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MEEDSL7 71 ILERRN =27

Copyright @ 2026 Hiroya Kubo. Z DX Z(£CC BY-SA 4.0 TRH#L £,

MR BEREE. BMERE., RERTE. ARE
THEHRDSL: kamishibai=3.1

1. RZEDSL &I

KZEDSLIE. HMEE7 TV ICHARAEEZHDTFAMNZHDERTT, HR. EHEAY. BELDOT
#Z I\\ t’U 7\ :é:\ %EJ\ 7:)(_:/3 y\ l_ﬁ—x\\gﬁéﬁs :/_\/ﬁmifdta\%\ ]1—}?\j§gi-§—o

DSL(x "Domain Specific Languages DBETY, T Tl MREEEEDHDERADEEZH) EWSE
BRTEWET,

CDODSLORELFFHISE. MEZBDELLE T TR, TMPose ETILEE > fe R—XBHEYEEETICHEA
AHBIETT,

2. 771 IVOEFRBE

HZEDSL7 71 ILIE. RDELSBBETT,


https://creativecommons.org/licenses/by-sa/4.0/
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kamishibai=3.1
setRuntimeVariable=startSceneIndex:1
setLoadingBackdrop=sx A B &
setLoadingCostume=5rd+IA A B, e IA A B2
setPoseRecognitionSound=7R— AR DNRE , R DOMMRE
asset=% 5% ,backdrop

asset=7 v b4, costume: R 754 4
asset=H& %, sound

asset=TF R M4, text

actor=7 2 % —% , IR+ >
cover=RIEERT Y b, REFET LY b4

# scene 1

scenelLabel=—2%

TMPoseURL=7R — X E 7 JLURL

action=/&H

# scene 2

sceneLabel=RID < — %

action=&H

RAD --- KDAETEAY TE, UEZ Y —VEEFUERT,

ik =

N—=3 31T kamishibai=3.1 ZEE X I, BHETY,

Ny T8 HiR. HE. 7F¥AM BBAY. ®RK PHER 2REEELERT,
V=B Y=rIN, BR. TEIL BE B R—XFZH# DR EZEZET,

--== :/_\JUDIZWOT‘jo

# AXYMMTITY, BRDHAPAEIEZXT,

3. RV

Xk, ERZHL. BHEAYICEY 7 ZEDEREITORNGITY,
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kamishibai=3.1
asset=Beach,backdrop
asset=Hero, costume
asset=0peningSound, sound
actor=Hero,Hero
cover=Beach,OpeningSound

# scene 1

scenelLabel=opening
action=stage:Beach
action=Hero:show:Hero:0,-60,30
action=Hero:say: CAICHIL ! :2

action=wait:1

ZDAERTIE. ROIBICEBEZXT,

1. 58 Beach ZXRIT 3

2. 7V %9 — Hero ZRRPPTICKRTRT S
3. ZalcbIF! E2WEES

4. 1#FD

4. Ny FREEL

4.1 N\—=9' 317

kamishibai=3.1

BARDEEICEZTET, D7 YL kamishibai=3.1 DEARE U THRARAHFET, 20DELRZRAIT ZHE
b, Btk E 7y FEAFZEZBERUTHS I IAEHFLTL LS L,

4.2 7ty NEE

asset=7 v b4 ,URL

Bk, B, TFAMZERLUET, AMURLDIEFED. sb3 ADIRFa—A, BER. FHHATEET,

R
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asset=Beachl,https://example.com/stages/Beachl.png
asset=Urashima-walk-1,https://example.com/skins/Urashima-walk-1.png

asset=0ceanWave,https://example.com/sounds/OceanWave.mp3

7037 A7 EY hORERHNGBER:

asset=Hero, costume
asset=Hero-happy, costume:Hero
asset=Beach,backdrop
asset=0peningSound, sound

asset=Narration,text

e costume &, Y NEGERABDRATZA N/ ARF 21 —LZFEVET,

o costume: RS54 b [F. EDRATSA MATZ Y MBEABRDIARF 2 —LZFEVWET,
e backdrop & sound I&. ZEY NG ERBDAT—IEBE /AT —IVBFEZFEVET,

o text &, HIHICKRRTEDTFANTEYNEEDFT,

ZRIZARUIEWESIE. costume: R TS5 A hZ:ARFa1— A% . backdrop: 2 . sound: R T S54 & :EH .
text: TFRA MR BEZET, AT—IBDRATZA Ml estage TI,

7y hRRBEFRTHEBSRULET, 200 PI<. EELRBVWARIICLTLEE L,

Loading ®RRZeZEI S

asset=loadingl,https://example.com/loading/loadingl.png
asset=loading2,https://example.com/loading/loading2.png
asset=loading3,https://example.com/loading/loading3.png
asset=loadingBackground,https://example.com/loading/background.png
setlLoadingBackdrop=loadingBackground

setLoadingCostume=loadingl,loading2,loading3

setlLoadingBackdrop IC & LoadingFICRRIT DER7EY MEZ 1 HIEELE T, BEULLERIERYICTEH
REN, JHAHRAATTERICRAT—IANKRRENET, BEZERLIEEIR. 0 MLEGEZZRS I HH
AHDE>BRERERRULET,

setLoadingCostume ICIE. asset CEERULCERZ Y hNE&Z AV IYEXYD TIRELE T, BEULLBEKRIE
LoadingERICHEIT THO 7Yy KD EICHTEAAEN., ZORDOBET7 Y MFHARIC, FFRIARHEMAAH
A7Z4 B Loading NIBERICRREINET, BET7 LY D 1HB T 1oadingl « 24 B Tl 1oading2 « 414
BTIEBE W loadingl EWS XS ICTEEUL XY,
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Loading HOE R & ERIE. FHAEB DT THERBDSHRASINE T, fc& ZiFLoadingE RN T .
Loading HE&RM 3. BEF Y A 10HLES, RELHUIG 0 7 10 05 10 / 10 FTHEHMAF T, Loading
BERDIEEZAK U IIGEEIE. HAAHD Loading ARAF 1 —LZERRULET,

EHDOREH UL LoadingBEiRE BRIDEIEY Y h—hS5RRENET, JDIcsh. EBEERDKES P
FEERIDDOAEDNEL >TH, BROVIBICL>TREHUVMUEREDD XA,

BERAERZEY FEUVTERSNTVWIRENHD XY, RERDELAZEEI D ETALI—ICRD X
ED

R—XBHPOMREEEET S

asset=Clock Ticking,https://example.com/sounds/clock-ticking.mp3
asset=Sewing Machine,https://example.com/sounds/sewing-machine.mp3

setPoseRecognitionSound=Clock Ticking,Sewing Machine

setPoseRecognitionSound [T (&, asset TEEULEBEE7ZEY MRAZBRR2H. AVVYRUIDTIEELEY, B
1 FIXBR—XDRHFBMEFIC Asset Manager BHTHBAEL. REBINELIERAF Y T TEFOR—IEKRZ
BEELEVLET, BE2ERIN—AFZHEIBRIZLIcEE, TR—IZH) OBEZEHIIEMICBELET,

F2EITEETE. /EED setPoseRecognitionSound=Clock Ticking BRI UEEZRE XY, AV NRBEREZEHE
ITEINEIFICEXFEEELEES. REPFOBFREDFRA, F2EBHNEXFOES. RHHRIROFIE
EhxtHhA,

4.3 7V 9 —ER

actor=7 U4 —%& ,MIEAR+ &

G AN EBEHRLET,

IR

actor=Urashima,Urashima-walk-1
actor=Turtle,Turtle

actor=Princess,Princess

action=Urashima:say:... D& DT, P72 aVDHREUVTES KN T VY —E T,
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4.4 RiEERE

cover=B827ty b, BET Y bE

77 EBRPYERTRICKRTI 2RMEERZEEL XY,

R

cover=Beachl,0ceanWave

cover DFE25IMICFER7EY h2eEELEXRT, RIRTEZIRSIRWESIE. KYIDDH YN ZELTE
251 BEZEICLEY, Z7TVRE25IHNETHRL, RRADT7EY MDIRHAHEHDBRIETEFZBEL
E3C

cover=Beachl,

4.5 5091 LEH

setRuntimeVariable=Z#i% (&

HMZBORITHICSRI Z2EHMANHPEEZRELE T, 3.1 TlE. FHBRY—VPREDIBEDREEZEARHISH
BTEEY,

setRuntimeVariable=startSceneIndex:1

setRuntimeVariable=takeSeaRoute:true

startSceneIndex &, RHICETIT DIV —VBESZIREIT DLHDOFHNINEERHTY, BEIF 1 ICLET,

4.6 FHEF RO

registerBranch=mU% % : 581,552, .. ..o — >IN, o= 5RN)b2,. ..

SHEBEEOBEEZEFRUET, £HEIERuntime Expression DX & LT EMNSIBICEHMEIS . RAICEIC
BolefEERUMBDO Y —Y IRILOEIENE T,

setRuntimeVariable=takeSeaRoute:true

registerBranch=chooseRoute:takeSeaRoute, true:ocean,home



EEEDSL Y 7 A IERN =2 7L
BBIC true ZEBL . EOREICH—BULBI S TBEOBEILREREET T, FHhEY—Y INILOELKIE
FBZTLIEE W,

FHEXTIE =, 1=1 =, 1= [LLZEFMEBZFEATEXI, AV FTORID = KIFHF—LED
XEIDICRD, FEXAD = BEREFESNET, ERD - BREXDEEFTRHD XA,

setRuntimeVariable=score:1

registerBranch=chooseRoute:score == 1,true:ocean,home

4.7 R—XXADXE
MR—XEAIZX, scene 0 (BHD --- LDHI) TEXETEZEI, ui.prompt (FT VT A LDBEEEFRT 52 FH
HHATFARNT LY NBED T, asset= [FRNETT,

text=ui.prompt: R— X% &L 3D |

7y B RTIEPR

ui.prompt /ﬁ’—zgﬂg R DERN

Z 5 A LIIYIERREEIC pose! NRUTH S scene 02 ETT B0, BIOEERZERIT THRMAATHRID
XEIEED £t A

Open. Reload. About. Language. BRI T —, ¥4 NIEHEEFEXRZHZRLHNSBLERT FUUITT, &
NSEFERTRBLTZTIVDEBEERNSKRRL. BED (§8) 7OVIFLRBAZ1—TEALBARE
JHEEICRWE T, [HAAIC text=ui.open: . text=ui.reload: . text=ui.about:. text=ui.invalidScript: H %%
STWTH, P77V UIDXEIIFHEAINETEE Ao

5. —v%&&<

V=rE - TRYIDERT,
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# scene 1

scenelLabel=opening
TMPoseURL=https://example.com/model/
action=stage:Beachl

action=wait:1
action=Urashima:show:Urashima-walk-1:172,-77,25

action=Urashima:say: & BIZEDEHHL LD, :2

5.1 =Y DEFXAG#H

Yoy, REBER. BEHEAY. B, BUTEZEELIT, PTVRY—VRTRIZI75—2RULE

?bi\\ %%\ @E;‘j}%\ ﬁEEI:Flo) bgm ‘;;’K@:/_\/l\glgﬂ*g\ig-o BGM%%%?%%%L;\ ;ko):/_\/T\

EU bgn ZHEEVEITBERHD TEA. ERPEEMRIE. BERHULBWEEHBUZEITSICHBRRT S L

ZHRELED,

FWEEHRH:

# scene 2
action=stage:0cean
action=Urashima:show:Urashima-ride-1:170,5,25

action=bgm:0desong

BT WEEA:

# scene 2

# BRPTOI—EHST, G- D5ESTOSEIIRTES

5.2 XYV MMT

# THREBDTIRIXVETY,

# scene 1

# CCTHAZBITBR—XEAND

AXY MR Y—rB BHER. BEXEICES EEMTY,
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53 ¥=23RI

\'I

scenelabel=opening

V—UN—EBDZRIZEMITE T, branch. keyInputToChangeScene « touchInputToChangeScene DIEENFEE L THE
WET, BIRZESIAEARTIEH. IRTOY—VICEBULLBWIRILZMITZZEZRIITHULET,

5.4 TMPoseURL

TMPoseURL=https://example.com/model/

R—ARBETIDOURLZIRELEX T, "M—XRBHEFES V—rTlE. REIEULTZEDY—2YRIT TMPoseURL
HEEEET,

TMPoseURL &, ¥—YHRD TV Y 3 VETHICHEAAENE T, Do, RDKSIT action=stage &L D%
ICEWTH, EBOT7V Y a3 VETRIICIEETIVRAAHFDEDD XS, /2L, AFIFOEZEDAMND P
FTIZBELT, V—VBBICECZEEZEITITHULET,

# scene 6
TMPoseURL=https://example.com/open-box-model/
action=stage:Beach2

action=Urashima:pose:Urashima-open-1,Urashima-open-2:openl,open2:0penSound,OpenSound

6. 77yayveeEal

’

77 avid action= TEZZET,

action=315R: 65 : &
action=X3&R: &5 E EHNE

RELAFBE BR-BF-FROFIYavE FUVI—ICWTEITFIYa3VvhHDET,

action=stage:Beachl

Beachl |& asset=Beachl,... CEIKEFADEHRER T,
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6.2 2

action=wait:1.5

BEWRIEIEEE D,

6.3 HZIK5T

action=bgm:GuitarChords2

action=sound:Gong

bgm FEFZESUTRDTZ I3 IUNEHFT, sound [FEDBENKDLDZIETHFEXT,

ZHIE BoM TIN, BELEF HFTIKBESITE EEXZEMNDPIWVNTT, L—TBEZEATIRHD
Xt Ao

TERHF—TY—VZAXYFTUTH, T TICBEFOD bgn IFHIEL. —VDED ICEI NIz bgn DBE%E
BB UEYT, MEBEFED sound IFELELE T,

6.4 EHHZ7x—F3ES

action=transition:fadeOut
action=stage: RDE=

action=transition:fadeUp

fadeOut [FRAT—I%ZME< L, fadeUp BB <KRUE T, reset [FHZIMRZELEEBEARLVLET, 5=
DEBEZDRIRICEL CIEHEGRZBSNMNCERESNET,

BLRELTHSEREZTDEZSZHBEIRF. ROLSICHERLET,

action=transition:fadeToWhite

action=stage: RDE =

action=transition:fadeFromiWhite

fadeToWhite [ERAT—I MBS &% 1100 ETLEF, TOREZREBFLET, ABRCFPICERETDEZH
&, fadeFromihite THHZ X Z 0 NRI &, VBROEENRAICRZIZELSICEDET,

TREF—TY—2BAX VT URIBE. BDD transition 7 ZX—Y 3V &EZFT, BRICENMNTIES
T‘Heifﬁgﬁﬁ5 =7 H’%i@ﬁﬁ L i?“o e & i‘fﬁ% D [ fadeOut & fadeUp 7'3‘\35 5%’3\ %ﬁ@%ﬁg‘&" fadeUp MDHES =N
7
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6.5 7V 9 —ERRITD

action=Urashima:show:Urashima-walk-1:172,-77,25

K

4l

o« XfR PV F —: Urashima
. 'nap“'%: show
o AF Y. Urashima-walk-1
o X BEfR: 172
o YEEIE: -77
e AR 25

EERZE(E Scratch/TurboWarp D A 7— YV EETY, AR 0, o0« AT TR ENNAF A, EHTZ
A, FHRAFRTT,

THRF Y ZZDEIESBEIF. AFVEZEARUTUBEE YA XLEITZEITET,

action=Fish:show:-130,-27,70

6.6 779 —BETS

action=Urashima:moveTo:40,-57,1.5

x,y, W ZEELX T, BEVBTEZDOUENBSHNICBELET,

FCICBEUL WSS setPosition Z{FEWETD,

action=Urashima:setPosition:40,-57

6.7 EU7LBEREHL

action=Princess:say: &S ZFEEHA., :2.5

action=Urashima:think:®»> WO REICE L WS AICE>TLES=:3

WHZEBIT DL, RICEBESNEETRRSINET,

WEHULEBELEWESIG, ZORY 7E2FEWVEXT,
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action=Urashima:say:

action=Princess:think:

6.8 AXVEXEZD

action=Urashima:setSkin:Urashima-surprised

BIWEATEY NOBERICTDEZE T, REPR—XBVWOEGZAELTHE & HZES ULWEHAT

EET,

YA XERAKICEZSHBEIE. 4 DEBDERICEELEX T,

action=Urashima:setSkin:Urashima-surprised:45

6.9 HifPEEERBLET S

BORUBAE:

action=Fish:loop:Fishl,Fish2:1,1

—EIEFEE:

action=Hero:sequence:Herol, StepSound,Hero2:0,0.5

loop E7 Y FIEHERBOHZRAUICLET, REDTFEREDRIFEBEANRD £9, sequence (&—[0]
IRy 2750 RBEL, FERBBEE7ZEY MED 120K ULET, FERBRE o ZFES &, HiRE

BREZRAKICHBRTE X,

6.10 7*AF7EY hERTE - BT S

NYFTTTXERARNT Y NETIV I —2EHF L, BED show TERRULET,

asset=Narration,text
actor=Narration,Narration
action=text:Narration: ¥/ L
action=Narration:show:Narration:0,0,100
action=wait:2

action=text:Narration:&{HivL LML, HBEZAICT...
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action=text: TF+ R M7ty F&:XFFH (F. 77V aVIDFDMNE TCKRRANBZEFRULE T, wit EHAE
bEZZET AUTFARNTEY NORNBZRBRINICA>TEETEET, ZEOXFIEZIBEET D EAHNEZE

HEFI, TFAMNIE HEIWEREBLWERDELESTHHDD L5, BMETRAXFICREWVEID T
RENET,

action=text:Narration:

V—YETD text=... DABEDIOHFAADETITMN, 77 aViLDEICMEBEINET, FTLLWARYP
NEREFTICIE action=text:... ZEALTLEI WV, 722U, FHUEHFAD ui.x XESIFEFRIIDOEH TIEAEL
HARER DT, scene O D text=... CEHEULZET,

6.11 =2 &Rkt S

BIEHDRED IR ZE T 2155

action=branch:chooseRoute

F—ANTEE L ZRIGE:

action=keyInputToChangeScene:ArrowLeft,ArrowRight:leftRoute, rightRoute

T —~N\DY Y FTBESLEEIGE:

action=touchInputToChangeScene:LeftDoor,RightDoor:leftRoute,rightRoute

*—/TUV9—DIYARMEY—=VUIRILDYZAME, AUVE#HZREUCIBEETCEZTET, ANDFEEFIEFEDM
D7 ayERHTLTHRE. ADNSNBEEEINILOY—IABEULET,

6.12 R—XBiHEAND

EAR:

action=7 ¥4 —%:pose: AF VEAY RN R—XBURMFREUR b

IR

action=Urashima:pose:Urashima-help-1:help:SquishPop

INIERDBKR T,
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1. Urashima D AF > % Urashima-help-1 LT B

2. TMPose T help h—X%{FD
3. IHLTS squishrop ZIEST
4. RDT7V 23 INED

BYR—XZzERILEDIEHTEEY,

action=Urashima:pose:Urashima-ride-2,Urashima-ride-1,Urashima-ride-2,Urashima-ride-

1:ride2,ridel,ride2,ridel:Splash,Splash,Splash,Splash

ZDHFE. AF¥ v, R—X&, WRBOVANZEDSIEEFICHITSEE T,

5 AxY

1 Urashima-ride-2
2 Urashima-ride-1
3 Urashima-ride-2
4 Urashima-ride-1

7. urashima.txt DIERLHI

R—ZX#

ride2

ridel

ride2

ridel

Splash

Splash

Splash

Splash

NEFD urashima.txt F. RO K SHBERRICHE>TWET, WebhkE F&RISB3 (&, HEKRKEBONEANR—Y

NoHETEEXT,



https://kubohiroya.github.io/tmpose-kamishibai-samples/stories/urashima/urashima.txt
https://kubohiroya.github.io/tmpose-kamishibai-samples/stories/urashima/

WZEDSL7 71 ILIEBY =2 7L

y-v  WE

Ny N= 3y, PEHEH 7EY M 775—
K. R—XRRNZER

opening BADFL—Y3v

scene 1  EATHEBMNIXZBITS

scene 2 @ A XICE-STEBEED

scene 3 EEWTEICEZ SN

scene 4 EFHEEZITED

scene 5 EHICRD. HOZEICKI<
scene 6 EFFHZHITB

scene 7  EOHRTEANICKES

scene 8 EEHODIIN

-

scene9 IVFavY

ZDFlFE. 3107y MER. ¥—>FR)L. scene ODR—XERN. BFERIID action=text: . 7 T— K,

EXA0

kamishibai , setRuntimeVariable, asset, actor,

cover , text=ui.prompt

THEANTEY M Tz—F

:ﬁb%\ IJ 7\ *gﬁ\ /-IJ\)_Z\‘EZL?\E g

BE. EHRR—X. BRE

FEDORR. EUT, L—TFF7A—=3 > BHKR

RFEE. RITIOIR—X R

BREH, BESA¥y, U7

BER—X, HREF

FHEAZIRE. BE. #ER—-X

BRTZ V5 —FKR €U

Hde
B =

TE

ot

W—TT7 A=y 3y, R—XRBEEHEAEDELEMELTEVPLT VT,

8. k2B DSL D{ERFIE

8.1 ¥BEIV—VICHITS
R, YMEEZS~T0ERED Y —ICRITET,
IR

1. HEL

2. B8

3. BRHbIc B
4. EERER
5. f&K
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BY—rT BR BHEAY. €UT. & SNEBOEBEZRHET,

8.2 WERT7EY FEKWVWHT

RO—BE=ZED XY,

B 1]

BR . B B R IVTa YT EE
Fv 05 —E&R BE. BE. EU0N EDE. #BFF

MRS REE. YrV7E BF ROF

BGM BHOFEIZF5E

R—ABRF Y SMEICEBLTIEL WEBDERK

83 7tv hE%ERDHB

BIITHDOaBRA

%= Beachl, Ocean, Castle

A#): Hero-walk-1, Hero-happy, Hero-open-1

& : OpenSound, SuccessSound, OceanWave

0BT, SREFAZRMIPIKITILOERF. N1 TV, PYI—AAT7ZFERALTVWET, &I
XFIELTREES NS, EREFRESREMTAURTZHEVWE Y, 772 aYEREUVTES AR
¥/ . DHBERNDERICHEI SN, YANEREUVTESERIICERA |, 1B EHIDERICHEIESNE
ER

84 Nv5&EE&EL

IRTDT7EY b asset TEFRL. BHEAY%Z actor TEFRKULXT,

kamishibai=3.1
setRuntimeVariable=startSceneIndex:1
asset=Beach,backdrop

asset=Hero, costume
asset=0ceanWave, sound
actor=Hero,Hero

cover=Beach,OceanWave
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85 &Y—V%&EL

Y-y, BR. /R, EU7, BE) FRZRSEICEEZIT,

# scene 1

scenelLabel=opening
action=stage:Beach
action=wait:1
action=Hero:show:Hero:0,-60,30
action=Hero:say: BERRICHFE/ ! 2

action=wait:1

8.6 IR—XRHZEMT B

MR—XEFES I —2ITIE. £ TMPoselRL ZEE XY,

TMPoseURL=https://example.com/pose-model/

RIC pose PV Vv=EEZET,

action=Hero:pose:Hero-jump-1:jump:JumpSound

BER—XXzEHRITWEEIF. WV IYRTDTEEZZEY,

action=Hero:pose:Hero-left,Hero-right:left,right:StepSound, StepSound
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0. EZHDEE

ERR EH

SEBAIC kamishibai=3.1 Z &< T 7D ERNERT 2cHTY,

— TY—VvERYS FPTIUDY—V B TRITIBRHTT,

171 20@mHEEL IN—T TR TIET 27T,

BIO - FOAYY RORYD 2EBUED - FEELTRESNET,

D @FT7IYaryoRYyID say & think OAXFTIF, JOVESA : TEZXY,
, VX MDORYID TEY MBAPR—ZBICEHEBH I EANBVNTLEE 0,

IR—ZX%&IE TMPose €)L& —% EFILDSNILEES ERBHINFEA,
3

INIVERBEESERL REPANICLBBEEZ —RICRDBIHTT,

DIEDREMEBBTBZE TS X BUCMEDREE INILERIGS D HTT,

%)

BY—VTRRNREBZHRT S FUI—RBENEITH. BR. BEMR. BGMRBERMNICEET X THS
ﬂéﬂ%f:@?‘?’o

BRI 71ILIEEHICT S sound [FEDHEDDETRHEDHTT,

10. 7AKRFGE

10.1 FIFXEZMHRT S

e kamishibai=3.1 H'3% %

o asset, actor, cover BNIELKEHNNTWD

o - B3

e INRTD action D action=... THEO>TWS
o DUEFD sceneLabel MEFEFET S

10.2 Ric7 LY b 2RI S

+URLZT S UHYTHITS
s BfEHRREND
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Tty NEDARILA—HLTWS

10.3 RERICELZHRRT S

c EENERED ICYIDEDL S

o« 7UH—DAIE &Y A XAHEY]

o T 7 ORREHEDFTHAPL I LY

« BRI ETAHWN

o IR—XWHDLINT B

o ZEMIE, F—AH. Y FANDELWEBEIEZER

11. EZELPITVWERICTDIAY

11.1 ¥=YBBBZAAXY FTEL

# scene 1: JRIATHALHED

11.2 BHOFEED S LICETEAND

action=stage:Beachl

action=wait:1

action=Urashima:show:Urashima-walk-1:172,-77,25

action=Urashima:say: S BITEDEEH L LD, :2

11.3 IR—ZXDBMEH BB BEIEHES

& Wl

help
openl
open2

despair

ST < Wl
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posel
pose2

abc

11.4 RVWIEERNMNES <D

BYIC1 V=Y REIFE>TEN L., BRRBIC2Y—VEEZERTE. EIT—PRE7ZEY NEY—VEAT
BETEXT, BZEHEIR. FBETWAIEKEUABNSEDRTIATTY, WELDIRWL S IEFWICLiBVnaoh
aVT9,

12. EBF v IURXB

o WBEEYV—VICHITI

. BREGRZRAEUE

- BREAVEGZRRUL

. EBEI7Z7EYvhZHRHREULL

o R—RTHEETIOURLERER U

. kamishibai=3.1 ZZ\\fc

. asset ZINTEW

. actor ZINRTEW

. cover ZEW

. &y—rm - TRYI- L

o | DUKICES Y —UANEBE U scenelabel ZfTIT7c
o BY—VIERERERET VI —RREEWV
. R=XBZEETILINILA—ELTWS

o Kl ANEBEEINILONDZERETEL T

. RUDSREBEXTHERR UL

13.BEhERFaIAV B

o 03-user-guide.md: HKZ/FE 7 7 DIRERE

e 05-command-reference.md : AN > K& 70 2 3> Otk

e 0l-executive-summary-adult.md : KA @ (FHEEZ5HEE

o 02-executive-summary-kids.md : FHEME (7 HEE SRR

o 06-developer-guide.md : R & EILY—DFIE. FAF. BRil. 2FHOFIE

e 07-internal-specification.md : JUFE 77 7Y SB3 OWNEREE. MEH UK. REER
o history.md : #5:ZEDSL 2.0H'5 3.1 NDEEEE
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