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Model URL

user/nickname?query={nickname}

Required Field

Nickname
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Data Example

Ctg YEHS| CIOIHE 2 SgtLtt

"code":200,

"message”:"Success’,

"user”{
“userNum":1234567,

"nickname":"ANONYMOUS"
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Model URL

rank/top/{seasonld}/{matchingTeamMode}

Required Field

Season ID

o 1.2
o 2: 72
e 3:AFcC

Data Example

Ctg SEHS| CIOIHE 2 SetLtt
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"code":200,
"message”:"Success’,
"topRanks":[
{
"userNum":1234567,

"nickname”":"ANONYMOUS",




“rank":1,

‘mmr"5176
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Model URL

rank/{userNumy}/{seasonld}/{matchingTeamMode}

Required Field

User Number

SX9| IDYL|CY.
Season ID
e (LN (4 O|4 X|SHA| AF)

e 1~N:Z AZE HZ

Matching Team Mode

e 1:&2
e 2. =52
e 3:AFC

Data Example

CtE HEiel CIOIHE =SeLtt



"code":200,

"message”:"Success’,

“userRank":{
“userNum":1234567,
"‘mmr":3933,
"nickname”":"ANONYMOUS",

rank”:11
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=

Model URL

user/stats/{userNum}/{seasonld}

Required Field

User Number

SXol ID ¢L|Ct

Season ID

o o CiE (O Oy YUK UG

Data Example

Ctg HEfel HIOIHE 2 SefLICt

=



"code":200,
"message”:"Success”,
"userStats"[
{
"seasonld":3,
"userNum":1234567,
"matchingMode":3,
"matchingTeamMode":1,
"mmr":2431,
"nickname":"ANONYMOUS",
"rank":3717,
"rankSize" 47830,
"totalGames":146,
"totalWins":10,
“totalTeamKills":203,
"rankPercent":0.07,
"averageRank":9.36,
"averageKills":1.4,
"averageAssistants":0,
"averageHunts":17.28,
“top1":0.07,
"top2"0.12,
"top3":0.16,
"top5":0.28,
“top7":0.39,
"characterStats":[
{
“characterCode":3,
“totalGames " 145,
“usages": 145,
"maxKillings":8,
"top3":24,

"wins"10,




"top3Rate”0,

"averageRank":9

"characterCode":22,
"totalGames "1,
"usages'1,
"maxKillings":0,
"top3":0,

"wins "0,
"top3Rate"0,

"averageRank":17

Data Definitions

userStats
A4 ANE /T EE & FX9 SAYUCL
Key DataType Description
seasonld int Season Id.
userNum int Unique number identifier of the user.
matchingMode int 2 : Normal
3 : Ranked
matchingTeamMode int 1: Solo
2 : Duo
3 : Squad
mmr int user MMR.
nickname string Nickname of the user.
rank int User ranking.
rankSize int Total pool of users in the current rank.
totalGames long Total played games.
toatIWins long Total games ended in 1st place.
totalTeamKills int Total kills scored by the team. (Regardless of the team mode)




rankPercent float Ranking percentile.

averageRank float Average rank of all matches in the season.
averageKills float Average kills of all matches in the season.
averageAssitants float Average assists of all mataches in the season. (Misnamed variable.)
averageHunt float Average hunt count of all matches in the season.
top1 float Percentile for achieving Top 1.

top2 float Percentile for achieving Top 2. (or above)

top3 float Percentile for achieving Top 3. (or above)

top5 float Percentile for achieving Top 5. (or above)

top7 float Percentile for achieving Top 7. (or above)ff
characterStats characterStat Array of character statistics.

seasonld int Season Id.

characterStat

WEH & SAYLIC

Key DataType Description

characterCode int Character code.

usage long Number of matches played as the character.
maxKillings int Max kill streak in a single match this season.

top3 int Number of matches that ended in Top 3. (or above)
wins int Number of matches that ended in Top 1.

top3Rage float Top 3 rate this season.

averageRank float Average rank this season.

Model URL

user/games/{userNum}

Required Field

User Number




SX9| ID YLLCt.

Data Example

{
"code":200,
"message”:"Success’,
"userGames":[
{BattleUserResult}
/
}

Data Definitions

See Definitions.

otLfel ofx|of ciet ZItE = SefLCf.

siE OHX[of ot RE FXo| 2uE EHYUCL

ff

Model URL

games/{gameld}
Required Field
Game ID

A IDE User Matches 2ZEIE ol AtEE = USLICH

Data Example




"code"200,

"message”:"Success’,
"userGames":[

{BattleUserResult}

Data Definitions

Battle Game Results

Key DataType | Description

userNum int FXotct X gkls 1/ B,

nickname string M7t A HyQl.

gameld int Aol XgE Af7 Hz

matchingMode int 2: g4t 3. #3

matchingTeamMode Int 1: 88, 2: 5F2,3: 2FE

seasonld Int H3 AYel AE H=

characterNum Int dnel M

skinCode int wX7F A8k 271

characterLevel int A/sEl AES HEE 2E

gameRank int #X9| £ET s

playerKill int AY Y & 7Me 2 =

playerAssistant int AY TH 5 FX OA|AE

monsterKill int AY Tl T FX2 A =+

bestWeapon int AY B2 Al FH 71 =2 F7| sHE9| Bz,
bestWeaponLevel int AY B2 Al X9 7Y =2 77 ST H.
masteryLevel <int, int> | SUEE Y <58 Bz, ST ZWs. XHA|T
equipment <int, int> | £9I'Y TE OLO|H”l <@|X|, of0|& M= > XtAS|
versionMajor int ool =3 HH

versionMinor int opofL =78 w7

language string wMel 2o 2F.

skillLevellnfo <int, int> | 2ZE g <2Z Wz, AZ s XHAT
skillOrderinfo <int, int> | 2Z ¥ & =M. <&M, 2Z H3> KNG
serverName string HiE MH2e| X[Y O|F

maxHp int Stats. Z[CH X[,

maxSp int Stats. Z|C{ AEHO|Lf

attackPower int Stats. SAH.

moveSpeed float Stats. Ol £k




defense int Stats. 2 O{&,

hpRegen float Stats. |2 TH-d.

spRegen float Stats. 2EHOJLt XY,

attackSpeed float Stats. 34 £k,

outofCombatMoveSpeed float Stats. H| & O|5HE.

sightRange float Stats. A|Of.

attackRange float Stats. 7|2 &4 AtAE|

critialStrikeChance float Stats. X|HEF ZE. (0 ~ 12| 2HF EH)

criticalStrikeDamage float Stats. X|HE}F H|SHE. (0 ~ 1002 HEE H)

coolDownReduction float Stats. ECH2 ZA (0 ~ 1002 HiEE BHH)

lifeSteal float Stats. ZE I3 S&. (0 ~ 1002 HEE BEH)

normalLifeSteal float *E2IF O, *Stats. 7|2 34 Lz S,

skillLifeSteal float *Z=T7F O Y. *Stats. 224 34 Ls S,

amplifierToMonster float Stats. O SEO0|A = T3l S=. (0 ~ 1002 H=Z
= B

trapDamage float Stats. &7 I3 S=. (0 ~ 1002 HEES HH)

gainExp int AY B8 = 25 K.

startDtm DateTime | A2 A AlZF AlZt.

duration int Meol =2 Efg.

mmrBefore int FX2| 7|& MMR.

mmrGain int fX° MMR HE,

mmrAfter int FXel 7 MMR.

playTime int FX2| o] AlZh ()

watchTime int Ao EH AIZh (=)

totalTime int wXel Eo] & 2 AlZh (x)

botAdded int Ao ozt & =

botRemain int X T2 AIE, Ao 2 &

restrictedAreaAccelerated int aXl 719 715 o F.

safeAreas int "Xl T2 AIE, Aol g2 st XY

teamNumber int FXo B 3z,

preMade int ol A= FAHe ARTd B QI £ B XY
I Hel (=2 22

eventMissionResult <int, int> O|HIE O|M & FIRE. <O|HE B FIRE>

gainedNormalMmeKFactor float ek o MMR—ZE- Al =—(H O] X[ JISHX] §3)

victory int sEl o7

craftUncommon int 15 OO|®™ H|Z 3=

craftRare int 3|7 ofo|H HMZE ==

craftEpic int IS OOl |l XM= ===

craftLegend int M4 ofold HMZE ==

damageToPlayer int CHE dEXOA =& & OsiE.

damageToPlayer_trap int CHE dEXOA = 78 msiE.

damageToPlayer_basic int CHE WEXOA & 7128 34 moiEh

damageToPlayer_skill int CHE WEXOA & 22 34 moigh




damageToPlayer_itemSkill int CHE WEXOA & 2f moigh

damageToPlayer_direct int CHE WEXOA & 27 msigh

damageFromPlayer int CHE WEXOA 22 & meiEh

damageFromPlayer_trap int CHE WEXO|A 22 g mshE.

damageFromPlayer_basic int CHE dEXO|A 22 7|2 34 msiE.

damageFromPlayer_skill int CHE WEXOA 22 22 34 meiE

damageFromPlayer_itemSkill int CHE WEXO|A 22 2F7 msiE.

damageFromPlayer_direct int CHE WEXO|A 22 278 msiE.

damageToMonster int Ol =014 = & s

damageToMonster_trap int Ofd S20A & =8 mlsz

damageToMonster_basic int Ol S204 & 7|2 54 T,

damageToMonster_skill int Ofd S204 & 22 54 T,

damageToMonster_itemSkill int Ol =014 & 27 T

damageToMonster_direct int Ol =014 & 278 mshE.

damageFromMonster int OFd S=0IA f= msHE.

killMonsters <int, int> | AtEt OFE S0 Bz B 3

healAmount int 7X29 3=

teamRecover int BRAA & 2=

protectAbsorb int Ho49 3=

addSurveillanceCamera int X[t ZAl ZHHE} 7o =

addTelephotoCamera int AX|ot TR Fio2t JH== (LIEFES] /E it T
o IthztE )

removeSurveillanceCamera int motalo AR FHH 2t 2=

removeTelephotoCamera int otajer WA Frofet JH4= (LEFES| fIF FtoEts Y
A FHHEt R FF)

useHyperLoop int SIO|HEZ AL 3l

useSecurityConsole int HotEE As 3

giveUp int AY =7 o F

teamSpectator int AY |FXHe 2T ofF.

routeldOfStart int AY AIZ Al 47t HEHGE REQ| Bm,

routeSlotld int A AZE Al /A7 MEiSH REO| RE £& H

placeOfStart int AY AZ Al X 7F MEist AZF XY

mmrAvg int 2ol BT MMR.

teamKill int BHOIA 7|5t 2.

accountLevel int X2 AE 2.

killerUserNum int NAXS| fM Hz,

killer string Mgxte 2. B ZEof map ZCf 3N FLE2.

killDetail string MExel YUY, X799 Efo[mHo| ofsf Attt &4
2, Atdst X9 0|, B ZEOo| el X 3YIHA|
T2

killerCharacter string Mo JHEH Hz, X7 EFO|HO| s Aot

d%, 8 8 2EO mal X 3N FE.

1

killerWeapon

string

MRl 77|, W8 E 7t ot B2,

4 g B 2E0




et x|cH 37X &2

causeOfDeath string Mo AFBE 22 52 QENME FX|F9Y EIO|HO
olsff AtYst A<, Hl gt B meof ek X 3%t
X &, KA

placeOfDeath string FXM7F ATt X[9el Mo,

fishingCount int FXI HAIE o 3l

useEmoticonCount int M7 dEHAS ALETH 3l

traitFirstCore int F Edo Wy £ Hz.

traitFirstSub int[2] F Eol Ex £& Uz H|g

traitSecondSub int[2] BEX EMol HX =& Hz HiE.

TotalTurbineTakeover Int [ZYE ME] 7Y S=ZHK FE s

Startingltems Int[7] [AYE ™ME) IYE D AE Al 2SS 6740 %
Hl. (X ez 7747tK| FHIE 252 = US

UsedNormalHealPack Int [ZLE HE] A7 2T ALE% Yt o o =2k

UsedReinforcedHealPack Int [(ZEE ©8] FM7I & Ar8% 43t & o 7.

UsedNormalShiedPack Int [ZYE ME] X7} 2T ArEct Lot HE T 2

UsedReinforcedShieldPack Int [ZYE ME] X7} 2F A8t 4%t HE o =&

TotalVFCredit Int[20] FXM7t =258 3 A. HOlHs o AEHARE 17
OCH 2l 53 ARl &2 NE. (ZIth 208)

CreditSource <str, int> #X57t 25t A 5ol =A E 25T IR

UsedVFCredit Int[20] 77 AFES 32 HolHE o QAHAREH 1%
OFCH AR ARl ¥E2 NE. (X 208)

Boughtlnfusion <int int> | [2ZE HE] A7 FOiT ART 7 A =
<InfusionProductCode , amount>

ltemTransferredConsole Int[] [FO0F M) ®E E2£2 Sl 28 = OfO|”Hlel A=
= (Json)

ltemTransferredDrone Int[] [FOjot HME] {4 EES S QX E Ooto|’el ZE
S5,

Finallnfusion Int[3] [(ZLE M8 A FNMo=Z Tofst £E4 AFH 35,

CraftMythic Int Hziet 28 S5 Ofo|™ 7H==

PlayerDeaths Int #XM7t 7|=Fet g %

KillGamma Bool 4oF HX| of £

ScoredPoint Int[20] [ZLHE ©E] AY oM =52 = H0|H= o
IMAREH 120 2538 H+E HE.

KillDetails <int,int> | AtMO] - MX|gk  FHE|E| 8 Zl%=.<CharacterCode,
amount>

DeathDetails <int, int> Aalg MXg 7Bl S Zls=.<CharacterCode,
amount>

KillsPhaseOne Int [REE ™E]1 Ho|=0o 7[Eot &

KillsPhaseTwo Int [ZYE ME]2 Ho|=o 7|&F3t Z

KillsPhaseThree Int [ZYE ME]3 Ho|=o 7|&F3t Z

DeathsPhaseOne Int [ZYE ME]1 HOo|=0 7|F3 M

DeathsPhaseTwo Int [(ZYE ®E]2 Ho|=0 7|F2t o4&




DeathsPhaseThree Int [ZYE ®E]3 Ho|=0 7|F3t oA
CCTimeToPlayer float CHE AHOA & CC Azt
foodCraftCount <int int> | MES 53 ¥ 24 3 <553, HE 3>
beverageCraftCount <int, int> | MZ&S 52 ¥ 22 35 <53, ME 3>
airSupplyOpenCount <int, int> ol &3 E59 M+ <Eg 55, o x>
afk Bool ALEOM ZH EFE o o
escapeState int 1. % 2 O|lfRzE & &y
2: M SXOIA A
3 2= 43
collectltemForlLog Int[] collectitemForlog[M&E & ZE] = ME =2 Y 3
ApMis|
collectFirstitemForlLog <int, int[]> | #91Y M3 AT YUE OO|H. <2[X|, OlO|H Hz>
ApMs|
4% 558 O0jEE NS TESHA W 8T ZE
40| HAELC
=Y 55 % SSs=2l oolH HEade S A
AMSHX] QEEL T}
FSST O|OtO|HES FHASHA E|H s o0& =
Ez ZEUO| BPE T O o4 ETEgtol Ailo| &
M| S LT
Aol 22 gHss oY
totalDoubleKill Int AL O 22 2 2
totalTripleKill Int AL A0 32 2 sl
totalQuadraKill Int AL My 42 2Y
totalExtraKill int A% ACH 5Z ol Y 3=
battleZone1AreaCode int TRR HZEo| (K] AHA|3]
battleZone1BattleMark int 1A MEo O3
battleZone1ltemCode int[] TR MEO|AM =53 OO’ (RtAl =2 ER)
battleZone2AreaCode int 2B Aol QUKL (Deprecated)
battleZone2BattleMark int H Ao Deprecated)
battleZone2ltemCode int[] 2RI M Ao A <lSok OLOLEl (Deprecated)
battleZone3AreaCode int = S
battleZone3BattleMark int =1l Sdel
battleZone3ltemCode int(] B =l 50 gl (Deprecated)
battleZonePlayerKillCount int XpAlo] HFOIM MX|S Ho| %=
battleZonePlayerDeathCount int KOl HFHOM AtYt = 2=
battleZone1Winner int 5 -
o{Hy - 0
battleZone2Winner int 55—
IHH—B(Deprecated)
battleZone3Winner int 55—
IHHE—O(Deprecated)
battleZone1BattleMarkCount int AN OBR YN sge XYoo et 2E E 0|
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skillAmp int Stats HEIHO| 2T A€ 5=
campFireCraftUncommon int RE=E0M MESH 15 s52 34 F
campFireCraftRare int BEENM MES 3 552 24 F
campFireCraftEpic int 2EHEOM MES 8 552 84 F
campFireCraftLegendary int RE=E0HM MESH TE 552 24 +
cobaltRandomPickRemoveCharacter int ALENM HE 4 7522 HAT HEEH HZ
tacticalSkillUseCount int M= A4 M8 3l

creditRevivalCount int A S S F&ot sl
creditRevivedOthersCount int A ez G2 FEHA7 s
timeSpentInBriefingRoom int EZlE SOAM 2 AlZH
IsLeavingBeforeCreditRevivalTerminate bool F X FE0| 7tsTt A[HOM LIZt=X ofF
crGetAnimal int Ol 322 MAISHY =St 37
crGetMutant int HOIHE MX[SH0 =St Fegf A
crGetPhaseStart int HO|= A% Al 253t Ff|H

crGetKill int Z=z Qlsf =53t IR

crGetAssist int OAIAER QI8 =253t F2 R
crGetTimeElapsed int AlZHO] XLt =l S35t 35

crGetCreditBonus int A0l 7t HE2 A=A Xgkle 2R
crUseRemoteDrone int #4 EES 8o 2% AT
crUseUpgradeTacticalSkill int M 27 A2 0|=0] 220 35
crUseTreeOfLife int MO LIR 250 a2 F 5
crUseMythril int A8 250 229t IR

crUseForceCore int ZATFN ZEO ADT AY A
crUseVFBloodSample int golm 250 AR5 34

crUseRootkit int gSE 7] 50 223 YR

AY WFel Holg 2& 7IH&L

At HolHE 25 v2 ZEOIMTH X AR

71Z v RE2 Oy YHOIELX| FSLICE (AA oY)

Model URL

/v1/data/{metaType} : To be deprecated

/v2/data/{metaType}




Required Field

metaType

2E HEr EtEE =

=

Data Example

SSt0A SCHAH, thash'E U StEH EL(CH

g 222 o OAE MSSHA Lt

AY ol elof Y

r
0

Model URL

v1/110n/{langauge}

Required Field

Language

2 HE 2o
[
[
[
[
[

22 HS 20
[
[

i
Jot
An
i
r
n

Korean

English

Japanese
ChineseSimplified

ChineseTraditional

French

Spanish



® SpanishlLatin
® Portuguese
® Portugueselatin

® Indonesian

® German
® Russian
® Thai

® Vietnamese

Data Example

The model will provide a text file link.

“code": 200,
"message”: "Success’,
"data” {

“[10Path": "https.//d Twkxvul68bth9.cloudfront.net/10n/110n-Korean-20211117071605.txt"”

us MIet7| ofef2 HolE Lt

(Last updated : 2023/07/20)

Mastery
2t SEEo| IEYL(C

=

LTON2| &tZ 718 &°ff s + UASLICH




MasteryType/{Name}
°

9:

10

11

13:

14 :

15

16 :

17

18:

19:

20 :

21

22

23

24 :

25

101

: None

: Glove

: Tonfa

. Bat

: Whip

: HighAngleFire
: DirectFire

: Bow

: CrossBow

Pistol

: AssaultRifle
: SniperRifle
Hammer

Axe

: OneHandSword

: Polearm
DualSword
Spear
Nunchaku
: Rapier

: Guitar

: Camera
Arcana

: VFArm

: Craft

102 : Search

103 : Move

TwoHandSword



® 201 : Defense

® 202 : Hunt

Z X|90f tiet ZE= Get Game Data Table2 &3iAl Areal| HIO|E A|EE £2{20F FL|CH
XEE XFGel ZEOM Names 7tM2 = L1ONL| CtE 7|E & si=& = USLICL

Area/Name/{Name}

Skill

2% O|E2 L1ION LtYOM Chg d22 &S + AU
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GroupCode a4M 7]

30 Skill/Group/Name/4000000
40 Skill/Group/Name/4001000
50 Skill/Group/Name/4101000
60 Skill/Group/Name/4102000
70 Skill/Group/Name/4103000
80 Skill/Group/Name/4104000
90 Skill/Group/Name/4105000
110 Skill/Group/Name/4107000
120 Skill/Group/Name/4110000
130 Skill/Group/Name/4112000
140 Skill/Group/Name/4113000
150 Skill/Group/Name/4108000
500010 Skill/Group/Name/4501000
500020 Skill/Group/Name/4502000
500030 Skill/Group/Name/4503000
500040 Skill/Group/Name/4504000
500050 Skill/Group/Name/4505000
500060 Skill/Group/Name/4506000
500070 Skill/Group/Name/4507000
500080 Skill/Group/Name/4508000
500090 Skill/Group/Name/4509000
500100 Skill/Group/Name/4510000
500110 Skill/Group/Name/4511000




