Q Director Documentation

For Designers
FHAF—EFHA R

VEABRIZCORF 24> bogEcHY £d (FAXZO—I) , The Japanese edition follows in the
second half, further below.

This guide is for designers / artists who don't write code: it covers the features and requirements for

building Ul motion with Q Director. Author on the timeline in Unity, save, and call it by name.

1. Whatis Q Director

Q Director is a Unity editor extension for building Ul motion — animations, sequences, and click interactions

— with no code.

Designers and artists author the motion visually inside the Unity editor, and programmers just call
Play("name") in a single line. Designers can adjust the motion themselves, so they no longer have to file a
request to a programmer every time something needs tweaking.

Tagline: "Cue your designers. Queue your code."”

Price: $45 (planned at launch)

2. The problem it solves

In Unity, Ul motion has traditionally been a programmer's job. Even a small visual tweak by a designer
required a round trip to a programmer, slowing development and adding communication overhead.

Q Director hands the "author and tweak" role to designers, leaving programmers with just the "call it" role —
removing that bottleneck.

3. Who it's for

e Primary users: designers and artists using Unity
-> people who want to build Ul animation without writing code

e Secondary users: programmers
-> they receive the motion as a ScriptableObject and just call Play()

4. How it compares

e Unity Timeline --- powerful but heavy, steep learning curve, not Ul-focused.
 DOTween - requires code; designers can't touch it directly.
* Pricey motion assets - feature-bloated and expensive.

e Q Director --- lightweight, Ul-focused, call-by-name, designer-operated.
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5. The seven modes (tabs)

Q Director lives in a single window with task-specific tabs.

(1) Animation

Animate a single Ul element over time — position, alpha, scale, rotation, etc.— with keyframes on an intuitive
timeline.

(2) Sequence

Lay out multiple animation clips on layers and time them together into one larger presentation (e.g. a
title-screen intro).

& QDirector O =

B Tutorial_Intro
[ ] [} Sequence
vI Sequence Settings

Tutoerial_Intro

| Tutorial_Fadeln
| Tutorial_Fadaln

Sequence tab: layer multiple animations
(3) Node Editor
Wire up trigger -> action (e.g. "play on click") by connecting nodes in a graph. Build interactions with no code.

(4) Music

Manage project-wide BGM. Group tracks into playlists with sequential/random play, loop, and volume, and
play with one line: QDirectorMusic.Play("name"). With autoPlayByScene on, the scene "owns" the BGM: each

scene switches to its assigned playlist automatically (and stops when a scene has none assigned).
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& Q Director O e

ectorMusic.Play("name®)

A, Music

Music tab: manage BGM as playlists

(5) Align
Align and distribute selected Ul elements in the scene. It also shows the whole Ul hierarchy as a tree, where
you can create empties, group, and rename.

@ QDirector o .

[ Align

ctionRunner

'm edit (applie

Right

Bottom

Align tab: scene setup, anchors, alignment
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(6) Library

Browse every Q Director asset in the project (animations, sequences, nodes, BGM) in one list. Sort and filter
by color, type, or tag, search by name, and hit "Edit" to jump straight to the editing tab.

@ QDirector o %

§ Library

Result_Buttonin

Result_Groupin

Result_itemin

Tutorial_intro

Title_GircleLoop

Button_Hoverln

Butts

Library tab: browse and search all assets

(7) Validate

Scan the scene and code for issues such as missing assignments or broken references, color-coded by

"design side / code side", with one-click safe fixes.

@ Qirector o x

EN @ e B B

@ validate

Add to Build

Validate tab: issues and one-click fixes
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6. Getting started

Q Director lives in a single window. Here's the fastest path to your first animation.

« Import: add it to your project from the Asset Store (Unity 6 / 6000.3 line).
« Open the window: Tools > Q Director > Timeline (shortcut Ctrl+Alt+W).

& QDirector m] %

EN (@ (@

M4 B L~ Grap

RotationZ
< HR

The Q Director main window (Animation tab)
Your first animation (5 steps):

In the Animation tab, set the Ul you want to move as the toolbar target.
Add tracks (position, alpha, scale, etc.).
Key frames on the timeline (right-click to add).

Press Play to preview and tweak.

o > N =

Save it under Resources/Animations -> call it by name.

What's New (patch notes): Tools > Q Director > What's New (also shown after an update).
Help / FAQ: the "?" button at the top-right of the window.
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7. Window at a glance (Ul tour)

Q Director is one window with task-specific modes you switch via the top tabs.

@ QDirector [m] X

selected GameObject

| Effects (0)

K4 B |~ Grapl

RotationZ

Duplicate Track

The window and its parts

« Tab bar (top) ‘- switch Animation / Sequence / Node Editor / Music / Align / Library / Validate.

+ Toolbar (below tabs) --- target Ul, jump to start, Play / Pause / Stop, loop,
graph toggle, assign, Undo/Redo, theme switch, Help "?".
e Ruler (time scale) -+~ carries the scrub knob (play head) and event / SFX / VFX
marker pins (drag = move, click = select, right-click = delete).
« Timeline (center) -+ a label column on the left plus each track's clips /
keyframes. Drag keyframes to move; right-click to change easing, edit value, delete.
« Zoom bars (bottom / right) --- horizontal = scroll / zoom, vertical = track height.

« Settings panel (atop the timeline, collapsible) -:- name, length, on-end, loop,
default target, color, tags, notes. Add event / SFX / VFX cues here too.

« Inspector (below the timeline) -+ edit the selected keyframe / track in detail.
Drag the dividers to resize the panels.
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RotationZ

Timeline and the inspector

Graph view -+ the "Graph" toolbar button toggles dope-sheet vs curve view. Tune
keyframes on a value-over-time curve (per-segment custom Bezier too).

Node editor (Node tab) -+ wire trigger -> action nodes. Right-click to add a node
or insert a template; the editor panel docks to the right or bottom.

@ QDirector

TRIGGER

OnPointarEnter

TRIGGER B PlayAnim

OnPointerExit

TRIGGER P Playanim

The node editor
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8. Basic workflow (Animation)

In the Animation tab, set the target Ul element.
Add tracks (the properties to animate: position, alpha, scale, etc.).
Key frames on the timeline.

Preview with the play button and adjust.

ok 0N =

Save. Put it under Resources/Animations to call it by name.

Sequences and interactions follow the same flow: author, save, and call by name (or by asset reference).

9. Where assets live

To "call by name", place assets under a Resources folder.

Resources/Animations/ -+ animations (QAnimationAsset)
Resources/Sequences/ -+ sequences (QSequenceAsset)
Resources/Interactions/ - interactions (QlnteractionAsset)

Resources/Music/QMusic.asset -+ BGM config (a single QMusicAsset)

The call name is the name inside the asset (animationName / sequenceName). Matching it to the file name is
recommended.

10. Feature highlights

* Relative animation

Keyframe values are offsets from a base value. Use the current look as the

base, and motion plays naturally from any state — and can snap back when done.
On-end behavior

Return to base (ReturnToBase), stay at the end (StayAtEnd), or stop at a

custom position (CustomEnd).

* Looping
One checkbox for runtime looping (preview loops too).
* Rich easing
The full easings.net set, plus per-segment custom Bezier curves editable in
the graph editor.
* Graph editor
Switch the timeline to a value-over-time curve view for smooth tuning.
Event / sound / VFX cues
Fire events, play SFX, or spawn VFX at specific times in an animation.

e Sequence audio
Place SFX or short music on the sequence timeline. The "Play to end" option
lets a clip longer than the sequence finish playing.

Themes
Four palettes: Dark / Cute / Warm / Unity.

Undo / Redo
Every edit in the editor is undoable.
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11. FAQ

Q. How do | play from code?

A. Animation: QDirectorPlayer.Play("name"); Sequence:
QSequencePlayer.Play("name"); — one line each.

Q. Play on button click without code?

A. In the Node tab, wire OnClick -> a play action, then add a QlInteractionRunner
to the target GameObject and assign it (the Validate tab adds it in one click).

Q. Alpha (fade) doesn't work.
A. Alpha drives CanvasGroup.alpha. If there's no CanvasGroup, one is added
automatically at play time (itis not the Image/Text color alpha).

Q. VFXis not visible.
A. On a Screen Space - Overlay canvas, world-space particles hide behind the Ul.
Use "To Camera" in the Align tab to switch to Screen Space - Camera.

Q. 'want project-wide BGM.
A. In the Music tab, make a playlist and play it with QDirectorMusic.Play("name").
With autoPlayByScene on, the scene owns the BGM: assign target scenes to each
playlist (empty = the name is the scene name); entering a scene auto-plays its
playlist, and a scene with none assigned stops the BGM. To let a playlist keep
playing across unassigned scenes, turn on keepPlayingWhenNoMatch. No code needed.

Q. Designer's Runner vs. code Play() — which wins?
A. Neither. QlnteractionRunner calls the same QDirectorPlayer.Play() /
QSequencePlayer.Play() engine as your code, so they are peers. If both drive the
same property at once, the value written last that frame wins (they don't cancel
each other). Stop("name") / StopAll() stop every playback under that name
regardless of caller. An asset's isLooping overrides the loopCount argument, and
BGM re-applies the scene-owned rule on every scene change.
-> Let one side "own" a given object, and arbitrate with Stop() on conflict.

Q. I can't call it by name.
A. Put the asset in the matching Resources folder. The call name is the
name inside the asset; matching the file name is the safe choice.

12. Glossary

* QAnimationAsset --- animation data for one Ul element.
e QSequenceAsset -+ presentation data of multiple animations laid out on layers.
e QlnteractionAsset --- node-graph data of trigger -> action.

« QMusicAsset --- project-wide BGM config (playlists).

QlInteractionRunner --- component on a GameObject that runs motion on click etc.
e Base value -+ the reference value that keyframe offsets are applied to.

e Cue -+ anevent/ SFX / VFX fired at a specific moment of motion.
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13. Animatable properties

Each track animates one property over time with keyframes.

PositionX / PositionY / PositionZ -+ RectTransform position

ScaleX / ScaleY --- scale (linkScaleXY links the two)
RotationZ .-+ Z rotation (degrees)

Alpha --- CanvasGroup.alpha (see the note in A-6)
OrderInLayer --- draw order

« One animation (QAnimationAsset) can hold multiple tracks.

« Each track can target its own object (falls back to the toolbar's
target Ul when unset).

14. Base values & relative animation

* A keyframe "value" is not absolute; it is an offset from a base value.
Applied value = base value + keyframe value

e "Capture current value" as the base to author motion relative to the
current look, so it never breaks no matter what state you play from.

« Base value defaults to 0 (1 for Scale properties).

15. Easing

« Linear / Easeln / EaseOut / EaselnOut / Spring / Bounce (the 6 basics),
plus the full easings.net set (Sine / Cubic / Quart / Quint / Expo / Circ /
Back / Elastic / Bounce, each In/Out/InOut).

« The graph editor lets you author a per-segment custom curve (cubic Bezier).

« For compatibility the order and internal values of the 6 basics are fixed
(new types are always appended at the end so saved assets never break).

16. On-end behavior & looping

On End: ReturnToBase - return to the base value (start point) after playing StayAtEnd --- stop at the last
keyframe's position CustomEnd --- stop at the position set on the final keyframe

Looping: Turning on the asset's "Loop" makes it loop forever at runtime (preview loops too). It takes priority
over the loopCount argument in code.

17. Per-tab feature spec

[Animation]

« Edit clips/keyframes on the timeline (drag / right-click / snapping).

« Add / remove / reorder tracks; resize the label column, track height,
and each row's height.

« Switch to the graph view (value-over-time curve); edit per-segment custom
easing there too.
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Place event / SFX / VFX cues along the time axis.

Settings: name (rename), length, on-end, loop, default target, color,
tags, notes.

Real-time preview. Undo / Redo supported.

[Sequence]

Lay multiple animations on layers, offset their start times into one
presentation.

Add / reorder / duplicate layers; drag & drop animation assets.

An "audio" row on the timeline plays SFX or short music at set times.
Settings (collapsible, atop the timeline): name (rename), length, color,
tags, notes, loop, "Assign to GameObject".

"+Layer" / "+Audio" sit at the bottom of the layer column. Play / scrub /
loop supported.

[Node]

Wire triggers (OnClick, etc.) to actions (play / stop / wait / load scene /
set active / toggle, etc.) with nodes.

Move / connect / add / remove nodes; duplicate / copy & paste; insert
templates.

The editor panel can dock to the right or bottom.

Settings (collapsible, atop the canvas): name (rename), "Assign to
GameObject".

[Align]

Align selected Ul in the scene (left/center/right, top/middle/bottom) and
distribute evenly. Math runs in world space so items line up visually even
with different anchor / pivot / parent.

Show the whole Ul hierarchy as a tree (collapse, multi-select, rename,
per-level guide lines).
Create empties, group, reorder front/back, set color and source image.

Live readout of the selection's anchoredPosition / size / anchor / pivot.

[Library]

Lists every Q Director asset in the project (animations, sequences, nodes,
BGM) with type badges, colors, tags, and length / layer / chain info.

Sort (by color, type, ...), filter by type or tag, and search by name.
"Edit" opens the asset in its editing tab.

[Validate]

Scan the scene and code for issues such as missing assignments or broken
references.

Issues are color-coded "design side / code side"; the bottom status bar
shows counts (click to jump).

"Apply safe fixes" fixes in one click (add CanvasGroup, add to Build,

delete empty clips, name = file name, etc.).

Scene prep (create Canvas/Button/Image, create empties, group, add
QlnteractionRunner, check the Canvas render mode) lives here too.
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[Music]

» Configure project-wide BGM as playlists (track list + sequential/random +
loop + volume).

« autoPlayByScene (on by default) makes the scene own the BGM: assign target
scenes to each playlist (scenes; empty = key is the scene name); the scene
auto-plays when active, and moving to an unassigned scene stops it (no code).

e List several scenes on one playlist to keep it playing seamlessly across
them (an explicit assignment wins over a key match). Turn on
keepPlayingWhenNoMatch to keep a playlist playing on unassigned scenes.

« Switching / stopping is immediate today (centralized in
QDirectorMusic.BeginEntry / Stoplnternal, leaving room for fades). Saved to
OMusic.asset (Resources/Music/QMusic.asset).

18. Constraints designers must follow

« [Naming] Assets called by name go in the matching Resources folder. The
call name is the name inside the asset (animationName / sequenceName);
matching the file name is safest (the Validate tab flags mismatches).

« [Alpha] The Alpha track drives CanvasGroup.alpha. If the target has no
CanvasGroup, one is added automatically at play / preview time. It is not
the Image / Text color alpha.

« [VFX] On a Screen Space - Overlay canvas, world-space particles hide behind
the Ul. Use "To Camera" in the Align tab to switch to Screen Space - Camera
(the VFX cue scale is adjustable too).

+ [Sequence audio vs. real BGM] Sequence audio is for SFX / short sounds tied
to a presentation and stops when the sequence ends (a long sound can finish
via playToEnd). For real BGM that manages loop / stop / scene transitions,
use the Music tab (QDirectorMusic) or a standard Unity AudioSource.

19. Saving & asset management

« Each presentation is saved as a ScriptableObject (.asset) with no data
duplication (sequences reference and reuse existing animations).

e Assets can carry notes, tags, and an identification color; the picker
offers color swatches and tag search.

20. Package structure (included folders)

QDirector/ imported to Assets/QDirector/
Tool/Runtime/ -+ runtime (playback engine + components). Included in builds.
Tool/Editor/ - editor extension (this Q Director window). Not in builds.

Resources/ -+ the "call by name" asset folders
(Animations / Sequences / Interactions / Music/QMusic.asset).
Samples/ -~ demo scenes (finished scenes).
Docs/ .-+ these documents (PDF).
README.txt -+ entry point (getting started, JP/EN).
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z&hRk / Japanese

AEZ, a—FEEHLAWVWTYAF—/"T—7T 4 X rAIFIZ, Q Director T Ul
BHEAEEAT-ODEEE EH%E F L HT-H14 K TT, Unity
FORALTZA Yy TEHEERAAIT, REFELT [£F]] THRUHEET,

1. Q Director & (&

Q Director 1%, Unity @ Ul

BH (T2A—=Yay o= -7y 7EH) % 23— F%EELTICT] DT T 4 RILKRTT,
THAF =T =T 4 AP Unity T7 4 R ECERBRMICEHRAZBEAIL T, 7077 <—IF Play("&gi") @ 117
THRUOHET S, BHORAEA T A F—IZEFEESNDIDT, BRETOT7 I —~KETINEN LAY FT

¥+ v Fa2E—: [Cue your designers. Queue your code.] HAZEE :
EHEOEEEY, THAF—~, TR T7<—d. BUOHTT, |

2. FER L7 LR

Unity T UITEHGEIEIE. ChETTRIII—DPELET LI ENEL, THFAF—DEHED LEBELZVLET
TH, ZOLNICT AT I —~KEIFEELTWE L, HERELTHEAEC—FA% L, 33225 —>3
YOARXRHEHLMY T,

Q Director (&, JEH®D [1Epk - AL 2T VA F—DFIEL. YOI/ F77—1F [BUOHET| REICEZTE?
EOICTBZET, TODEABEL £,

3. R —Y —

e FHaA-—Y—:UnityZFES57 A4 F—-T7—T4 X+t
- OA—FRZZATICUI 7A=Y a3 v EEY VA
s WBHA—Y—:T7BsIv—
— B 5 — & % ScriptableObject & L T (FELY .
Play() 1 {TTREUHT A IFTE WL

4. AL DEW
« Unity 22 Timeline --- SiEE/ZAELL, FEIAX A BV, Ul AT TIER L,
« DOTween - A— RARET, THA F—DEEHNEL,
s SlAEHT Y b - EEEBZ TR S,
e Q Director --- BE - Ul 851t - RIS THERD - TH A F =D EERE,

5.7 20— K (&7)

Q Director i 1 2D 4> Koo, ARNDOX752FB->TWETS,
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(1) 7= 4 (Animation)

120 Ul ZX2RBHEMTY X —2a v I€FEd, ME - BHE - X7 —)L - BEAhEEF—T7 L —LTHbL,
ZALT7A4 Y ECERNICHRETE T,

(2) > —4 >~ & (Sequence)

BROT=XA—=2av s Uy THLAY—IZHEN, AT hEbET]
DOREIEHZERLET (B 24 MLBEEROESEL)

& QDirector O =

EN (@)

2d GameObject

Tutorial_Fadeln

Tutorial_Fadealn

=V RRT IERT Z A% LAY -2 % / Sequence tab: layer multiple animations

(3) / —F (Node Editor)

(70w o ENoBE] OLS5BR NI H——ToavE /—RIT77TREDHRVWTHRELET, 3I—F
BRLTAVYRZ 7 avalbEd,

(4) & (Music)

7AY U bethO BGM ABEBLET, BMETLAURMIELD, IBE/ 7V X LBE - L—T - BEXH
7E, QDirectorMusic.Play("&#1") ® 1 {TTHLTE. autoPlayByScene % ON (2§ % & [+ — >4 BGM
Bl L. &Y —VICBIVHETHETLAYRMBETUVEDLY £3 GEIVHEToENY -V TIHELE)
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@ O Director [m] x

Ay Music

Add track

EEX7 BGM 2 7L AU Xk TEHE / Music tab: manage BGM as playlists

(5) 2% (Align)
SV FOEIRLE U BR4%Y) - SREEREBELE S, &5IcU
SEOBEBAEY Y —CERL, BATS 2o MR - =Tt - UR— LB EL I I TITAET,

& QDirector O X

[E5 Align

Right

By 4T — v - 7 h—fRE - %) / Align tab: scene setup, anchors, alignment
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(6) 74771V (Library)

7Yy FWN® Q Director 7y b (7=ZX =42 /—F -BGM) #—BXRLZXT, & &EH - %

TTCHENEZ /Y AADTE, BREL T [Edit] TZOEFERMEXTZBITET,

@ QDirector o x

& Library

oScenet

AT Z7VRT 2Ty bO—E - 185 / Library tab: browse and search all assets

(7) #EE (Validate)
Y—vra—FEAELT, BY S CRAUSENLSRAE COMBEE—BRRLET, (744 0,/ 3— K
] TENTL, Ty Uy s TREREBELERTETET,

@ QDirector u] X

EN @ e -1

@ Validate

Add to Build

onclick

OnPointerEnter

OnPointerexi

WWEEA 7 MEN—B &7 )y Z{81E / Validate tab: issues and one-click fixes
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6. [T L OB

Q Director 17 4 > FU1DTRBELET, RECRYDT A —> 3 v aE5FIETT,

o AYiR—F tAssetStore 57 RY 7 MMIEVYIAL (Unity 6 /6000.3 %) ,
o T 4VvRTHERBL ¢ XZa2— Tools > Q Director > Timeline (33— bH v b Ctrl+AIt+W)

& Q Director a x

RotationZ
< fR

Q Director DX A > 4> Ky (7=Xx%7) /The main window (Animation tab)

BUIOT = 4x—Yay BRTvY)

[T7=X] 27T, 8Lz Ul &Y — LN —DOFRITIEET %,

b2 v o aBMNT 2 (LB - EHE - XT—LiEE) ,

RALZAYETEF—T7L—L%FTD (B7 v 7 TEM) &
BERZYTTLE2—LENPDLER S,

{#7F L T Resources/Animations ICE K — ZBEITHENS,
FEBHR (v F/—F) :Tools > Q Director > What's New (BFH#0¥ERETH BEETR)
o ~NILT/FAQ: a4 RuELED [?7] K&V,

o N =
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7.9 4> FyRIEoLHr (Ul Y7 —)

Q Director 13120V 4 > F7I2, LEBEX 7 TNV EHLIEBDE-—F2RHbE T,

Y4 v Rtk £EEDLFR / The window and its parts

s BTN— (BEE) - TZX/v—T VR /) —=R/EE/ B85,/ 7477 /&L 20V EZ 5,

o V=IN—= (RTDTF) - WR Ul DIEFE - KB~ - BE/—BEL/BLE- L7
75 7FRRYE - Y ET - Undo/Redo + T—<8E - ~L7 [?] ,

e L—5— (BEBERY) X057 /7 (BEME) & ARV /SE/VFX D
R=—"—EVrESE (FF7v =882V v =R v 7 =8K .

o RALTAY (FR) - EDOTRNLIN+ELT v Do)y T/ F—TL—L,
F—TL—LIERZvI/TBE, A7)y I A=YV IERE - [ERE - Bk,

o R—Ln— (F/B) ~H=290-L/R—L fit=+7v &,

o HMEM (BALTAVER - Ftcdh) - ZE - RE - RTHEE - L—7 -
BENSR - 27« AE, ARV F/SE/VFX F2—3H 2 2 TEM,

c REM AVRRIZ-ZALTAVTE) - ERLIEF—TL—L/ b7V ID
HlERE, SFILNOEBRIEIN Ty I TEIEEZI LIS,
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44 P |~ Graph #

RotationZ
ER

from current po

XA L7A4 v EREM (1> 27 %) /Timeline and the inspector

s UITERR - V=INR=D [FT77] TR=T>—b2h—TKREDE, BExBEEHO
HIETBOAICHAE (REZSEDARZLNY £ HIRET) ,

s /—FRIFT4R (/—KET) - NIH—>T o a D/ —RERTOHS, HZ YUY I T
J—FEm/7Tr7L—MEA, BERIZE/TIZF Y 79,

@ QDirector u] X

v [+ New i EN (@)

25 Node Editor

TRIGGER

OnPainterEnter

TRIGGER

OnPointerExit

TRIGGER

/ — KI5« % /The node editor
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8.E KT —r 70— (F=ZX—Y3)
1. [7=X4] 27RO Ul 218ET 5
2. by oEBINTS (GIB - BHEE - A7—ILAEE, BnLiuwraxs )
3. RALFGAYETF—TL—L%EF]D
4, BEREZTTLE2a— LA SHET S
5. {#7% 9 %, Resources/Animations IZE< & [&ET] THENZ
V= VARAVET I aviRURNT, o TREL. ZEl (7137 b)) THRUELET,

9. 7t v b DEXIHFT

[ZEI7Z T TR 28I21F. 7t v % Resources 7 #ILXICBEE X7,

Resources/Animations/ -+ 7 =X —3 3> (QAnimationAsset)
Resources/Sequences/ -+ ~—/4 > X (QSequenceAsset)
Resources/Interactions/ -+ 4 > % 523 3> (QlnteractionAsset)
Resources/Music/QMusic.asset -~ BGM % 7E (QMusicAsset + 1 D)

MUOHLAIE. 72y FROZE] (animationName /
sequenceName) T3, 77 AL EZE—HREIETCELDAETTHTT,

10. EERHERENA T4 b

e BT ZX—Y3v
F—7L—LOMEIL [EEENSOF 71y ] TF, BEORFBEEE(C
THIE, EIHroBELTEERIEE, BERICTANRI LD TEET,
T EFDZE)

BERICEEANRT (ReturnToBase) /HEDMETIEE S (StayAtEnd) /
BEMEBECTLEES (CustomEnd) ZENRET,

I—TBE

Frv I 1DTITVRALERBEL—F (FLE2a—HIL—7) ,
EERA—DVT

easings.net EMOLFEITMA, /77T T4 X TCXBMITEDHRERLH—T
(R¥z) bIRETEET,

s UTT7ITAR

RALTAV%E [ME X Bl OHh—THRRICUVERZ T, BOMNICAETEZET,
ARV HRE,/ 727~ (VFX) Fa2—
TZADEEORMICANY FEFALZY, SERVIX EZBS LY TEET,
= RER

=TV ADRALTA Y EIHRECEVEREZBITES, [BRTERIBLLYS
(Playtoend) | #7va> T, =4 Y ALVREWELERETCEBLETEET,
s T—X

Dark / Cute / Warm / Unity @ 4 F—< CElEZYVEZONE T,
Undo / Redo

IT AR EDTRTCOBENEYIEL - PUELICHIGLTWET,
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11. K< H»3ER (FAQ)

Q. I—FDoBETHICIE?
A. 7 = X% QDirectorPlayer.Play("&®1");. ¥ —4 > X
QSequencePlayer.Play("&Z®1"); ® 1 77515 T,

Q. R&>vs Uy s THELZW (I—FEL)
A. [/ —F] 27TO0nClick > B4&£7 273 >%2KEE, K GameObject I
QlnteractionRunner Z{FIF TEIY BT ET ( [WRIE] F7DRE U HEEICHES)

Q. Alpha (ZRRE) hMEEEA
A. Alpha % CanvasGroup.alpha &AL £ 9, CanvasGroup NEF N IXHBAERIC
BEemantd (Image/Text D a TIEHY FHA) ,

QVFX (z7z7 k) PRRAFEA
A. Canvas #* Screen Space - Overlay 72& . 7 —JL KRB D /S—F 4 7 ILH Ul DF I
EhEd, [EF] 247D [Cameraqt] T Screen Space - Camera I[CYIN &R £7,

Q. 7Ry z v F&ED BGM 2K E LW
A. [EF] 87 T7LA4YXM%EMEY, QDirectorMusic.Play("&£#1") THBEL £,
autoPlayByScene # ON ICd 3% & [~ —>HBGM 2B ( &E7L AU R FICHER
= (BB LREI=Y—VA) EEVHET ZOY—U~AADLLBBBAE.
BVETOEWS - TRELELET, WRA—THRS LT
7L A4 R Mg keepPlayingWhenNoMatch % ON (2, 33— FIFARETT,

Q. 7Y A F—HFIF7= Runner &3 — KD Play, &b oAEEL?
A BEEFRIZH Y £H A, QlnteractionRunner L NEETIZRE L
QDirectorPlayer.Play() /QSequencePlayer.Play() =M. 878, WHF IHETT,
LMK -BL7ANT 4 ZRAKICELTE. ZDT7 L —LATRICEVWAIDEIC
BVEST FTBEHLAEVWEEA) o Stop("&R1")./StopAll() IFFEUHE L ITicBafR%A <
FZOBEEITNTIEDHET, 7ty MID isLooping I& Play @ loopCount & ¥
B4, BGM (&> — v DNy — Vv ArF /L —JL (autoPlayByScene) HEEH
EhFEFd, ~RALHRIE TRADED] ZEHICL, HEKIL Stop THRAET S ERLTT,

Q. AR THUHEL EEA
A. 7t v k% Resources DXIE 7 # LK ICBEWT L ZE WL, FEILHETE
Tty FROZHIT, 77 MILEZE—HEIBEDHELLTY,

12. H&E

« QAnimationAsset -1 2D Ul D7 =X —> 3> T —4&,

+ QSequenceAsset - BT Z X E L AV —|THRTEHT— K,

e QlnteractionAsset -+ FUH——>T o> avn/ —KI73757—4%,

* QMusicAsset - 7’OY 17 h&&kD BGM &ZE (FLA4 U X ),

QlInteractionRunner --- GameObject IZfFF. 7 U v 7 ETHEREZRH T2 AV ER—F > b,
HAEBE (R—2E) - F—T7L—LDOF 7ty FOE#EL L LB,

« ¥a— (Cue)  RHOHDBEEICFHKNS D4~ FSESVFX,
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13. 7P= A= a v TEgANE270/:7 4

1207y 7Il2&1 70T 4%, ¥F—7L—LTHHEZLIEET,

PositionX / PositionY / PositionZ --- RectTransform OAIE

ScaleX / ScaleY s R — )b GEEYA S a v o linkScaleXY)
RotationZ - Z [EEs (F)

Alpha -+ CanvasGroup.alpha (R FE &5 A-6 218)
OrderlinLayer - HHE B

1207 =X%x—3 3> (QAnimationAsset) ICEH FZ v /2B TEd,
ErTYIIERRF T 27 FEERICIEETCEZT CREBTERS Y —ILAN—D
Wk Ul 2ER) S

14, BEE (R—XMB) ¢HET7=ZA—2 3V~

F—T7L—LD [ME] IHEHMETIEARL, BEFELIOSOF 7Y FTT,
ERICERINIE =EEE+ ¥—7 L —LDfE

NRAEABZEE] LTEECINIEL. WEORBARAICLIENTZXITHY,
EOREALBELTHHEL A,
HEEBOETEIZ 0 (Scale ZToH 1)

15, 4 =2 > J1{t#k

Linear / Easeln / EaseOut / EaselnOut / Spring / Bounce (EA& 6 &) (2.
easings.net E#HnD2FE (Sine / Cubic / Quart / Quint / Expo / Circ / Back /
Elastic / Bounce @ In/Out/InOut) AMEX £9,

T2T7IT4RTlE REZEIC [hRELH—T (ZkRV 1) | 2igETEET,
BifEntzo, EX6BEOLVIE - REMEIZEE TS (REFAT v bAENL L
L5010, FLUWEEIRBICKEICEMENTUVWET) ,

16. RTHROZEE) - L—7

RTEDZEE) (OnEnd) : ReturnToBase - A% ICE%E[E (HFES) ~RE5 StayAtEnd -
EBOXF—T7L —LOMNEBETIEX % CustomEnd -+ KEF—T7 L —LDIEEMETILEE S
N—="7"1Try FERED [IL—7] % ON

I292&E, FVRALTHEICERL—-—7LET (FLa—BETEHEL—7) ., 3— KD loopCount
EELVELEINET,

17. &2 7 O#Bettik

[77= % (Animation) ]

RALZAYETI Yy T - F—7L—L%RE (KZv I/ A2V I/ ZRFvT) ,
FZ v BN HIER - ENBER, TRNULFOE - FTyvrEs - FEoES 2 A,
777k~ (B x BEOA—7) ICUBARE, REZEDHRZ LA —-XbiRE,
ARV HRE (SE) /T7z7 b (VFX) OFF 2 — 4 BREHICEE,
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e Tty FREM: &R (Vx—L) RS -RTRBRE - L—7 - HBENR-® - %7 - XE,
o UTFILRALTLE 21—, Undo/Redo Xt/

[v—o > =X (Sequence) ]

s BHT A ELAYV—ICHEAN, FBEREZT S LT 1 20EEZER,

o LAY—ENM - WARER - ER, 7ty ko D&D EE,

s BALTA v EIC [EE] THHY. aﬁ]%%’eﬁm%;‘?é%H%F'ﬂ?‘é?ff‘ﬂ%V‘pﬁéo

s Ty bMEEM (RALTAVEE - IAR) &ZE (Vr—L) - RS -6 -
KT« XE - IL—7T - [GameObject [ZF|Y KT ,

s LAV SHERELAVIFNDORTER, BE - X777 - b—7H,

[/ —F (Node) ]

e bUH— (OnClick%) » 70> ay (BE =1k - 5 - > — 2 50A - RUE -
FoILE) &/ — FTORWVWTHEE,

« J/—RFOBE - BB HIfR, BRSO —-&R—X b TUTL—FRA,

o REMIEE/T Ky 7 Zt)Erl8e

o Ty FEREM (Fr o NRER YA K) &ET (UR—L)
[GameObject [ZEIY KT ,

[£%51] (Align) ]

o Y—VTERLE U ERZEY (/fhR/A - E/FR/T) - EHBEE.
SHEIE T — L FEEZT{TU, anchor / pivot / A E-THRE-BEBYIZEFS S,

s Ul 2tholE%z Y ) —Fkr (W) ffcd - BECEIR - U x—L - BBEBOHA FiR)

o BFTV U MERR - J—TM - BIE/BEOLENER - B - Y —ABEBRDERE,

o BIRFEFZ D anchoredPosition / size / anchor / pivot & 7 1 7 &R,

[Z4 72U (Library) ]

e 7OY Y FAR®DE QDirector 72y b (F7=ZX =4S >vR-/—F:-BGM) %
—BHxR @RIy Y - #BlEe - 20 RS/ LAYV—8/"TFz—28) ,

o WREZ (B&-ERARLE) /R - RTORY AR BRIER,

« [Edit] TZOT7Ey bEFIGT BiRER 7 TH,

[#&:F (Validate) ]

e Y—rvia—FrEEL, BVHTRN - ENLSBASOMELT —BFXT

o MBI [THA4 A/ 23— FEl] TBEDIF, TERT—IN—IIHH (7Y v o TcEE) ,

e [ZehEEAFEHT] T7v oYy 74I1E (CanvasGroup 270 - Build 3850 -
Z7 )y THIR - ARI=T7 7 ANE BE)

. ¥ —#{F (Canvas/Button/Image 1EBX « ZZ¥ERX - 7 /L— 71t - QlInteractionRunner {5 -
Canvas L > X —E— F##ER) L2 2h 5,

[Z%& (Music) ]

s FAYIV RO BGM E LA URMELTHRE (AU X b +IEE/ 7V & L+
IL—T+EF8)

o autoPlayByScene (BEE ON) © [~ —> A BGM #FiE| (& 7LA YR MRS —v
(scenes, ZMa b key=>—> &) 2ENYYT, ZDOV =P T I T4 7B E
B#BEL, Y Y TOEN—VABZEELESS (23— FFRE)

¢« 12D LAYRMIERY—AAENDE, ZOMIZBUNTRBY HilF 2 BIREIYA
key =B & Y EE) , WENAY—>THIEDHLLBWT LAY R M
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keepPlayingWhenNoMatch z# ON (29 %,
o IE - (=135 BN (QDirectorMusic.BeginEntry/Stoplnternal (Z—3tib. %3k
77— FEBiNstas ) , QMusic.asset (Resources/Music/QMusic.asset) (Z{R1F.

18. THA F =D FENEHK - TBR

o [#&] LB THRUHEYT 71y bE. Resources DXIET7 # L KIZE L,
MUOHLEIET7Ey FRDOEE] (animationName / sequenceName) , 7 7 A L& & —E
SE L RE (RIER 7HTR—E%BH)

[Alpha) Alpha k7 v 214 CanvasGroup.alpha #81h L £ 3, 5 IC CanvasGroup A°
EWGEIIBER /7L Ea—BICEEEMENE T, Image/ Text D& a TlE
HY)EEA,

[VFX] Canvas #' Screen Space - Overlay @& &, 7 —JL FBIO/S—F 4 7L Ul D
TICEN TR FHA, BF 47D [Camera ] T Screen Space - Camera (C
PYEZTLEEN (VX F 21— —ILEFEEA)

o [v—4 v XEBEVvsABGM] v—47 v X0EFIE DEHICEMT 23RS/ EVWE]
AT, =7 RETREICIEFY £9 (RUWEIE playToEnd TEL LYIN D) o
N—="Zlk - v —VETEEET S [KA¥YPn BGM] X, EEX 7 (QDirectorMusic)

F 7213 Unity 220 AudioSource 2> T 7/2& Ly,

19. REETEY FEHE

o RJEHIF ScriptableObject (asset) & L TRESN, T—XDEEIHY FHA
(=7 2EBET AR LCBENA)
e Ty MIFATE 2T -BAEBEMITON, €Y H—TBERT 4 vF+XTHERH
TZET,

20. /Xy =Rk (IR 7 + LX)

QDirector/ 1 vik— k% (Assets/QDirector/)
Tool/Runtime/ -+ v &AL (BETVYy -aAviR—%x>vb) , ELKRIZEENS,
Tool/Editor/ -+ TF 4 £#i3k (Z® Q Director 74 > K7) ., EILFRIZIEFEEFNAEL,

Resources/ - [ZBITHES] 7ty FEEH

(Animations / Sequences / Interactions / Music/QMusic.asset) o
Samples/ e TEY=Y (EBEY—V) .
Docs/ e ZORFa A R4E (PDF)

README.txt -+ A0 (ldC&H 7 - BEGR) o
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