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switch(_cur)

ger.DialogDefaultuUpdate();
dialogManager.DialogSetI1llust("UI/NPC/Blony.png™);
dialogManager.DialogSetName("SZ2L|");
dialogManager.DialogSetText ("2 2~");
dialogManager.DialogsetButton(e, " AZ017(");
dialogManager.DialogSetButton(1, " FAIRHCH);

go

_cur += 1;

if(dialogManager.IsDialogButtonClicked(@))

_cur += 1;

if(dialogManager.IsDialogButtonClicked(1))

_cur = 200;
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