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child Instantiate(pref)

childFX. transform.position = Player.transform.positi
childFX. transform.rotation = Player.transform.rotation;

hildFX, Destroytime);
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Instantiate(pref)
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d Talk(int id)
0 talkDate = talkManager.GetTalk(id, talkIndex);

if (talkData

OpenUI(

talkData =
charactorDat:

Inga ) : ’ { . scanObject = scanObj;
objData = sc bject.GetComponent
Talk(anDat .id);

GenerateData(),
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stageExplane;
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lane;

introduceRect;
npcImage;

e[]1 npcImageSource;
1 backgroundImageSource;
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) .GetComponent-¢
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stageInd
manager . StageInf
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stagelevel - 1];
Source[selectedStage. stagelevel - 1];
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Moving()

currentRoationIndex = (currentRoationIndex + 1 RandomRotation.Count;

+ RandomRotation[currentRoationIndex]
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