Q Director Documentation

For Programmers
JRs I —miFAMA R

VEAEBRIZCORF 24> bogEichHY £9 (FAXZO—I) , The Japanese edition follows in the
second half, further below.

This is a technical reference for programmers who call and integrate Q Director: requirements, the
runtime API, components, name resolution, event handling, and lifecycle. The idea: receive motion as a

ScriptableObject and just call it by name.

1. For programmers: the call API

Everything is one line. When designers change the motion, no code changes needed.

e Play an animation:
QDirectorPlayer.Play("AnimName");

Play / stop a sequence:
QSequencePlayer.Play("SeqName");
QSequencePlayer.Stop("SeqName");

Interaction (runs on click etc., no code):

Add a QlInteractionRunner to the target GameObject and assign the interaction
asset built in the Node tab (the Validate tab has a one-click "add" button).
BGM (Music):

QDirectorMusic.Play("Title"); // play a playlist by name
QDirectorMusic.Stop();

QDirectorMusic.Next(); // skip to the next track
QDirectorMusic.SetVolume(0.5f); // master volume

QDirectorMusic.Pause(); QDirectorMusic.Resume();

2. Requirements & assumptions

o Unity: Unity 6 (developed & verified on the 6000.3 line).

e Input: assumes the New Input System (ENABLE_INPUT_SYSTEM); legacy Input is
unused. Click interactions go through the EventSystem, so the scene needs an
EventSystem + InputSystemUIlInputModule (the Validate tab helps create them).

e Ul: targets uGUI (RectTransform / CanvasGroup / Graphic family).

e Runs on Unity's main thread (coroutine-based).

3. Call API (runtime, static)

All calls run on the main thread. yield return the returned Coroutine to wait for completion.

[Animation: QDirectorPlayer]
// Play by name (looks up Resources/Animations/<name>.asset)
Coroutine Play(string animationName, GameObject target = null,
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Action onComplete = null, int loopCount = 1, float speed = 1f);

// Target by GameObject name (looked up with GameObject.Find)
Coroutine Play(string animationName, string targetName,
Action onComplete = null, int loopCount = 1, float speed = 1f);

// Direct asset (works outside Resources too)
Coroutine Play(QAnimationAsset asset, GameObject target = null,
Action onComplete = null, int loopCount = 1, float speed = 1f);

// Reverse playback (e.g. a toggle's "close")
Coroutine PlayReverse(string animationName, GameObject target = null,
Action onComplete = null, float speed = 1f);

void Stop(string animationName); // stop by name identifier
void StopAll();

Examples:
QDirectorPlayer.Play("Fadeln", "TitleCanvas");

yield return QDirectorPlayer.Play("SlideUp", "TitleLogo"); // wait for completion
QDirectorPlayer.Play("Pulse", target, loopCount: 0);  // 0 = treated as infinite

e When the asset's isLooping = true, runtime loops forever and takes priority
over loopCount.

[Sequence: QSequencePlayer]
Coroutine Play(string sequenceName, Action onComplete = null,
int loopCount = 1, float speed = 1f);
Coroutine Play(QSequenceAsset asset, Action onComplete = null,
int loopCount = 1, float speed = 1f);
// Pre-resolved layer targets (used internally by the component)
Coroutine Play(QSequenceAsset asset, GameObject[] layerTargets,
Action onComplete = null, int loopCount = 1, float speed = 1f);
void Stop(string sequenceName);
void StopAll();

Examples:
QSequencePlayer.Play("IntroSequence");
QSequencePlayer.Stop("IntroSequence");

[BGM: QDirectorMusic (singleton)]
static void Play(string key); // play the same-named playlist in QMusic.asset
static void Stop();
static void Next(); // next track within the current playlist
static void Pause(); static void Resume();
static void SetVolume(floatv); // master volume 0..1 (multiplies each playlist volume)
static float GetVolume();
static bool IsPlaying { get; }
static string CurrentPlaylist { get; }

Examples:
QDirectorMusic.Play("Title");
QDirectorMusic.SetVolume(0.5f);

o Calling Play again with a playlist already playing keeps it going (no
re-trigger).

e When autoPlayByScene is on, the scene owns the BGM: on every active-scene
change it switches to the playlist assigned to that scene
(OMusicAsset.FindForScene: explicit scenes assignment > key match), or stops
if none is assigned (no code). Switching to the same playlist is a no-op
(seamless). Switch / stop are centralized in QDirectorMusic.BeginEntry /
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Stoplnternal (the extension point for future fades).

4. Runtime components (MonoBehaviour)

¢ QlnteractionRunner
The engine that runs presentations on triggers like clicks.

Fields: interactionAsset (QInteractionAsset), targetBindings (key->GO).

Implements IPointerClick/Enter/Exit/Down/Up. Fires via the EventSystem.

Resolves the key written in a node's "target" to a real GameObject via
targetBindings (falls back to name / relative-path search when unbound).

QAnimationPlayer

A designer-facing component to play an animation from the Inspector.

¢ QSequencePlayerComponent

Plays a sequence from the Inspector. Resolves each layer's targetPath via
targetBindings and calls QSequencePlayer.Play(asset, layerTargets, ...).
QDirectorMusic

The BGM singleton. Auto-created BeforeSceneload, DontDestroyOnlLoad. Holds
one [QDirectorMusic] GameObject + AudioSource.

QDirectorFlow

Manages tutorial / presentation flow (steps + Trigger("key")).

QAnimEventListener
A MonoBehaviour that receives [AnimEvent]s from animations / sequences.

QDirectorSimpleTrigger
A lightweight component for simple triggers.

5. Name resolution & asset loading

o Play(name) searches with Resources.Load in this order:

Resources/Animations/<name> (sequences: Sequences/<name>)
Resources/<name> (fallback to the legacy path)

* BGM loads the single Resources/Music/QMusic.asset.

e The "call name" is animationName / sequenceName inside the asset; for BGM it
is QMusicEntry.key.

e When not found, it logs a warning and is a no-op (never throws).

6. Target resolution (important)

e A ScriptableObject (asset) cannot reference a scene GameObject directly.
e So asequence / interaction "target" is resolved by:
(1) the component (QSequencePlayerComponent / QlnteractionRunner) via
targetBindings (key->real object) or by name / relative path.
e The static QSequencePlayer.Play(name) itself does not resolve targetPath.
When target resolution is needed, resolve the targets and call
Play(asset, layerTargets, ...), or play through the component.
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» Saved assets lose scene references, so prefer targetBindings (keyed) when
you need a reliable binding.

1. Receiving events & cues

When an "event" (lightning) placed on an animation / sequence timeline is
reached during playback, the static event QDirectorPlayer.OnAnimEvent fires.
public static event Action<string, string> OnAnimEvent; // (name, eventName)
// name = animation / sequence name
// eventName = the event name set on the timeline (e.g. "RewardsComplete")
There are two ways to receive it.

[Programmer: subscribe in code]
void OnEnable() { QDirectorPlayer.OnAnimEvent += HandleEvent; }
void OnDisable() { QDirectorPlayer.OnAnimEvent -= HandleEvent; }

void HandleEvent(string name, string eventName)

{

if (eventName == "RewardsComplete") ShowTapToContinue():

}

e Subscribe in OnEnable / unsubscribe in OnDisable to avoid leaks.
Filter by name to tell which animation / sequence the event came from.

[Designer: no code (QAnimEventListener)]

1. Add QAnimEventListener to the GameObject that should receive the event.
2. Add one entry to Bindings and configure it:
e eventName -+ the timeline event name (e.g. "RewardsComplete")

e animationName -+ empty = react to that event from any animation /
set it to limit to one

o onFire (UnityEvent) --- assign the method to call in the Inspector
-> onFire is invoked when that event fires (just like a Button's OnClick).
(Internally it subscribes / unsubscribes OnAnimEvent in OnEnable / OnDisable.)

SFX (SoundCue) / VFX (EffectCue) are cues held by the animation and fire automatically at play /
editor-preview time (no code).

8. Lifecycle & threading

¢ Playback is coroutine-based and called from Unity's main thread.
¢ QDirectorMusic is a singleton + DontDestroyOnlLoad, surviving across scenes.

e QDirectorPlayer / QSequencePlayer create their host (runner) internally via
Ensurelnstance.

¢ Sequence audio creates a temporary AudioSource per play and disposes it via
CleanupRunAudio at loop end / completion / stop. playToEnd (non-loop) is
fire-and-forget: it auto-disposes after its length and is not stopped by Stop.

9. Extension & integration

* Minimal integration: receive the presentation as a ScriptableObject and
just call Play("name"). No code change when designers swap assets.
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» Loosely coupled by name: callable by string name with no reference, so it
is resilient to scene restructuring.

» Wait for completion: yield return the returned Coroutine to chain
presentations in order.

* Callbacks: onComplete lets you hook in work after a presentation finishes.

10. 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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H4A<&hR / Japanese

AZ|%. Q Director EMUH L - AT B 7RI v—mAIFIC, BEEHE - 5% A L APl - OViR—%>
b ZEBRR ARV ERE - FATHA L EZTEDIFTRY 77 L v R TF, EXRBEIE DEHIL
ScriptableObject T IFERY . ZBEITHEUHT ]

1. 7R 7 =—MmIT : FUH L API
FARTUFTERET, FHAF—EEAZELTH, 11— FOBERTRETT,

o T X—I3vE4E:
QDirectorPlayer.Play("AnimName");
o V-4 VRBLE /L
QSequencePlayer.Play("SeqName");
QSequencePlayer.Stop("SeqName");
e AvRTYvay (v yvETHE - O— FRE)
%% GameObject |Z QlnteractionRunner Z{f1f. / — FTfE-> 7z
Av2Z70>av7ey bEEYHETS ([KREE] 270REynHF50]8)
BGM (BEFE®E)
QDirectorMusic.Play("Title"); // 7L 4 U 2 F & TH4E
QDirectorMusic.Stop();
QDirectorMusic.Next(); // R D~
QDirectorMusic.SetVolume(0.5f); // ¥ X &% —& &
QDirectorMusic.Pause(); QDirectorMusic.Resume();

2. MFRM - AU

o Unity : Unity 6 (6000.3 % CRI% - i) .

o AJ : New Input System #8742 (ENABLE_INPUT_SYSTEM) , L /73— Input [&7~MEM,
Uy 0EDA RT3 a viE EventSystem BB D T, ¥ — »(C EventSystem +
InputSystemUlInputModule ARETE (WRIE X THFEEFICERLIE)

e Ul : uGUI (RectTransform / CanvasGroup / Graphic %) ZX% & L £7,

o EfTIE Unity XA Y XLy FEHE (IL—FrR=2) ,

3. UL APl (T %4 L - §19)

TRTCAAVRL Yy ALY ET, RYFED Coroutine % yield return T NIERTHF L TEX T,

[7=X%—3 3> : QDirectorPlayer]
// %81 B4 (Resources/Animations/<name>.asset % 12%)
Coroutine Play(string animationName, GameObject target = null,

Action onComplete = null, int loopCount = 1, float speed = 1f);

// 3% % GameObject & THEE (GameObject.Find THR%)
Coroutine Play(string animationName, string targetName,
Action onComplete = null, int loopCount = 1, float speed = 1f);

/] 7ty FE#EETE (Resources #ATHAN)
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Coroutine Play(QAnimationAsset asset, GameObject target = null,
Action onComplete = null, int loopCount = 1, float speed = 1f);

/] ¥EBE (Lo AL %)
Coroutine PlayReverse(string animationName, GameObject target = null,
Action onComplete = null, float speed = 1f);

void Stop(string animationName); // &51% #H5F 2151
void StopAll();

) :
QDirectorPlayer.Play("Fadeln", "TitleCanvas");
yield return QDirectorPlayer.Play("SlideUp", "TitleLogo"); // T 7% H
QDirectorPlayer.Play("Pulse", target, loopCount: 0);  // 0 = fE[R/L— 74K\

¥ 7ty AT isLooping = true MIBA., TV XA LIFEEFIL—7 L. loopCount KW EBFEEINET,

[+—% >~ Z : QSequencePlayer]
Coroutine Play(string sequenceName, Action onComplete = null,
int loopCount = 1, float speed = 1f);
Coroutine Play(QSequenceAsset asset, Action onComplete = null,
int loopCount = 1, float speed = 1f);
/] LAY —R{RE=BFFEAL TETH (3 R—%> FPREFIR)
Coroutine Play(QSequenceAsset asset, GameObject[] layerTargets,
Action onComplete = null, int loopCount = 1, float speed = 1f);
void Stop(string sequenceName);
void StopAll();

7
QSequencePlayer.Play("IntroSequence");
QSequencePlayer.Stop("IntroSequence");

[BGM : QDirectorMusic (> 7L k) ]

static void Play(string key); // QMusic.asset DEZ 7L A U X F & B4

static void Stop();

static void Next(); /] BEDOT LA X FRTROEA

static void Pause(); static void Resume();

static void SetVolume(floatv); // ~Z2&4—&&E 0.1 (7L 4 YU Xk volume ICFEH)
static float GetVolume();

static bool IsPlaying { get; }

static string CurrentPlaylist { get; }

f
QDirectorMusic.Play("Title");
QDirectorMusic.SetVolume(0.5f);

XELZTLAYRNE2BERICEE Play 2 ¢, Bhd#icl F3 (ZEHFEBLLE) . X autoPlayByScene A
ONDEEZ T—VABGM 2B 1 79T 47 —VDEBEZ LI, ZOY—UABYETETLA YR

b (QMusicAsset.FindForScene @ scenes BI/RE|Y > key —30) ~BEITUIE EILUHEITNILEILET S (3
—FFRE) , ALTLAUREADTEFAE LAV (—LL RS , UF - =1k
QDirectorMusic.BeginEntry / Stoplnternal (Z—3tit, (¥ 7 = — KIS DHEES)

i— %> F (MonoBehaviour)

e QlnteractionRunner

Vv IFEODN)A—TEEZEE T HIETIV YV,
e 74 —JUF :interactionAsset (QlnteractionAsset) . targetBindings (key—GO) ,
o |PointerClick/Enter/Exit/Down/Up % 33, EventSystem & THA,
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J— R0 [WHk] ICEW/-F—%_ targetBindings TFE GameObject IZfZk

(A > EAEIFNILERT /RS RIRRICT =Ny o)
¢ QAnimationPlayer

Inspector "7 ZXAEBETH2THA F—@EIFIVR—%> b,

¢ QSequencePlayerComponent

Inspector ¥ —4o v A& BFE, &L AV —0 targetPath % targetBindings T
2R L T QSequencePlayer.Play(asset, layerTargets, -+-) % MESS,
QDirectorMusic

BGM BE D> > )L b v, BeforeScenelLoad THEI4FL. DontDestroyOnlLoad,
[QDirectorMusic] GameObject + AudioSource % 1 2D,

¢ QDirectorFlow

Fa—hbUT-EBEH7O-—DBE (X7 v 7 + Trigger("key")) o
¢ QAnimEventListener
TZX /=4 ZD [AnimEvent] %= (}EX% MonoBehaviour,
QDirectorSimpleTrigger
Bt b A—HOBEIVR—F >k,

5. BAIfRR - 7y bA— F DLtk

Play(name) (& Resources.Load TIUTDIEICEL £ :
Resources/Animations/<name> (3 —# > X4 Sequences/<name>)
Resources/<name> (|[H/XZAAD 7 +—JL/Xvy 7))
BGM [% Resources/Music/QMusic.asset # 1 2A— K L £3°,
[P L] &7+ FA® animationName / sequenceName, BGM & QMusicEntry.key,
BOhoR0WEEIZEEOD /%2 H L T no-op (FIATIZITEL)

6. 2—7 v FEER (BEE)

o ScriptableObject (7w k) &> — > EdD GameObject # BESRBTE XA,
o XD, VT VR/AVEZT I arD [WR] Ik
(1) aviR—%> k (QSequencePlayerComponent / QlnteractionRunner) #°
targetBindings (key—=E#A 7Y 7 k) PER/ B/ SR TRRT B,
EWIRNICHY FH,
o iy APl @ QSequencePlayer.Play(name) B1E(L targetPath #fR L £ A,
WREBRDPDERIFEIE, WRELRLTHDS
Play(asset, layerTargets, ) M3, AV R—3 > MEBATEE L TS,
s REFATLZY MEIV—VERBERI 1O, BEICHEUDIT-WEEIL
targetBindings (¥ —38%&) OFIBEHEREL 7,

ToAS =V ZADEALTA Y EIZBW 4RV k (K) | ABERICZOBEAET S & BIA Y

b QDirectorPlayer.OnAnimEvent A%k L £3, public static event Action<string, string> OnAnimEvent; //
(name, eventName)// name = 7= X% / > —4 > X%// eventName = XA L5 AV TFF7=A R b4 (4
"RewardsComplete") = ITERY HIL28Y .

[Yoso<—: a— FciEE)
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void OnEnable() { QDirectorPlayer.OnAnimEvent += HandleEvent; }
void OnDisable() { QDirectorPlayer.OnAnimEvent -= HandleEvent; }

void HandleEvent(string name, string eventName)

{
if (eventName == "RewardsComplete") ShowTapToContinue();
}
¥ OnEnable TS - OnDisable TR 2 & U —2 LA,
name T [EDT A/ =TV ZADARY bH] ZRYAD D,

[7H#4 F—: 23— FFE (QAnimEventListener) ]

1.
2.

AR k%577 GameObject (Z QAnimEventListener Z{+F %,

Bindings IC1BML CTHRET 5 -

eventName -+ KA L5 4> DA N> b4 (ffl "RewardsComplete")

animationName -+ 2= D7 Z X DEIZA R> MMZH K/ I8E TRE

onFire (UnityEvent) - BEON/=UWNBE#U% Inspector TEJ Y 4T

— FY A N NFMNEFIC onFire AL D (Button @ OnClick & F LRE) .
(RNEBTIE OnEnable/OnDisable © OnAnimEvent =85, /@ L TWL %)

hERE (SoundCue) /T 7 7 k (EffectCue) FFa—¢LTT7=ZXICEFEFN. BEF T 7427 Ea—
BFIcEERAT S (I—FRE) ,

8. 7A47H%4 0 XLy F

BEEFIL—FR=XT, Unity X1 XL v FHhLHUE T,

QDirectorMusic I3 > Z'JL b > + DontDestroyOnlLoad T — > # B TEf.
QDirectorPlayer / QSequencePlayer [ NERTH R ~ (F 7+ —) % Ensurelnstance T
L ETS

Y= v AEFIZEAE T & IC—FF AudioSource ZEY . L—T&iE 5T ZIERFIC
CleanupRunAudio THZE L £9, playToEnd GEIL—7) (FBLH-ML T, RIJABLE
BICEBWEIN, FLETELEEY LA,

Y =k o g

/A JEHIE ScriptableObject T IFERY . Play("& 81" &S,
THAF—=DT7Ey bE2ELEZTHI— FEEEFETE,

BRI CHER SREFLTIFINLTERND -0, ¥ — VEREBIHEL,
5T#HbH : & VY1E Coroutine % yield return L TIEREHE A DA IFoN 3,
J—n/8y % onComplete TERHTETHROMNEBEZZEZLIAD B,

10. Xy r—28Bi (A7 V%)

QDirector/ A4 v iR— k4% (Assets/QDirector/)

Tool/Runtime/ - 5> &A L (BETyYy - aAviRk—2> k) . ELRNICEENS,
Tool/Editor/ -+ T5 4 %5k (2 Q Director 74 > K) , ELRICIFEENAL,

Resources/ - [ZBITHER] 7ty FEZXH
(Animations / Sequences / Interactions / Music/QMusic.asset) o
Samples/ e TEY=Y (BERY—V)
Docs/ - ZDRFaA>EE (PDF)
README.txt - A0 (ZLohtz - BEHR) .
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