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MZEDSL AV RKU77LVRA

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

TR DSL: kamishibai=3.1
MRGLE: BREE. BMERE. ARE

1. EDER

1.1 A9V k1T

fll:

asset=Beachl,backdrop

1.2 773>

action=X4%R: % E
action=315R: 635 : {E 1B INE

IR

action=Urashima:say: CAICHBIL:2

action=stage:Beachl

1.3 ¥—=YE§ID

- TY—VZERYIDET,


https://creativecommons.org/licenses/by-sa/4.0/
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1.4 XV
# ZZIFaAAb
# CHEXDTIEOIXAYERNTY,

1.5 RYID XF

XF A
= TRTBAICENZ DN, IXY ROF—LEZRTS
TUYavOERENTD
UZ M PEREDTS
--- V—VEHT
# aAXY MMTERT
AV RITTIR RAD = KFDF—EEORYIDTY, EICEENZ2EBUED - FZOXRRFS
nafcd. €Y TARX® registerBranch DFRHBRXTEATEXY,

¥A &, OBRIFOVYRSEICELBDET, Ic&ZIE say & think TIREA | HAEAXEPREDOXY]
DICHZDIcH. AXFoIOVICIEEA © ZERAULED,

2. hy7LRILAVYVR

2.1 kamishibai

kamishibai=3.1

BHE RE

&) BARN—Y 3 V%ERY
WA WA

(B 77 A DFEE

{E 3.1
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2.2 asset (B - BFE - TXAMT7EY FOEH

g

asset=<7 v b&>,<V Y —R#@HIF>

asset ANV Y NIE, BIfR. BFE. FLETFRAMNZREZEATHERIT 2007y hEUTERULET,

7Y M IREERDAFATERPERZSRI S L EICERATZHHTI,
c DY—REHF 7y FOEEITZERLVLET, HTTP X IEHTTPS ® URL7EIF T/ <. TurboWarp
7OV bMADIARF1—L, BR. B, FYIILTFANZEETEXT,

asset= DRICENZRBRADAVIH., 7y hEEYY—-ZAHIFOXYID T,

ARBURL DS EFT S

asset=<7 v F&>,https://<BERE /=13 Z A DURL>

Bl -

asset=forest,https://example.com/images/forest.png

asset=opening-bgm,https://example.com/sounds/opening.mp3

HTTPXIEHTTPSOURLTHE L7 7MILid. Xy hT—IDSHARENETT,

HEPERZABURLD SHAALBE L. BETDOWeb U —/\HCORSICLZ 7V R ZFHFAILTVS
DENBD XY, Xfco URLEDT 7 AILDBEXCIFBIREND &, 7Y N ERHADBRLLRZ I EN
HHET,

70917 MATEY b DERRIERE

asset=<7 v %>, costume

asset=<7 v b&>,costume: <A TS5 4 h&>
asset=<7 v b %&>,backdrop

asset=<7 v b%>,sound

asset=<7 2 v b&>,text
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asset=Turtle,costume

asset=Urashima-walk-1,costume:Urashima

asset=Beachl,backdrop
asset=0cean Wave, sound

asset=Narration,text

FRMEEETIE. 7Yy MEZIXF 1 —L4%A,
BR7EY NBERBDRTSA Mz,

7A9xY NA7EY FOBRTREE

BERd. B4, TFAMBELTEVWET,
costume: R 754 h& TIREEATZA1 MN2SRBUXEY,

asset=<7 v b&>,costume: <A 754 bE>:<ARFa1—A%>

asset=<7 2 v b%&>,backdrop: <& =%>

asset=<7 v b%>,sound: <A TS5 h&>:<EF %>
asset=<7 v b%>,sound:@stage: <& %>

asset=<7 v F&>,text:<TF+ R b%>

Bl -

asset=hero-front,costume: A#¥): 185

asset=forest,backdrop:#

asset=narration-01,sound: L —% —:13M@E1

asset=opening-bgm,sound:@stage: F— =>4

asset=main-caption,text:Narration

fEFRTREZR ) V — R iR+

Uy —ZADiEE

HNEREIR - NEREE

k-

g

http://... Eei 7S https://...

costume: <A T 5 A h>:<ARFa—L%>

backdrop E7cld backdrop:<&EE=&>

sound: <A 754 ha>:<HH>

sound E7zlE sound:@stage:<H >

text ETolE text:<TF+ R >

costume 1T D5
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BRIICERTESXF
JAYERYY—RBRFORYID [CERY ZcéH. ROBRICIIMERTERE A

B vk 2
e JRXFa1—L%

cERE

=g
c TEAKNAZ

eI |

cHEWEUIRATZA4 b ARFa—4L BR. BVFEELBVWERR. 7EY MEBRIS—IKBD XTI,

e AAF a1 —LEBREFEERTEY & ULTHRDNET,

c AT FZANFIRBRT—IYDEREE7 Y hEULTRDNET,

e T¥ A NFAsset ManagerDZ VA LTFAR7EY FEULTHRONEXT,

cEBBR7EY NeBRBEFERALEEY. BR7EY NZERERICERLULLBERIS—ICED X
ER

cBAU7tY NAZBEERULEGIE. IUDLWERABRTEZBRASNET,

« 7OV NADIARFa1—4L, BER. BZFERAIZIEE. TNE5DT—FIF b3 7 71 ILAICRE
Ehaficth, AMOEL - EET—/NBBEHD XA,

2.3 setlLoadingBackdrop

setLoadingBackdrop=Loadingf =7 v b3

7Y "GHARICRAT—INKRRIBERT7EY hZ 1HEELE Y,

asset=loadingBackground,https://example.com/loading/background.png

setlLoadingBackdrop=1loadingBackground
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15 RE

®E Loading BE S DREBEFAE AT —IVRREZRET S

WA . BREFIFHAAHDE > B LoadingBackdrop Z £ S

e asset CEHRUICEKRTZ Y h&ATH

FEAIE Loading & &. Loading AER. BE 7 v N DIEICFHEH#AD
EW Loading AERZHRA U RT7#H / B ZREHUVICKRRIT B

EERADREROZERIERINT T, BEULAD asset TERSNTLWRWERREFRAL S —ICRD K
Yo T AHFRBRIFHEAAHDE > BLRERZHEICKRL, EEERDOFZHALAATTRICELVEZR T,

2.4 setLoadingCostume

setLoadingCostume=Loading@ 7 v b41,LoadingA 7 v F4%2, ...

7ty FFOARICHFRBRBEAAHF AT T A N Loading NERRT DER7Z Y M EEELE T,

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

setLoadingCostume=1oadingl,loading2,loading3

EHE AE

®E Loading RE&RDEEFHA L VIBRTRZRET D

B FE, AREIIHEMAH Loading ARF 1 —LEES

e asset CERUICEKRZ Y NEOAYIRXYIDY X~

FoAlE Loading BERICHEIT T, BEF Y hZERIEOXXLICHHAAH. ZORICEEZEY M5
HIAD

W Loading 7ty N ZBRA LU =T#H / % ZREH U ICKRTRT 3

FoA—=Y3 BEZEY MO 1HRED OFUAES CREEERZBRERT 5

\
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fcEZIE3EBERELIES. BE7EY N1, 2. 3. 44BICiE. #N%1N loadingl « loading? .
loading3 « loadingl b‘i%ﬁ?éni?o 7]‘/7%?&@%5‘3%*%3“\ E@% &1 14:& bT?&bhi?‘O ?EEL/
TeRFID asset TERSINTULWRWESIEFHAL I —ICED ET,

EHDOREH UK. LoadingBERE BRIDEEY Y h—H5RRENET, EEERDKE S PIEEHID
DAFIE. RELHUVAUEICFELE A,

2.5 setPoseRecognitionSound

setPoseRecognitionSound="R— AFRHEFDNREE 7 £y bE, BRKIBONREET 7 2y b

BER—XDOBHPICBETDERTEY &, R—AKHORIFICBETZERTEY MEEELE 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

1= nE

&E R—XBHPORBE ERHBRIBFOWREZRET S

WA R, VY NERKXCEREDNEXFOHEEINNT 2ENES

fE1 asset CERUCRBBEFOERTEY b

2 asset CERUCRBBRIFOERT7 Y M, EEH

£ 1 EZ0RH% BIR—X D RGBS IC Asset Manager R THAET %

£1FOEL BRI, AR—X /Right/Downic &3 ZXF¥ v/ YEELRKICELTS
E2F D% R—REMRIIEE, TR—XB#H OEZEHIIEMCEET D

BEUVEZFTPEE7EY NEUVLTEESINTLWARWESIE. BERICZ7EY MNIS—ICBDEFT, F1TED
RWI Uy TIBEDEICKDZERFTELELVLET, F2HREEET7EY NEBEBORIEITBEINED,
kD1 BIEECIZOXEIAHTEEXT,

2.6 actor

actor=7 0 ¥ —%& , {IEAR+ >4
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15 RE
&2l BIEAYEERT D
B BHEANYERTT D5 RLE
11 T —%
E2 UIHRE V%
Bi:

actor=Urashima,Urashima-walk-1

actor=Turtle,Turtle

2.7 cover

cover=HR=7ty b M, BEE7 Y M

I5H AE
%El FREHDOEREEZIEET 2
WA HexE
&1 ER7ty 4
&2 BE7tEY N
Bl

cover=Beachl,0ceanWave

2.8 setRuntimeVariable

setRuntimeVariable=ZE# % : {E

Temporary VariablesiiidRD TV 7 A AEBNEZRELE T, ANV I FLIFI—VRNTHERTEZXT,
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setRuntimeVariable=startSceneIndex:1

setRuntimeVariable=takeSeaRoute:true

startSceneIndex ISRIICETIT BV —VBE S TY, FEDIETSRIZEHRH OV RTHHILLTEE
ED

2.9 registerBranch

registerBranch=0U& % : 1,542, .. .: o — SN, o= IN)b2, . ..

Runtime Expression Tl 9 2% &, BEIGLY— INILDEZEIRLUF T, FERELSFHES N,
RNICEICB IR ERUMBDO INILIEENE T,

registerBranch=chooseRoute:takeSeaRoute,true:ocean,home

FMRESORHBIEETETT,

setRuntimeVariable=score:1
setRuntimeVariable=route:ocean
registerBranch=chooseByScore:score == 1,true:ocean,home

registerBranch=chooseByName:route === "ocean",true:ocean,home

EMLLBEEFIE ==, 1=, =—=—. == TY, BHOD - IRALSTHH., FEHEXDEEFE ULTIIERT
ZEFEFA. REHEINILEIEZFEZATLEETW, REDEREIC true ZEL EEDBBEICHED XTI, &
R UT=DIElE action=branch: 9% TETULXT,

2.10 scenelLabel

scenelabel=—>5N)b

-~ TRYUSNIEY—IAN—BDARZFIFEX T, branch . keyInputToChangeScene . touchInputToChangeScene
FZDININZBETE LTEVWET,

scenelLabel=ocean

action=stage:0cean
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2.11 TMPoseURL

TMPoseURL=7— XEF JLURL

I5H A

&E TMPose EF )Lz FH+A D

AR pose Z{ES > —> TR

& E7JLURL

EX R ) V—=YADTY Y3 VETRIICETIVRHFAHETS
B

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

2.12 text : scene 0 DR—XEAH

text=FHFAHITFR T &Y b5 :XFF

/T\Q—Z“?%WL;\ scene O (f-i*ﬂo) === IS Dﬁ'l]) T‘E%bi?o ui.prompt Li%‘/@*(be*‘EEJJ"éﬁi?%f:&)
asset= [ K BEFRISAETY,

text=ui.prompt: R— X% L35 |

ik A & KREZFDELESE

ui.prompt R—RXEHFDEN Pose!

BMRAFERRT 500, BEEANRL % Tscene 0DEREEALET.

7AIEHA, BFoA, Y1 MLERR. SBRR. @RI 7 —OXERAEARIVYRTRHDEEA, 7TV
DEBTEREE ﬁo) (3 70v7Y. FEHAENMREULLSEERNSRED T, HEEXD
text=ui.open: . text=ui.reload: . text=ui.dbout: . text=ui.invalidScript: 7 7Y UINEBREIhEE A,
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3. 78—-NKILF77>3>y

TA=NNIWFo2aviE. FEDFIY—TREL. AT7—J, &, KEZRELET,

3.1 stage

action=stage: HET7 v b

BREEE7EY McUIDEZXT,

R

action=stage:Beachl

3.2 wait

action=wait:##§

BEEMBLETFEEY,

IR

action=wait:1.5

3.3 bgm

action=bgm: EE7 2 v b4

BEE7EY NEBEL. BERTEZERLTIRRDT I a INEHET,

R

action=bgm:0desong

R bgm FIL—TBEULIEBA. BERBRICICRDT I a YNEH. ROY—VICB>THEFBRK

DEENRDLZETHIRLE T,
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3.4 sound

action=sound: FEE 7 v b

BE7EY N ZBEL. BERTETHEE Y,

R

action=sound:Gong

MRFOFEEEZERICEANEZWEEY. EHNRD>THSROBENESD - WSEICHEVWETD,

3.5 text

action=text: 7F R M7t v bR :XFF|

asset=%fl,text CEBRUIETEFARNTEY NORBEZ, 7723 VIOZFDMUETEHUET, wit &HH
BbhbEdE. RBZRHRINICE>TIBEREETEX I, ZXFIITREZEEFT,

action=text:Narration: 7L

action=wait:2

action=text:Narration: L L LML, HBHEZAIC...
action=wait:2

action=text:Narration:

V—YETD text=... DABEDIOHFRAADEITMN, 77 aViLDEICNEBEINET, FTLWLWAKRYP
IEXREHTICIE action=text:... ZERAULTLEI WV, FHEHD ui.x XSETIXVEAREE L Tscene 0D
text=... ZfERAULXT,

3.6 transition

action=transition:fadeOut
action=transition:fadeUp
action=transition:reset
action=transition:fadeToWhite

action=transition:fadeFromWhite

AT—YDHREZSHREZME> THEEIEL XD,
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& e
fadeOut Bi% = ZERBEMICTIT 2
fadeUp B% S ZREMICEITS
reset S IMREZ 0 NREY
fadeTolihi te %% +100 ETEREMICEIT. ZOREZRETS
fadeFromihite BH23% +100 5 0 TTEREMICTIFS
3.7 branch

action=branch: 5 k4

registerBranch TEIRUTCREETHMU. BIEN Tz scenelabel ANBEUE T, BElCRD2EELRITNIE. F

DEFERROFZI >3y /I—INEHET,

3.8 keylnputToChangeScene

action=keyInputToChangeScene:+—1ID1,¥+—1ID2,...:>—>IN)L1,o—>S5N)b2,...

MBFX—DANZENY I T ZTY RTHE, HENcF—ERAUMBDOY—Y INIABELETD,

action=keyInputToChangeScene:ArrowLeft,ArrowRight:leftRoute,rightRoute

F—IDIE KeyA. Space. Arrowleft BREDIA—RZFEWVWET, F—IDEETNILEKIEZE B ZTLEE L,

3.9 touchlnputToChangeScene

action=touchInputToChangeScene: 7 ¥ ¥ —%1, 794 —%2,...:.o—rIXN)1,o—r5XN)b2, ...

BETFIVI—NDIRAVET—/ 9y FANERFSE, BREINTIVI—ERUMNBDY—Y IRILABE U X

Yo PUI—HETNIEIEZBZZTLIEE W,
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4. 779—=79>aYy

FOH—=FUaviE. actor= TEHRULEESAMICHUTETULED,

action=7 ¥ 4 —%& & {E

4.1 WREE

EE =13 i
BMryy— 1 A FICEST Urashima
HAVNEXYID BT U5 —ITET Urashima,Turtle
* 27U —ITET *

IR

action=Urashima,Turtle:hide

action=*:hide

BREEY » BRELEYR—PFSNTOLEIN BEOTAP IS ZEBET L5, BEREMEEZLT

IHLET,

4.2 show

action=7 ¥ & —%:show: A+ & :x,y, ¥4 X
action=7 & # —% :show:x,y, b4 X

FOI—DRAFy, (B, FARXZEELTRRLET,

R

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



WEZEDSL AN RUT7LYR

Y1

=k

asset CEBRUIER7 Y b
BB, ANT IR EHNVAFR
g, ENTZR. THVAF R

Scratch/TurboWarp D X 754 1 X

AXVZEEBUIEERXTIE. actor TIREUVVHBHAF VELEIBEORF Y EFEWVET,

4.3 hide

action=7 2 ¥ —%:hide

7Y —EIERRICLET,

R

action=Princess:hide

4.4 say

action=7 ¥ & —%:say: U 7
action=7 & % —%:say: £V 7 :##

U T7REHLZERTULET,

IR

action=Princess:say: &5 ZZEEIHEA, :2.5

MEH UL ZHIH:

action=Urashima:say:
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4.5 think

action=7 & & —4& :think: XE
action=7 ¥ ¥ —# :think: X & : ##

BERESHULZERRULET,

fll:

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

4.6 setSkin

action=7 U ¥ —% :setSkin: AF¥ 4
action=7 & ¥ —% :setSkin: AF¥ V& : (4 X

TIOI—DRAFV%, BEFEEHT7EY MTUDBEZXT,

IR

action=Urashima:setSkin:Urashima-surprised

action=Urashima:setSkin:Urashima-surprised:45

4.7 setScale

action=7 9 # —% :setScale: 4 X

FOI—DYA XEEBLET,

fll:

action=Urashima:setScale:30

4.8 setPosition

action=7 ¥ ¥ —#% :setPosition:x,y

7Y —EiREMENBGERICEBE LI T,
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IR

action=Urashima:setPosition:@,-57

4.9 moveTo

action=7 ¥ & —% :moveTo:x,y, #E

BEWBENIT, 775 —=EEMENBE U X T,

IR

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

4.10 setLayer

action=7 ¥ # —# :setlayer:front
action=7 & ¥ —% :setlLayer:back
action=7 ¥ ¥ —% :setLayer: (&

PO —DERDIEZEELXY,

&
front
back

EDHE

0. BO¥IE. BEMUMN

fll:

action=Princess:setlLayer:front

action=Turtle:setLayer:back

BEL AV —HIETRNES

1LV -3~ B8
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4.11 loop
action=7 ¥ & —%&:loop: 72wy b1, 7ty b2,...: #E1,B%e2,. ..

BHRXCREEZEY NNV I IOV RTEDERLET, BRIBETEY NORBNMSROT Y ~FHtA
XTORERT, 7ty MICRAUEHRZEELEXT, RROVEBDRICTENRD £95

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

W o TEETEY NZEEKRICHBTEEX Y, ARIIL—TICEROERDL S 2 HERIFREROERIRRE
nEd,

4.12 sequence
action=7 9 # —%:sequence: 7y b1, 7y b2,..  #E, BE#e2,. ..

BRECRFEEZEY NNV I ISOY RT—REFIREICBELERT, BEETEY ML D 1 D244<
LEY, IVY REBRRIETZRFCI. ROFI Y3 yNEHET,

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

5. R—XBREF 723y

5.1 &%

action=7 ¥ 4 —%:pose: AF VAU R M R—XZYRMHREFUR b+

R

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

5.2 #HR—X

action=Urashima:pose:Skinl,Skin2,Skin3:posel,pose2,pose3:Soundl,Sound2,Sound3

20
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AMEBEHER—XEZDEBTRED I, BREITIE, ACMUEDRAFY EHREFZSRLEIT, NI BIER
DBRWEEREXFICED, R—XBEDBRBICHIRDBAFVPHREFSREINE LA, ZDTH,
BR—XICHDTDRAF Y EMREZ 1 DI DEELET,

ﬁll

1HH BA

AFVEHYR BR—AFEDEEICRTRIT D7V Y —EHR
R—X& U R~ TMPose EFI/LICEFSI NIz oNILE

MREUR S BEIR—ZXRNFICIBS T

5.3 RTH DTN

AAXSTLEL—ERRULET,

R—XBHERABLET,

AT ERE R-XFH . Fr—v ERRULET
RFIVI—DRAF V%, REDR—ABAAFVICEELET,
EBER—ZADRBESINDIEZTTHFEET,

CREINhTWBE. Fy—2 DEBXET,

. Fr—2 H100ICHRB ERINTY,

CBNhEEBESULED,

ROR=ZDHNILIEDIRLF T,

CIRTETURES, R—XRBHFMEARXTTLE2—ZFALET,

O © 0 N O o0 W N —

fu—

5.4 BHEINFGAXA—5 DRE(E

BEORART7 7L, EFIFIC poseRecog=0.5. poseCharge=10 . poseldle=0 ZRE L. RDETETHETL
F9,

IHH AE

L EWME WRR—ZDZXIATZH 0.5 UEBRSREPEHET S

Ertad RESEI nin(HKRKR—ZXDRA7 X 10, 100) ZF ¥ —INIMZ 2
FEERH poseldle=0 DfcHF ¥ —IZEPL I W

EXTha Fr—IMNIT00ITET B ERDR—IANED

UCEWMERBETREFvr—YRBIERA, REFRHRR—ZXDZX AT TFvr—IDEZ 5o, R—
RZRD ERPFRBENEELE T,

21
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5.5 R—XF&FDIY

FWLWR—X BT EVWR—X
B AEDOMENE->EDES WIcEBHZ W
EEAISAHIDPIT W ERETRZICCWL
FHTHIERLPITW BLIED, BV
1~2#iEENS RETEHE

6. BiREY X

TurboWarp D 27—V EERZE (&, FRH 0, 0 TI,

AR &

r=] XMTZ R

E XMYAFR

i Yy 7>

T yhivAF+ =R
Bl

action=Urashima:show:Urashima-walk-1:0,-60,30

Ihid, HEZHFRVLPTIC. Y1 X30TRRLET,

7. =V TROEEH

BY—VRTEIC, 77V IEROMWBZITVWEY,

e 7V aAVIRNZEIITI B

s INRTDT7 VY —=RET

s BERCHHEMRZREBOIREREIT S

* bgn CHRIAUCBEZ LD T, EEERDRT X THET %
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Leht>T. ROY—YTRERETVI—RREHEICIUTEZEL XTI, AU BGMZi#tfi s 2551,

bgm %?ETE blﬁbit"/’uo

BERIRODY—VBEESNEHE T, branch £fcldF—/7 Vv FATD nextScenelabel ZRE UTIZEIE.

sceneLabellist NSRAZTINILZHRL., FDI—IABEULXY,

8. BRI T—ICHD YT LWI

8.1 RMWIAVY R

background=Beachl

background (EFRMIHTY, IELKIEFRDELSICEZTET,

action=stage:Beachl

8.2 = Hizwn

asset Beachl,https://example.com/Beachl.png

EFUKRBROELSICEEET,

asset=Beachl,https://example.com/Beachl.png

8.3 : HFRLTWS

action=Urashima say CAICHEIE

EUKIERDELSICEERT,

action=Urashima:say: CAICHBIL:2

8.4 XEBR7 Y M BRI S

action=stage:Beach99
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Beach9d ZfESKS5, NV I TEREUVLTHBKDELNHD XY,

asset=Beach99,https://example.com/Beach99.png

85 FHELEVWY—YSRIVEESEBT S

action=keyInputToChangeScene:ArrowRight:missingScene

Bapkicld. WInh DI —2TEERUT scenelabel ZIEUET, TINILIEKXE - INXFEPEHLHEH
T—EIETLLEZW,

8.6 It R b DEHHES

registerBranch=route:routeA,routeB:sceneA

KEETNIL, F—IDETNIL, FYFRRETNIL. loop DT Y b EWEIE., ThZTNRERERZZ
BZFT,

9. YN—HIILAF*—

*— KR EDMR EVWEC3

AR—2 REOKR—IBH 1z X*y 7 BER—-Xz 1 I OERT 2
AR RED7V2avexTTUTRDTZIav~NED EHZE 18 OHERT 2
TRED REY—VZRTULTRODY—UNED RLWY—rZRIET

AR=ZFR=XFEHR. GRHEBT7V Y 3 yRTH, TRARBY—VERTHLEFRIEFET. ROLEDOA
NERDN G DEEBERF—CLEEELE A, Y1 NVEEATRAR—IAXCBEARY VY JETHDEMT
ED

TRINTIE, WEERTHE D —VFKED transition ZHEERELR U TCREKREBEI THEAL, ¥—V5%ED bgn
ZHEERBULET. BEFOBGCGM FHERFL. IWEERTHOD sound LT ZELLET, RDDZOMD T I Y
IVIRETLEEA.

REERATIRRBEEICOERELTILE W,
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10. F=hk>—Fh

10.1 A%

kamishibai=3.1

setRuntimeVariable=startSceneIndex:1

asset=Backdrop,backdrop

asset=ActorSkin,costume:Actor

asset=Music,sound

asset=Narration,text
asset=Loadingl,https://example.com/loadingl.png
asset=Loading2,https://example.com/loading2.png
asset=LoadingBackground,https://example.com/loading-background.png
asset=ClockTicking,https://example.com/clock-ticking.mp3
asset=PoseRecognized,https://example.com/pose-recognized.mp3
setLoadingBackdrop=LoadingBackground
setLoadingCostume=Loadingl,Loading2
setPoseRecognitionSound=ClockTicking,PoseRecognized
text=ui.prompt: R— X% &L 3D |

actor=ActorName,InitialSkin

cover=CoverBackground, CoverSound

registerBranch=route:flag,true:sceneA,sceneB

10.2 ¥—>

# scene 1

scenelabel=opening
TMPoseURL=https://example.com/model/
action=stage:Background
action=transition:fadeUp
action=transition:fadeToWhite
action=stage:NextBackground
action=transition:fadeFromWhite
action=wait:1
action=Actor:show:Skin:x,y,scale
action=Actor:say:Text:seconds
action=Actor:moveTo:x,y,seconds
action=Actor:loop:Skinl,Skin2:0.5,0.5
action=Actor:pose:Skinl,Skin2:posel,pose2:Soundl, Sound2

action=branch:route
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10.3 &KL ESF7I>3Y

action=stage:Beachl

action=wait:1.5

action=bgm:Music

action=sound:Effect
action=text:Narration: 5 H D 5% EA
action=Hero:show:Hero-normal:0,-60,30
action=Hero:say: CAIZHEI(L:2
action=Hero:think: £S5 L &5 :2
action=Hero:setSkin:Hero-happy
action=Hero:moveTo:100,-60,1

action=Hero:setPosition:0,-60

action=Hero:hide

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

action=Hero:pose:Hero-help:help:Success

action=keyInputToChangeScene:ArrowLeft,ArrowRight:left,right

11. #RZan&RAY

R

EI=a=—X
B=

*v 595 —EE

*v 5058

15

cal

Y

m

=%

12. BifiEXE

i

Beachl, Ocean, DragonCastle, End

Urashima-walk-1

Urashima-open-1, Urashima-open-2

Urashima-surprised , Hero-happy

OceanWave , GoalCheer , Jump

help, ridel, dance2, open3, despair

DY 77 LYAF, BEEEShizTurboWarp 7OV 17 MDD kamishibai=3.1 EEZFIRICLTWET, 3.1

EDEIDAEERTIE. 7Y NEAF. ¥—r IR, Dk, AH. bTYV
MAELZ, £LEFBTERWEENRHD XTI, AEXEERHET 25513,
N=I 3 rE—EICEEBLTLEEI W,

5
P

I TPEX=3v, TFR
7

3
BRI 7AIER/BT BT TID
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13. EERFaXV b

* 03-user-guide.md : fK:ZE7 7Y DBRIEAE

* 04-dsl-manual.md : fKZEDSLT 71 ILDIED 7

e Ql-executive-summary-adult.md : R A FHIEETEH

o 02-executive-summary-kids.md : Tt (7 HEZE AR

e 06-developer-guide.md : FRRY & EILY—DFIFE. FF. Rif. AFROFIE

e 07-internal-specification.md : A7 7Y SB3 DAE#EE. M UK. REER
e history.md : #8ZEDSL 2.0H5 3.1 NODEEEFE
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