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actorListDEHES & ICRE
treate actor : RDRET, ¥ HAski

name & skin N7 M
(thread variable)

actionTarget = name
actionParam = skin ’
s

[

clonef#ghat

actionTargetZ 545
- local actorName ’

actionParam’Z Fi >
- Asset Manager®skin ’

0.1#FF D

> ?T)E%’\

1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
:
1
! Actor®cldng % £ % -
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1

clonefERiFidbroadcast LW\, 0.1 DFFH#EH. B runtime variableZ
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create scenelist = scenelist

sceneZ & ICR1E
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=
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[
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create scenelist |& script %Z scene BEIIC 1T E T, exec scene # %s with %s [FIRTED scene & {TEAID
commandList I3}, exec command %s %s Tcommand ZIEICAIELEX T, TDS5 action= DIEZ actionlist
ANE®. exec actionlist ¥ action & exec action %s NEL E 9, Stage action l& Stage A TEITI N E
9, Actor action Tl&. Staged® actionTarget . actionCommand . actionParam. actionParam2 7\ action
envelope ZEZAATH S, execActorAction % broadcast U £ 9, message &35 U & Actor cloneld
AT ETH . B D actorName EFBFHXZRE L X I, EBRICcommand Z IR L TUIET 2D I, FEFkIC
—HU7I9—FIFTT,

2.3 target D&

Stage IF B A% scenelist . commandList . actionList NERPERIICZE#HEL XTI, & 5ICscene &EHHruntime
IREEZEBIE L., Stage actionZ=E1TUE T, Actor clone DEHIE. EREFICEHD D actorName & #IEA skin
ZHEEL. Z0%. 75— ~mDZEIFZ LA (2.2F) TEES NI Actor actionD>E BH %
WRETDHDZEETISDIETT,

Ul sprite (&R TIRRE%Z showMenu / hideMenu . showPrompt / hidePrompt . Asset Manager @ Loading
message TRITHD £9, BARDETIRE% Ul spritefii\ ERHE I, Stage #REDFAEEEULET,

3. Z# & list

THUE. SB3NKE{b T3 Scratch Z#/list, thread & & O—ME. project A THET % runtime
variable @ 3BEICA T F T,

3.1 ScratchZ#

FiE&E 3 NHANE =&

Stage R— X505 0 pose SR DFRN - HFIKRE

Stage Fy— 0 pose I E T®D charge &~ - AiFIKEE
Stage actionIndex 1 BENIE S B actionlist DAIE

Stage poseIndex 1 RENIET B poselist DHE
Stage __tmpose_embedded_script EXF player profile DI HAPH B R FHITEIE
Actor actorName _template_ clone hEY T ZHEAEREDactor

__tmpose_embedded_script (& Stage IC—DEIFEEL. monitor 2 FE5 X Ao generic & editor TIFZE,
player Cld builder N EBREHBERZHRELX T,
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3.2 Scratch list

INT StageFIE T, NASB3 TIFZEDHAEARETT,

list =&

skinList actor action 1M costume &%
poselist pose action FDEE:H label {Z#H
soundList actor action 1 ® sound {&#
actionlist IH7E scene M action 7!

scenelist BAHD S Uz scene block
commandList scene DRI ICFHEY % & E command
actorList BANSERT % actor €&
assetlist E8%d D assetEE

durationList pose & & & Dk RFE
scenelabellist scene label & index DX
lines Text Lines TREIL e BART

3.3 runtime variable

17281 %D runtime variable (XD 19 T3,
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4 S1FHAR /&3

script FAAATEEEEHB AR, title. reload. startStory B THE

version BAD kamishibai version

startSceneIndex BATIEE L Fth scene

sceneIndex RERITH D scene index

actionTarget , actionCommand, actionParam, Stage » 5 Actor clone NJE 9 action envelope

actionParam2

nextScenelLabel key/touch AAHEK U 1B scene label

skipMode Space « Right . Down IC &2 RHEBDETEX

skipContext title. action. pose. scene D EDERNEREHETES
H

poseRecog , poseCharge, poseldle pose D L E=WME. charge 5. idle iFfEl, BIEEIL 0.5 .
0. 0

poseRecognitionSound setPoseRecognitionSound TEEULERFHFOEE 7Y ME

poseRecognitionSound?2 setPoseRecognitionSound CIERE U e SRR OER 7y M4

loadingCostume Loading sprite N3@A Y % costume &

message Loading bubble N&RRY 2IREDEHB X E

uilanguage P77V UIDRREE, jaxlclden

ZDIFED. exec command %s %s | DSL TIEE SN fcruntime variable ZZEIMICERTFEUE I, DIEKEIE
branch:<branchName> & WD BRI THRELEX T, CD2RFIAIDSBZRHIRED 6. MR 19@EICITE
ZFXE Ao

3.4 thread variable

AZRILTOYIIFHL S EICHBESh, HHURTRICHEREE UTERSBRWMETT,
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asset/actor £

action 1T

il

index , length, line, lineIndex, name, value, key, keyValue

sceneBlock , sceneLabel , scenelLabellist, condition, conditionList

asset, assetlList, resourceld, actor, actorName, skin

action, actionResult, actionlListResult, stageActionResult, actorActionResult

command/branch/ A7 commandIndex , branchIndex , keyIld, hasRead
cover cover , coverBackground, coverBgm

Actor clone X, y, scale

Z DAt durationList , scenelIndex

runtime variable &[E& ® scenelndex thread variable (&, AZX ¥ L7 0Ov VNOBAAINA 518 - SHEET
9, project 2ADIRTE scene [& runtime variable 7217 Z1IERE LE T,

4. event. AhAXA7ZL70v Y, BHUBR

T D target | block ZFFE 9 % Stage F/zld sprite. 10 [&Z D target d blocks object|cd % key TI,
SB3 ATl project. json D targets[].blocks « D YRI KNY Tl app/project.source.json D[E UHIE ICIRTF
ENFEJ, IDIFopcode PHRRATIEHRL. TOERKRXFTYTY 3 v NRDblock ZHE T 5 1o DAEREH
AFTY,

sb3-toolchain @ build & import i block ID ZFHREFLI. ANICEEZFNZIDZRFLET, BiFblock
ZERERULZWTurboWarp LDRE - RETCHEEIRIEINE I, —A. block D HIBR & BIER. BH
P copy & paste T & 2% L L block DYERL. target,/project D import7: & T block B4R I3 & ID
BEDLDEI, LA >7T. IDIFAERLERR. KD, DRz X< SRICFEVWERA, 7TV ZiREL
TIDAZE b - BB IE. KEDHIAED app/project.source.json ICHDLETEHRLE T,

4.1 event hat—&

procedures_definition &. #EfS N TUWVE W reporter block [Eevent hatic&HFEA. EITShdA
A BhatZEREITBEERNRAYLTOY VIFH U, broadcast, REEE, RREBEZENLLEHD
T, 1Z#Dblock Z 8 2B DZFRENRINETIEIH D XA,
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Stage

target

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Stage
Stage

Stage

Stage

Stage

Stage

Stage

ID

iM

i}

jb

jX

j/

j?

kD

titleCloseHat

1L

m~

nx

uilanguageChangedHat

trigger

green flag

key space

key down arrow

key right arrow

startStory Z{E

stopStory ZE

debugTestCamera Z

=

showCover §1§

Stage click

closeTitle {5

showTitle 3215

stopKeyInput §1§

stopTouchInput =

&

languageChanged =

S

RITThIASE

UISEZREFE/1FE (558 D SRER. camera/
pose /actor Z#IHA{L U showTitle &S

showCover i?_é_f%

IRTED sound fFLE. sequence &1L,

finishTimedActorAction 3&{S. skipMode=scene

IBTED sound 1Z1E. sequence #&im1k.

finishTimedActorAction (5. skipMode=action

start camera, create scenelList, exec scene # %s with %s,

create asset, create actor

stop camera, stop pose recog, show cover ; deleteAllActors,

showMenu X155

TMPose @ camera preview % B

show cover ; hidePrompt , deleteAllActors 53_315

closeTitle 3X15

HAAHEBRDEEICIE U T shonCover F /el startStory 3%

5

TitleRuntime NYIEE X, EfTcontext % clear L.

hidePrompt , deleteAllActors ﬁ1§

Async Input £ listener #{=1t

Async Input D £ listener Z{Z1E

menu & about.* DETRESVGTFFRA M EBIRSEETEHR
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Actor

target

Actor

Actor

Actor

Actor

ID

nY

oH

oJ

actorFinishHat

trigger

execActorAction &1%

deleteAllActors {5

clone %A

finishTimedActorAction 52

5]

KRITSh3INE
isTimeBasedAction, wait for actor action %s seconds
clone Z HlB&

actorName « fiIiB. scale % runtime envelope H S #4H

1t

TR actor & skipMode % BBE L KB action 25T

20
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Ul sprite

target

prompt

prompt

prompt

openButton

openButton

openButton

openButton

reloadButton
reloadButton

reloadButton

reloadButton

showTitleButton
showTitleButton

showTitleButton

showTitleButton
languageButton

languageButton

ID

oS

oV

oX

o!

o%

0*

o[

ol

pb

languageButtonFlag

languageButtonHideMenu

trigger

showPrompt §1§

hidePrompt ZE

invalidscript 35

green flag

sprite click

hideMenu 215

showMenu §1§

green flag

hideMenu 15

sprite click

showMenu 215

green flag

hideMenu if’{%

sprite click

showMenu {5

green flag

hideMenu &

RTSh5AE

EHK costume %
ELTN

IR

I Z—costume
RN

IR

file BIRERIC

hideMenu ,

startStory EIE

FERR

ui.open skin Tz

AN

FEFIR

FERR

REEHAERT

hideMenu ,

startStory EE

BERDVREFBHR
5FRR

FERR

FEFRR

hideMenu ,

showTitle X.{E

title YA e 5 &R

FERR

FERTR

21
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target

languageButton

languageButton

japaneselLanguageButton

japaneselLanguageButton

japaneselLanguageButton

japaneselLanguageButton

englishLanguageButton

englishLanguageButton

englishLanguageButton

englishLanguageButton

titleHeading

titleVersion

ID

languageButtonShowMenu

languageButtonClick

japaneselLanguageFlag

japaneselLanguageHideMenu

japaneselLanguageShowChoices

japaneselLanguageClick

englishLanguageFlag

englishLanguageHideMenu

englishLanguageShowChoices

englishLanguageClick

titleHeadingFlag, titleHeadingClick,
titleHeadingShowTitle ,
titleHeadingHideMenu ,

titleHeadingStartStory

titleVersionFlag, titleVersionClick,
titleVersionShowTitle ,
titleVersionHideMenu ,

titleVersionStartStory

trigger

showMenu 215

sprite click

green flag

hideMenu 15

showLanguageMenu Z{E

sprite click

green flag

hideMenu 215

showLanguageMenu ==

sprite click

green flag/click/

title - menu - story

green flag/click/

title - menu - story

RTTh3AE

ui.language SKin
THRR

hideMenu % (T
showLanguageMenu *&

=
FEFRIR
FERR

BEERS v AKX
E. FhlAE A
FEEZRR

uilanguage=ja %Eﬂ%
% - BWFAUL menu

P
NRD
IR
IR

REERS v
English | ZnList
(& English R

uilanguage=en R

7 - BFA L menu
R

about.title Z IR
U. click Tl&

closeTitle *X{5

about.version Z 3K
KU, click Tl&

closeTitle 3X{E

22
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target

titlelLicenseApp

titlelicenseStory

titleAuthorOrganization

titleAuthorName

officialWebsitelLabel

officialWebsiteButton

officialWebsiteButton

officialWebsiteButton

officialWebsiteButton

ID

titlelLicenseAppFlag,
titlelLicenseAppClick ,
titleLicenseAppShowTitle ,
titlelLicenseAppHideMenu ,

titlelLicenseAppStartStory

titlelicenseStoryFlag ,
titlelicenseStoryClick,
titlelicenseStoryShowTitle ,
titlelicenseStoryHideMenu ,

titlelicenseStoryStartStory

titleAuthorOrganizationFlag ,
titleAuthorOrganizationClick ,
titleAuthorOrganizationShowTitle ,
titleAuthorOrganizationHideMenu ,

titleAuthorOrganizationStartStory

titleAuthorNameFlag ,
titleAuthorNameClick ,
titleAuthorNameShowTitle ,
titleAuthorNameHideMenu ,

titleAuthorNameStartStory

officialWebsitelLabelFlag,
officialWebsitelLabelClick ,
officialWebsitelLabelShowTitle ,
officialWebsitelLabelHideMenu ,

officialWebsitelLabelStartStory

officialWebsiteFlag

officialWebsiteClick

officialWebsiteShowTitle

officialWebsiteHideMenu

trigger

green flag/click/

title - menu - story

green flag/click /

title - menu - story

green flag/click /

title - menu - story

green flag/click /

title - menu - story

green flag/click/

title - menu - story

green flag

sprite click

showTitle {5

showMenu pxz'1§

RTTh3AE

FTIUSAMEVR
ZRRU. clickT

(& closeTitle %15

BERSZAEVRE
AZRRL. click
Tl& closeTitle 3%

=

FRREMBZRT
U. click Ti&

closeTitle 3X{5

HREKS -
email #RRU.
click Tl&

closeTitle %15

AKX Web 1 ~&
ZRRU. clickT
1 bZR<

EAMERIF D 3EEE
TA—=ILINy U %
E TN

RHWebt -1 k%
FLWy TTHL

XFEHRLDETE
costume At D &

ZATHRR

FERR

23
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target

officialWebsiteButton

closeTitleButton

closeTitleButton

closeTitleButton

closeTitleButton

closeTitleButton

Loading

Loading

Loading

Loading

LoadingBubbleAnchor

LoadingBubbleAnchor

LoadingBubbleAnchor

LoadingBubbleAnchor

ID

officialWebsiteStartStory

closeTitleFlag

closeTitleClick

closeTitleShowTitle

closeTitleHideMenu

closeTitleStartStory

pf

pm

23]

ph

loadingBubbleFlag

loadingBubbleStarted

loadingBubbleProgress

loadingBubbleCompleted

4.2 hA9L7AY IER—E

trigger

i

startStory &1

green flag

sprite click

showTitle 3215

showMenu 3215

i

startStory Zf

green flag

assetlLoadingStarted =

S

assetlLoadingProgress =

5]

assetLoadingCompleted

2=

green flag

assetLoadingStarted Z

5]

assetLoadingProgress =

5]

assetLoadingCompleted

2=

RTTh3AE

FERR

HLlcERR

closeTitle ¥&fE

EUIN

FERR

FEFR

IR

Loading

costume &R

costume Z{&&

IR =T

sound

JERR. bubble %

clear

anchor % &/xR

runtime variable

message %z say

bubble % clear U
TIERT

5|84 & prototype D argumentnames « warp I& prototype M mutation.warp MSEEULEX T, MEUCHITL
12 /#5979 2 message) ICIFERATHEIBDARYALATOY 7 PtEeeihRD NIE%ZRL. broadcast
message [FiX{E T 2RI ZHEE UE T,
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#HAL - parse  LEWLE

target

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Stage

ID

dc

gH

eM

hl

dL

D

EHF

bt

init skinList

with %s

init poselist

with %s

init soundList

with %s
init
durationList

with %s

selectValue #
%s separated by

%s from %s

substr of %s

after %s

min %s %s

exec command %s

%s

create

scenelist

create asset

create actor

518

commaSeparatedText

commaSeparatedText

commaSeparatedText

commaSeparatedText

index , separator ,

text

text , firstDelim

valueA , valueB

key , value

warp

yes

yes

yes

no

yes

no

yes

no

yes

no

no

U 9 018 /X5 9 % message

selectValue # %s

selectValue # %s

selectValue # %s

selectValue # %s

separated by %s

separated by %s

separated by %s

separated by %s

from %s

from %s

from %s

from %s

substr of %s after %s, selectValue # %s

separated by %s from %s, setTMPoseURL with %s ,

invalidScript

selectValue # %s separated by %s from %s

#HHIAH LoadingBackdrop ; Asset Manager;

assetlLoadingStarted/Progress/Completed

selectValue # %s separated by %s from %s

25
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camera ° pose

target

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Stage

ID

dqQ

du

dXx

eD

dG

dy

d!

d%

dc

dk

bt

setTMPoseURL

with %s

start camera

stop camera

start pose

recog

stop pose recog

rate of pose

recog

label of pose

recog

start camera

preview

stop camera

preview

exec pose

action %s

exec pose %s

518

URL

actorName

actorName

warp

no

no

no

no

no

no

no

no

no

no

no

U9 0 / £{E9 % message

start camera preview, start pose recog, exec pose %s ,
stop pose recog, stop camera preview; showPrompt ,

hidePrompt

change skin..., Asset Manager D3RS HLE /1S1E,

min..., rate of pose recog

26
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scene * action - actor

target

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Actor

Actor

ID

fB

f(

gP

ap

@R

eh

eR

it

actorWaitDef

R

exec

scene # %s

with %s

exec

exec

exec

%s

exec

%s

hide

actionlList

action %s

stage action

actor action

all actors

change skin of %s

to %s

show

cover

isTimeBasedAction

wait

for actor

action %s seconds

51%

scenelndex ,

sceneData

action

action

action

actorName ,

skinName

seconds

warp

no

no

no

no

no

no

no

no

no

no

U 9 4018 / #£(59 % message

scene skip®H command ZRE &
TEEMT U, exec actionlist. hide all

actors; invalidScript

B & exec action %s . scene skip
(& bgm & transition FE T ZBARIEICE
7

exec stage action %s, exec actor action

%s

touchInputToChangeScene %s %s , exec
keyInputToChangeScene %s %s , exec
branch action %s, exec transition

action %s, wait %s seconds

selectValue # %s separated by %s from
%s , 32D list#HA{b. exec pose action

%s ; execActorAction
execActorAction

execActorAction

selectValue # %s separated by %s from

%s ; showMenu

27
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transition  branch ¢ input

target

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Stage

Stage

ID

ga

gf

gh

g3j

fadeToWhiteDef

fadeFromWhiteDef

el

hq

hu

hy

EE

exec transition action

%s

exec transition fadeOut

exec transition fadeUp

exec transition reset

exec transition

fadeToWhite

exec transition

fadeFromWhite

exec branch action %s

exec
keyInputToChangeScene %s

%s

touchInputToChangeScene

%s %S

wait %s seconds

51%

transitionName

branchName

keyIdList ,

scenelabellist

actorNamelist ,

scenelLabellist

seconds

warp

no

no

no

no

no

no

no

no

no

no

HUHTOE/EETS
message

exec transition reset, exec
transition fadeUp , exec
transition fadeOut , exec
transition fadeToWhite, exec

transition fadeFromWhite

exec transition fadeUp

exec transition fadeOut

selectValue. ..

Async Input

Async Input

More Timers

28
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4.3 FELMEH U RS

R

green flag

startStory

scene E1T

Stage

action

Actor

action

pose action

asset

loading

0y

R

REBHUISELIIEE (58 ZHTE — app shell XE#HIL — camera/posefFlE —

actor JERR — showTitle
BAIREE — create scenelist — asset/actor £l — exec scene # %s with %s

exec command %s %s —> exec actionList — action & & IC exec action %s

branch. transition. key/touch A7, wait % EAdispatch

runtime envelope s&E — execActorAction — ¥R clone — #&) - BfzH - & - K action
camera preview /pose @#E — £ 1 EZH%E — exec pose ¥s RE (RERIKIIE2EZ
UR—XFR5 BEMRIICEE) >BF/REEL - promptIERT

HAAHDEE R — setloadingBackdrop IHE B = — Loading Bl — BE7tv b

stopStory — camera/ posefElk — actor HlBR — cover — menu

29
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5. broadcast & IREEETS

5.1 message—&

message ELREEE ZEE =2
showPrompt Stage prompt BRIE - pose EARNZERT
hidePrompt Stage prompt EAZIERR
invalidScript Stage prompt BRIS—%FRR
hideMenu menu,/ & ®iRbutton = menu/ SR button menu & EIRERZ —1EIER
~
showMenu Stage « = miEiR button 4D® menu button, Title FATTEER menuZ R R U
2Ry > Title ARY > BT
showLanguageMenu languageButton 2 DD EEER button HAE & English DERFEZE
ETIN
languageChanged Stage « 2D DEEER Stage app shell DFHEHTF R
button b ZBIREENEN
startStory Stage , openButton , Stage « Title B2 % > BAROEN - EITZzRBL
reloadButton Title RS v %[E9
stopStory Stage Stage ETZFELEL coverNEY
showCover Stage Stage cover ZHBELTmenu %
EGIN
showTitle Stage , showTitleButton Stage . Title 2R % > title IREEANERE L Title R %
VERRT D
closeTitle Stage, closeTitleButton Stage Stage click & BU 2R % >
DEBZHBELT S
execActorAction Stage Actor action envelope % clone
A
deleteAllActors Stage Actor £ clone = HIBR
assetLoadingStarted stage /Asset Manager Loading , LoadingBubbleAnchor Loading &z Fth

30
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message

assetlLoadingProgress

assetLoadingCompleted

stopKeyInput

stopTouchInput

finishTimedActorAction

debugTestCamera

FREEH

stage / Asset Manager

stage /Asset Manager
Async Input
Async Input

stage D Right,/Down
key hat

TurboWarp editor i 5
DFENX(E

2EE

Loading , LoadingBubbleAnchor

Loading , LoadingBubbleAnchor

Stage

Stage

Actor

Stage

N

¥ costume & message
Z R

Loading&zm%#& T
key listener Z{=1E
touch listener Z{Z1t

i action ZHEEIRREEANAE
3

camera preview DR

stopKeyInput & stopTouchInput [F1Z%#Ebroadcast block Tldi <. Async Input N\ U7z callback

message C9, debugTestCamera (B E 7 O—ITEETTZ FICRWEZHTA message T,
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5.2 RREE®

[ ML J
green flag

¢ showTitle
~N

title button
1 K8IL
showTitle
wCover J
l FHARAHER
) e
Pty A ]

— —_ pen / reloa P create asset
T - A=Za B %ElE
showCover [ showMenu startStory create asset
J

invalidScript

IR—X 1518 Pt | PUYavET
exec pose action exec actionList

o invalidScrip
FX3Z [ Right / Down

actionList

V—=VET

exec scene

R Daction [ scenfe

BFI7

invalidScript / stop al

stopStory / &#&scene

KZE7 7 DEEIREER

FERREII Stage K FIELE T, UIRRZDHDZIREE
79 ®D custom block h5BHU £ 9,

BEDIEARICE Y. runtime variable. broadcast. 3=

32
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RiE A0 A
#IHR1L green flag showTitle
title showTitle Stage click £7zIdH LD U MY >, HHAHBR

785 startStory . FHLIS & cover

cover,/menu showCover E 7zl stopStory open/reload T startStory . title button T shonTitle

BA % E startStory EE72 S asset loading & scene £1T. RIEEELRS
invalidScript

asset loading create asset assetLoadingCompleted &I scene 1T

scene &1T exec scene # %s with %s Rscene/branch. &#&scene T stopStory . fRITEE

“C invalidScript

action 31T exec actionlist Right TactioniE5. Down TscenelE5R. TT TR
action

pose {3 exec pose action %s pose 3. Right,/Down Taction RTNRE %

BAIZ—%K A7 - command -« scene i T prompt Y ui.invalidscript ZRR U, RIETTD stop all

~ - RITELE Z—BFD invalidScript TETZEL

invalidScript |& pose fFEANDBE TIEH D £ Ao, Stage lFAARKRIE. command f&#fr. scenef#ifdD T
Z—MFlcZ D message ZXE L. ZBXEBFTDERIC stop all ZERITUE T, prompt [ message = =15
9 5 & ui.invalidScript @D skin ZREUVLTERRULET,

skipMode [FZE3K, skipContext [FHETIBERIER TY, EK(d title. action. pose. scene ® FZUIBERES
HMHEEL. scenefd%h. cover. stop Tclear UEX 9, nextScenelabel I&key,/touch listener H'E&E L.
scene loop h¥label Z index NEER U 723 L BIBR L £ 95

skipMode=scene Tld. scene parser (3% D ® command % &4t LT action list # 2 E X9, action
loop & bgn & transition FEIFZEIR U TERIBICERETL. ZhAZHmHRIELET, transition DK
E1EF 5 1E skipMode DEE TR T UXITH, REDAEZIREIFNHIEITLET, bgm & scene skip FHFAA
TZ. down arrow handler (F2EFEZEILE T, TRED sound 7211 %Z EIELE T, ThITLD, TTICHE
ERFIEY VKRB LIZBGM Z R scene NG| EMEE T,

6. BERF2AV

o 03-user-guide.md : 7 7'\ DFBAZE EBRREYDEWD T

33


http://localhost:13000/vivliostyle/03-user-guide.md
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e 04-dsl-manual.md : EARDEEEEEZSH

e 05-command-reference.md : 11 > K & action D AAEBEHk

o 06-developer-guide.md : FXER¥ & EILY—DFIFE. setup. ZE, #&RIE.
e history.md : DSL &7 7Y O EEERE

e README.md: 7O 17 h&EDAO
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