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6.1 setRuntimeVariable

setRuntimeVariable=ZE# % : (&
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setRuntimeVariable=startSceneIndex:1

setRuntimeVariable=takeSeaRoute:true
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registerBranch=chooseRoute:takeSeaRoute,true:ocean,home
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6.5 setlLoadingBackdrop

setlLoadingBackdrop=loadingBackground
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6.6 setLoadingCostume

setLoadingCostume=loadingl,loading2,loading3
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6.7 setPoseRecognitionSound

setPoseRecognitionSound=Clock Ticking
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action=transition:fadeOut AT—IVZERENICE< TS
action=transition:fadeUp AT—V%ZRMENICEEZ< T3
action=transition:reset AT—YDHBZEIHREFREENRY
action=transition:fadeTolhite AT—VZEENICA< L. BROREZRET 2
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AT—=IDH asset=% i, sound:@stage : F TERFICHNIZ. sound Z3EM

FEZ~ U text RIcld text: TFX L%
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8.2 show

MERDERICMZ, AFVBZERU AT Y XCIREDAF VY ZFEZSLS5ICLE LT,

# 2,00 DT HER

action=Hero:show:Hero-normal:0,-60,30

# 3.1TIEM L /=& R&HZ

action=Hero:show:0,-60,30

8.3 setSkin

AFXF VYD BZERAKICH A XZEETE2ERZEMLE U

action=Hero:setSkin:Hero-surprised:45
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2.0 D5EiE 3.1 TOHWL
kamishibai=2.0 kamishibai=3.1 NZE T 3
asset=Beach,background:beach asset=Beach,backdrop:beach NEET D

action=Actor:setCostume:costumel 3.1V 77 D‘/Zi‘j’%f’*o ARF 1 —AL% asset TEFRU. setSkin TYIDEZ
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kamishibai=2.0
asset=Beach,background:beach
asset=Hero, costume:Hero:normal
asset=0pening, sound:@stage:opening
actor=Hero,Hero
cover=Beach,Opening

# scene 1

action=stage:Beach
action=Hero:show:Hero:0,-60,30

action=Hero:say: CAICHEIL ! :2
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kamishibai=3.1
setRuntimeVariable=startSceneIlndex:1
setRuntimeVariable=takeSeaRoute:true
registerBranch=chooseRoute:takeSeaRoute, true:ocean,home
asset=Beach,backdrop

asset=0cean,backdrop

asset=Home, backdrop

asset=Hero, costume

asset=0pening, sound

asset=Narration,text
asset=loadingl,https://example.com/loadingl.png
asset=loading2,https://example.com/loading2.png
setLoadingCostume=loadingl,loading2
text=ui.prompt: IR—XZ&&LB> !

actor=Hero,Hero

actor=Narration,Narration

cover=Beach,0Opening

scenelLabel=opening

action=transition:fadeOut

action=stage:Beach

action=transition:fadeUp
action=Hero:show:0,-60,30
action=Narration:show:Narration:0,120,100
action=text:Narration: &5 5\EHE TN ?
action=Hero:say: CAICHEIL ! :2
action=branch:chooseRoute

scenelLabel=ocean

action=stage:0cean

scenelabel=home

action=stage:Home
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