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SceneController.cs

5 Assembly-CSharp - | GglLikes P Awake()
i dialoguerunner . AddLommandnandler<string={ Uhangetndingimage, Lhangetndinglmage)
7 dialogueBunner . AddCommancHand ler ("Show | temPop”, Show|tenPop) ;
79
B |}

[YarnCommand(" Increase_L ikes")]

public void Increasel ikes(string npc)
{
if (npc == "sh")
{
//Gamelbject ej_gage = GameObject.Find("ej_oage");
sh_gage.GetComponent<HpDirector>() .shGage() ;
IncreasefFavor ("NPC1", §);
Showl ikeText ("X E +5")
}

else if (npc =

{

js")

//Gamelbject ej_gage = GameObject.Find("ej_gage");
js_gage.GetComponent<Hplirector>() . jsGage();
IncreaseFavor ("NPC2", 5).
Showl ikeText ("EX| = +5");

}

else if (npc == "e}")

{
//GameObject e)_gage = GameObject Find("ei_gage") |
ej_gage.GetComponent<HoD i rector>() .ejGage();
IncreaseFavor ("NPC3", 5),
Showl ikeText ("EH2X| +5");

}

else if (npc == "shn")

{
//Gamelbject ej_gage = GameObject.Find("ej_gage");
shn_gage.GetComponent<Hpl i rector=() . shnGage() ;
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Day6_js.yarn +# X

1 fritle: Dayf_js

Z tags:

3 —_

4 <<Change Image "A|Z=H{E ">

] <<Playbudicl "Ending"==

B 2|72 SHAof 2R x| Y, stubE Wa2l2] AEEECEH

7 Az Hog Hols EE2 I SR, oS Bo| tites =3 okelS0l HEICH
8 il 52 HEE A& %= JWSict

9 <<ShowCharacter "js'»=

10 Exe S ofF oA EolWE - of, BHE & EEE.

11 <<HideCharacter "js'">>

12 OFrgfe g HE 22 20| EE2& HigkELt

13 FOIZ A=A, ofd 2k I R?

14 <=ShowCharacter "js''==

15 BA Ul St A2 ol Mg,

16 <<HideCharacter "js'">>

17 FOlZ: ofd AHg?

18 <=ShowCharacter "js''»=

19 BA g HEW 4AFE AZHE 2W 2 20 R,

20 ZA e =gt AFo 20907 HEo O #AZFAAR L 2F0F 4T 0o R
21 <=HideCharacter "js"==

22 FO1Z: HE R 4Fs AE 2Hd e, 28] Aol ofFH EUs H olddg.
23 <<ShowCharacter "js'>>

24 ZAe 2, JHe - oA &ol =8 2Y £Ua.

25 <<ShowCharacter "js_cr'=>

26 ER g BA A7 O EHCHH - BE 22 A R, .?

21 <HideCharacter "is_cr"=»

28 FolZ: O, Fdstn! AHEX g, O3 A50f, FEF U2 AR B EA!

29 <<ShowCharacter "js_sm"=>

30 Exg 27

31 <HideCharacter "is_sm">>

<<Changefnding lmage "&| = HIH ">
<wgit 4=

<<Change|mage "K|<=HiE "=
<<3how | temPop>>

<Syait 4o
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