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Match setup:
1. Guard Hall base room types = 12
Number of LD / LA is base room types per stage * 3 ： 12 * 3 = 36
Plus 3 novice stages (few obstacles, simple and easy to create) 36+ 3  = 39 (estimated)

2. Mushroom Garden base room types = 10
Number of LD / LA is base room types per stage * 3 ：10 * 3 = 30

3. Sage's Workshop base room types = 10
Number of LD / LA is base room types per stage * 3 ：10 * 3 = 30

4. Aeris Garden base room types =10
Number of LD / LA is base room types per stage * 3 ：9 * 3 = 30

5. Frostbound Edge base room types = 8
Number of LD / LA is base room types per stage * 3 ：8 * 3 = 24

total base room types required =50
*total  LD / LA required = 153

The combat room 
types and battle 
configurations are 
randomized; the 
standard is that 
identical room 
types will not 
appear in the 

Preliminary estimate of number of combat rooms
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The guard hall 
contains a total of 
12 combat/event 
room types

section01 assigns 
four room types to 
create 6 non-​
repeating 
combinations (a 
combination of 4 
room types can 
form at most six 
groups, so this uses 
the maximum 
combinations)

section02 assigning 
room types 
different from 
section1 and 3 is 
preferable; 
however, when 
more section 
configurations are 
needed, it's 
unavoidable for 
neighboring 

Similarly, section3 
should prioritize 
assigning room 
types different from 
adjacent sections

Likewise, for 
section4 since the 
safe room is a 
reward room (no 
merchants allowed), 
the safe room does 
not have to be fixed 
in the first position

Please ask art for evaluation:
For example, if sec 1 and sec 3 use the 
same room types, to create freshness 
we need to evaluate whether we can 
reference Hades to mirror the rooms? 
Or a similar approach
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Estimated Level Production Quantity

Note: The early, middle, and pre-​boss segments correspond to fixed numbers of sections to produce, namely 6, 13, and 13 
respectively

stage1 Guard Hall 4 sections, total 45
stage2 Mushroom Garden 3 sections, total 32
stage3 Sage's Workshop 3 sections, total 32
stage4 Aeris Garden 3 sections, total 32

Stages 1-4 total 141 sections
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Stage 1 may 
appear at most 

once
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Section room placement — 
only follow the rules, not the 
ordering; for ordering, refer 

to the official version 👉
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02/20 added: 
Design team 

confirmed: the 
last-1 and last-2 

sections will have 
hidden rooms​

Added 02/20: The 
planning team has 
confirmed: the 倒1 
and 倒2 sections 
will have hidden 

rooms


