Q Director Documentation

Quick Reference
J77LvR/BR%

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

A quick reference for Q Director's API, asset placement, and data model (the type list). For how-to detail,

see the Designer / Programmer guides.

1. API cheat sheet

Play animation

Stop animation
Reverse

Play sequence
Stop sequence
Play BGM

BGM control
BGM volume
Click action
Subscribe events

Await completion

QDirectorPlayer.Play("name")
QDirectorPlayer.Stop("name") / StopAll()
QDirectorPlayer.PlayReverse("name")
QSequencePlayer.Play("name")
QSequencePlayer.Stop("name") / StopAll()
QDirectorMusic.Play("key")

Stop() / Next() / Pause() / Resume()
QDirectorMusic.SetVolume(0..1)
QlnteractionRunner (component, no code)
QDirectorPlayer.OnAnimEvent += (name, ev) => ...

yield return QDirectorPlayer.Play(...)

2. Where assets live

Resources/Animations/ QAnimationAsset animationName
Resources/Sequences/ QSequenceAsset sequenceName
Resources/Interactions/ QlnteractionAsset (by reference)
Resources/Music/QMusic.asset QMusicAsset QMusicEntry.key
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QPropertyType PositionX/Y/Z, Alpha, ScaleX/Y, RotationZ, OrderInLayer
QEndMode ReturnToBase, StayAtEnd, CustomEnd
PlayAnim(Async), StopAnim, PlaySequence(Async), StopSequence, Wait, LoadScene,
QNodeType .
SetActive, Toggle, SetToggle
QTriggerType OnClick, OnPointerEnter/Exit/Down/Up, OnEnable
QMusicMode Sequential, Random

4. Animation types

QKeyframe (struct)

float time -+ time on the timeline (seconds)
float value - offset from the base value (relative)
QEasingType easing -+ easing for this segment

(holds cubic-Bezier control points cplx..cp2y for Custom)

QEasingType (enum)
0..5 fixed: Linear / Easeln / EaseOut / EaselnOut / Spring / Bounce
the full easings.net set appended after, Custom last.
Evaluation is centralized in QEasing.Evaluate / EvaluateSegment.

QPropertyType (enum)
PositionX / PositionY / PositionZ / Alpha / ScaleX / ScaleY /
RotationZ / OrderInLayer

QTrack (class)
QPropertyType property
GameObject targetObject -+ uses the default target when null
List<QKeyframe> keyframes
DeepCopy() --- always copy before editing

QAnimationAsset (ScriptableObject)
string animationName, description; List<string> tags; Color color;
float duration; QEndMode endMode; bool isLooping; bool linkScaleXY;
List<QTrack> tracks; List<QBaseValue> baseValues;
List<QTargetEntry> targetEntries;
List<QAnimEvent> events; List<QSoundCue> soundCues; List<QEffectCue> effectCues;
GetBaseValue(property, go) / SetBaseValue(property, go, value)

QEndMode (enum): ReturnToBase / StayAtEnd / CustomEnd
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5. Sequence types

QSequenceAsset (ScriptableObject)
string sequenceName, description; List<string> tags; Color color;
float duration; QEndMode endMode; bool isLooping;
List<QSequencelayer> layers;
List<QSequenceAudioClip> audioClips;
List<QAnimEvent> events;
EffectiveDuration (its value if duration>0, else the max end time)
GetActiveClips(time)

QSequencelayer: target object + List<QSequenceClip> clips
QSequenceClip : reference to a QAnimationAsset + startTime (placement time)

QSequenceAudioClip (sequence audio; no GameObject binding)
string audioName; AudioClip clip; float startTime;
bool loop; --- repeat until the sequence's (next loop's) end
bool playToEnd; --- let a non-loop sound finish after the sequence ends (ignored when loop)
float volume; float pitch;
Duration / EndTime

6. Interaction types

QlnteractionAsset (ScriptableObject)
List<QInteractionChain> chains - trigger-rooted node chains
* assigned by object reference, not a name string
(QlnteractionRunner.interactionAsset)

QNodeType (enum)
PlayAnim / PlayAnimAsync / StopAnim /
PlaySequence / PlaySequenceAsync / StopSequence /
Wait / LoadScene / SetActive / Toggle / SetToggle

QTriggerType (enum)
OnClick / OnPointerEnter / OnPointerExit / OnPointerDown / OnPointerUp / OnEnable

7. Music types

QMusicAsset (ScriptableObject, Resources/Music/QMusic.asset)
bool autoPlayByScene --- on = scene-owned BGM (default on)
List<QMusicEntry> playlists
Find(key) --- look up a playlist by exact key (for Play)
FindForScene(sceneName)  --- scene-owned resolution: explicit scenes > key match (null if none)

QMusicEntry (playlist)

string key --- call name (QDirectorMusic.Play(key))

List<AudioClip> tracks

QMusicMode mode -+ Sequential / Random (Random avoids repeating the last)

bool loop --- repeat the list (off = stop after one pass)

float volume .-+ this playlist's volume (multiplied by master)

List<string> scenes -+ scene names that auto-play this (empty = key is the scene name)

bool keepPlayingWhenNoMatch --- keep playing even when moving to an unassigned scene

QMusicMode (enum): Sequential / Random
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QDirectorPlayer.Play("&&1")
QDirectorPlayer.Stop("£&®i1") / StopAll()
QDirectorPlayer.PlayReverse("Z&1")
QSequencePlayer.Play("&&1")
QSequencePlayer.Stop("&Z&1") / StopAll()
QDirectorMusic.Play("key")

Stop() / Next() / Pause() / Resume()
QDirectorMusic.SetVolume(0..1)

QlnteractionRunner (AYR—%> hEIY - 30— RTE)
QDirectorPlayer.OnAnimEvent += (name, ev) => ...

yield return QDirectorPlayer.Play(...)

2. 7ty FDEZIHF

Resources/Animations/ QAnimationAsset animationName
Resources/Sequences/ QSequenceAsset sequenceName
Resources/Interactions/ QlnteractionAsset (BRTIY)
Resources/Music/QMusic.asset QMusicAsset QMusicEntry.key
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3. enum —

QPropertyType PositionX/Y/Z, Alpha, ScaleX/Y, RotationZ, OrderInLayer
QEndMode ReturnToBase, StayAtEnd, CustomEnd
PlayAnim(Async), StopAnim, PlaySequence(Async), StopSequence, Wait, LoadScene,
QNodeType .
SetActive, Toggle, SetToggle
QTriggerType OnClick, OnPointerEnter/Exit/Down/Up, OnEnable
QMusicMode Sequential, Random

4. 7= A—3v%

QKeyframe (struct)

float  time - XA LTA v EOER ()

float  value - EEBEAHLOF Ty b FERME)

QEasingType easing -+ ZOXEDA -2~
(Custom FICER R c §IfE cplx.cp2y Z1REF)

QEasingType (enum)
0..5 EE : Linear / Easeln / EaseOut / EaselnOut / Spring / Bounce
LIF#IC easings.net #ER D LA KREBM. &I Custom,
ZF{ifil& QEasing.Evaluate / EvaluateSegment (Z—3Jtit,

QPropertyType (enum)
PositionX / PositionY / PositionZ / Alpha / ScaleX / ScaleY /
RotationZ / OrderInLayer

QTrack (class)

QPropertyType property

GameObject targetObject -+ null & SEEEN S % 1E S
List<QKeyframe> keyframes

DeepCopy() o RERICHT O —

QAnimationAsset (ScriptableObject)
string animationName, description; List<string> tags; Color color;
float duration; QEndMode endMode; bool isLooping; bool linkScaleXY;
List<QTrack> tracks; List<QBaseValue> baseValues;
List<QTargetEntry> targetEntries;
List<QAnimEvent> events; List<QSoundCue> soundCues; List<QEffectCue> effectCues;
GetBaseValue(property, go) / SetBaseValue(property, go, value)

QEndMode (enum) : ReturnToBase / StayAtEnd / CustomEnd
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5. —4o v A%

QSequenceAsset (ScriptableObject)
string sequenceName, description; List<string> tags; Color color;
float duration; QEndMode endMode; bool isLooping;
List<QSequencelayer> layers;
List<QSequenceAudioClip> audioClips;
List<QAnimEvent> events;
EffectiveDuration (duration>0 %25 Z DOfE, 0 & L RAK TR % B8))
GetActiveClips(time)

QSequencelayer : %A 7> = 7 b + List<QSequenceClip> clips
QSequenceClip : QAnimationAsset ~DZE + startTime (ECERIAERE)

QSequenceAudioClip (GameObject /N{ >~ RARED Y —47 > XEFH)
string audioName; AudioClip clip; float startTime;
bool loop; e = VR (RIV—T) i E TR YIRT
bool playToEnd; - 3L —TH4A S —7 v R THLRZETES LY)S (loopkFiEsh)
float volume; float pitch;
Duration / EndTime

6. 1279 avk

QlnteractionAsset (ScriptableObject)
List<QlInteractionChain> chains -+ FUH—fLmdD/ — KF = — B
X ZEXFENTIERLAT Y 27 FSBTEIY B TS (QlnteractionRunner.interactionAsset)

QNodeType (enum)
PlayAnim / PlayAnimAsync / StopAnim /
PlaySequence / PlaySequenceAsync / StopSequence /
Wait / LoadScene / SetActive / Toggle / SetToggle

QTriggerType (enum)
OnClick / OnPointerEnter / OnPointerExit / OnPointerDown / OnPointerUp / OnEnable

QMusicAsset (ScriptableObject + Resources/Music/QMusic.asset)
bool autoPlayByScene -+ ON T¥ — 7B BGM (BEE ON)
List<QMusicEntry> playlists
Find(key) - key BE—ETTLAY X F%B|< (Play A)
FindForScene(sceneName) -+ > — VFrEfER © scenes BIREIY > key —3 (FEIFNLIL null)

QMusicEntry (LA U X k)

string key - BN L4 (QDirectorMusic.Play(key))

List<AudioClip> tracks

QMusicMode mode --- Sequential / Random (Random | &/ & [ U % [@]:%)
bool loop r UR M ERYIRY (OFF [F—Tf=1k)

float volume S ZDTLAYRMDERE (RRX—BEICEEH)
List<string> scenes - BEBETAINRY - (ZERS key £ —VAID)

bool keepPlayingWhenNoMatch -+ E|H DEWS — v~ > THIZIEE T itk

QMusicMode (enum) : Sequential / Random
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