (1), (), ), ('—)T-type circuit: ( |-), (., (-| ),
(b)partThe parts of the equipment that can be equipped are different for each circuit. The types of parts are defensive equipment, so there are four types: top, bottom, gloves, and shoes. However, since the options that are usually valid are options that can only be worn on specific parts, the parts are not really that meaningful. The parts of other
common options are randomly determined along with the options when obtaining and appraising the item.optionThis is an option that is practically applied to the armor. Similar to the Tenebros armor, the effective options that can be equipped on each piece of equipment are different. Options are not fixed values, and there are minimum and
maximum values. Unlike the Harkonium Tuning Reactor or Shadow Option Granting, the higher the value, the lower the appraisal probability. Options are randomly determined along with the piece when obtaining and appraising the item. The preferred options for each piece are as follows.General circuitPreferred Option (Top)- Continuous damage of
0.5% ~ 1% for 3 seconds equal to n% of the damage inflicted when attacking- Reset cooldown time of used skill with n% probability 0.5% ~ 1%Preferred Option (Bottoms)- Polarization: Increase in hitting/hit damage by 0.5% ~ 1%- Increase damage to enemies with HP over 50% or below by 0.5% to 1%[119]Preferred Option (Gloves)- Increased
damage of Intense or Transcendent Skills by 0.5% to 1%- Increase damage of all party skills by 0.3% ~ 0.8%Preferred Option (Shoes)- Boss monster damage increased by 0.5% ~ 1%- Increase party movement speed by 0.3% ~ 0.8%- Increase party movement speed by 0.3% ~ 0.8%Replicator circuitThe duplicate circuit is a rare circuit that only
appears in the T-type circuit. The duplicate circuit has the effect of duplicating the options and values of the normal circuit it is connected to by 50%. Since it is a T-type circuit, it can be connected to a total of 3 normal circuits, and if you duplicate 3 circuits that are 1% of the general maximum value of the normal circuit, it can be operated as a circuit
with a maximum of 1.5% . This circuit is absolutely necessary for the highest point of the amplification circuit. To achieve the highest point, 6 circuits are needed for each section, a total of 24 circuits. The circuit board that achieved the highest efficiency using the duplicate circuit is the image above.Popular circuitThis is a circuit that Hiban is selling
for 5 million ED. As the name suggests, it is a popular model, and there are only I and L types. The color, part, and shape can be selected, but the option is only for completing the circuit, which is a basic attack power of 10. In fact, it is not used unless it is used as a green set option can.Since it would be too long to list all the circuit option effects,
please check the homepage guide .Circuit Acquisition SourcePopular circuit- Gathering Point: Purchase from NPC Haivan at the Steel Wall Temporary Basel-circuit, L-circuit- Serpentium Region General Dungeon Drop Reward- Serpentium Raid Clear Reward- Gathering Place: NPC Hiban Manufacturing at the Steel Wall Temporary BaseT-circuit-
Serpentium Raid Clear Reward-Doom Aporia Raid Clear rewardWhen you complete the 4-piece armor circuit with the same color, the set option is activated. The set effects are as follows.calculationRedAdaptability 2% (up to 55%)Buff - Increases critical damage of surrounding party members by 10% (does not stack)Each time you use Active and
Special Active Skills for 30 seconds 'Logic' effect (up to 20 stacks)When ‘Logic’ reaches 20 stacks, the ‘Derivative’ effect is acquired.Logic: Physical/magical attack power increases by 1.0% per stackDerivation: When [Item Special Function] key is pressed, all stacks of ‘Logic’ are removed and replaced with a ‘Reset’ effect that lasts for 5
seconds.Reset: Master skill/hyper active skill damage increases by 500% and potion recovery effect received decreases by 50%. No logical effect can be achievedThe existing Hongyehangma - It is close to an option for users who adopt the attack options of Dan and Tenebros. With the 'Logic' effect, you can always enjoy the effect of increasing attack
power by up to 20%, and some characters can aim for a powerful lower attack and Mark skill burst damage with the 'Extraction' effect.Before the blue equipment was improved, it was close to high-performance school uniform equipment, but the adoption rate went down due to the transformation of the blue equipment. The biggest problems are
pointed out to be two things.The 'reset' effect is only demeritfulNo matter how high the figure is 500%, most characters' hyper active and master skills deal significantly low damage due to their long motions and low gang performance. In other words, most characters are meaningless options in the current meta. Rather, if you use the 'Reset' effect,
all 'Logic' effects that have been warmed up for close to 20 seconds will be reset . Unlike blue and green equipment, where all options have great merit, one option can be seen as being completely neglected as a problem.Difficulty using antenna earringslt is difficult to use antenna earring for red equipment due to problems with preheating and 'reset’
effects. Since the antenna earring's damage increase is close to 8%, not being able to receive it effectively is a huge disadvantage. However, if you use the 'Reset' effect to utilize this, the 20% increase in attack power of the 'Logic' effect disappears, so there are many difficulties in using it.It was an equipment that compensated for these major
shortcomings with the high point of the 'logic' effect, but as the blue equipment received great improvements and the low points, high points, and convenience all skyrocketed, it showed a disappointing performance in competitiveness.Nevertheless, there is no advantage at all, but unlike the blue that depends on the 'wall' effect, it can always extract
constant and stable dealing performance. Since the options of the top are generally adopted, the damage itself is stronger than the set options. Since one damage is definitely strong, the 'complete' effect of green equipment can be received more efficiently compared to blue equipment. The preheating and low highs are possible in the third stage of
the orchestra hall of Surpentium Raid, a common end content, so it is considered a little more efficient than the blue equipment for the dungeon.cycleblueAdaptability 2% (up to 55%)Buff - Increases critical damage of surrounding party members by 10% (does not stack)Obtain the ‘flow’ effect when entering a dungeon.When the skill cooldown reset
effect of the armor is triggered while the 'Flow' effect is present, it changes to the 'Resistance' effect. When the skill cooldown reset effect of the armor is triggered while the 'Resistance' effect is present, it changes to the 'Flow' effect.Flow: Skill cooldown time reset probability +8%, Special active skill cooldown time acceleration 1.2 timesResistance:
Skill cooldown time reset probability +8%, all skill damage 16%This is an option for users who choose the cooldown time option for the existing Hongjehangma - Wall and Tenebrous armor. In Hongjehangma and Tenebros, this effect can only be enjoyed up to 20%, but in Exascale armor, if you add up to 18% of the maximum value of the amplification
circuit and 8% of the cycle set option, you can aim for a whopping 26% reset probability.Of course, the 'wall' effect is good, but surprisingly, the key is a different effect. It is also a great advantage to be able to use the excellent options of 1.2x cool acceleration and 16% modem reduction by going back and forth between flow and resistance at all times
without preheating. In addition, only blue equipment can use antenna earrings, so you can receive an 8% modem buff effect almost at all times, so even occupations that were prone to the existing 'wall' effect can consider using that equipment instead of red equipment. The value is higher compared toHowever, it is not entirely without its drawbacks,
as it depends on the probability of the 'wall' option and goes back and forth between 'flow' and 'resistance’, so you cannot make the play according to your intention. Because the lowest and highest points must be left to luck, the difference between low and high points due to equipment tends to be more unstable compared to the existing ‘wall' option
equipment. In some ways, there is a strong feeling that an unstable structure is being suppressed with fraudulent option figures. Also, as it is a 'wall' effect device, efficiency is only achieved when the circuit value is high, so when the circuit value is low, the high point is not as good as expected. The biggest problem is that in Stage 3 of the Orchestra
Hall of the Serpentium Raid, which is a common end content, the 'Complete' effect of green equipment is not received better than that of red equipment, and it is difficult to properly use the 'Wall' effect, which is the core of the equipment, so it is limited to that dungeon. It is less competitive than red equipment. Due to the nature of blue equipment
that requires an antenna earring, without an antenna earring, it is less competitive than red equipment in long-term dungeons.The management team may have been aware of the poor performance in the early days even though it was improved along with red and green, and the 'Antenna Earring', a raid accessory that appeared with the launch of
Serpentium Raid, is a high-performance raid accessory that is only for blue equipment and can actually operate properly only blue equipment. It was released. Wearing this accessory can provide similar efficiency to red equipment, assuming there is no green set option, but the biggest problem is that many people said it was disappointing due to the
green set effect, but additional improvements succeeded in turning it into a complete transformation.restoregreenAdaptability 2% (up to 55%)Buff - Increases the physical attack power of surrounding party members by 10% (does not stack)Buff - Increases magical attack power of surrounding party members by 10% (does not stack)When starting a
dungeon, gain the 'Repair' effect for 60 seconds.When the 'Repair' effect ends, it changes to the 'Bridge' effect.If you press the [Item Special Function] key while having the 'Bridge' effect, the effect changes to 'Complete’ for 10 seconds.When the 'Complete' effect ends, it changes to the 'Repair' effect for 60 seconds.Repair: Damage received reduced
by 12%Bridge: When the effect is acquired, a shield equal to 30% of maximum HP is given to allies in the surrounding area once (shield duration: 10 seconds)Complete: Increases the movement speed of allies in the surrounding area by 15% for 10 seconds. The cooldown for skills registered in the transcendence skill slot is 0.5 seconds, and the effect
ends when used 5 times (Complete buff is not reapplied for 60 seconds)This is an option for 'Nok-Hill' users who used the existing Hongyehangma - Green related options. In the existing Hongyehangma and Tenebros, Nok-Hill users often used the party critical damage effect, and the party physical/magical attack power was often used by other



characters, but as the party critical damage effect was changed to red and blue options, Nok-Hill users started using the party physical/magical attack power option.Unlike red and blue, which have a lot of risk, the difference between green is that it has no risks and only good effects. The 'Repair’ effect, which increases the survival of the user himself,
and the 'Bridge' effect, which is small but also increases the survival of other party members, are good, but the key is the complete effect that can be activated every minute. The complete effect changes the skill cooldown of the transcendence skill slot to 0.5 seconds for a whopping 10 seconds, and the skill can be used up to 5 times. Also, since the
change is to 0.5 seconds, skills that are already on cooldown will also be changed to 0.5 seconds.As a side note, similar to the red equipment, there is also a drawback in that the antenna earring cannot be fully utilized.The System Chip Tuning System is a system that inherits and strengthens the modification using the Harkonium Tuning Reactor of
the Tenebros Armor. System Chips can be obtained from the Serpentium Raid, and are obtained in an unsealed state when first obtained.The acquired chips cannot be equipped directly on armor, and must first be used for chip tuning through Hiban at the Gathering Point: Steel Wall temporary base. Think of chip tuning as directly performing the
option appraisal process for the Harkonium Tuning Reactor.Just like the Harkonium Tuning Reactor in the image above, there are 'merit options' and 'demerit options' in chip tuning, and when you click the tuning button, success or failure occurs depending on the success probability written. A total of 10 tunings are possible, and the fee increases
depending on the number of tuning attempts, and if all 10 tunings are performed, a total of 55 million ED will be consumed. Tuning starts with a 50% probability, but if it succeeds, it decreases by 10%, and if it fails, it increases by 10%. However, the success probability does not exceed a maximum of 70% and a minimum of 30%.Up to 10 tunings are
possible, and system chips that have completed all 10 tunings can be equipped on armor. System chips equipped on armor alone have no effect, and like the Harkonium Tuning Reactor modification, the option will be unlocked only when system chips are equipped on all 4 armor pieces.The numerical increase amount is different for success and
failure. Based on the maximum merit option of 10%, 1~6 is 0.5%, 7~8 is 1%, 9 is 1.5%, and 10 is 2.5%.[120] The disadvantage option, on the other hand, goes up by 2% for 1~2 strong, 1% for 3~4 strong, and 0.5% for 5~10 strong.System chips are randomly assigned options when acquired, and the values are determined through direct tuning. The
preferred options are as follows:Preferred Chip Optionrisk options- Reduced damage taken from bosses -2% to -12%- HP -2% ~ -12%- Damage reduction -2% to -12%Merit Option- Continuous damage of 1% to 10% for 3 seconds equal to n% of the damage inflicted when hitting- Polarization: Increased damage from hits/attacks by 1% to 10%- Increased
damage from Intense or Transcendent Skills by 2% to 14%- Increase damage to enemies with HP over 50% or below by 1% to 10%lIn fact, it is an option that has become more uniform than modification. Merit options can be adopted if the switching equipment is used in the case of polarization or river and reversed switching options. In many cases,
most of the problems are actually adopted with overwhelming options. The options that are not the bold bodies below can be selected as one or two options that can be selected as optionally when other stats are needed after a certain amount of blood.It is evaluated as a system similar to the ability stone crafting system of Lost Ark , but it is said that
only the bad points are copied. In fact, it has the fatal problem that, just like ability stone crafting, there is no ceiling, and you can only rely on the probability that changes depending on success and failure. Just like the original, it is realistically very difficult to obtain a chip that has succeeded more than 8 times in system chip tuning, and the tuning
itself costs a lot of ED, so the cost is incomparably unreasonable.The existing Tenebros armor modification system was also evaluated as having a considerable amount of damage increase, but this chip system shows a damage increase that overwhelmingly exceeds that.[121] Instead, as the compromise increases, the demerit level also increases, so
there seems to be a need for good coordination.If you make good use of the highest-value circuits and replication circuits to complete the highest-point settings, you can expect a tremendous damage increase rate that can be made into the existing Tenebros armor . However, even considering that it is new equipment, there is the problem that the
farming difficulty is extremely high to the point that there is no answer.Absence of a dungeon for farming materials for re-refiningJust like the existing Tenebros equipment, you can obtain 500 Refined Exichels as a daily reward, but the average refining period is shorter than the existing Tenebros. However, there are no farming dungeons such as the
existing Elrianod City, Icerate Abandoned Factory, or Mad Concert where you can farm the additional material Jetrium Ore . Even in the standard dungeons of Fake City, Dummy Factory, and even Madame Core's Garden where you need the entrance material, the Jetrium Ore supply is very poor. Of course, unlike Tenebros, it has the advantage of
being used only as a refining material and not utilized in other systems.The supply of amplifier circuits is woefully inadequateCircuit sculptures are probabilistically dropped in all areas of Surfentium, but the supply is too low. In the garden of Madame Kore, where the invitation is included, only three to four drops are dropped in the second half of the
300% drop rate. Serpentium raids can be supplied with repeated clear rewards, but the basic acquisition is small, but the raid dungeon does not apply the drop rate, so the supply and demand are low. The problem is that the main circuit, the T -type circuit , falls only in the three stages of Surpentium Raid, and it is not a definite drop, and it is a
structure that cannot be diluted. Since then, Madame Kore's garden has been improved to double the circuit drop rate in its own, and it has been slightly improved as it is patched to obtain the T -shaped circuit as a weekly reward in Serpentium Raid and Doom Aporia Raid.Problems with the amplifier circuit option feelingSince the supply and demand
are small and there are many options, the probability of a junk option appearing when actually appraised is very high. Even the valid options are distributed from 0.5 to 1%, and the probability of a low value appearing is set overwhelmingly high. The highest value of 1% or the replication circuit is not available in the first place, regardless of the price.
Furthermore, the I-type circuit is used for cost-effectiveness and is not used at all in the final circuit setting, so only the L-type and T-type are used. Because of this, you have to overcome the triple probability of a valid option appearing with a high value in the already small supply or collect a total of 60 pieces, 12 L-type and 48 T-type, by paying a
high price on the bulletin board.Problems with system chips and tuning systemslt's a similar system to Loa's stone carving, but the problems are much worse. Ability stones are available in large quantities, and depending on the user's choice, you can use them as terminal stones if you get a decent cost-effective stone, but tuning chips can only be
obtained from the Serpentium raid, and you have to match all 4 parts. The options that appear when you acquire and appraise them are also random, but what's worse is that the probability of 10 successes in the subsequent tuning is 0.0013122% . There is an option to purchase and install a chip that has been tuned to some extent, but for now, the
supply is low, so it's literally worth it. In addition, the system chip is designed so that the merit option has a low value in the beginning, and the demerit option has a high value in the beginning. If you look at the fact that a chip that has been successfully completed 8 times has a merit option of 6%, but a chip that has been successfully completed 10
times has a merit option of 10%, you can see how viciously it is designed.Performance of equipment that changes too frequentlyExascale armor has unprecedentedly frequent changes to set options. In particular, the change in the 'Circulation' set is noticeable. The initial 'Circulation' set had poor performance, which even users who used the existing
'Wall' avoided, so most users changed to the 'Operation' set despite the inconvenience. The settings were correct, but with the reorganization of the 'circulation' set and the release of antenna earrings, they showed a tendency to literally use the advance team users as lab rats. As a result, immediately after the reorganization, it was known that the
circulation had both high lows and high points, so the price of the circulation set circuit skyrocketed. However, as it was revealed again that the calculation had high highs, users who had set the 'circulation' set became like lab rats.Character distinctions still maintainedThis is a problem that has persisted since the Tenebrous Armor and is one of the
main reasons for increasing the barrier to entry. Tenebrous armor had the advantage of being a common warehouse in the early days, so unlike Hongye Port Demon, it had the advantage of being able to be used with the same characters, but Exascale armor had a circuit problem and the range of characters that could be used was further reduced.In
this way, there are many painful problems in the entire process of making equipment, such as extremely small supply, probability issues, and the absence of a ceiling, and the cost and time to match have increased astronomically. As a result, currently, exascale equipment has not been distributed at all except for one side using restoration equipment
when dealing extreme damage to bosses based on 2-kills, and unless the basic farming structure is completely overhauled in the future, it is expected that it will gradually and slowly spread until at least after the Serpentium region. Even then, many people say that we will never see extreme options until the end of service.New weapon came out with
the addition of Doom Aporia Raid on February 27, 2025 . The magic stone slot is the flame of condemnation -the weapon of the mine, the remnants of the confession -the weapon of the chamber, the sediment of the abyss[122] As a result, horsepower can be moved by replacing raid rewards. In addition, it is possible to upgrade the weapon through the
quest , the same as the horror and abyss .The imprinting options can be assigned three, the same as the horns and abuse.The reinforcement effect, which continued from Apomu to Abyss, has been eliminated. Thanks to that, the basic performance is rather than the abuse, but the system that will cover it is the 'optional conversion' system that will be
described later.The fixed effect is as follows.fixed effectAdaptability +5% (up to 55%)MP consumption -8%The flame of condemnation -Mine's weapons, the sediment of the abyss -the basic effect, like the weapon of the ghost. In the past, the MMAm levels increased to 8%, such as the remnants of the confession.The growth effect is as follows.growth
effectgrowth stageadditional effectLevel 130% chance to hit special active hits (50 seconds waiting time for recurrence) (dungeon) , all skill damage +15%Step 2Physics/Magic Attack +Lv15Step 3All skill damage +5%Step 4Physical/Magical Attack Power +Lv5Step 5Physics, Magic Attack +Lv5Step 6Sayong's breath> Sayong's endAs you grow, all
options are combined step by step. In summary, the combined options are physical, magic damage +25, all skill damage +20%, and special active hit with a 30% chance of being triggered by the dragons (50 seconds waiting time) (dungeon) .Overall, the sedimentation of the abyss -the weapon and options of the rocks are almost the same, but only the
physical/magic damage is increased by 5 levels.The strengthening effect disappears and the newly created will of the dragon -mortal weapon -only system.To summarize the system briefly, it is almost the same as the potential system of Maple Story . A total of four options can be granted, and 20,000,000 EDs are consumed every time. When
converting, you cannot choose the existing options and new options, and once you convert the spells in the space of space, you must forcibly use the converted options. However, if you use the 'Core Data Backup Module' that can be obtained from the tower of Yeongak or can be replaced, one of the options before and after the conversion can be
selected. The MapleStory is like using a core data backup module, or a red cube or a black cube.For all the options that appear, refer to the homepage guide .Basically, users' preferred options are as follows. The bold part is the most preferred option.Physics/Magic Attack Power per 1 Weapon Enhancement Figures -0.8% ~ 1.5%Weapon
Enhancement Number per physics/magic attack level -0.8 ~ 1.5Additional damage for 3 seconds for 3 seconds as N% of the damage caused by attack -5% ~ 12%Polarization: Strike/hit damage -5% ~ 12%All skill damage per 1 weapon reinforcement value -0.8% ~ 1.5%Critical Damage per 1 Weapon Enhancement Number -0.8% ~ 1.5%Physical/Magic
Attack% -6% ~ 13%Physics/Magic Attack Level -6 ~ 13Intense skill damage increases or transcended skill damage increased -6% ~ 13%Increased all skill damage -6% ~ 13%Critical Damage -6% ~ 13%When converting the options, four of the 20 options and the eight figures for each option are randomly assigned. Fortunately, both options and
numbers are the same probability, but there are so many cases, so you need to try to convert a lot to get a certain performance.Luckily, the options are lucky to be external with the effective options, but it may produce more efficiency than the existing reinforcement effect, but if not, it may be less efficient than the weapon of the previous weapon, the
weapon of the abyss, or it may be weaker.On June 28, 2018, with a major convenience reorganization patch, it was adjusted so that normal dungeon sets that could be obtained from Epic quest rewards or dungeons and were upgraded in the store would no longer drop, making it impossible to obtain.characteristicAdditional effects of set items are
applied only in dungeons, not in battles.It is not good to wear only 1 or 3 pieces because it is worn after seeing the additional effect of the set.The grade of an item is rare for non-upgraded items, and elite for upgraded items.Until June 28, 2018, it could be obtained through Epic Quest, but if you appraise the random option of the item with the
convenience patch, polarization on the top, such as hero and Elrianode equipment: Increased hit/hit damage (dungeon), all skills on gloves Damage increase (dungeon), recovery items for all equipment, item drops, critical damage increase physical, magic defense ignoring options have been improved, and all set items have been adjusted so that they
no longer drop.General Dungeon Set Equipment Listregionsetwear levelSet effects (upgrades in parentheses)Rubenred giant82: 10% chance to reduce damage by 20% when attacked (30% reduction)4: 5% chance of 1.5x crit (7% chance)5: 100% chance to reduce damage by 20% (50% reduction) when attacked by Poru-type boss
monsterselderbandit142: 5% chance to evade attack (7% chance)4: Increase Awakening duration by 20 seconds (30 seconds)5: Special Active Skill Damage +10%Elder Mercenary202: When attacked, 5% chance of +16 mana (+20 mana)4: Double ATK when hitting downed enemies (2.5x ATK) (Damage received from this effect does not exceed the
original damage)5: Damage reduced by 20% (50%) when attacked by traps in Besma areas such as totems and geysersBesmaRed Rock Chief262: Magic Defense 50, Physical Defense -20 (Magic Defense 70, Water Defense -15)4: Special Active Skill Damage +10%5: Magic attack power 500, physical attack power -250 (magic attack 600, water attack
-200)Nasod Miner302: Physical Defense 100, Magic Defense -40 (Water Defense 120, Magic Defense -30)4: Critical 3% increase (5% increase)5: Physical Attack Power 300, Magic Attack Power -100 (Water Attack 400, Magic Attack -100)Alterablack crow342: When attacked, 7% chance to reduce damage by 50% (10% chance)4 pieces: 50% chance to
resist status ailments of Slow, Fire, Poison, Electricity, Confusion, and Curse (same)5: Increases crit by 6%. (7% increase)Altera382: When attacked, 5% chance of +16 mana (4+20 mana)4: When attacked, 5% chance to become super armor and 30% damage reduction (8% chance)5: Double attack with 4% chance (6% chance)paytaFeita Royal
Knight422x: 25% chance to resist Curse and Poison (50% chance)3: All property attack chance +0.5% (+1%)5: 3% chance to launch a ghost on hit (5% chance)BelderBelder Militia4d62: When attacked, 25% chance of curse, ice resistance (50% chance)4 pieces: 10% chance of +16 to Mana when hit (20)5: Physical and magic attack power +100
(+150)Glitter Hunter502: All Elemental Resistances +5 (All Elemental Resistances +10)4: 50% chance of press resistance, 50% chance of confusion resistance (100% chance), special active skill damage +10%5: 4% chance of lightning strike (6% chance)Hamelhuge snowfall562: Awakening Charge +3% (5%)4x: Water Resistance +150 (+250)5: 3%
chance to launch ice sting on hit (5% chance)big flame2: Awakening Charge 3% (5%)4x: Fire Resistance +150 (+250)5: 3% chance to fire a fireball on hit (5% chance)split chaos602: HP increase +5% (10%)3x: +100 (4+200) Nature Resistance4: Special Active Skill Damage +10%5: Earthquake (+5%) with a 3% chance when hittingtwisted wind2: HP
increase +5% (10%)3x: Wind resistance +100 (+200)4: Special Active Skill Damage +10%5: 3% chance of blast when hitting (+5%)sanderblack rock642: Wind resistance 50 (100)4 pieces: 10% chance when attacked, MP +16 (20)5 pieces: 2% (5%) action speed, 3% (5%) chance to summon a rock when hittingsandstorm2: Wind resistance 50 (100)4
pieces: 10% chance when attacked, MP +16 (20)5 pieces: 2% (5%) action speed, 5% (7%) chance of summoning a sandstorm when hittingFallen Behemoth682: Wind resistance 50 (100)4 pieces: 10% chance when attacked, MP +16 (20)5: Increases damage by 1.5 (2) times when attacking an enemy in a downed stateDemon Guard2: Dark attribute
resistance 50 (100)4 pieces: 10% chance when attacked, MP +16 (20)5: Increases damage by 1.5 (2) times when attacking an enemy in a downed stateLanoxlatent flame722: Action speed 3% (5%)3: Fire property resistance 100 (250), if you get a status abnormality, mana recovery speed increases by 5 (7) per second for 10 seconds.4ea: HP increase
+17475 (+34950), 7% (10%) chance when attacked, heat runaway (burn for 10 seconds + super armor + attack power +15%, up to 3 stacks)5 pieces: 5% (7%) chance to fire a fireball when hitting, 2% (4%) chance to explode a meteor when hitting, (creates fire rain with a 2% chance when hitting)Roaring Berserker762: Action speed 3% (5%)3: Fire
property resistance 150 (250), Blaze effect activation rate +3% (5%), 10% chance when attacked MP + 15 (20)4: HP increase +24500 (+36750), all property resistance +200 (250), all property effect activation rate +5% (7%)5: When attacked, 5% (10%) chance to release the energy of anger (surrounding damage + 100% crit buff for 5 seconds), 7%
(20%) chance to gain berserker's energy when hit (up to 3 stacks) , Double Attack +10%, Movement/Movement +10%, Defense -33%)Elysiondision horsepower842 pieces: HP increase +6725 (13450), light property resistance +50 (100)4: Additional damage 1% (3%), Awakening charge speed +1% (3%), All property effect activation rate +1% (2%)5:
Critical 2% (4%), Cube Explosion with 5% chance on hit (Dungeon), (When hit, 10% chance to activate Discion Magic (Dision Magic (damage reduction 40% for 5 seconds, MP 10 per second) Significantly increases acquisition, movement/jump speed)))Hernasid Guards892: Physical/Magical Defense +0.5% (3%), Light Property Resistance +50 (100)4
pieces: Physical/magic attack power +1% (3%), action speed 1% (2%)5 pieces: 2% (4%) maximization, 10% (20%) chance to summon Hernasid Bow when hittingEquipment that comes out with a certain probability when you open a beginner, intermediate, or advanced adventurer's cube. As much as one set effect is terrifying, but it's pure luck to get it
and money goes in terribly, so it's just treated as missing equipment. It doesn't look good, so just don't touch it.characteristicThe top and 4-piece effects have a damage increase option for certain skills.Since it is a unique level, there are 4 magic stone sockets for weapons and 3 sockets for equipment. However, the addition of triple attributes (armor
is dual) is possible only with a mysterious soul set or higher.When opened, it comes out in a sealed state and can only be traded twice, once with a golden foot print.As for the appearance, it feels like the existing set items have been unified with similar colors only by changing the combination of equipment and weapons. Since the exterior is basically
decorated with avatars anyway, it seems that he did not feel the need to design it again.Cube Set Equipment Listappearance cubesetwear levelSet Effect / Special Effect on Topbeginnersoaring couragel82: All attribute resistance +30 / Awakening charge speed 5%3 pieces: 5% dodge / 4% hit4: Active skill damage +10%5: 2% chance double
attackTop: Special Active Skill Damage +5%ferocious raid282: All Elemental Resistances +503: Double damage when attacking downed enemies (Dungeon)4: Special Active Skill Damage +10%5: 2% chance double attackTop: Active skill damage +5%wild chaser382 pieces: 50% chance to resist Fire / Poison / Curse3 pieces: 10% chance of reducing
damage by 50%4: Special Active Skill Damage +10%5: Double attack with 3% chanceTop: Active skill damage +5%Middle classmystic soul482: When attacked, 10% chance MP +10 (Dungeon)3: When attacked, has a 10% chance to become Super Armor for 5 seconds and reduces damage received by 30% (Dungeon)4: Special Active Skill Damage
+10%5: 4% chance of double attackTop: Special Active Skill Damage +5%elements that explode582: All Elemental Resistances +453: 3% Chance Lightning Strike on Hit (does not stack) (Dungeon)4: Special Active Skill Damage +10%5: Cast Ice Nova at 5% chance when hit/ Ice Sting/Fireball launch at 2% chance when hit (Dungeon)Special Active
Skill Damage +5%mysterious longing682: All Elemental Resistances +403 pieces: 3% chance MP+5 on hit4: Hyper Active Skill Damage +10%5: On hit, 5% chance to summon 'Balak’, the mysterious lord of desire (Dungeon), 3% chance double attack (excluding special actives)Top: Special Active Skill Damage +5%seniorElemental Stone of Chaos782:
All Elemental Resistances +503: Accuracy +1250, 2x damage increase when attacking downed enemies (increased damage does not exceed attack damage in normal state) (Dungeon)4 pieces: Special active skill damage +10%, mana recovery speed increases by 2 per second for 5 seconds when affected by status abnormalities. (does not overlap)5:
When hitting, 3% chance of fire (Dungeon), When hitting, 3% chance of Ice Arrow (Dungeon), When hitting, 3% chance of Light Orb (Hit + Recovery), When hitting, 3% chance of Dark Sword, When hit, 3% chance to create breeze energy (+5% action speed for 10 seconds, range buff, max. 3 stacks) (does not overlap), 3% chance to create a flame
zone when hit, 3% chance to inflict cold when hit Eruption, 3% chance to release poison when hitTop: Special Active Skill Damage +5%, Hyper Active Skill Damage +10%transcendent key code852: All element resistance +25, all element activation chance +2%3 pieces: Critical 3%, physical defense +2%, magic defense +2%4: Special Active Skill
Damage +10%, Physical Attack Power +2%, Magic Attack Power +2%5: 2% chance of wound when hit, 2% chance of gust of wind when hit, 2% chance of starlight strike when hit, 3% chance of cube explosion when hit, 2% chance of activating Decion magic when hit (Decion) Horsepower (40% damage reduction for 5 seconds, 10 MP per second
gained, greatly increased movement/jump speed)Top: Hyper Active Skill Damage +10%]It has the same appearance as the current secret dungeon equipment, but the options are separate equipment. (Gu) in the paragraph is pasted to distinguish it from the current secret dungeon equipment, and (gu) is not attached in front of the actual old secret
dungeon equipment. For current equipment, see the secret dungeon equipment paragraph above.It was the easiest first set of equipment to match. You can upgrade in order of Elite, Unique (Enhanced), and Unique (Maximized). Elite and unique (enhanced) equipment was dropped from secret dungeons in the form of cubes, and since they could be
traded, they were easily obtainable from the bulletin board.Through the Secret Dungeon Epic Quest, I was able to acquire an elite-level secret dungeon weapon cube, secret dungeon armor-only enhancement amulet Lv.8, and secret dungeon weapon-only enhancement amulet Lv.8.There are 7 sets. The set effect of each equipment can receive the
effect of the concept suitable for the corresponding secret dungeon. Depending on the effect of the 5-set option, the concept of each set is more clearly divided. Mech MK-5 is Defense, Dragonic-Fear is Critical and Explosive upon Awakening, Alterasia TYPE S is Speed, Glitter Warlord is Activation Effect, Ancient Noble Guardian is Balance, Sand
Tempest is Holding, Dark Force Slayer is Skill Rampage can see. The detailed effect is described below.equipment maximized[123] As a standard, it consists of a top, bottom, gloves, shoes, weapons, and accessories as one set, and there are up to 6 set effects. Up to 5 set effects, there are special effects for each dungeon , and 6 set effects have the
effect of summoning the boss of each beadon to provide support. However, the power of support attacks is not good, so there is no need to have all 6. By taking advantage of the fact that the parts of the accessory are different, it can be equipped in a complex way.Upgrades could be done at weapon merchants in every town with a secret dungeon. I
used the Fragment of the Barrier and the El Reward.The materials required for upgrade by part and grade are summarized in the table below. Unexpectedly, a lot of magic crystals were involved, so it was easy to upgrade only when the equipment obtained in the normal dungeon was disassembled.partElite - Unique (Enhanced)Unique (Enhanced) -
Unique (Maximized)weapon2 El Rewards, 50 Barrier Fragments, 960 Magic CrystalsEl Reward x2, Barrier Fragment x50top2 El Rewards, 30 Barrier Fragments, 280 Magic CrystalsEl Reward x1, Barrier Fragment x50pants2 El Rewards, 30 Barrier Fragments, 280 Magic CrystalsEl Reward x1, Barrier Fragment x50Gloves1 El Reward, 20 Barrier
Fragments, 280 Magic CrystalsEl Reward x1, Barrier Fragment x50shoes1 El Reward, 20 Barrier Fragments, 280 Magic CrystalsEl Reward x1, Barrier Fragment x50accessory2 El Rewards, 50 Barrier Fragments, 280 Magic CrystalsEl Reward x2, Barrier Fragment xX50When upgrading, the equipment wear level limit has risen.parteliteUnique
(Enhanced)Unique (Maximized)weapon788085top707285pants727485Gloves747685shoes767885accessory7880851t was possible to enchant secret dungeon weapons (using the magic stone dropped in the Vanimir area), but it was not necessary.Since it was a secret dungeon equipment before the reorganization, random options from normal
dungeons, hero dungeons, and el tier pieces did not appear at all. Therefore, since the efficiency of normal dungeon equipment was better than that of secret dungeon equipment, unless you looked at the secret dungeon set effect and matched it, only the weapon was set to maximized, and after wearing appropriate general dungeon armor, headed to
the hero dungeon .[124]In addition, from the alchemist in each village, 10 fragments of the barrier, 10 magic stones, and 10 advanced magic stones could be used to manufacture a special magic stone, a dual magic stone . The main magic stones produced were the dual magic stones of hunting and dual magic stones of growth , and these magic stones
could be upgraded with a 60% chance through El reward . Currently, it can only be obtained and manufactured in Heroic Dungeons.The set effects of each equipment set are as follows.Mech MK-52Additional damage 3%, HP increase +81604 piecesPhysical and magic attack power increased by 2%, physical and magic defense power increased by
2%5 piecesWhen attacked, 7% chance to increase physical/magic defense by 1.5x for 5 seconds (does not activate again for 5 seconds)100% chance when attacked when HP is below 35%, Critical Resistance +100%, Additional Damage Resistance +100%, MP Acquisition +15% for 5 seconds(does not activate again for 10 seconds)Max MP +10%6
pieces2% chance to summon Nasod Inspector on hit[125] (Dungeon)Since there are many options that activate when hit and the probability of activation is not low, the effect is good. Not recommended in dungeons.Dragonic-Pier26% crit4 piecesPhysical and magic attack power increased by 2%, physical and magic defense power increased by 2%5
pieces5% chance of hitting flames when hittingAwakening Charge Rate +10% during AwakeningActivates the energy of anger for 7 seconds upon awakening (Critical +100%) (does not activate again for 30 seconds) (Dungeon)Activates the energy of anger for 7 seconds upon awakening (Critical +20%) (does not activate again for 30 seconds)
(PvP)Increases critical damage by 20% for 7 seconds upon awakening (does not activate again for 30 seconds)6 pieces2% chance to summon Ancient Bone Dragon on hit[126] (Dungeon)The Dragonic-Fear set is quite popular. It seems that it is because the moment of awakening is possible, but in fact, it is difficult to say that it is that good. In order to
make the most of the effect, you have to try 'awakening'. To receive the effect every 30 seconds, which is the cooldown time, it is necessary to use other equipment unless it is a character such as Rage Hearts or Ain, who can awaken during awakening, or Add, whose awakening timing is very fast. Compared to that, the efficiency is not very
good.Alteracia TYPE S26% action speed4 piecesPhysical and magic attack power increased by 2%, physical and magic defense power increased by 2%5 pieces5% chance MP +7 on hitAccelerates for 7 seconds with a 3% chance when hitting (Action speed/MP gain greatly increases when hitting)All element effect activation rate +5%6 pieces2%
chance to summon Alterasia Type H on hit[127] (Dungeon)The increase in movement speed is very large, so considerable control is required. It is recommended to use it if you have the ability to cover very fast operating speeds. Instead, you have to make multiple hits using commands and actives that can easily satisfy the activation condition of only
3%. It is usually carried by former jobs such as Furious Blade or Immortal.Glitter Warlord26% extra damage4 piecesPhysical and magic attack power increased by 2%, physical and magic defense power increased by 2%5 piecesHuge Cauldron effect for 10 seconds with a 4% chance on hit (Giant, Critical +25%)5% chance to create Joaquin's Lightning
Cloud on hit5% chance to throw a Molotov cocktail on hitWhen attacked, 2% chance of Joaquin's magic shield effect (damage reduction 100%) (does not activate again for 5 seconds)6 pieces2% chance to summon hallucinatory Joaquin when hitting[128] (Dungeon)Currently, Elsword is not recommended in the skill spree meta. Even in battle, it is
difficult to benefit from the high multi-hit effect of each hit (side effects such as recovering MP from damage) and the very low probability of effect activation when attacked.Ancient Noble Guardian2Critical 3%, Damage Reduction 4.5%4 piecesPhysical and magic attack power increased by 2%, physical and magic defense power increased by 2%5
pieces7% chance when attacked, shield of iron wall (increases defense power) (does not activate again for 12 seconds)On hit, 5% chance for 12 seconds of magic cloak (MP recovery)5% chance to unlock potential when hitting (increase attack power)6 pieces2% chance to summon Corrupted Helper on hit[129] (Dungeon)Most of the set effects of
secret dungeon equipment have a very low probability but can interfere with combos, and considering that certain sets highlight only the strengths of one area, the probability is similar, but they do not interfere with combos and properly attack, It can be seen as a collection of practical performance that has all the performance of defense and MP
recovery. It's better than any other secret dungeon equipment, and it's worth it, so I strongly recommend it to beginner users.sand tempest2Action speed 3%, Awakening charge speed 6%4 piecesPhysical and magic attack power increased by 2%, physical and magic defense power increased by 2%5 pieces4% chance of sealing restraint on hit (Hold +
33% additional damage)On hit, 5% chance for 10 seconds of Silape's energy (movement/action speed increase)5% chance of blast when hitting6 pieces2% chance to summon a thought body of anger when hitting[130] (Dungeon)The increase in the acceleration effect is appropriate, so it is not difficult to control than the Alteracia set. In battle, you
can't carelessly float because of the restraining effect.dark force slayer2Hit MP Recovery 6%, Hit MP Recovery 6%, HP Increase 81604 piecesPhysical and magic attack power increased by 2%, physical and magic defense power increased by 2%5 piecesCreates magic orbs when hitting 7 times with Command/Active (max. 3)MP+10 when obtaining
magic orbs (does not reactivate within 10 seconds)When magic beads are consumed (consumed for special type attacks), all skill cooldowns are reduced by 7% (except Hyper Active/Heavenly Wisdom, does not reactivate within 3 seconds)6 pieces2% chance of summoning the shape of a mutant demon on hit[131] (Dungeon)When the magic marble is
created, it spins over the player's head like Lena's NF. After the magic ball is created, it reacts to the 'special active skill (it also responds to some actives or special effects)' and fires like Raven's core. do. Also, since it is cast immediately after the first hit, be careful that it is not very compatible with stun skills. It's not as rigid as the core.Secret
Dungeon Equipment List (before 2013-08-29)regionsetWearinglevelSet effects / weapon special effects (upgrades in parentheses)elderMech MK-240 (60)2: When attacked, 15% chance to inflict wounds on the hit enemy for 3 seconds (25% chance for 5 seconds) (Dungeon)3: Physical and magic defense +5%4 pieces: 10% chance of reducing damage
by 50% (Dungeon), HP +2055 (30% chance of reducing damage by 50% (Dungeon), HP +5910)5: When attacked, 10% chance to become Super Armor for 10 seconds (20% chance 15 seconds) (Dungeon)Weapons: 3% (5%) chance on hit to increase speed by 120%BesmaDragonic - Caligo46 (60)2: Increases mana regeneration rate by 1 per second for
10 seconds (1.5 per second for 10 seconds) (Dungeon) when affected by a status ailment.3: 6% crit4: 1% Critical, 2% Accuracy, 1.5x additional damage to downed enemies {Dungeon} (2% Critical, 4% Accuracy, 2x additional damage to downed enemies (Dungeon)5: Forms a barrier for 15 seconds that absorbs 30% of the enemy's attack damage with a
10% chance when attacked. It disappears after being hit 10 times or 15 seconds after being activated, and cannot be activated again for 15 seconds after being activated. (When attacked, creates a barrier for 15 seconds that absorbs 30% of enemy damage with a 20% chance. This will disappear after being hit 10 times or 15 seconds after activation,
and will not activate again for 15 seconds after activation.)Weapon: 3% (5%) chance to hit with flames on hitAlteraAlteracia TYPE-B50 (60)2: When attacked, 15% chance to remove 1 status ailment from you (activated once every 5 seconds) (30% chance to remove 1) (Dungeon)3: Increase speed by 3% (Increase speed by 5%)4: 10% chance of
recovering 10 MP when attacked, 5% double effect (same MP recovery effect, 6% double effect) (Dungeon)5: 7% chance of poison explosion when hit (15% chance)Weapon: 3% (5%) chance to create a poison cloud on hitBelderGlitter Alchemist56 (60)2: 2% chance of recovering 10 MP when hit (3% chance) (Dungeon)3 pieces: 3% extra damage (6%)4
pieces: physical attack power, magic attack power 1%, accuracy 2%, caterpillar 2% (3%, 4%, 3%)5: 7% chance to absorb life when attacked (maximum 2 objects) (15% chance) (Dungeon)Weapon: 3% (5%) chance to create curse cloud on hitSecret Dungeon Equipment List (before 2015-03-19)regionsetWearinglevelSet effect (based on
upgrade)elderMech MK-365 (70)2 pieces: +3% bonus damage +6% accuracy4 pieces: Physical and magic attack power +2%, physical and magic defense power +2%5: When attacked, 4% chance to increase physical/magic defense by 1.5x for 5 seconds (does not reactivate for 10 seconds), and reduces damage by 15/30% for 20 seconds (respectively
in battles/dungeons) (does not reactivate for 30 seconds) (Dungeon)BesmaDragonic-Origin2: Critical +6%4 pieces: Physical and magic attack power +2%, physical and magic defense power +2%5: Creates a shield that absorbs 30% of damage with a 5% chance when attacked. (Disappears after being hit 5 times or after 15 seconds) (Does not
reactivate for 15 seconds), Increases critical damage by 20% for 10 seconds upon awakening (Dungeon), Increases critical damage by 10% for 10 seconds upon awakening (PvP)AlteraAlteracia TYPE-E2: Action Speed +6%4 pieces: Physical and magic attack power +2%, physical and magic defense power +2%5: When attacked, 5% chance of mp+20
(Does not reactivate for 10 seconds), Awakening adds 20% chance of activating all attributes for 10 seconds (Dungeon), Adds 10% chance of activating all attributes for 10 seconds when awakening (PvP) )Belderglitter amethyst2: Additional damage +8%4 pieces: Physical and magic attack power +2%, physical and magic defense power +2%5: 3%
chance of stealing the health of 3 nearby objects when attacked (no stiffness, cannot be reactivated for 10 seconds) (does not overlap), recovers 10% HP immediately upon awakening'' (does not reactivate for 30 seconds) (dungeon ), instantly recovers 5% HP upon awakening (does not reactivate for 30 seconds) (PvP)Hamelancient guardian2 pieces:
Critical +3% Action Speed +3%4 pieces: Physical and magic attack power +2%, physical and magic defense power +2%5: 10% chance of damage reduction 20% (does not reactivate for 10 seconds), debuff removal upon awakening, MP +100 (does not reactivate for 20 seconds, dungeon), debuff removal upon awakening, MP +50 (recurs for 20
seconds) Not applicable, Daejeon)Secret Dungeon Equipment List (before 2016-05-19)regionsetWearinglevelSet effects (upgrades in parentheses)elderMech MK-475 (80)2: Additional damage +1.5% (3%), HP increase +3630 (7710)4 pieces: Physical and magic attack +1% (2%), physical and magic defense +1% (2%)5: 3% (7%) chance when attacked,
1.5x physical/magic defense for 5 seconds (does not reactivate for 5 seconds), 20% (100%) chance when attacked when HP is below 35%, 3 seconds (5 seconds) seconds), critical resistance +50% (100%), additional damage resistance +50% (100%), MP gain +30% (15%) when attacked, maximum MP +5% (10%) (recurrence for 10 seconds) does not
work)BesmaDragonic-Force2: Critical +3% (6%)4 pieces: Physical and magic attack +1% (2%), physical and magic defense +1% (2%)5 pieces: 3% (5%) chance of hitting flames when hitting, awakening charging speed +5% (10%) during awakening, activates the energy of anger for 7 seconds when awakening (Dungeon Critical +100%/PvP Critical
+20%) , Increases critical damage by 10% (20%) for 7 seconds upon awakening (does not reactivate for 30 seconds)AlteraAlteracia TYPE-R2: Action speed +3% (6%)4 pieces: Physical and magic attack +1% (2%), physical and magic defense +1% (2%)5: Accelerate for 5 seconds (7 seconds) with a 3% (5%) chance when hitting, MP +5 (7) with a 2%
(3%) chance when hitting (movement speed/MP gain greatly increases when hitting) , All elemental effect activation rate +2% (5%)BelderGlitter Berserker2: Additional damage +3% (6%)4 pieces: Physical and magic attack +1% (2%), physical and magic defense +1% (2%)5: On hit, 4% chance for 5 seconds (10 seconds) for 5 seconds (10 seconds)
Huge Cauldron Effect (Giant + Critical Increase 25%), 2% (5%) chance on hit to create Joaquin's Lightning Cloud, 2% ( on hit) 5%) chance to throw a Molotov cocktail, 1% (2%) chance when attacked, Joaquin's magic shield effect for 3 seconds (5 seconds) (damage reduction 100%)Hamelancient royal guardian2: Critical +1.5% (3%), Damage
Reduction +2% (4%)4 pieces: Physical and magic attack +1% (2%), physical and magic defense +1% (2%)5: When attacked, 4% (7%) chance of 7 seconds (12 seconds) for 7 seconds (12 seconds), shield of iron wall (defense increase), 3% (5%) chance when hit, magical mantle (MP) for 5 seconds (12 seconds) recovery), 3% (5%) chance on hit for 7
seconds (12 seconds) to unlock potential (increase attack power)sandersand blast2: Action speed +1.5% (3%), awakening charging speed +3% (6%)4 pieces: Physical and magic attack +1% (2%), physical and magic defense +1% (2%)5: When hitting, 2% (3%) chance of sealing restraint for 3 seconds (Hold + additional damage 20% (33%)), 3% (5%)
chance of hitting Silape for 5 seconds (10 seconds) Energy (increases movement/action speed), 3% (5%) chance when hitting a blastWith the October 10, 2019 patch, equipment was reorganized to no longer appear in Hero Dungeon, making it impossible to acquire.After matching the secret dungeon equipment (or secret dungeon weapon and normal
dungeon armor), I headed to the hero dungeon to get the hero dungeon equipment. To enter Elrianode , you had to wear at least heroic dungeon equipment.Through the Hero Dungeon Epic Quest, I was able to acquire the Hero Dungeon weapon (Randomly acquire 1 of Rage, Intelligence, or Insight), Hero Dungeon Armor-only Enhancement Amulet
Lv.8, and Hero Dungeon Weapon-only Enhancement Amulet Lv.9 . .Even after the Elrianode armor was released, heroic dungeon equipment was used to be worn by fighting characters in raids, and it is still used. Unlike the Elrianode armor, which is the next level of armor, it can be stored in a public bank .[132]However, with the patch on October
10, 2019, hero dungeons no longer drop equipment and trade materials, and have been reorganized into dungeons for magic stone farming.When you acquire equipment, you can acquire three special options called hero effects . It is given at the same time during appraisal, and the following options are given according to each line.* First line: Hero
rankCurrently, it appears from rank 25 to rank 29.The higher the grade, the higher the stats of the equipment. Weapons prioritize grade, so wear a weapon with a higher grade.* 2nd line: special optionsIt is commonly called middle-of-the-road.There are various special options, there are options for each part of each part, and there are options that
appear in common parts.Among the common options, bold chains are effects preferred by users. Let's wear armor with options marked in bold.For weapons, the hero grade is the first priority, and the special option is the second priority. Like armor, special options are worn as options marked in bold in common parts.partoptionshamecommonlgnores
physical/magical defense6%~10%Damage to Boss6%~10%Damage from Boss-6%~-10%MP consumption-6%~-10%Flexible / Tough / Intense / Transcendent Skill Cooldown-6%~-10%Skill cooldown reduction after 10 hits6%~10%Damage received when HP is below 30%-6%~-10%Damage when attacking an enemy with less than 30%
HP6%~10%Damage increase proportional to lost HP6%~10%item drop rate6%~10%recovery item effect6%~10%Cooldown when defeating the Absolute-6%~-10%Debuff effect duration-6%~-10%topPolarization: Hit/Damage Damage6%~10%pantsBuff - Party Physical Attack Power6%~10% Buff - Party magic attack power6%~10%Buff - Party
Physical Defense6%~10%Buff - Party Magic Defense6%~10%Buff - Party Critical6%~10% Buff - Party Action Speed6%~10%DBuff - Party Additional Damage6%~10%Buff - Reduce party damage6%~10%GlovesAll Skill Damage Increase (Dungeon)28%~44%* 3rd line: specific skill damageWeapon is one of all the skills used by the character, and one of
the skills of all characters appears in armor.Increases the damage of appeared skills by 10%.There are 3 sets of hero dungeon equipment, and the effects of each set are as follows.Heroic: Fury Gear2Physical/magic attack power 5%, all skill damage 5%[133]ThreeCritical, maximization, action speed 5%[common]5 piecesAll skill damage 10%The fury
set is preferred by many users because it has the best damage increase option among 5 sets of hero equipment. Of course, you may think that there is a demerit because there is no MP consumption reduction or cooldown reduction option, but MP consumption reduction and cooltime reduction options have a maximum limit (up to 35%), but all skill
damage increase options have no maximum limit, so It is considered a good option.Heroic: Intelligence Gear2Physical/magic attack power 5%, MP consumption -5% (maximum 35%)ThreeCritical, maximization, action speed 5%[common]5 piecesMP consumption -10% (up to 35%)This set focuses on reducing MP consumption and is the second most
preferred hero dungeon equipment set after the Enrage set. If you use a lot of skills with heavy or fatal characteristics, you can feel a clear reduction in potion consumption during the dungeon compared to the rage set.Heroic: Insight Equipment2Physical/magical attack power 5%, cooldown time reduction -5% (maximum 35%)ThreeCritical,
maximization, action speed 5%[common]5 piecesCooldown time reduction -10% (up to 35%)This is the most abandoned set among the 3 hero sets, and it has a relatively insignificant cooldown reduction effect. However, most users do not fit one set into 5 parts.Anyway, if you match the hero dungeon equipment, you will go to Add's energy fusion
theory dungeon and farm the Apocalypse Type-Void weapon . If you wear an Apocalypse weapon, you cannot receive the effect of 5 sets, so you usually wear a mixture of 2 sets of equipment armor of rage and 2 sets of equipment armor of intelligence or insight . If you haven't acquired an Apocalypse weapon, equip two sets of weapons tailored to your
armor. If you match in this way, you can receive 10% of physical and magic attack power, 5% of all skill damage, 5% MP consumption or cooldown reduction, and 3 set effects of critical, maximization, and action speed by 5% .Even earlier, when Hero Dungeons had Normal Mode and Hell Mode, Hero-Guardian and Hero-Savior sets also existed. As the
two modes were integrated, only Fury, Intelligence, and Insight equipment could be obtained.Unlike the rage, intelligence, and insight sets, the set effect increases flexibility, toughness, intensity, and transcendent skill damage by 10% in the order of 2nd set > 3rd set > 4th set > 5th set. Other special effects were the same as the Fury, Intelligence,
and Insight sets. Since the difficulty of the Heroic Dungeon had been drastically lowered, no one tried to match it. Forgotten equipment after all. Hero dungeon equipment that is much better than space-time equipment, and now Elrianode equipment is out, it is a level of equipment that can be ignored. The weapon you get from this dungeon, the 4th
dimension weapon of time and space, is equivalent to the 22nd grade hero weapon . Also, hero dungeon equipment is a weapon that drops finished products, but unless you purchase construction equipment, you need to spend at least a week to get it right.[137] By the way, it is worth noting that at this point, users who have this weapon can enchant
it.[138]characteristicSince it was the equipment of the final specification, it was judged that the problem of 'expansion to max level - new construction equipment — labor again, current equipment is useless' was judged to be a big problem. This transferred most of the abilities of the most important enhancement values, sockets, etc. as it is.[140]
These upgrades disappeared after the release of higher-level equipment items other than construction equipment.By using 'Socket Extraction' on Glaive, it was possible to add options other than the hero grade among the hero effects from the hero equipment dropped from the hero dungeon to Henir's construction equipment with a very low
probability. When "Socket Extraction" is performed, the hero equipment disappears regardless of the success or failure of "Socket Extraction". If it fails, there is no change, and if it succeeds, an increase in specific skill damage or one of the remaining hero effects is applied to Henir's construction equipment. is granted. The number of sockets that can
be given to each piece of Henir's construction equipment is limited to one.As of November 2018, construction, especially in general mode, is not without people.[141] Even if solo play is almost half forced and turns into a party, if it's 2 rounds a day, you'll get a headache thinking about going through the dungeon again after finishing that round.
Making this here is a mockery of people, to the point that I can't stand it with my sane mind. Of course, the performance of the equipment itself is comparable to that of high-grade hero equipment. Under the same strengthening conditions, comparing the 4D weapon of time and space and the unique hero weapon of 25th grade, the 4D weapon of time
and space has higher stats. In addition, unlike hero equipment, construction equipment can be obtained every time you invest a few days, and random abilities are light enough to make a significant difference compared to hero equipment.[142] With the January 17, 2019 patch, Henir's construction equipment was reorganized so that it no longer drops
equipment crafting materials and can obtain Force skill-related items, and construction equipment also disappeared.Set effect of the final upgrade stage (limited to level 90)Henir: The 4th Dimension of Time and Space2All elemental resistance +100, all elemental effect activation rate +2%ThreeWhen hit or attacked, MP recovery +10%, additional
damage +5%4 piecesCritical/action speed +5%, damage reduction +10%5 pieces5% chance double attack, 10% physical/magic attack, MP consumption -5% (maximum 20%), all skill damage +5% (except hyperactive/heavenly love)There was a steel guardian/guardian and a dark guardian/guardian weapon. Eltrion, the Watcher of Steel, and Dravaki,
the Watcher of Darkness each drop with a very low probability. As the final level was extended, there was an event where you could upgrade your guardian weapon to a guardian weapon.At that time, the Guardian God's weapon was more efficient than the weapon of the 4th dimension of time and space.Please refer to that document for details .This is
equipment from areas prior to the Elianode area. Usually, equipment between +5 and +7 is dropped.However, with the patch on November 9, 2023, the existing general dungeon equipment was discontinued as equipment that grows in proportion to the character's level was given when clearing the Tree of E1.The number of random effects for each
level of general dungeon equipment can be checked in the table below.Number of random effects per levelitem gradenumber of random effectscommonOnerare2eliteThreeunique4 piecesln order to enter the secret dungeon with normal dungeon equipment, the recommended equipment random options are as follows.Common: Options obtained
through magic stone enchantment (critical, maximization, etc.), critical damageWeapon: Polarization: Increases hitting/hit damage, ignores physical/magic defenseTop: Polarization: Increased hit/hit damage, reduced skill MP consumption, increased damage to boss, decreased damage received from bossBottom: Reduces critical damage and skill MP
consumptionGloves: Increases all skill damageShoes: Increases damage to bosses, reduces skill MP consumption.It was completely changed with the reorganization on October 10, 2019. The upgrade function has disappeared and has been changed to a unique single grade, and it has been changed to a way to directly acquire a cube from a dungeon
boss, making it easier to set to the final stage. In addition, through Epic Quest, secret dungeon weapon cube , secret dungeon armor-only enhancement amulet Lv.8 , secret dungeon weapon-only enhancement amulet You can acquire Lv.9 . Armor can be obtained by going through the dungeon or[143] You can get it by purchasing it cheaply through
the bulletin board.After the introduction of the Teacher Po system, if you clear the secret dungeon Epic Quest, +9 reinforced weapons, armor, and all three accessories are provided.However, with the patch on November 9, 2023, the secret dungeon was changed to a pure ED and barrier fragment farming dungeon, and the secret dungeon equipment
cube was changed to not drop. Instead, the training route was decided to provide equipment that grows according to the user's level and use it until the maximum level.The set effect of all secret dungeon equipment sets is the same. It is a pity that the existing 5 set effects have been deleted. The special effect of summoning the boss of the set with a
2% chance when hitting, which is a 6 set effect, has been added to the fixed effect of the weapon.Regardless of which set of armor parts, if you wear 4 pieces, you can receive a set effect, and you can have 1 fixed effect and 1 random effect.[144]Weapon: Critical 5%, Critical 5%, 2% chance to summon the boss of the set[145] (Dungeon)Top:
Polarization: Hit/hit damage +6% (Dungeon)Bottoms: +6% damage to boss (dungeon)Gloves: All skill damage +25% (dungeon)Shoes: Ignore physical/magical defense 6% (dungeon)secret weapon2Critical, maximization, action speed +5%ThreeAll Skill Damage +5% (Dungeon)4 piecesPhysical/magical attack power +5%Secret dungeon accessories
have been reorganized so that you can receive +3% physical/magic attack power if you wear 3 of them regardless of the type.[146]secret trinketThreePhysical/magic attack power +3%At the time of release, there was a performance controversy. As the secret dungeon equipment was upgraded , the hero dungeon equipment was deleted and
reorganized to go directly to match the apocalypse weapon and the Elrianode armor. hunting was not easy.After reaching level 99, you can get all 4 parts while going through the Elrianode Epic Quest. It can also be made by giving 1 million ed per part and 30 pieces of Eltier fragment powder to Elrianode's equipment refiner.At first, Elrianode armor
has no stats, but it can have additional stats by assembling Eltier with Eltier pieces from Denif.Eltier pieces can be changed even after assembly. Be careful as the previously assembled Eltier effect will disappear.There are three types of Eltier pieces, red, blue, and purple, and among them, there are four types: Balance, Change, Destruction, and
Mastery.Each color affects only the set options described later, and there is no difference in other stats.Both Elrianode Armor and Eltier Pieces can be stored in a common bank.After the reorganization of Epic Quest, all 4 parts of +9 Elrianode armor are provided as a quest reward. Thanks to this, I was able to put at least two change tiers.Also, after
the permanent event, Mr. Po's reorganization, the existing epic quests have been deleted and all 4 parts of +9 Elrianod's armor will be provided under the same conditions as before. Also, all of the embedded Eltiers have been changed to powerful pieces that are suitable for the final setting .[147] All you need to get from Elrianode is Eltier fragments
for skill enhancement according to your job title and skill settings.Eltier Fragments are dropped when playing Elrianode Dungeon, and when disassembled, you can obtain 5 Eltier Fragment Powder for Elite and 10 for Unique. If you collect 100 of this powder and take it to the equipment refiner in Elrianode, you can trade it for an Eltier
piece.Preferred options are marked in bold.When assembling Eltier, 3 each of Balance, Destruction, and Skill, 1 to 3 changes[148] can be assembledWith the patch, Eltier pieces are changed to drop only unique grades, and elite grade Eltier pieces remain as relics.The Altier Piece of Balance plays a role in determining the Eltier grade of Elrianode
equipment, just like the hero grade of Hero Dungeon equipment.Depending on the grade, the attack power, defense power, and physical strength of the Elrianode equipment vary greatly, so it is recommended to match the 20th grade that appears in the elite class as much as possible.[149]optioneliteuniqueel tier ratingl ~2627~29The el tier piece of
change comes with an option coming out of the socket. Purple 'HP increase' used by battle users and red and blue critical damage increase used by dungeon users are not used well, so you can disassemble the rest.[150]In addition, if the armor is strong 9, the change option can be given 2 spaces, and if the armor is strong 10, the change option can
be given 3 spaces. For this reason, some users purchase Elrianode armor with basic options (without any Eltier fragment effects) that are reinforced or reinforced for 3 % of critical damage .optioneliteuniquecritical3%~3.5%4%maximization3%~3.5%4%Awakening Charge Rate3%~3.5%4%awakening duration4.5%~5.25%6%additional
damage3%~3.5%4%damage reduction3%~3.5%4%Hit MP Recovery3%~3.5%4%MP recovery from damage3%~3.5%4%motion speed3%~3.5%4%mobility9%~10.5%12%jumping power9%~10.5%12%HP increase13590~1585518120all attribute resistancel5~1720Physical/magic defense level4.5~5.256Critical Damage Increasel%~2%3%Eltier
pieces of destruction usually have each character's skill damage increase attached. Command damage increase is not used except for a few characters.It is not used except for each character's main skill.optioneliteuniquelncreases certain skill damage8%~10%11%~12%Command Damage Increase5%~7%8%~9%Command Damage
IncreaseReinforcement level%Skilled Eltier pieces come with special options. The Buff - Party ~ effect is applied to the entire party and is also applied to battles, so it is mainly used by combat users.Note that options that do not match the color may appear. For example, options marked in blue may come from red or purple tiers.However, using the
fact that most users wear a buff - party physical/magic attack power increase effect, they use the option to increase the damage inflicted on the boss on the lower part or buff - party action speed , intense / transcendent skill cooldown reduction . Buff - Party ~ effect is because only the highest level in the party is applied.Unlike hero dungeon
equipment, there is an option called N + Enhancement Value & NX Enhancement Value , which only comes out in Unique.When using it in a dungeon , it is recommended that you always wear gloves that increase all skill damage .[151]Among the common options, bold chains are mostly sold only when they appear in shoes. For the top, bottom, and
glove parts, it is better to wear or sell exclusive options that only appear in that area.In addition, certain options are available only in dungeons. For example, some options such as ignoring water/magic or reducing defense when attacking commands are only applied in dungeons.partoptioneliteuniquecommonlIgnores enemy's physical/magic
defense6%~8%9%~10%Damage dealt to boss monsters6%~8%9%~10%Damage taken from boss monsters-6%~-8%-9%~-10%MP consumption-6%~-8%-9%~-10%Flexible/Tough/ Intense/Transcendent skill cooldown-6%~-8%-9%~-10%Skill cooldown when hitting 10 times-6%~-8%-9%~-10%Damage received when HP is below
30%-6%~-8%-9%~-10%Damage when attacking an enemy with less than 30% HP6%~8%9%~10%Damage increase proportional to lost HP[152]6%~8%9%~10%item drop rate6%~8%9%~10%recovery item effect6%~8%9%~10%Cooldown when defeating the Absolute-6%~-8%-9%~-10%Debuff effect duration-6%~-8%-9%~-10%topPolarization:
Hit/Damage Damage6%~8%9%~10%Polarization: hit/hit damage [N + enhancement level]%2Buff - Critical of nearby party members6%~8%9%~10%pantsBuff - Physical attack power of nearby party members6%~8%9%~10% Buff - Physical attack power of nearby party members [N + enhancement value]%2 Buff - Magic attack power of nearby
party members6%~8%9%~10% Buff - Magical attack power of nearby party members [N + enhancement value]%2 Buff - Movement speed of nearby party members[153]16%~8%9%~10% Buff - Action speed of nearby party members [N + enhancement value]%2Buff - Damage reduction of nearby party members6%~8%9%~10%Buff - Party Magic
Defense6%~8%9%~10%Buff - Party Physical Defense6%~8%9%~10%GlovesBuff - Additional damage to nearby party members6%~8%9%~10%All skill damage increase28%~36%40%~44%Increases all skill damage [N * enhancement level]5shoesBuff - Maximize nearby party members6%~8%9%~10%When attacking with commands, defense
decreases by 5 seconds (10 stacks)0.5%~1.5%2%~2.5%When attacking with commands, defense decreases by 5 seconds (0.25X (enhancement value + N))1When assembling 4 or more pieces of the same color on Elrianode equipment, the set effect is activated.The set effect is different depending on the color of each elite piece, with red color
specialization, blue is magical attack, and purple is Daejeon specialization.For reasons such as job change, buff - party effect (enhancement value) option price difference, some wear the opposite color to their character. Might as well use this method.Purple is a set specialized for battles, but the effect is applied even if there is no battle, so it was used
cheaply. Of course, now Eltier pieces are dropped with their seals on, and the prices of red and blue are much cheaper, so there is no need to give up 5% of physical/magic attack power and 5% of all skill damage to match the purple set .However, since the release of the Gongchang, it has become useful for cost-effective combat equipment or for
digging potions of fighting spirit in battles.Elrianode Red2Physical attack power +5%ThreeMP consumption -5% (up to 35%)4 piecesAll skill damage +10%This set is specialized for physical attacks.If you assemble 4 or more Eltier pieces in red, a set effect will appear. (does not apply if other colors are mixed)Elrianode Blue2Magic attack power
+5%ThreeMP consumption -5% (up to 35%)4 piecesAll skill damage +10%A set specialized for magic attacks.If you assemble 4 or more Eltier pieces in blue, a set effect will appear. (does not apply if other colors are mixed)Elrianode Purple2Hit MP recovery, hit MP recovery +10%, all elemental resistance +100ThreeMP consumption -5% (up to
35%)4 piecesAll skill damage +5%, additional damage +10%, damage reduction -10%Among the three sets, El Tier pieces are the cheapest and are specialized for fighting. When you assemble 4 or more purple Eltier pieces, a set effect appears. (Does not apply if other colors are mixed)[1] 332,500 or more when participating as a search team
member[2] No public bank custody or transactions allowed[3] Over 1,425,000 when participating as a search team member[4] Over 4,750,000 when participating as a raid member[weapon] 5.1 5.2 Is not applicable[7] For example, it is possible to give a piece of equipment both fire and light attributes, but it is impossible to give fire and water
attributes together.[8] However, as an exception, among Tempest Buster's skills, there is a trajectory limited to Cannon Ball, and color change is also applied.[9] The amount of HP and MP absorbed is not affected by the increased damage from enhancement.[10] As attribute resistance decreases, it does not stop at 0 and goes down to - value, so it is
beneficial to reduce it to the highest possible value.[11] If you don't have to use piercing, you can do quadra frozen. However, there are many raid gimmicks using commands and active deals, so there are many times when it is necessary.[12] A representative example is the challenge mode. Since 3 or 4 people can go here, only the users in charge of
freezing are given shocks to prevent twists.[exception] 13.1 13.2 13.3 13.4 13.5 Excluding Awakening Charge Speed, Awakening Duration, Movement Speed, and Jump Speed[18] However, this is not very meaningful because in areas after Master Road, weapons of +11 or higher and high adaptability are essential. There is no major difference other
than being able to save a bit on user-limited goods that directly enhance.[19] However, in the case of blacksmith users, flu is not used by using Mithril when strengthening +7~+8 items in the blacksmith.[20] Used only when the item is destroyed.[21] If you want to know just how powerful Elsword's reinforcement system is, let's run the reinforcement
simulator. Even if you do a good job, if you are not lucky, you may not be able to get +11 even if you spend over 1 million, and if you are a non-paying user, you will have to spend years on end to get a +11 weapon.[22] +@ is the price of the ‘Spell of Blessed Restoration’. To prevent destruction, you must also have a blessed restoration spell book, but
it is not indicated because it is unknown how many will be destroyed during the strengthening process.[23] However, if you actually think about the actual reinforcement probability, the ceiling is quite high. The probability of +9>+10 is 1% and the probability of +10>+411 is about 0.7%, but the number of fluorine stones consumed is large compared
to the expected probability value. Moreover, there are no benefits such as doubling the gauge when using a hammer.[24] It is an image of a brilliant magic stone attached to a level 9 or higher punishment dance, spirit dance, and abyss dance.[Extinction] 25.1 25.2 25.3 25.4 25.5 Currently discontinued.[30] The past disk granting system has been
changed to the current magic stone system, and the disk has been changed to the concept of a magic stone exclusive to Apomu. Currently, it is dropped with all disks granted, so there is no significant advantage other than being able to replace some useless options.[expansion] 31.1 31.2 31.3 The magic enchantment slots for these weapons are
expanded. Flame of Judgment - Mine's weapons are expanded from level 9 and higher, and the rest are expanded to basics.[34] In the past, when disks were dropped in Apomu dungeons, you could make disks from alchemists, but when you tried to give this disk to Dangeunmu, a notification appeared saying that it was impossible because it was
exclusive to Apomu.[challengemode] 35.1 35.2 It can be obtained from .[37] The Abyssal Magic Stone was written without the same values as the Brilliant Magic Stone.[Experience] 38.1 38.2 38.3 38.4 Used for setting.[droprate] 39.1 39.2 39.3 39.4 Used for setting.[46] As you can see from the table, there are quite a lot of materials and ED. Even if
you go from stage 1 to stage 21 without failure, you will need 78,000 glakies or 117 red wine, 3,900 magic crystals, and 18,900,000 ED. Not even successful at once. It is fortunate that the reorganization of the Rigomor Quest has made Hong Ye-ju's supply and demand easier.[47] Abyssal Precipitation - This is the engraving slot for the Dark Demon's
weapon.[48] Refined 240,000, brilliant 1.8 million[example] Assuming that the red light conditions are 'when using a special active' and 'when using a transcendent skill' respectively, if the probability of indigo is the same when using a transcendent skill, even if only 'when using a transcendent skill' is activated, 'when using a special active' is also
triggered at the same time. It is activated.[brilliant] 50.1 50.2 50.3 50.4 50.5 50.6 50.7 Appears only on engraved stones.[refined] Appears only on engraved stones.[Choosel] 53.1 53.2 You can choose one of the two options according to your preference.[56] The probability is 30% for the 10th grade, 33% for the 11th grade, 36% for the 12th grade,
and 39% for the 13th grade.[increment] 58.1 58.2 58.3 The 10th class is 5%, the 11th class is 5.5%, the 12th class is 6%, and the 13th class is 6.5%.[64] Unlike Water Magic Attack and C-Dem, S-Dem increases damage only when you use a skill after activation, so if you set it to activate in the selected option, it will be activated on the main machine,
reducing the chance of losing your stamp.[65] For this reason, Apomu needs to be strengthened to 10 or higher.[essential] 66.1 66.2 I recommend making it first.[67] Since it is based on level 95, it is slightly less than 9% when worn by a level 99 character.[Recommendedl] Granted when running a raid.[recommendation2] Granted when the
corresponding stat is insufficient.[blue] 71.1 71.2 71.3 If you use a blue magic stone, a higher value appears.[Red] When using a red magic stone, a higher value appears.[yellow] When using a yellow magic stone, a higher value appears.[76] The original compensation, the 10 -year -old River, was transferred to the first stage completion compensation.
[77] It is also activated for hits that are judged as normal hits, such as Mello-Tan, Kei, Jay, or Flame Form, Crest of Master Lord title.[78] There is also damage at the timing of the stigma. If the normal hit is unusually strong, it's because of the brand damage.[79] It has a spirit liberation performance of approximately 11.8.[80] Adaptability is a very
important option in the Pandemonium, as the number of end-spec users wearing accessory sets of Pandemonium imbued with the energy of the Pandemonium has increased after the Pandemonium patch. In the Rigomor region where Pandemonium debuffs are over 50%, 1% of Adaptability can produce more than 2% of water/magic efficiency. The
part that shows how important adaptability is.[81] Bottoms and shoes each have a crit and max increase, so it's good to have other sockets. In addition, the efficiency is good because there is almost no reduction in stat efficiency.[82] Up to 16% including refining and strengthening effects .[83] 1% for blacksmith level 1, 10% for blacksmith level 10.
[selectable] 84.1 84.2 84.3 84.4 84.5 You can select and grant skill effects.[86] When granting skill damage increase, magic crystals, ED, and glakies/hongyeju are consumed according to the refining.[87] The multiplication of kdam is 15%, which is 10% of the basic critical damage of 150%. If 50% of multiplicative multiplication is 50% and 10% of
multiplication is 200%, but 15%, which is 10% of the basic 150% of 150% of basic 150%, is added first, and then 50% of 50% of multiplication is added, so the actual amount is 215%.[88] At the time of release, the green heal option interfered with the triggering conditions for encouragement, but after the sale of the pet automatic consumption
upgrade that allows encouragement to be released at will, encouragement can be activated regardless of HP, so it is okay to select green as the character to be knocked down. It's gone.[89] Instead, an additional slot is open from the beginning, unlike the sin of guilt that opens an additional slot from the ninth round.[90] However, the 5th laser in the
5th level has 2 hits.[91] Responding to existing glaciers[92] However, for Tenebros equipment, the option to increase adaptability is attached to +21 refining.[93] Based on +21 refinement, 20000 energy of Tasma and 3000 energy of Tenebros are required.[94] You need a refining number transfer ticket, which requires 4 +21 refining, and is sold in
the cash shop for 7,000 won per piece.[95] In exchange for a little penalty, each line damage increases, cooldown reduction by 1 ~ 5%, physical/magic damage and 1 ~ 3%of polarization can be applied to each area. Opened.[96] In particular, the third line (¢4®) contains some unusual options that are not even found on the weapon engraving.[97]
Total 100%[98] Instead, the required materials increase.[99] If you use the option to increase damage to enemies with HP below 20% by 2%, the option will be applied.[100] When using a skill, the option to reset the skill cooldown with a 3% chance is applied.[watermagic] 101.1 101.2 101.3 Appears only in return options.[tapisdem] 104.1 104.2 104.3
104.4 104.5 Appears only in return options.[109] If you transfer the Hongyehangma refining level to Tenebros, the 6th level will drop and the existing Hongyehangma will not be exchangeable unconditionally.[110] Instead, unlike the Dan Sin Dance, which opens an additional slot from the ninth round, an additional slot is open from the beginning like
the Soul Dance.[111] The 11-spirit radish is weaker than the 12-soul radish, and the 11-spirit is also weaker than the 12-soul as a single, but it occupies one place in the set option, and one of the sets, the lower evil and bright magic magician, does not have a deal increase option, so the 11-spirit is stronger than the 12-soul.[112] Assuming that all
1~21 reforges are filled to 100%, Tenebros can be reforged in 121 days, and Exascale in 97 days, which is about 20% faster.[116] This image is an example of an amplifier circuit tuned to its highest point. Red is the normal circuit, blue is the replica circuit, and in reality, they should all be tuned to the same color.[117] The existing Hongyehangma -



Dan and Tenebros have a set option that seems to inherit the so-called 'reverse reinforcement' effect. Of course, the effect of the set option itself is quite different from the two.[118] The existing Hongyehangma has a set option that inherits the effect of the wall.[119] It should be operated with a similar concept to the armor switching of the Tenebros
armor, but compared to the polarization before, the efficiency and cost-effectiveness are relatively poor, so the preference is lower than before.[120] The story is that Oth place is 1%, 1st place is 1.5%, 2nd place is 2%, 3rd place is 2.5%, 4th place is 3%, 5th place is 3.5%, 6th place is 4%, 7th place is 5%, 8th place is 6%, 9th place is 7.5%, and 10th
place is 10%.[121] Even if you only use the same option of polarization and succeed halfway, you can get 20%, which is higher than the existing Tenebros maximum of 12% .[122] Instead, unlike the dan -sin, where additional slots are held from the ninth round, additional slots are open from the beginning.[123] Based on the hero's weapon,
performance equivalent to hero level 12[124] Unlike now, you could enter from level 85, and the difficulty was on the easy side with many dungeons lowered.[125] A Nasod Inspector is summoned and slams his arm down at right angles, bursting the napalm and disappearing.[126] The Ancient Bone Dragon is summoned and emits a breath in front of
it before disappearing. It leaves a trail of fire where it is sown.[127] Alteracia Type-H is summoned, casts Storm Blade, and disappears.[128] A hallucinatory Joaquin is summoned, creates a huge dark cloud, then drops lightning and disappears.[129] A corrupted helper is summoned, casts iron howling (stunned enemies) and disappears.[130] The
thought body of anger is summoned, claws on both sides and disappears. Because the range is very wide and multi-stage hits, it is very helpful in dungeons.[131] The shape of the mutant Magi is summoned, stamping the ground, sending out waves on both sides and disappearing.[132] With the patch dated July 9, 2021, the merit disappeared as the
use of public banks for Elrianode equipment became possible.[133] Because of this option, even if 5 sets are too much for you, 2-3 sets are matched, and the remaining 2-3 are often replaced with intelligence or insight.[common] 134.1 134.2 134.3 Common to all hero equipment[137] As of the current point of time, heroic dungeon equipment appears
only within grades 25-29.[138] In addition to Perkisas weapons, Eltrion weapons, secret dungeon weapons, hero dungeon weapons, and Apocalypse weapons, you can also use mana stones for space-time weapons. However, be careful as the magic stone itself is expensive and can only be obtained in the Vanimir region.[139] However, it still takes a
month to make (31 refined construction crystals are needed based on the full set of the 4th dimension, but these can be obtained through quests, public banks are not available, and only 1 is given each, so it is effectively 1 month. If you only match the weapon, about 7 It takes about a day.)[140] When upgrading, the enhancement level, sockets,
wedges, properties, and number of times that can be sealed remain the same as before the upgrade, and only emotions are reset.[141] However, this side is more serious if the situation is serious, but it is difficult to say that it is less.[142] Hero equipment is composed of stats that are hard to ignore, and although it is described later, 4D construction
equipment can also be equipped with that option.[143] Even if there is no drop rate option at all, it drops with a fairly high probability.[144] Previously, there was only one random effect, so it was not possible to receive the reorganized item effect that can be obtained from general dungeon equipment, so the performance was delayed, so only the
weapon was matched and the armor was skipped.[145] The 6 set effects of the secret dungeon equipment maximized before the reorganization were integrated into the fixed effect of the weapon.[146] However, the parts overlap a lot with other accessory sets. (Face, arms, bottom)[147] Tops: Increases polarization (enhancement value + 2)%,
Bottoms: Increases party magic attack power (enhancement value + 2)%, Gloves: Increases skill damage (enhancement value) * 5%, Shoes: Increases party maximization by 10% / All parts At El Tier level 29, all change fragment options are 3% CDM.[148] Depending on the reinforcement level of the armor, 1 (up to 8), 2 (up to 9), and 3 (up to 10)[149]
If you have capital, it is better to put it into Uniqlo first. In the first place, the top and gloves increase physical attack power, and the bottom and shoes increase magic attack power, but that number also affects attack power because it depends on the el tier grade and reinforcement level.[150] It's not 'critical’, it's 'critical damage increase '. Let's
separate and disassemble.[151] All skill damage increase options greatly increase combat power, but you can see that the attack power has actually increased a lot. If the attack power is not enough to get Apomu yet, it is a must-have option.[152] Blue Hen is the natural enemy (...) Nova and Blue Queen are also very sweet with this option.[153] Since
this option carries most of the physical and magical attack power of nearby party members, carrying this option is also quite good. Helpful for party members. Reddit and its partners use cookies and similar technologies to provide you with a better experience. By accepting all cookies, you agree to our use of cookies to deliver and maintain our
services and site, improve the quality of Reddit, personalize Reddit content and advertising, and measure the effectiveness of advertising. By rejecting non-essential cookies, Reddit may still use certain cookies to ensure the proper functionality of our platform. For more information, please see our Cookie Notice and our Privacy Policy.



