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FloUI
    



      
Setup
FloUI ships with a number of icon assets which much be pulled into your project.
Place the following in your assets.ex file. Include scenic assets as well for the fonts.
defmodule MyApp.Assets do
  use Scenic.Assets.Static,
    otp_app: :my_app,
    sources: [
      "assets",
      {:scenic, "deps/scenic/assets"},
      {:flo_ui, "deps/flo_ui/assets"}
    ]
end
Then in your config
config :scenic, :assets, module: MyApp.Assets

      





  

    
FloUI.Theme
    



      
Basic theme for sets for FloUI
base
dark
light
primary
scrollbar
secondary
success
danger
warning
info
text

      





  

    
FloUI.Icon.Button
    



      
Usage in SnapFramework
Render a button with an icon.
data is a string for the tooltip.
<%= component FloUI.Icon.Button,
"tooltip text",
id: :btn_icon
do %>
  <%= component FloUI.Icon,
  {:flo_ui, "path_to_icon"}
  %>
<% end %>
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    add_to_graph(graph, data, opts \\ [])

  


    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.






  
    compile(scene)

  





  
    handle_event(event, from_pid, scene)

  


    Callback implementation for Scenic.Scene.handle_event/3.






  
    handle_input(input, id, scene)

  


    Callback implementation for Scenic.Scene.handle_input/3.






  
    handle_update(msg, opts, scene)

  


    Callback implementation for Scenic.Scene.handle_update/3.






  
    icon_button(graph, data, options \\ [])

  





  
    init(scene, data, opts \\ [])

  


    Callback implementation for Scenic.Scene.init/3.






  
    mounted(scene)

  


    Callback implementation for SnapFramework.Scene.mounted/1.






  
    process_call(msg, from, scene)

  


    Callback implementation for SnapFramework.Scene.process_call/3.






  
    process_cast(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_cast/2.






  
    process_event(event, from_pid, scene)

  


    Callback implementation for SnapFramework.Scene.process_event/3.






  
    process_info(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_info/2.






  
    validate(data)

  


    Callback implementation for Scenic.Component.validate/1.
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      Link to this function
    
    add_to_graph(graph, data, opts \\ [])



  


  

Callback implementation for Scenic.Component.add_to_graph/3.

  



  
    
      
      Link to this function
    
    child_spec(init_arg)



  


  

Returns a specification to start this module under a supervisor.
See Supervisor.

  



  
    
      
      Link to this function
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      Link to this function
    
    handle_event(event, from_pid, scene)



  


  

Callback implementation for Scenic.Scene.handle_event/3.

  



  
    
      
      Link to this function
    
    handle_input(input, id, scene)



  


  

Callback implementation for Scenic.Scene.handle_input/3.

  



  
    
      
      Link to this function
    
    handle_update(msg, opts, scene)



  


  

Callback implementation for Scenic.Scene.handle_update/3.

  



    

  
    
      
      Link to this function
    
    icon_button(graph, data, options \\ [])



  


  


  



    

  
    
      
      Link to this function
    
    init(scene, data, opts \\ [])



  


  

Callback implementation for Scenic.Scene.init/3.

  



  
    
      
      Link to this function
    
    mounted(scene)



  


  

Callback implementation for SnapFramework.Scene.mounted/1.

  



  
    
      
      Link to this function
    
    process_call(msg, from, scene)



  


  

Callback implementation for SnapFramework.Scene.process_call/3.

  



  
    
      
      Link to this function
    
    process_cast(msg, scene)



  


  

Callback implementation for SnapFramework.Scene.process_cast/2.

  



  
    
      
      Link to this function
    
    process_event(event, from_pid, scene)



  


  

Callback implementation for SnapFramework.Scene.process_event/3.

  



  
    
      
      Link to this function
    
    process_info(msg, scene)



  


  

Callback implementation for SnapFramework.Scene.process_info/2.

  



  
    
      
      Link to this function
    
    validate(data)



  


  

Callback implementation for Scenic.Component.validate/1.

  


        

      



  

    
FloUI.Icon.ButtonController
    



      
Controller for FloUI.Icon.Button
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    on_highlight_change(scene)

  





  
    on_show_tooltip_change(scene)
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      Link to this function
    
    on_highlight_change(scene)



  


  


  



  
    
      
      Link to this function
    
    on_show_tooltip_change(scene)



  


  


  


        

      



  

    
FloUI.Icon
    



      
Usage in SnapFramework
Render an icon.
data is a tuple representing the asset.
<%= component FloUI.Icon,
{:flo_ui, "path_to_asset"},
id: :icon
%>
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    add_to_graph(graph, data, opts \\ [])

  


    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.






  
    compile(scene)

  





  
    handle_event(event, from_pid, scene)

  


    Callback implementation for Scenic.Scene.handle_event/3.






  
    handle_input(input, id, scene)

  


    Callback implementation for Scenic.Scene.handle_input/3.






  
    handle_update(msg, opts, scene)

  


    Callback implementation for Scenic.Scene.handle_update/3.






  
    icon(graph, data, options \\ [])

  





  
    init(scene, data, opts \\ [])

  


    Callback implementation for Scenic.Scene.init/3.






  
    mounted(scene)

  


    Callback implementation for SnapFramework.Scene.mounted/1.






  
    process_call(msg, from, scene)

  


    Callback implementation for SnapFramework.Scene.process_call/3.






  
    process_cast(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_cast/2.






  
    process_event(event, from_pid, scene)

  


    Callback implementation for SnapFramework.Scene.process_event/3.






  
    process_info(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_info/2.






  
    process_input(input, id, scene)

  


    Callback implementation for SnapFramework.Scene.process_input/3.






  
    process_update(data, opts, scene)

  


    Callback implementation for SnapFramework.Scene.process_update/3.






  
    setup(scene)

  


    Callback implementation for SnapFramework.Scene.setup/1.






  
    validate(data)

  


    Callback implementation for Scenic.Component.validate/1.
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      Link to this function
    
    add_to_graph(graph, data, opts \\ [])



  


  

Callback implementation for Scenic.Component.add_to_graph/3.

  



  
    
      
      Link to this function
    
    child_spec(init_arg)



  


  

Returns a specification to start this module under a supervisor.
See Supervisor.

  



  
    
      
      Link to this function
    
    compile(scene)



  


  


  



  
    
      
      Link to this function
    
    handle_event(event, from_pid, scene)



  


  

Callback implementation for Scenic.Scene.handle_event/3.

  



  
    
      
      Link to this function
    
    handle_input(input, id, scene)



  


  

Callback implementation for Scenic.Scene.handle_input/3.

  



  
    
      
      Link to this function
    
    handle_update(msg, opts, scene)



  


  

Callback implementation for Scenic.Scene.handle_update/3.

  



    

  
    
      
      Link to this function
    
    icon(graph, data, options \\ [])



  


  


  



    

  
    
      
      Link to this function
    
    init(scene, data, opts \\ [])



  


  

Callback implementation for Scenic.Scene.init/3.

  



  
    
      
      Link to this function
    
    mounted(scene)



  


  

Callback implementation for SnapFramework.Scene.mounted/1.

  



  
    
      
      Link to this function
    
    process_call(msg, from, scene)



  


  

Callback implementation for SnapFramework.Scene.process_call/3.

  



  
    
      
      Link to this function
    
    process_cast(msg, scene)



  


  

Callback implementation for SnapFramework.Scene.process_cast/2.

  



  
    
      
      Link to this function
    
    process_event(event, from_pid, scene)



  


  

Callback implementation for SnapFramework.Scene.process_event/3.

  



  
    
      
      Link to this function
    
    process_info(msg, scene)



  


  

Callback implementation for SnapFramework.Scene.process_info/2.

  



  
    
      
      Link to this function
    
    process_input(input, id, scene)



  


  

Callback implementation for SnapFramework.Scene.process_input/3.

  



  
    
      
      Link to this function
    
    process_update(data, opts, scene)



  


  

Callback implementation for SnapFramework.Scene.process_update/3.

  



  
    
      
      Link to this function
    
    setup(scene)



  


  

Callback implementation for SnapFramework.Scene.setup/1.

  



  
    
      
      Link to this function
    
    validate(data)



  


  

Callback implementation for Scenic.Component.validate/1.

  


        

      



  

    
FloUI.Dropdown
    



      
Usage in SnapFramework
Dropdown component which renders a scroll bar when when the list becomes greater then the height of the dropdown.
data is a tuple in the form of elixir {items, selected}
item is a tuple in the form of
{%{
  label: "label",
  value: value
}, :id}
style opts
  width: :integer
  height: :integer
<%= component FloUI.Dropdown,
    {@dropdown_opts, @selected_opt},
    id: @opts[:id]
%>
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    add_to_graph(graph, data, opts \\ [])

  


    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.






  
    get_dropdown_width(items)

  





  
    handle_event(event, from, scene)

  


    Callback implementation for Scenic.Scene.handle_event/3.






  
    handle_input(arg1, item_id, scene)

  


    Callback implementation for Scenic.Scene.handle_input/3.






  
    init(scene, arg, opts)

  


    Callback implementation for Scenic.Scene.init/3.






  
    validate(data)

  


    Callback implementation for Scenic.Component.validate/1.
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      Link to this function
    
    add_to_graph(graph, data, opts \\ [])



  


  

Callback implementation for Scenic.Component.add_to_graph/3.

  



  
    
      
      Link to this function
    
    child_spec(init_arg)



  


  

Returns a specification to start this module under a supervisor.
See Supervisor.

  



  
    
      
      Link to this function
    
    get_dropdown_width(items)



  


  


  



  
    
      
      Link to this function
    
    handle_event(event, from, scene)



  


  

Callback implementation for Scenic.Scene.handle_event/3.

  



  
    
      
      Link to this function
    
    handle_input(arg1, item_id, scene)



  


  

Callback implementation for Scenic.Scene.handle_input/3.

  



  
    
      
      Link to this function
    
    init(scene, arg, opts)



  


  

Callback implementation for Scenic.Scene.init/3.

  



  
    
      
      Link to this function
    
    validate(data)



  


  

Callback implementation for Scenic.Component.validate/1.

  


        

      



  

    
FloUI.Grid
    



      
Usage in SnapFramework
Render this with children passed to it to automatically lay the children out in the grid.
The children must be given width and height styles for it to work. Inspired by https://github.com/BWheatie/scenic_layout_o_matic
data is a map in the form of elixir %{start_xy: {0, 0}, max_xy: {100, 100}}
<%= component FloUI.Grid, %{
    start_xy: {0, 0},
    max_xy: {48 * 3, 48}
},
translate: {20, 120}
do %>
<%= component FloUI.Icon.Button, "Close", id: :icon_button, width: 48, height: 48, translate: {20, 120} do %>
    <%= component FloUI.Icon, {:flo_ui, "icons/clear_white.png"} %>
<% end %>

<%= component FloUI.Icon.Button, "Close", id: :icon_button, width: 48, height: 48, translate: {20, 120} do %>
    <%= component FloUI.Icon, {:flo_ui, "icons/clear_white.png"} %>
<% end %>

<%= component FloUI.Icon.Button, "Close", id: :icon_button, width: 48, height: 48, translate: {20, 120} do %>
    <%= component FloUI.Icon, {:flo_ui, "icons/clear_white.png"} %>
<% end %>
<% end %>
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    add_to_graph(graph, data, opts \\ [])

  


    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.






  
    compile(scene)

  





  
    grid(graph, data, options \\ [])

  





  
    handle_event(event, from_pid, scene)

  


    Callback implementation for Scenic.Scene.handle_event/3.






  
    handle_input(input, id, scene)

  


    Callback implementation for Scenic.Scene.handle_input/3.






  
    handle_update(msg, opts, scene)

  


    Callback implementation for Scenic.Scene.handle_update/3.






  
    init(scene, data, opts \\ [])

  


    Callback implementation for Scenic.Scene.init/3.






  
    mounted(scene)

  


    Callback implementation for SnapFramework.Scene.mounted/1.






  
    process_call(msg, from, scene)

  


    Callback implementation for SnapFramework.Scene.process_call/3.






  
    process_cast(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_cast/2.






  
    process_event(event, from_pid, scene)

  


    Callback implementation for SnapFramework.Scene.process_event/3.






  
    process_info(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_info/2.






  
    process_input(input, id, scene)

  


    Callback implementation for SnapFramework.Scene.process_input/3.






  
    process_update(data, opts, scene)

  


    Callback implementation for SnapFramework.Scene.process_update/3.






  
    setup(scene)

  


    Callback implementation for SnapFramework.Scene.setup/1.






  
    validate(data)

  


    Callback implementation for Scenic.Component.validate/1.
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      Link to this function
    
    add_to_graph(graph, data, opts \\ [])



  


  

Callback implementation for Scenic.Component.add_to_graph/3.

  



  
    
      
      Link to this function
    
    child_spec(init_arg)



  


  

Returns a specification to start this module under a supervisor.
See Supervisor.
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    compile(scene)



  


  


  



    

  
    
      
      Link to this function
    
    grid(graph, data, options \\ [])



  


  


  



  
    
      
      Link to this function
    
    handle_event(event, from_pid, scene)



  


  

Callback implementation for Scenic.Scene.handle_event/3.

  



  
    
      
      Link to this function
    
    handle_input(input, id, scene)



  


  

Callback implementation for Scenic.Scene.handle_input/3.

  



  
    
      
      Link to this function
    
    handle_update(msg, opts, scene)



  


  

Callback implementation for Scenic.Scene.handle_update/3.

  



    

  
    
      
      Link to this function
    
    init(scene, data, opts \\ [])



  


  

Callback implementation for Scenic.Scene.init/3.

  



  
    
      
      Link to this function
    
    mounted(scene)



  


  

Callback implementation for SnapFramework.Scene.mounted/1.

  



  
    
      
      Link to this function
    
    process_call(msg, from, scene)



  


  

Callback implementation for SnapFramework.Scene.process_call/3.

  



  
    
      
      Link to this function
    
    process_cast(msg, scene)



  


  

Callback implementation for SnapFramework.Scene.process_cast/2.

  



  
    
      
      Link to this function
    
    process_event(event, from_pid, scene)



  


  

Callback implementation for SnapFramework.Scene.process_event/3.

  



  
    
      
      Link to this function
    
    process_info(msg, scene)



  


  

Callback implementation for SnapFramework.Scene.process_info/2.

  



  
    
      
      Link to this function
    
    process_input(input, id, scene)



  


  

Callback implementation for SnapFramework.Scene.process_input/3.

  



  
    
      
      Link to this function
    
    process_update(data, opts, scene)



  


  

Callback implementation for SnapFramework.Scene.process_update/3.

  



  
    
      
      Link to this function
    
    setup(scene)



  


  

Callback implementation for SnapFramework.Scene.setup/1.

  



  
    
      
      Link to this function
    
    validate(data)



  


  

Callback implementation for Scenic.Component.validate/1.

  


        

      



  

    
FloUI.Modal.Background
    



      
Usage in SnapFramework
Render this behind a modal if you want to block input to primitive render under it.
<%= component FloUI.Modal.Background,
nil,
id: :modal_background
%>
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    add_to_graph(graph, data, opts \\ [])

  


    Callback implementation for Scenic.Component.add_to_graph/3.






  
    background(graph, data, options \\ [])

  





  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.






  
    compile(scene)

  





  
    handle_event(event, from_pid, scene)

  


    Callback implementation for Scenic.Scene.handle_event/3.






  
    handle_input(input, id, scene)

  


    Callback implementation for Scenic.Scene.handle_input/3.






  
    handle_update(msg, opts, scene)

  


    Callback implementation for Scenic.Scene.handle_update/3.






  
    init(scene, data, opts \\ [])

  


    Callback implementation for Scenic.Scene.init/3.






  
    mounted(scene)

  


    Callback implementation for SnapFramework.Scene.mounted/1.
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    Callback implementation for SnapFramework.Scene.process_call/3.






  
    process_cast(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_cast/2.






  
    process_event(event, from_pid, scene)

  


    Callback implementation for SnapFramework.Scene.process_event/3.






  
    process_info(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_info/2.






  
    process_input(input, id, scene)

  


    Callback implementation for SnapFramework.Scene.process_input/3.






  
    process_update(data, opts, scene)

  


    Callback implementation for SnapFramework.Scene.process_update/3.






  
    setup(scene)

  


    Callback implementation for SnapFramework.Scene.setup/1.






  
    validate(data)

  


    Callback implementation for Scenic.Component.validate/1.
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      Link to this function
    
    add_to_graph(graph, data, opts \\ [])



  


  

Callback implementation for Scenic.Component.add_to_graph/3.

  



    

  
    
      
      Link to this function
    
    background(graph, data, options \\ [])



  


  


  



  
    
      
      Link to this function
    
    child_spec(init_arg)



  


  

Returns a specification to start this module under a supervisor.
See Supervisor.
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    handle_event(event, from_pid, scene)



  


  

Callback implementation for Scenic.Scene.handle_event/3.
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    handle_input(input, id, scene)



  


  

Callback implementation for Scenic.Scene.handle_input/3.
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    handle_update(msg, opts, scene)



  


  

Callback implementation for Scenic.Scene.handle_update/3.
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    init(scene, data, opts \\ [])



  


  

Callback implementation for Scenic.Scene.init/3.
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    mounted(scene)



  


  

Callback implementation for SnapFramework.Scene.mounted/1.

  



  
    
      
      Link to this function
    
    process_call(msg, from, scene)



  


  

Callback implementation for SnapFramework.Scene.process_call/3.

  



  
    
      
      Link to this function
    
    process_cast(msg, scene)



  


  

Callback implementation for SnapFramework.Scene.process_cast/2.
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Callback implementation for SnapFramework.Scene.process_event/3.
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    process_info(msg, scene)



  


  

Callback implementation for SnapFramework.Scene.process_info/2.
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    process_input(input, id, scene)



  


  

Callback implementation for SnapFramework.Scene.process_input/3.

  



  
    
      
      Link to this function
    
    process_update(data, opts, scene)



  


  

Callback implementation for SnapFramework.Scene.process_update/3.
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    setup(scene)



  


  

Callback implementation for SnapFramework.Scene.setup/1.
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    validate(data)



  


  

Callback implementation for Scenic.Component.validate/1.

  


        

      



  

    
FloUI.Modal.Layout
    



      
Usage in SnapFramework
Scrolling layout modal component. Great for displaying content within a modal.
If the content needs to scroll within the modal, use FloUI.Modal.ScrollLayout.
data is a :string
style opts
  width: :integer
  height: :integer
  show_check: :boolean
  frame_close: :boolean
<%= graph font_size: 20 %>

<%= component FloUI.Modal.Layout,
    "label",
    id: :scroll_layout,
    width: 500,
    height: 520,
    show_check: true,
    show_close: true
%>
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    add_to_graph(graph, data, opts \\ [])

  


    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.






  
    compile(scene)

  





  
    handle_event(event, from_pid, scene)

  


    Callback implementation for Scenic.Scene.handle_event/3.






  
    handle_input(input, id, scene)

  


    Callback implementation for Scenic.Scene.handle_input/3.






  
    handle_update(msg, opts, scene)

  


    Callback implementation for Scenic.Scene.handle_update/3.






  
    init(scene, data, opts \\ [])

  


    Callback implementation for Scenic.Scene.init/3.






  
    layout(graph, data, options \\ [])

  





  
    mounted(scene)

  


    Callback implementation for SnapFramework.Scene.mounted/1.






  
    process_call(msg, from, scene)

  


    Callback implementation for SnapFramework.Scene.process_call/3.






  
    process_cast(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_cast/2.






  
    process_event(event, from_pid, scene)

  


    Callback implementation for SnapFramework.Scene.process_event/3.






  
    process_info(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_info/2.
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    Callback implementation for SnapFramework.Scene.process_input/3.






  
    process_update(data, opts, scene)

  


    Callback implementation for SnapFramework.Scene.process_update/3.






  
    setup(scene)

  


    Callback implementation for SnapFramework.Scene.setup/1.






  
    validate(data)

  


    Callback implementation for Scenic.Component.validate/1.
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      Link to this function
    
    add_to_graph(graph, data, opts \\ [])



  


  

Callback implementation for Scenic.Component.add_to_graph/3.

  



  
    
      
      Link to this function
    
    child_spec(init_arg)



  


  

Returns a specification to start this module under a supervisor.
See Supervisor.
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Callback implementation for Scenic.Scene.handle_event/3.
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Callback implementation for Scenic.Scene.handle_input/3.
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Callback implementation for Scenic.Scene.handle_update/3.
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Callback implementation for Scenic.Scene.init/3.

  



    

  
    
      
      Link to this function
    
    layout(graph, data, options \\ [])



  


  


  



  
    
      
      Link to this function
    
    mounted(scene)



  


  

Callback implementation for SnapFramework.Scene.mounted/1.

  



  
    
      
      Link to this function
    
    process_call(msg, from, scene)



  


  

Callback implementation for SnapFramework.Scene.process_call/3.

  



  
    
      
      Link to this function
    
    process_cast(msg, scene)



  


  

Callback implementation for SnapFramework.Scene.process_cast/2.

  



  
    
      
      Link to this function
    
    process_event(event, from_pid, scene)



  


  

Callback implementation for SnapFramework.Scene.process_event/3.

  



  
    
      
      Link to this function
    
    process_info(msg, scene)



  


  

Callback implementation for SnapFramework.Scene.process_info/2.

  



  
    
      
      Link to this function
    
    process_input(input, id, scene)



  


  

Callback implementation for SnapFramework.Scene.process_input/3.

  



  
    
      
      Link to this function
    
    process_update(data, opts, scene)



  


  

Callback implementation for SnapFramework.Scene.process_update/3.

  



  
    
      
      Link to this function
    
    setup(scene)



  


  

Callback implementation for SnapFramework.Scene.setup/1.

  



  
    
      
      Link to this function
    
    validate(data)



  


  

Callback implementation for Scenic.Component.validate/1.

  


        

      



  

    
FloUI.Modal.ScrollLayout
    



      
Usage in SnapFramework
Scrolling layout modal component. Great for displaying content within a modal that needs to scroll.
data is a tuple in the form of elixir {label, component, component_data, component_opts}
style opts
  width: :integer
  height: :integer
  frame_width: :integer
  frame_height: :integer
  content_height: :integer
  content_width: :integer
  show_check: :boolean
  frame_close: :boolean
<%= graph font_size: 20 %>

<%= component FloUI.Modal.ScrollLayout,
    {"Label", FloUI.SelectionList, {@selection_list, @selected}, [id: :project_list]},
    id: :scroll_layout,
    width: 500,
    height: 520,
    frame_width: 480,
    frame_height: 500,
    content_width: 480,
    content_height: @content_height,
    show_check: true,
    show_close: true
%>
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      Functions
    


  
    add_to_graph(graph, data, opts \\ [])

  


    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.






  
    handle_event(event, arg2, scene)

  


    Callback implementation for Scenic.Scene.handle_event/3.






  
    init(scene, arg, opts)

  


    Callback implementation for Scenic.Scene.init/3.






  
    validate(data)

  


    Callback implementation for Scenic.Component.validate/1.
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      Link to this function
    
    add_to_graph(graph, data, opts \\ [])



  


  

Callback implementation for Scenic.Component.add_to_graph/3.

  



  
    
      
      Link to this function
    
    child_spec(init_arg)



  


  

Returns a specification to start this module under a supervisor.
See Supervisor.

  



  
    
      
      Link to this function
    
    handle_event(event, arg2, scene)



  


  

Callback implementation for Scenic.Scene.handle_event/3.

  



  
    
      
      Link to this function
    
    init(scene, arg, opts)



  


  

Callback implementation for Scenic.Scene.init/3.

  



  
    
      
      Link to this function
    
    validate(data)



  


  

Callback implementation for Scenic.Component.validate/1.

  


        

      



  

    
FloUI.Scrollable
    



      
NOTICE
This component was originally created by zwetsloot. I have updated it to work with scenic 0.11.0, and added :cursor_scroll event support.
Work has been started to write this as a snap component, but this will work as is in snap templates.
https://hex.pm/packages/scenic_scrollable
The scrollable component offers a way to show part of a content group bounded by a fixed rectangle or frame, and change the visible part of the content without displacing the bounded rectangle by scrolling.
The scrollable component offers three ways to scroll, which can be used in conjunction:
	The content can be clicked and dragged directly using a mouse.
	Hotkeys can be set for up, down, left and right scroll directions.
	A horizontal and a vertical scroll bar can be set up.

Note that for the hotkeys to work, the scrollable component has to catch focus first by clicking it once with the left mouse button.
Data
t:Scenic.Scrollable.settings/0
To initialize a scrollable component, a map containing frame and content elements, and a builder function are required. Further customization can be provided with optional styles.
Frame
The frame contains information about the size of the fixed rectangle shaped bounding box. It is a tuple containing the width as first element, and height as second element.
Content
The content contains information about the size and offset of the content. The offset can be used to adjust the limits of where the content can be scrolled to, and can for example be of used when the content position looks off in its {0, 0} starting position. If no offset is required, the content can be passed as a tuple containing the width as first element, and height as second element. If an offset is used, the content can be passed as a t:Scenic.Scrollable.rect/0, which is a map containing x, y, width and height elements.
Builder
t:Scenic.Scrollable.builder/0
In addition to the required data, a scrollable component requires a builder, similar to the Scenic.Primitive.Group primitive. The builder is a function that takes a graph, and should return a graph with the necessary components attached to it that form the content of the scrollable component.
Styles
t:Scenic.Scrollable.styles/0
Similar to the Scenic.Primitive.Group primitive, any style can be passed to the scrollable component, which will be passed on to the underlying components. In addition, the following styles specific to the scrollable component can be provided.
scroll_position
t:Scenic.Scrollable.v2/0
The starting position of the scrollable content. This does not influence the limits to where the content can be scrolled to.
scroll_acceleration
t:Scenic.Scrollable.Acceleration.settings/0
Settings regarding sensitivity of the scroll functionality. The settings are passed in a map with the following elements:
	acceleration: number
	mass: number
	counter_pressure: number

The higher number given for the acceleration, the faster the scroll movement gains speed. The default value is 20.
The higher number given for the mass, the slower the scroll movement gains speed, and the faster it loses speed. The default value is 1.
The higher number given for counter_pressure, the lower the maximum scroll speed, and the faster the scroll movement loses speed after the user input has stopped. The default value is 0.1.
scroll_hotkeys
t:Scenic.Scrollable.Hotkeys.settings/0
A hotkey can be provided for every scroll direction to enable scrolling using the keyboard. The hotkey settings can be passed in a map with the following elements.
	up: String.t/0
	down: String.t/0
	left: String.t/0
	right: String.t/0

The passed string can be the letter of the intended key, such as "w" or "s", or the description of a special key, such as the arrow keys "up", "down", "left" or "right".
scroll_fps
number
Specifies the times per second the scroll content position is recalculated when it is scrolling. For environments with limited resources, it might be prudent to set a lower value than the default 30.
scroll_drag
t:Scenic.Scrollable.Drag.settings/0
Options for enabling scrolling by directly dragging the content using a mouse. Buttons events on the scrollable content will take precedence over the drag functionality. Drag settings are passed in a map with the following elements:
	mouse_buttons: [t:Scenic.Scrollable.Drag.mouse_button/0]

The list of mouse buttons specifies with which mouse button the content can be dragged. Available mouse buttons are :left, :right and :middle. By default, the drag functionality is disabled.
scroll_bar_thickness
number
Specify the thickness of both scroll bars.
scroll_bar
t:Scenic.Scrollable.ScrollBar.styles/0
Specify the styles for both horizontal and vertical scroll bars. If different styles for each scroll bar are desired, use the vertical_scroll_bar and horizontal_scroll_bar options instead. The following styles are supported"
	scroll_buttons: boolean
	scroll_bar_theme: map
	scroll_bar_radius: number
	scroll_bar_border: number
	scroll_drag: t:Scenic.Scrollable.Drag.settings/0

The scroll_buttons boolean can be used to specify of the scroll bar should contain buttons for scrolling, in addition to the scroll bar slider. The scroll buttons are not shown by default.
A theme can be passed using the scroll_bar_theme element to provide a set of colors for the scroll bar. For more information on themes, see the Scenic.Primitive.Style.Theme module. The default theme is :light.
The scroll bars rounding and border can be adjusted using the scroll_bar_radius and scroll_bar_border elements respectively. The default values are 3 and 1.
The scroll_drag settings can be provided in the same form the scrollable components scroll_drag style is provided, and can be used to specify by which mouse button the scroll bar slider can be dragged. By default, the :left, :right and :middle buttons are all enabled.
horizontal_scroll_bar
t:Scenic.Scrollable.ScrollBar.styles/0
Specify styles for the horizontal scroll bar only. The available styles are exactly the same as explained in the above scroll_bar style section.
vertical_scroll_bar
t:Scenic.Scrollable.ScrollBar.styles/0
Specify styles for the vertical scroll bar only. The available styles are exactly the same as explained in the above scroll_bar style section.
Examples
iex> graph = Scenic.Scrollable.Components.scrollable(
...>   Scenic.Graph.build(),
...>   %{
...>     frame: {200, 400},
...>     content: %{x: 0, y: 10, width: 400, height: 800}
...>   },
...>   fn graph ->
...>     Scenic.Primitives.text(graph, "scrollable text")
...>   end,
...>   [id: :scrollable_component_1]
...> )
...> graph.primitives[1].id
:scrollable_component_1

iex> graph = Scenic.Scrollable.Components.scrollable(
...>   Scenic.Graph.build(),
...>   %{
...>     frame: {200, 400},
...>     content: %{x: 0, y: 10, width: 400, height: 800}
...>   },
...>   fn graph ->
...>     Scenic.Primitives.text(graph, "scrollable text")
...>   end,
...>   [
...>     scroll_position: {-10, -50},
...>     scroll_acceleration: %{
...>       acceleration: 15,
...>       mass: 1.2,
...>       counter_pressure: 0.2
...>     },
...>     scroll_hotkeys: %{
...>       up: "w",
...>       down: "s",
...>       left: "a",
...>       right: "d"
...>     },
...>     scroll_fps: 15,
...>     scroll_drag: %{
...>       mouse_buttons: [:left]
...>     },
...>     scroll_bar_thickness: 15,
...>     scroll_bar: [
...>       scroll_buttons: true,
...>       scroll_bar_theme: Scenic.Primitive.Style.Theme.preset(:dark)
...>     ],
...>     translate: {50, 50},
...>     id: :scrollable_component_2
...>   ]
...> )
...> graph.primitives[1].id
:scrollable_component_2
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      Types
    


  
    builder()

  


    The builder function used to setup the content of the scrollable component. The builder function works the same as the builder function used for setting up Scenic.Primitive.Group primitives.






  
    rect()

  


    Data structure representing a rectangle.






  
    scroll_state()

  


    The states a scrollable component can be in.






  
    settings()

  


    A map with settings with which to initialize a Scenic.Scrollable component.






  
    style()

  


    The optional styles with which the scrollable component can be customized. See this modules top section for a more detailed explanation of every style.






  
    styles()

  


    A collection of optional styles with which the scrollable component can be customized. See t:Scenic.Scrollable.style/0 and this modules top section for more information.






  
    t()

  


    The state with which the scrollable components GenServer is running.






  
    v2()

  


    Data structure representing a vector 2, in the form of an {x, y} tuple.






  


  
    
      Functions
    


  
    add_to_graph(graph, data, opts \\ [])

  


    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.






  
    handle_update(map, opts, scene)

  


    Callback implementation for Scenic.Scene.handle_update/3.
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      Link to this type
    
    builder()



  


  

      Specs

      

          builder() :: (Scenic.Graph.t() -> Scenic.Graph.t())


      


The builder function used to setup the content of the scrollable component. The builder function works the same as the builder function used for setting up Scenic.Primitive.Group primitives.

  



  
    
      
      Link to this type
    
    rect()



  


  

      Specs

      

          rect() :: %{x: number(), y: number(), width: number(), height: number()}


      


Data structure representing a rectangle.

  



  
    
      
      Link to this type
    
    scroll_state()



  


  

      Specs

      

          scroll_state() :: :scrolling | :wheel | :dragging | :cooling_down | :idle


      


The states a scrollable component can be in.
	scrolling: the scrollable component is currently being scrolled using a scroll button or hotkey
	dragging: the scrollable component is currently being dragged, by using a scroll bar slider, or by dragging the content directly using a mouse button
	cooling_down: the scrollable component is still moving due to previous user input, but the user is not giving any scroll related input at the moment.
	idle: the scrollable component is not moving


  



  
    
      
      Link to this type
    
    settings()



  


  

      Specs

      

          settings() :: %{frame: v2(), content: v2() | rect()}


      


A map with settings with which to initialize a Scenic.Scrollable component.
	frame: The size as {width, height} of the frame or viewport through which the content is visible.
	content: The size as {width, height}, or size and offset as t:Scenic.Scrollable.rect/0 of the scrollable content.     The offset affects the limits of the contents position. To set the contents current position only, pass in the :scroll_position option, as defined in the `t:Scenic.Scrollable.style/0` type.



  



  
    
      
      Link to this type
    
    style()



  


  

      Specs

      

          style() ::
  {:scroll_position, v2()}
  | {:scroll_acceleration, FloUI.Scrollable.Acceleration.settings()}
  | {:scroll_hotkeys, FloUI.Scrollable.Hotkeys.settings()}
  | {:scroll_fps, number()}
  | {:scroll_drag, FloUI.Scrollable.Drag.settings()}
  | {:scroll_bar_thickness, number()}
  | {:scroll_bar, Scenic.Scrollable.ScrollBar.styles()}
  | {:horizontal_scroll_bar, Scenic.Scrollable.ScrollBar.styles()}
  | {:vertical_scroll_bar, Scenic.Scrollable.ScrollBar.styles()}
  | {:translate, v2()}
  | {:id, term()}
  | {atom(), term()}


      


The optional styles with which the scrollable component can be customized. See this modules top section for a more detailed explanation of every style.

  



  
    
      
      Link to this type
    
    styles()



  


  

      Specs

      

          styles() :: [style()]


      


A collection of optional styles with which the scrollable component can be customized. See t:Scenic.Scrollable.style/0 and this modules top section for more information.

  



  
    
      
      Link to this type
    
    t()



  


  

      Specs

      

          t() :: %FloUI.Scrollable{
  acceleration: FloUI.Scrollable.Acceleration.t(),
  animating: boolean(),
  content: rect(),
  drag_state: FloUI.Scrollable.Drag.t(),
  focused: boolean(),
  fps: number(),
  frame: rect(),
  graph: Scenic.Graph.t(),
  hotkeys: FloUI.Scrollable.Hotkeys.t(),
  id: any(),
  position_caps: FloUI.Scrollable.PositionCap.t(),
  scroll_bars: {:some, FloUI.Scrollable.ScrollBars.t()} | :none,
  scroll_position: v2(),
  scrolling: scroll_state(),
  wheel_state: FloUI.Scrollable.Wheel.t()
}


      


The state with which the scrollable components GenServer is running.

  



  
    
      
      Link to this type
    
    v2()



  


  

      Specs

      

          v2() :: Scenic.Math.vector_2()


      


Data structure representing a vector 2, in the form of an {x, y} tuple.
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      Link to this function
    
    add_to_graph(graph, data, opts \\ [])



  


  

Callback implementation for Scenic.Component.add_to_graph/3.

  



  
    
      
      Link to this function
    
    child_spec(init_arg)



  


  

Returns a specification to start this module under a supervisor.
See Supervisor.

  



  
    
      
      Link to this function
    
    handle_update(map, opts, scene)



  


  

Callback implementation for Scenic.Scene.handle_update/3.

  


        

      



  

    
FloUI.Scrollable.Acceleration
    



      
Module for calculating the scroll speed for Scenic.Scrollable components.
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      Types
    


  
    settings()

  


    Data structure containing settings that define the behaviour of the Scenic.Scrollable components scroll speed and acceleration. Note that the Scenic.Scrollable content may not be able to move when the acceleration is set too low, or the mass and counter_pressure are set too high.






  
    t()

  


    Data structure with the necessary values to calculate the current scroll speed.






  
    v2()

  


    Shorthand for Scenic.Math.vector_2/0.
Consists of a tuple containing the x and y numeric values.






  


  
    
      Functions
    


  
    apply_counter_pressure(state)

  


    Apply counter pressure to the current Scenic.Scrollable comonents movement.
The counter pressures strength is calculated based on the Scenic.Scrollable components current speed, the components mass set during initialization, and the counter pressure value set during initialization.






  
    apply_force(state, force)

  


    Apply force in the specified direction to make the Scenic.Scrollable component move.






  
    init(settings)

  


    Initializes a t:Scenic.Scrollable.Acceleration.t state object based on the passed t:Scenic.Scrollable.Acceleration.settings/0.
When nil is passed, the default settings will be used.






  
    is_stationary?(arg1)

  


    Find out if the Scenic.Scrollable component is currently stationary.






  
    set_speed(state, speed)

  


    Directly update the speed of the Scenic.Scrollable components scroll movement, to make it move at a certain velocity in the given direction.






  
    translate(map, position)

  


    Calculate the translation of a point based on the current speed.
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      Link to this type
    
    settings()



  


  

      Specs

      

          settings() :: %{
  optional(:acceleration) => number(),
  optional(:mass) => number(),
  optional(:counter_pressure) => number()
}


      


Data structure containing settings that define the behaviour of the Scenic.Scrollable components scroll speed and acceleration. Note that the Scenic.Scrollable content may not be able to move when the acceleration is set too low, or the mass and counter_pressure are set too high.
Default settings:
	acceleration: 20
	mass: 1
	counter_pressure: 0.1


  



  
    
      
      Link to this type
    
    t()



  


  

      Specs

      

          t() :: %{
  acceleration: number(),
  mass: number(),
  counter_pressure: number(),
  force: v2(),
  speed: v2()
}


      


Data structure with the necessary values to calculate the current scroll speed.

  



  
    
      
      Link to this type
    
    v2()



  


  

      Specs

      

          v2() :: Scenic.Math.vector_2()


      


Shorthand for Scenic.Math.vector_2/0.
Consists of a tuple containing the x and y numeric values.
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      Link to this function
    
    apply_counter_pressure(state)



  


  

      Specs

      

          apply_counter_pressure(t()) :: t()


      


Apply counter pressure to the current Scenic.Scrollable comonents movement.
The counter pressures strength is calculated based on the Scenic.Scrollable components current speed, the components mass set during initialization, and the counter pressure value set during initialization.

  



  
    
      
      Link to this function
    
    apply_force(state, force)



  


  

      Specs

      

          apply_force(t(), v2()) :: t()


      


Apply force in the specified direction to make the Scenic.Scrollable component move.

  



  
    
      
      Link to this function
    
    init(settings)



  


  

      Specs

      

          init(settings()) :: t()


      


Initializes a t:Scenic.Scrollable.Acceleration.t state object based on the passed t:Scenic.Scrollable.Acceleration.settings/0.
When nil is passed, the default settings will be used.

  



  
    
      
      Link to this function
    
    is_stationary?(arg1)



  


  

      Specs

      

          is_stationary?(t()) :: boolean()


      


Find out if the Scenic.Scrollable component is currently stationary.

  



  
    
      
      Link to this function
    
    set_speed(state, speed)



  


  

      Specs

      

          set_speed(t(), v2()) :: t()


      


Directly update the speed of the Scenic.Scrollable components scroll movement, to make it move at a certain velocity in the given direction.

  



  
    
      
      Link to this function
    
    translate(map, position)



  


  

      Specs

      

          translate(t(), v2()) :: v2()


      


Calculate the translation of a point based on the current speed.

  


        

      



  

    
FloUI.Scrollable.Components
    



      
This module contains helper functions for adding scrollable components to, or modifying scrollable components in a graph.
Using the Scenic.Scrollable component will setup scrollbars and controls for you, and is recommended. However, in special cases it might be prefferable to directly use a Scenic.Scrollable.ScrollBars or Scenic.Scrollable.ScrollBar component.
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      Functions
    


  
    scroll_bar(graph, data, options \\ [])

  


    Add a Scenic.Scrollable.ScrollBar to a graph.






  
    scroll_bars(graph, settings, options \\ [])

  


    Add a Scenic.Scrollable.ScrollBars to a graph.






  
    scrollable(graph, settings, builder, options \\ [])

  


    Add a Scenic.Scrollable to a graph.
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      Link to this function
    
    scroll_bar(graph, data, options \\ [])



  


  

      Specs

      

          scroll_bar(
  source :: Scenic.Graph.t() | Scenic.Primitive.t(),
  settings :: FloUI.Scrollable.ScrollBar.settings(),
  options :: FloUI.Scrollable.ScrollBar.styles()
) :: Scenic.Graph.t() | Scenic.Primitive.t()


      


Add a Scenic.Scrollable.ScrollBar to a graph.
The scroll bar component can be used to draw a scroll bar to the scene by adding it to the graph. The scroll bar is used internally by the Scenic.Scrollable component and for most cases it is recommended to use the Scenic.Scrollable component instead.
The scroll bar can be setup to make use of scroll buttons at the scroll bars edges, in order to enable scrolling by pressing and holding such button, in addition to dragging the scroll bar slider control to drag, or clicking the slider background to jump.

  
  Data


t:Scenic.Scrollable.ScrollBar.settings/0
The scroll bar requires the following data for initialization:
	width: number
	height: number
	content_size: number
	scroll_position: number
	direction: :horizontal | :vertical

Width and height define the display size of the scroll bar.
The content size defines the size of the scrollable content in the direction of the scroll bar. When the scroll bar is a horizontal scroll bar, the content size should correspond to the width of the content.
The scroll position specifies the starting position of the scrollable content. Note that the scroll position corresponds to the translation of the content, rather than the scroll bar slider.
The direction specifies if the scroll bar scrolls in horizontal, or in vertical direction.

  
  Styles


t:Scenic.Scrollable.ScrollBar.styles/0
Optional styles to customize the scroll bar. The following styles are supported:
	scroll_buttons: boolean
	scroll_bar_theme: map
	scroll_bar_radius: number
	scroll_bar_border: number
	scroll_drag: t:Scenic.Scrollable.Drag.settings/0

The scroll_buttons boolean can be used to specify of the scroll bar should contain buttons for scrolling, in addition to the scroll bar slider. The scroll buttons are not shown by default.
A theme can be passed using the scroll_bar_theme element to provide a set of colors for the scroll bar. For more information on themes, see the Scenic.Primitive.Style.Theme module. The default theme is :light.
The scroll bars rounding and border can be adjusted using the scroll_bar_radius and scroll_bar_border elements respectively. The default values are 3 and 1.
The scroll_drag settings can be provided to specify by which mouse button the scroll bar slider can be dragged. By default, the :left, :right and :middle buttons are all enabled.

  
  Examples


iex> graph = Scenic.Scrollable.Components.scroll_bar(
...>   Scenic.Graph.build(),
...>   %{
...>     width: 200,
...>     height: 10,
...>     content_size: 1000,
...>     scroll_position: 0,
...>     direction: :horizontal
...>   },
...>   [id: :scroll_bar_component_1]
...> )
...> graph.primitives[1].id
:scroll_bar_component_1

iex> graph = Scenic.Scrollable.Components.scroll_bar(
...>   Scenic.Graph.build(),
...>   %{
...>     width: 200,
...>     height: 10,
...>     content_size: 1000,
...>     scroll_position: 0,
...>     direction: :horizontal
...>   },
...>   [
...>     scroll_buttons: true,
...>     scroll_bar_theme: Scenic.Primitive.Style.Theme.preset(:dark),
...>     scroll_bar_radius: 4,
...>     scroll_bar_border: 1,
...>     scroll_drag: %{
...>       mouse_buttons: [:left, :right]
...>     },
...>     id: :scroll_bar_component_2
...>   ]
...> )
...> graph.primitives[1].id
:scroll_bar_component_2

  



    

  
    
      
      Link to this function
    
    scroll_bars(graph, settings, options \\ [])



  


  

      Specs

      

          scroll_bars(
  source :: Scenic.Graph.t() | Scenic.Primitive.t(),
  settings :: FloUI.Scrollable.ScrollBars.settings(),
  options :: FloUI.Scrollable.ScrollBars.styles()
) :: Scenic.Graph.t() | Scenic.Primitive.t()


      


Add a Scenic.Scrollable.ScrollBars to a graph.
WARNING: updating the scroll bars positions through modifying the graph leads to glitches and performance issues.
It is recommended to directly call to the Scenic.Scrollable.ScrollBars process with a {:update_scroll_position, {x, y}} message for now.
The scroll bars component can be used to add a horizontal, and a vertical scroll bar pair to the graph. This component is used internally by the Scenic.Scrollable component, and for most cases it is recommended to use the Scenic.Scrollable component instead.

  
  Data


t:Scenic.Scrollable.ScrollBars.settings/0
The scroll bars require the following data for initialization:
	width: number
	height: number
	content_size: t:Scenic.Scrollable.ScrollBars.v2/0
	scroll_position: number
	direction: :horizontal | :vertical

With and height define the size of the frame, and thus correspond to the width of the horizontal, and the height of the vertical scroll bars.

  
  Styles


t:Scenic.Scrollable.ScrollBars.styles/0
The scroll bars can be customized by using the following styles:

  
  scroll_bar


t:Scenic.Scrollable.ScrollBar.styles/0
The styles to customize both scrollbars as defined in the corresponding module Scenic.Scrollable.Scrollbar.
If different styles for the horizontal and vertical scroll bars are preffered, use the horizontal_scroll_bar and vertical_scroll_bar styles instead.

  
  horizontal_scroll_bar


t:Scenic.Scrollable.ScrollBar.styles/0
The styles to customize the horizontal scroll bar.

  
  vertical_scroll_bar


t:Scenic.Scrollable.ScrollBar.styles/0
The styles to customize the vertical scroll bar.

  
  scroll_drag


t:Scenic.Scrollable.Drag/0
Settings to specify which mouse buttons can be used in order to drag the scroll bar sliders.

  
  scroll_bar_thickness


number
Specify the height of the horizontal, and the width of the vertical scroll bars.

  
  Examples


iex> graph = Scenic.Scrollable.Components.scroll_bars(
...>   Scenic.Graph.build(),
...>   %{
...>     width: 200,
...>     height: 200,
...>     content_size: {1000, 1000},
...>     scroll_position: {0, 0}
...>   },
...>   [
...>     scroll_bar: [
...>       scroll_buttons: true,
...>       scroll_bar_theme: Scenic.Primitive.Style.Theme.preset(:light),
...>       scroll_bar_radius: 2,
...>       scroll_bar_border: 2,
...>       scroll_drag: %{
...>         mouse_buttons: [:left, :right, :middle]
...>       }
...>     ],
...>     scroll_drag: %{
...>       mouse_buttons: [:left, :right, :middle]
...>     },
...>     id: :scroll_bars_component_1
...>   ]
...> )
...> graph.primitives[1].id
:scroll_bars_component_1

  



    

  
    
      
      Link to this function
    
    scrollable(graph, settings, builder, options \\ [])



  


  

      Specs

      

          scrollable(
  source :: Scenic.Graph.t() | Scenic.Primitive.t(),
  settings :: FloUI.Scrollable.settings(),
  builder :: FloUI.Scrollable.builder(),
  options :: FloUI.Scrollable.styles()
) :: Scenic.Graph.t() | Scenic.Primitive.t()


      


Add a Scenic.Scrollable to a graph.
The Scenic.Scrollable component offers a way to show part of a content group bounded by a fixed rectangle or frame, and change the visible part of the content without displacing the bounded rectangle by scrolling.
The scrollable component offers three ways to scroll, which can be used in conjunction:
	The content can be clicked and dragged directly using a mouse.
	Hotkeys can be set for up, down, left and right scroll directions.
	A horizontal and a vertical scroll bar can be set up.

Note that for the hotkeys to work, the scrollable component has to catch focus first by clicking it once with the left mouse button.

  
  Data


t:Scenic.Scrollable.settings/0
To initialize a scrollable component, a map containing frame and content elements, and a builder function are required. Further customization can be provided with optional styles.

  
  Frame


The frame contains information about the size of the fixed rectangle shaped bounding box. It is a tuple containing the width as first element, and height as second element.

  
  Content


The content contains information about the size and offset of the content. The offset can be used to adjust the limits of where the content can be scrolled to, and can for example be of used when the content position looks off in its {0, 0} starting position. If no offset is required, the content can be passed as a tuple containing the width as first element, and height as second element. If an offset is used, the content can be passed as a t:Scenic.Scrollable.rect/0, which is a map containing x, y, width and height elements.

  
  Builder


t:Scenic.Scrollable.builder/0
In addition to the required data, a scrollable component requires a builder, similar to the Scenic.Primitive.Group primitive. The builder is a function that takes a graph, and should return a graph with the necessary components attached to it that form the content of the scrollable component.

  
  Styles


t:Scenic.Scrollable.styles/0
Similar to the Scenic.Primitive.Group primitive, any style can be passed to the scrollable component, which will be passed on to the underlying components. In addition, the following styles specific to the scrollable component can be provided.

  
  scroll_position


t:Scenic.Scrollable.v2/0
The starting position of the scrollable content. This does not influence the limits to where the content can be scrolled to.

  
  scroll_acceleration


t:Scenic.Scrollable.Acceleration.settings/0
Settings regarding sensitivity of the scroll functionality. The settings are passed in a map with the following elements:
	acceleration: number
	mass: number
	counter_pressure: number

The higher number given for the acceleration, the faster the scroll movement gains speed. The default value is 20.
The higher number given for the mass, the slower the scroll movement gains speed, and the faster it loses speed. The default value is 1.
The higher number given for counter_pressure, the lower the maximum scroll speed, and the faster the scroll movement loses speed after the user input has stopped. The default value is 0.1.

  
  scroll_hotkeys


t:Scenic.Scrollable.Hotkeys.settings/0
A hotkey can be provided for every scroll direction to enable scrolling using the keyboard. The hotkey settings can be passed in a map with the following elements.
	up: String.t/0
	down: String.t/0
	left: String.t/0
	right: String.t/0

The passed string can be the letter of the intended key, such as "w" or "s", or the description of a special key, such as the arrow keys "up", "down", "left" or "right".

  
  scroll_fps


number
Specifies the times per second the scroll content position is recalculated when it is scrolling. For environments with limited resources, it might be prudent to set a lower value than the default 30.

  
  scroll_drag


t:Scenic.Scrollable.Drag.settings/0
Options for enabling scrolling by directly dragging the content using a mouse. Buttons events on the scrollable content will take precedence over the drag functionality. Drag settings are passed in a map with the following elements:
	mouse_buttons: [t:Scenic.Scrollable.Drag.mouse_button/0]

The list of mouse buttons specifies with which mouse button the content can be dragged. Available mouse buttons are :left, :right and :middle. By default, the drag functionality is disabled.

  
  scroll_bar_thickness


number
Specify the thickness of both scroll bars.

  
  scroll_bar


t:Scenic.Scrollable.ScrollBar.styles/0
Specify the styles for both horizontal and vertical scroll bars. If different styles for each scroll bar are desired, use the vertical_scroll_bar and horizontal_scroll_bar options instead. The following styles are supported"
	scroll_buttons: boolean
	scroll_bar_theme: map
	scroll_bar_radius: number
	scroll_bar_border: number
	scroll_drag: t:Scenic.Scrollable.Drag.settings/0

The scroll_buttons boolean can be used to specify of the scroll bar should contain buttons for scrolling, in addition to the scroll bar slider. The scroll buttons are not shown by default.
A theme can be passed using the scroll_bar_theme element to provide a set of colors for the scroll bar. For more information on themes, see the Scenic.Primitive.Style.Theme module. The default theme is :light.
The scroll bars rounding and border can be adjusted using the scroll_bar_radius and scroll_bar_border elements respectively. The default values are 3 and 1.
The scroll_drag settings can be provided in the same form the scrollable components scroll_drag style is provided, and can be used to specify by which mouse button the scroll bar slider can be dragged. By default, the :left, :right and :middle buttons are all enabled.

  
  horizontal_scroll_bar


t:Scenic.Scrollable.ScrollBar.styles/0
Specify styles for the horizontal scroll bar only. The available styles are exactly the same as explained in the above scroll_bar style section.

  
  vertical_scroll_bar


t:Scenic.Scrollable.ScrollBar.styles/0
Specify styles for the vertical scroll bar only. The available styles are exactly the same as explained in the above scroll_bar style section.

  
  Examples


iex> graph = Scenic.Scrollable.Components.scrollable(
...>   Scenic.Graph.build(),
...>   %{
...>     frame: {200, 400},
...>     content: %{x: 0, y: 10, width: 400, height: 800}
...>   },
...>   fn graph ->
...>     Scenic.Primitives.text(graph, "scrollable text")
...>   end,
...>   [id: :scrollable_component_1]
...> )
...> graph.primitives[1].id
:scrollable_component_1

iex> graph = Scenic.Scrollable.Components.scrollable(
...>   Scenic.Graph.build(),
...>   %{
...>     frame: {200, 400},
...>     content: %{x: 0, y: 10, width: 400, height: 800}
...>   },
...>   fn graph ->
...>     Scenic.Primitives.text(graph, "scrollable text")
...>   end,
...>   [
...>     scroll_position: {-10, -50},
...>     scroll_acceleration: %{
...>       acceleration: 15,
...>       mass: 1.2,
...>       counter_pressure: 0.2
...>     },
...>     scroll_hotkeys: %{
...>       up: "w",
...>       down: "s",
...>       left: "a",
...>       right: "d"
...>     },
...>     scroll_fps: 15,
...>     scroll_drag: %{
...>       mouse_buttons: [:left]
...>     },
...>     scroll_bar_thickness: 15,
...>     scroll_bar: [
...>       scroll_buttons: true,
...>       scroll_bar_theme: Scenic.Primitive.Style.Theme.preset(:dark)
...>     ],
...>     translate: {50, 50},
...>     id: :scrollable_component_2
...>   ]
...> )
...> graph.primitives[1].id
:scrollable_component_2

  


        

      



  

    
FloUI.Scrollable.Direction
    



      
Utility module for limiting certain operations along a certain direction only. A value can be connected to either horizontal or vertical directions.

      


      
        
          
            
            Anchor for this section
          
          Summary
        


  
    
      Types
    


  
    direction()

  


    The directions a value can be associated with.






  
    t()

  


    The Direction type. A value can be either associated with the horizontal or the vertical direction, by pairing the :horizontal or :vertical atoms with the value in a tuple.






  
    v2()

  


    Data structure representing a vector 2, in the form of an {x, y} tuple.






  


  
    
      Functions
    


  
    add(arg1, arg2)

  


    Add two t:Scenic.Scrollable.Direction.t/0 values. Only values associated with the same direction will be added. Non numeric values are ignored.






  
    as_horizontal(x)

  


    Associate a value with the horizontal direction.






  
    as_vertical(x)

  


    Associate a value with the vertical direction.






  
    divide(arg1, arg2)

  


    Divide two t:Scenic.Scrollable.Direction.t/0 values. Only values associated with the same direction will be divided. Non numeric values are ignored.






  
    from_vector_2(arg, atom)

  


    Create a t:Scenic.Scrollable.Direction.t/0 from a Scenic.Math.vector_2/0.






  
    invert(arg)

  


    Convert a horizontal t:Scenic.Scrollable.Direction.t/0 to a vertical one, and vice versa.






  
    map(arg, fun)

  


    Apply a function to the 
  
    
    FloUI.Scrollable.Drag - flo_ui v0.1.0-alpha
    
    

    



  
  

    
FloUI.Scrollable.Drag
    



      
Module for handling the drag controllability for Scenic.Scrollable components.

      


      
        
          
            
            Anchor for this section
          
          Summary
        


  
    
      Types
    


  
    drag_state()

  


    Atom representing what state the drag functionality is currently in.
The drag state can be 'idle' or 'dragging'.






  
    mouse_button()

  


    Atom representing a mouse button.






  
    settings()

  


    Data structure with settings that dictate the behaviour of the drag controllability.
It consists of a list with t:Scenic.Scrollable.Drag.mouse_button/0s which specify the buttons with which the user can drag the Scenic.Scrollable component.
By default, drag functionality is disabled.






  
    t()

  


    The state containing the necessary information to enable the drag functionality.






  
    v2()

  


    Shorthand for Scenic.Math.vector_2/0.
Consists of a tuple containing the x and y numeric values.






  


  
    
      Functions
    


  
    amplify_speed(_, speed)

  


    Increases the current scroll speed, intended to be called when the user stops dragging.
The increase in speed is intended to make the drag experience more smooth.






  
    dragging?(map)

  


    Find out if the user is currently dragging the Scenic.Scrollable component.






  
    handle_mouse_click(state, button, point, content_position)

  


    Update the t:Scenic.Scrollable.Drag.t/0 based on the pressed mouse button, mouse position, and the position of the scrollable content.






  
    handle_mouse_move(state, point)

  


    Update the t:Scenic.Scrollable.Drag.t/0 based on the new cursor position the user has moved to.






  
    handle_mouse_release(state, button, point)

  


    Update the t:Scenic.Scrollable.Drag.t/0 based on the released mouse button and mouse position.






  
    init(settings)

  


    Initialize the t:Scenic.Scrollable.Drag.t/0 state by passing in the t:Scenic.Scrollable.Drag.settings/0 settings object.
When nil is passed, the default settings will be used.






  
    last_position(map)

  


    Get the position of the users cursor during the previous update.
Returns an OptionEx.t/0 containing the coordinate, or :none if the user was not dragging during the previous update.






  
    new_position(arg1)

  


    Calculate the new scroll position based on the current drag state.
The result will be wrapped in an OptionEx.t/0, resulting in :none if the user currently is not scrolling.






  


      


      
        
          
            
            Anchor for this section
          
Types
        

        


  
    
      
      Link to this type
    
    drag_state()



  


  

      Specs

      

          drag_state() :: :idle | :dragging


      


Atom representing what state the drag functionality is currently in.
The drag state can be 'idle' or 'dragging'.

  



  
    
      
      Link to this type
    
    mouse_button()



  


  

      Specs

      

          mouse_button() :: 0 | 1 | 2


      


Atom representing a mouse button.

  



  
    
      
      Link to this type
    
    settings()



  


  

      Specs

      

          settings() :: %{optional(:mouse_buttons) => [mouse_button()]}


      


Data structure with settings that dictate the behaviour of the drag controllability.
It consists of a list with t:Scenic.Scrollable.Drag.mouse_button/0s which specify the buttons with which the user can drag the Scenic.Scrollable component.
By default, drag functionality is disabled.

  



  
    
      
      Link to this type
    
    t()



  


  

      Specs

      

          t() :: %FloUI.Scrollable.Drag{
  current: :none | {:some, v2()},
  drag_start: :none | {:some, v2()},
  drag_start_content_position: :none | {:some, v2()},
  drag_state: drag_state(),
  enabled_buttons: [mouse_button()]
}


      


The state containing the necessary information to enable the drag functionality.

  



  
    
      
      Link to this type
    
    v2()



  


  

      Specs

      

          v2() :: Scenic.Math.vector_2()


      


Shorthand for Scenic.Math.vector_2/0.
Consists of a tuple containing the x and y numeric values.

  


        

      

      
        
          
            
            Anchor for this section
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      Link to this function
    
    amplify_speed(_, speed)



  


  

      Specs

      

          amplify_speed(t(), v2()) :: v2()


      


Increases the current scroll speed, intended to be called when the user stops dragging.
The increase in speed is intended to make the drag experience more smooth.

  



  
    
      
      Link to this function
    
    dragging?(map)



  


  

      Specs

      

          dragging?(t()) :: boolean()


      


Find out if the user is currently dragging the Scenic.Scrollable component.

  



  
    
      
      Link to this function
    
    handle_mouse_click(state, button, point, content_position)



  


  

      Specs

      

          handle_mouse_click(t(), mouse_button(), v2(), v2()) :: t()


      


Update the t:Scenic.Scrollable.Drag.t/0 based on the pressed mouse button, mouse position, and the position of the scrollable content.

  



  
    
      
      Link to this function
    
    handle_mouse_move(state, point)



  


  

      Specs

      

          handle_mouse_move(t(), v2()) :: t()


      


Update the t:Scenic.Scrollable.Drag.t/0 based on the new cursor position the user has moved to.

  



  
    
      
      Link to this function
    
    handle_mouse_release(state, button, point)



  


  

      Specs

      

          handle_mouse_release(t(), mouse_button(), v2()) :: t()


      


Update the t:Scenic.Scrollable.Drag.t/0 based on the released mouse button and mouse position.

  



  
    
      
      Link to this function
    
    init(settings)



  


  

      Specs

      

          init(nil | settings()) :: t()


      


Initialize the t:Scenic.Scrollable.Drag.t/0 state by passing in the t:Scenic.Scrollable.Drag.settings/0 settings object.
When nil is passed, the default settings will be used.

  



  
    
      
      Link to this function
    
    last_position(map)



  


  

      Specs

      

          last_position(t()) :: {:some, v2()} | :none


      


Get the position of the users cursor during the previous update.
Returns an OptionEx.t/0 containing the coordinate, or :none if the user was not dragging during the previous update.

  



  
    
      
      Link to this function
    
    new_position(arg1)



  


  

      Specs

      

          new_position(t()) :: {:some, v2()} | :none


      


Calculate the new scroll position based on the current drag state.
The result will be wrapped in an OptionEx.t/0, resulting in :none if the user currently is not scrolling.

  


        

      



  

  
    
    FloUI.Scrollable.Hotkeys - flo_ui v0.1.0-alpha
    
    

    



  
  

    
FloUI.Scrollable.Hotkeys
    



      
This module handles key mappings and keypress events for Scenic.Scrollable components.

      


      
        
          
            
            Anchor for this section
          
          Summary
        


  
    
      Types
    


  
    key_map()

  


    The keymap used internally to determine if, and what key is set for a certain movement.
TODO support multiple keys for a single movement.






  
    key_pressed_state()

  


    Button state containing information on if a key is currently pressed or released.






  
    key_pressed_states()

  


    Data structure containing information on the pressed state of all available hotkeys.






  
    keycode()

  


    A keycode represented by a string.
The string corresponds to the character as seen on the keyboard, rather than a numeric keycode.
Special keys are generally spelled out in lower case characters, such as "enter" or "escape".






  
    settings()

  


    The hotkey settings which can be passed in as style when creating a scrollable component.
Hotkeys are optional and available for 'up', 'down', 'left' and 'right' scroll movements.






  
    t()

  


    The data structure used as state by this module. It contains information on what keys are mapped to what functionality,
and which keys are currently being pressed.






  


  
    
      Functions
    


  
    direction(map)

  


    Obtain the current scroll direction based on the keys currently being pressed as a t:Scenic.Math.vector_2.
For example, when the 'left' key and the 'up' key are currently being pressed, the vector {-1, 1} describing the corresponding direction will be returned.






  
    handle_key_press(state, key)

  


    Modifies the hotkey state accordingly to the key mappings and the keycode passed.
When the passed keycode is set as one of the mapped keys, that key will be flagged as being pressed.






  
    handle_key_release(state, key)

  


    Modifies the hotkey state accordingly to the key mappings and the keycode passed.
When the passed keycode is set as one of the mapped keys, that key will be flagged as being released.






  
    init(settings)

  


    Initialize the state this module acts upon, by passing it the t:Scenic.Scrollable.Hotkeys.settings/0 settings map.
When nil is passed as argument, the default settings will be used.
Returns a t:Scenic.Scrollable.Hotkeys.t/0.






  
    is_any_key_pressed?(map)

  


    Verify if one or more hotkeys are currently being pressed.






  


      


      
        
          
            
            Anchor for this section
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      Link to this type
    
    key_map()



  


  

      Specs

      

          key_map() :: %{
  up: :none | {:some, keycode()},
  down: :none | {:some, keycode()},
  left: :none | {:some, keycode()},
  right: :none | {:some, keycode()}
}


      


The keymap used internally to determine if, and what key is set for a certain movement.
TODO support multiple keys for a single movement.

  



  
    
      
      Link to this type
    
    key_pressed_state()



  


  

      Specs

      

          key_pressed_state() :: :released | :pressed


      


Button state containing information on if a key is currently pressed or released.

  



  
    
      
      Link to this type
    
    key_pressed_states()



  


  

      Specs

      

          key_pressed_states() :: %{
  up: key_pressed_state(),
  down: key_pressed_state(),
  left: key_pressed_state(),
  right: key_pressed_state()
}


      


Data structure containing information on the pressed state of all available hotkeys.

  



  
    
      
      Link to this type
    
    keycode()



  


  

      Specs

      

          keycode() :: String.t()


      


A keycode represented by a string.
The string corresponds to the character as seen on the keyboard, rather than a numeric keycode.
Special keys are generally spelled out in lower case characters, such as "enter" or "escape".

  



  
    
      
      Link to this type
    
    settings()



  


  

      Specs

      

          settings() :: %{
  optional(:up) => keycode(),
  optional(:down) => keycode(),
  optional(:left) => keycode(),
  optional(:right) => keycode()
}


      


The hotkey settings which can be passed in as style when creating a scrollable component.
Hotkeys are optional and available for 'up', 'down', 'left' and 'right' scroll movements.

  



  
    
      
      Link to this type
    
    t()



  


  

      Specs

      

          t() :: %FloUI.Scrollable.Hotkeys{
  key_map: key_map(),
  key_pressed_states: key_pressed_states()
}


      


The data structure used as state by this module. It contains information on what keys are mapped to what functionality,
and which keys are currently being pressed.
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      Link to this function
    
    direction(map)



  


  

      Specs

      

          direction(t()) :: Scenic.Math.vector_2()


      


Obtain the current scroll direction based on the keys currently being pressed as a t:Scenic.Math.vector_2.
For example, when the 'left' key and the 'up' key are currently being pressed, the vector {-1, 1} describing the corresponding direction will be returned.

  



  
    
      
      Link to this function
    
    handle_key_press(state, key)



  


  

      Specs

      

          handle_key_press(t(), keycode()) :: t()


      


Modifies the hotkey state accordingly to the key mappings and the keycode passed.
When the passed keycode is set as one of the mapped keys, that key will be flagged as being pressed.

  



  
    
      
      Link to this function
    
    handle_key_release(state, key)



  


  

Modifies the hotkey state accordingly to the key mappings and the keycode passed.
When the passed keycode is set as one of the mapped keys, that key will be flagged as being released.

  



  
    
      
      Link to this function
    
    init(settings)



  


  

      Specs

      

          init(settings() | nil) :: t()


      


Initialize the state this module acts upon, by passing it the t:Scenic.Scrollable.Hotkeys.settings/0 settings map.
When nil is passed as argument, the default settings will be used.
Returns a t:Scenic.Scrollable.Hotkeys.t/0.

  



  
    
      
      Link to this function
    
    is_any_key_pressed?(map)



  


  

      Specs

      

          is_any_key_pressed?(t()) :: boolean()


      


Verify if one or more hotkeys are currently being pressed.
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FloUI.Scrollable.PositionCap
    



      
Module for applying limits to a position.
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          Summary
        


  
    
      Types
    


  
    cap()

  


    Data structure representing a minimum, or maximum cap which values will be compared against.
The cap can be either a v2/0 or a t:Scenic.Scrollable.Direction.t/0.
By using a t:Scenic.Scrollable.Direction/0 it is possible to cap a position only for either its x, or its y value.






  
    settings()

  


    The settings with which to initialize a t:Scenic.Scrollable.PositionCap.t.
Both min and max caps are optional, and can be further limited to only the x, or y axes by passing in a t:Scenic.Scrollable.Direction/0 rather than a v2/0.






  
    t()

  


    A struct representing a position cap. Positions in the form of a v2/0 can be compared against, and increased or reduced to the capped values by using the cap/2 function.






  
    v2()

  


    A vector 2 in the form of {x, y}






  


  
    
      Functions
    


  
    cap(map, coordinate)

  


    Compare the upper and lower limits set in the t:Scenic.Scrollable.PositionCap.t/0 against the v2/0 provided, and adjusts the v2/0 according to those limits.






  
    init(settings)

  


    Initializes a t:Scenic.Scrollable.PositionCap.t/0 according to the provided t:Scenic.Scrollable.PositionCap.settings/0.
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      Link to this type
    
    cap()



  


  

      Specs

      

          cap() :: v2() | {:horizontal, number()} | {:vertical, number()}


      


Data structure representing a minimum, or maximum cap which values will be compared against.
The cap can be either a v2/0 or a t:Scenic.Scrollable.Direction.t/0.
By using a t:Scenic.Scrollable.Direction/0 it is possible to cap a position only for either its x, or its y value.

  



  
    
      
      Link to this type
    
    settings()



  


  

      Specs

      

          settings() :: %{optional(:max) => cap(), optional(:min) => cap()}


      


The settings with which to initialize a t:Scenic.Scrollable.PositionCap.t.
Both min and max caps are optional, and can be further limited to only the x, or y axes by passing in a t:Scenic.Scrollable.Direction/0 rather than a v2/0.

  



  
    
      
      Link to this type
    
    t()



  


  

      Specs

      

          t() :: %FloUI.Scrollable.PositionCap{
  max: {:some, cap()} | :none,
  min: {:some, cap()} | :none
}


      


A struct representing a position cap. Positions in the form of a v2/0 can be compared against, and increased or reduced to the capped values by using the cap/2 function.

  



  
    
      
      Link to this type
    
    v2()



  


  

      Specs

      

          v2() :: Scenic.Scrollable.v2()


      


A vector 2 in the form of {x, y}
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      Link to this function
    
    cap(map, coordinate)



  


  

      Specs

      

          cap(t(), v2()) :: v2()


      


Compare the upper and lower limits set in the t:Scenic.Scrollable.PositionCap.t/0 against the v2/0 provided, and adjusts the v2/0 according to those limits.

  



  
    
      
      Link to this function
    
    init(settings)



  


  

      Specs

      

          init(settings()) :: t()


      


Initializes a t:Scenic.Scrollable.PositionCap.t/0 according to the provided t:Scenic.Scrollable.PositionCap.settings/0.
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FloUI.Scrollable.ScrollBar
    



      
The scroll bar component can be used to draw a scroll bar to the scene by adding it to the graph. The scroll bar is used internally by the Scenic.Scrollable component and for most cases it is recommended to use the Scenic.Scrollable component instead.
The scroll bar can be setup to make use of scroll buttons at the scroll bars edges, in order to enable scrolling by pressing and holding such button, in addition to dragging the scroll bar slider control to drag, or clicking the slider background to jump.
Data
t:Scenic.Scrollable.ScrollBar.settings/0
The scroll bar requires the following data for initialization:
	width: number
	height: number
	content_size: number
	scroll_position: number
	direction: :horizontal | :vertical

Width and height define the display size of the scroll bar.
The content size defines the size of the scrollable content in the direction of the scroll bar. When the scroll bar is a horizontal scroll bar, the content size should correspond to the width of the content.
The scroll position specifies the starting position of the scrollable content. Note that the scroll position corresponds to the translation of the content, rather than the scroll bar slider.
The direction specifies if the scroll bar scrolls in horizontal, or in vertical direction.
Styles
t:Scenic.Scrollable.ScrollBar.styles/0
Optional styles to customize the scroll bar. The following styles are supported:
	scroll_buttons: boolean
	scroll_bar_theme: map
	scroll_bar_radius: number
	scroll_bar_border: number
	scroll_drag: t:Scenic.Scrollable.Drag.settings/0

The scroll_buttons boolean can be used to specify of the scroll bar should contain buttons for scrolling, in addition to the scroll bar slider. The scroll buttons are not shown by default.
A theme can be passed using the scroll_bar_theme element to provide a set of colors for the scroll bar. For more information on themes, see the Scenic.Primitive.Style.Theme module. The default theme is :light.
The scroll bars rounding and border can be adjusted using the scroll_bar_radius and scroll_bar_border elements respectively. The default values are 3 and 1.
The scroll_drag settings can be provided to specify by which mouse button the scroll bar slider can be dragged. By default, the :left, :right and :middle buttons are all enabled.
Examples
iex> graph = Scenic.Scrollable.Components.scroll_bar(
...>   Scenic.Graph.build(),
...>   %{
...>     width: 200,
...>     height: 10,
...>     content_size: 1000,
...>     scroll_position: 0,
...>     direction: :horizontal
...>   },
...>   [id: :scroll_bar_component_1]
...> )
...> graph.primitives[1].id
:scroll_bar_component_1

iex> graph = Scenic.Scrollable.Components.scroll_bar(
...>   Scenic.Graph.build(),
...>   %{
...>     width: 200,
...>     height: 10,
...>     content_size: 1000,
...>     scroll_position: 0,
...>     direction: :horizontal
...>   },
...>   [
...>     scroll_buttons: true,
...>     scroll_bar_theme: Scenic.Primitive.Style.Theme.preset(:dark),
...>     scroll_bar_radius: 4,
...>     scroll_bar_border: 1,
...>     scroll_drag: %{
...>       mouse_buttons: [:left, :right]
...>     },
...>     id: :scroll_bar_component_2
...>   ]
...> )
...> graph.primitives[1].id
:scroll_bar_component_2
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      Types
    


  
    mouse_button()

  


    Atom representing a mouse button.






  
    rect()

  


    Data structure representing a rectangle.






  
    scroll_buttons()

  


    A map containing information about the scroll button pressed states.






  
    scroll_direction()

  


    Specifies the direction in which the scroll bar affects the content.
A direction can be either :horizontal or :vertical.






  
    settings()

  


    The data required to initialize a scroll bar component.
The scroll bar requires the following data for initialization






  
    style()

  


    The optional styles with which the scroll bar component can be customized. See this modules top section for a more detailed explanation of every style.






  
    styles()

  


    A collection of optional styles with which the scroll bar component can be customized. See t:Scenic.Scrollable.ScrollBar.style/0 and this modules top section for more information.






  
    t()

  


    The state with which the scroll bar components GenServer is running.






  
    v2()

  


    Data structure representing a vector 2, in the form of an {x, y} tuple.






  


  
    
      Functions
    


  
    add_to_graph(graph, data, opts \\ [])

  


    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.






  
    direction(pid)

  


    Find out the direction in which the content should be scrolled based on the scroll buttons currently being pressed.
Although the scroll bar will move along a single axis, a vector 2 is returned to facilitate translation calculations of the content.






  
    dragging?(state)

  


    Find out if the scroll bar is currently being dragged by the user.






  
    new_position(state)

  


    Find the latest position the scrollable content should be updated with.
The position corresponds to the contents translation, rather than the scroll bars drag control translation.






  


      


      
        
          
            
            Anchor for this section
          
Types
        

        


  
    
      
      Link to this type
    
    mouse_button()



  


  

      Specs

      

          mouse_button() :: :left | :right | :middle


      


Atom representing a mouse button.

  



  
    
      
      Link to this type
    
    rect()



  


  

      Specs

      

          rect() :: Scenic.Scrollable.rect()


      


Data structure representing a rectangle.

  



  
    
      
      Link to this type
    
    scroll_buttons()



  


  

      Specs

      

          scroll_buttons() :: %{
  scroll_button_1: :pressed | :released,
  scroll_button_2: :pressed | :released
}


      


A map containing information about the scroll button pressed states.

  



  
    
      
      Link to this type
    
    scroll_direction()



  


  

      Specs

      

          scroll_direction() :: FloUI.Scrollable.Direction.direction()


      


Specifies the direction in which the scroll bar affects the content.
A direction can be either :horizontal or :vertical.

  



  
    
      
      Link to this type
    
    settings()



  


  

      Specs

      

          settings() :: %{
  width: number(),
  height: number(),
  content_size: number(),
  scroll_position: number(),
  direction: scroll_direction()
}


      


The data required to initialize a scroll bar component.
The scroll bar requires the following data for initialization:
	width: number
	height: number
	content_size: number
	scroll_position: number
	direction: :horizontal | :vertical

Width and height define the display size of the scroll bar.
The content size defines the size of the scrollable content in the direction of the scroll bar. When the scroll bar is a horizontal scroll bar, the content size should correspond to the width of the content.
The scroll position specifies the starting position of the scrollable content. Note that the scroll position corresponds to the translation of the content, rather than the scroll bar slider.
The direction specifies if the scroll bar scrolls in horizontal, or in vertical direction.

  



  
    
      
      Link to this type
    
    style()



  


  

      Specs

      

          style() ::
  {:scroll_buttons, boolean()}
  | {:scroll_bar_theme, %{}}
  | {:scroll_bar_radius, number()}
  | {:scroll_bar_border, number()}
  | {:scroll_drag, FloUI.Scrollable.Drag.settings()}


      


The optional styles with which the scroll bar component can be customized. See this modules top section for a more detailed explanation of every style.

  



  
    
      
      Link to this type
    
    styles()



  


  

      Specs

      

          styles() :: [style()]


      


A collection of optional styles with which the scroll bar component can be customized. See t:Scenic.Scrollable.ScrollBar.style/0 and this modules top section for more information.

  



  
    
      
      Link to this type
    
    t()



  


  

      Specs

      

          t() :: %FloUI.Scrollable.ScrollBar{
  content_size: FloUI.Scrollable.Direction.t(),
  direction: scroll_direction(),
  drag_state: FloUI.Scrollable.Drag.t(),
  frame_size: FloUI.Scrollable.Direction.t(),
  graph: Scenic.Graph.t(),
  height: FloUI.Scrollable.Direction.t(),
  id: atom(),
  last_scroll_position: FloUI.Scrollable.Direction.t(),
  pid: pid(),
  position_cap: FloUI.Scrollable.PositionCap.t(),
  scroll_bar_slider_background: :pressed | :released,
  scroll_buttons: :none | {:some, scroll_buttons()},
  scroll_position: FloUI.Scrollable.Direction.t(),
  scroll_state: :idle | :wheel | :scrolling | :dragging,
  styles: styles(),
  wheel_state: FloUI.Scrollable.Wheel.t(),
  width: FloUI.Scrollable.Direction.t()
}


      


The state with which the scroll bar components GenServer is running.

  



  
    
      
      Link to this type
    
    v2()



  


  

      Specs

      

          v2() :: Scenic.Scrollable.v2()


      


Data structure representing a vector 2, in the form of an {x, y} tuple.

  


        

      

      
        
          
            
            Anchor for this section
          
Functions
        

        


    

  
    
      
      Link to this function
    
    add_to_graph(graph, data, opts \\ [])



  


  

Callback implementation for Scenic.Component.add_to_graph/3.

  



  
    
      
      Link to this function
    
    child_spec(init_arg)



  


  

Returns a specification to start this module under a supervisor.
See Supervisor.

  



  
    
      
      Link to this function
    
    direction(pid)



  


  

      Specs

      

          direction(pid() | t()) :: v2()


      


Find out the direction in which the content should be scrolled based on the scroll buttons currently being pressed.
Although the scroll bar will move along a single axis, a vector 2 is returned to facilitate translation calculations of the content.

  



  
    
      
      Link to this function
    
    dragging?(state)



  


  

      Specs

      

          dragging?(t()) :: boolean()


      


Find out if the scroll bar is currently being dragged by the user.

  



  
    
      
      Link to this function
    
    new_position(state)



  


  

      Specs

      

          new_position(t()) :: v2()


      


Find the latest position the scrollable content should be updated with.
The position corresponds to the contents translation, rather than the scroll bars drag control translation.

  


        

      



  

  
    
    FloUI.Scrollable.ScrollBars - flo_ui v0.1.0-alpha
    
    

    



  
  

    
FloUI.Scrollable.ScrollBars
    



      
The scroll bars component can be used to add a horizontal, and a vertical scroll bar pair to the graph. This component is used internally by the Scenic.Scrollable component, and for most cases it is recommended to use the Scenic.Scrollable component instead.
Data
t:Scenic.Scrollable.ScrollBars.settings/0
The scroll bars require the following data for initialization:
	width: number
	height: number
	content_size: t:Scenic.Scrollable.ScrollBars.v2/0
	scroll_position: number
	direction: :horizontal | :vertical

With and height define the size of the frame, and thus correspond to the width of the horizontal, and the height of the vertical scroll bars.
Styles
t:Scenic.Scrollable.ScrollBars.styles/0
The scroll bars can be customized by using the following styles:
scroll_bar
t:Scenic.Scrollable.ScrollBar.styles/0
The styles to customize both scrollbars as defined in the corresponding module Scenic.Scrollable.Scrollbar.
If different styles for the horizontal and vertical scroll bars are preffered, use the horizontal_scroll_bar and vertical_scroll_bar styles instead.
horizontal_scroll_bar
t:Scenic.Scrollable.ScrollBar.styles/0
The styles to customize the horizontal scroll bar.
vertical_scroll_bar
t:Scenic.Scrollable.ScrollBar.styles/0
The styles to customize the vertical scroll bar.
scroll_drag
t:Scenic.Scrollable.Drag/0
Settings to specify which mouse buttons can be used in order to drag the scroll bar sliders.
scroll_bar_thickness
number
Specify the height of the horizontal, and the width of the vertical scroll bars.
Examples
iex> graph = Scenic.Scrollable.Components.scroll_bars(
...>   Scenic.Graph.build(),
...>   %{
...>     width: 200,
...>     height: 200,
...>     content_size: {1000, 1000},
...>     scroll_position: {0, 0}
...>   },
...>   [
...>     scroll_bar: [
...>       scroll_buttons: true,
...>       scroll_bar_theme: Scenic.Primitive.Style.Theme.preset(:light),
...>       scroll_bar_radius: 2,
...>       scroll_bar_border: 2,
...>       scroll_drag: %{
...>         mouse_buttons: [:left, :right, :middle]
...>       }
...>     ],
...>     scroll_drag: %{
...>       mouse_buttons: [:left, :right, :middle]
...>     },
...>     id: :scroll_bars_component_1
...>   ]
...> )
...> graph.primitives[1].id
:scroll_bars_component_1
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      Types
    


  
    content_size()

  





  
    scroll_state()

  


    An atom describing the state the scroll bars are in.






  
    settings()

  


    The required settings to initialize a scroll bars component.
For more information see the top of this module.






  
    style()

  


    The optional styles to customize the scroll bars.
For more information see the top of this module.






  
    styles()

  


    A collection of optional styles to customize the scroll bars.
For more information see t:Scenic.Scrollable.ScrollBars.style/0 and the top of this module.






  
    t()

  


    The state with which the scrollable components GenServer is running.






  
    v2()

  


    Data structure representing a vector 2, in the form of an {x, y} tuple.






  


  
    
      Functions
    


  
    add_to_graph(graph, data, opts \\ [])

  


    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.






  
    direction(state)

  


    Find the direction the content should be scrolling in, depending on the scroll bar buttons pressed states.






  
    dragging?(arg1)

  


    Find out if one of the scroll bars is currently being dragged.






  
    new_position(map)

  


    Find the latest position the scrollable content should be updated with.
The position corresponds to the contents translation, rather than the scroll bars drag control translation.






  
    wheel_scrolling?(arg1)

  


    Find out if one of the scroll bars wheel is currently being scrolled.
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      Link to this type
    
    content_size()



  


  

      Specs

      

          content_size() :: {number(), number()}


      



  



  
    
      
      Link to this type
    
    scroll_state()



  


  

      Specs

      

          scroll_state() :: :idle | :dragging | :scrolling


      


An atom describing the state the scroll bars are in.
	idle: none of the scroll bars are currently being clicked or dragged.
	dragging: one of the scroll bars is being dragged.
	scrolling: one of the scroll bars is being scrolled using a scroll button.


  



  
    
      
      Link to this type
    
    settings()



  


  

      Specs

      

          settings() :: %{
  width: number(),
  height: number(),
  content_size: v2(),
  scroll_position: v2()
}


      


The required settings to initialize a scroll bars component.
For more information see the top of this module.

  



  
    
      
      Link to this type
    
    style()



  


  

      Specs

      

          style() ::
  {:scroll_bar, Scenic.Scrollable.ScrollBar.styles()}
  | {:horizontal_scroll_bar, Scenic.Scrollable.ScrollBar.styles()}
  | {:vertical_scroll_bar, Scenic.Scrollable.ScrollBar.styles()}
  | {:scroll_drag, Scenic.Scrollable.Drag.settings()}
  | {:scroll_bar_thickness, number()}


      


The optional styles to customize the scroll bars.
For more information see the top of this module.

  



  
    
      
      Link to this type
    
    styles()



  


  

      Specs

      

          styles() :: [style()]


      


A collection of optional styles to customize the scroll bars.
For more information see t:Scenic.Scrollable.ScrollBars.style/0 and the top of this module.

  



  
    
      
      Link to this type
    
    t()



  


  

      Specs

      

          t() :: %FloUI.Scrollable.ScrollBars{
  content_size: content_size(),
  graph: Scenic.Graph.t(),
  horizontal_scroll_bar_pid: {:some, pid()} | :none,
  id: atom(),
  pid: pid(),
  scroll_position: v2(),
  scroll_state: scroll_state(),
  vertical_scroll_bar_pid: {:some, pid()} | :none
}


      


The state with which the scrollable components GenServer is running.

  



  
    
      
      Link to this type
    
    v2()



  


  

      Specs

      

          v2() :: Scenic.Scrollable.v2()


      


Data structure representing a vector 2, in the form of an {x, y} tuple.
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      Link to this function
    
    add_to_graph(graph, data, opts \\ [])



  


  

Callback implementation for Scenic.Component.add_to_graph/3.

  



  
    
      
      Link to this function
    
    child_spec(init_arg)



  


  

Returns a specification to start this module under a supervisor.
See Supervisor.

  



  
    
      
      Link to this function
    
    direction(state)



  


  

      Specs

      

          direction(t()) :: v2()


      


Find the direction the content should be scrolling in, depending on the scroll bar buttons pressed states.

  



  
    
      
      Link to this function
    
    dragging?(arg1)



  


  

      Specs

      

          dragging?(t()) :: boolean()


      


Find out if one of the scroll bars is currently being dragged.

  



  
    
      
      Link to this function
    
    new_position(map)



  


  

      Specs

      

          new_position(t()) :: {:some, v2()} | :none


      


Find the latest position the scrollable content should be updated with.
The position corresponds to the contents translation, rather than the scroll bars drag control translation.

  



  
    
      
      Link to this function
    
    wheel_scrolling?(arg1)



  


  

      Specs

      

          wheel_scrolling?(t()) :: boolean()


      


Find out if one of the scroll bars wheel is currently being scrolled.

  


        

      



  

  
    
    FloUI.Scrollable.Wheel - flo_ui v0.1.0-alpha
    
    

    



  
  

    
FloUI.Scrollable.Wheel
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      Types
    


  
    drag_state()

  





  
    t()

  





  


  
    
      Functions
    


  
    scrolling?(map)

  





  
    start_scrolling(state, offset)

  





  
    stop_scrolling(state, offset)

  





  


      


      
        
          
            
            Anchor for this section
          
Types
        

        


  
    
      
      Link to this type
    
    drag_state()



  


  

      Specs

      

          drag_state() :: :idle | :scrolling


      



  



  
    
      
      Link to this type
    
    t()



  


  

      Specs

      

          t() :: %FloUI.Scrollable.Wheel{
  offset: FloUI.Scrollable.Direction.t(),
  wheel_state: drag_state()
}
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      Link to this function
    
    scrolling?(map)



  


  

      Specs

      

          scrolling?(t()) :: boolean()


      



  



  
    
      
      Link to this function
    
    start_scrolling(state, offset)



  


  

      Specs

      

          start_scrolling(t(), FloUI.Scrollable.Direction.t()) :: t()


      



  



  
    
      
      Link to this function
    
    stop_scrolling(state, offset)



  


  

      Specs

      

          stop_scrolling(t(), FloUI.Scrollable.Direction.t()) :: t()


      



  


        

      



  

  
    
    FloUI.SelectionList - flo_ui v0.1.0-alpha
    
    

    



  
  

    
FloUI.SelectionList
    



      
Usage in SnapFramework
Selection lists are a convenient way to have selectable options in list form.
data is a tuple in the form of elixir {[{label, value, key}], selected}
<%= graph font_size: 20 %>

<%= component FloUI.SelectionList,
    {@list, @selected},
    id: :selection_list
%>
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      Functions
    


  
    add_to_graph(graph, data, opts \\ [])

  


    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.






  
    compile(scene)

  





  
    handle_event(event, from_pid, scene)

  


    Callback implementation for Scenic.Scene.handle_event/3.






  
    handle_input(input, id, scene)

  


    Callback implementation for Scenic.Scene.handle_input/3.






  
    handle_update(msg, opts, scene)

  


    Callback implementation for Scenic.Scene.handle_update/3.






  
    init(scene, data, opts \\ [])

  


    Callback implementation for Scenic.Scene.init/3.






  
    mounted(scene)

  


    Callback implementation for SnapFramework.Scene.mounted/1.






  
    process_call(msg, from, scene)

  


    Callback implementation for SnapFramework.Scene.process_call/3.






  
    process_cast(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_cast/2.






  
    process_event(event, from_pid, scene)

  


    Callback implementation for SnapFramework.Scene.process_event/3.






  
    process_info(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_info/2.






  
    process_input(input, id, scene)

  


    Callback implementation for SnapFramework.Scene.process_input/3.






  
    process_update(data, opts, scene)

  


    Callback implementation for SnapFramework.Scene.process_update/3.






  
    selection_list(graph, data, options \\ [])

  





  
    setup(scene)

  


    Callback implementation for SnapFramework.Scene.setup/1.






  
    validate(data)

  


    Callback implementation for Scenic.Component.validate/1.
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      Link to this function
    
    add_to_graph(graph, data, opts \\ [])



  


  

Callback implementation for Scenic.Component.add_to_graph/3.

  



  
    
      
      Link to this function
    
    child_spec(init_arg)



  


  

Returns a specification to start this module under a supervisor.
See Supervisor.

  



  
    
      
      Link to this function
    
    compile(scene)



  


  


  



  
    
      
      Link to this function
    
    handle_event(event, from_pid, scene)



  


  

Callback implementation for Scenic.Scene.handle_event/3.

  



  
    
      
      Link to this function
    
    handle_input(input, id, scene)



  


  

Callback implementation for Scenic.Scene.handle_input/3.

  



  
    
      
      Link to this function
    
    handle_update(msg, opts, scene)



  


  

Callback implementation for Scenic.Scene.handle_update/3.

  



    

  
    
      
      Link to this function
    
    init(scene, data, opts \\ [])



  


  

Callback implementation for Scenic.Scene.init/3.

  



  
    
      
      Link to this function
    
    mounted(scene)



  


  

Callback implementation for SnapFramework.Scene.mounted/1.

  



  
    
      
      Link to this function
    
    process_call(msg, from, scene)



  


  

Callback implementation for SnapFramework.Scene.process_call/3.

  



  
    
      
      Link to this function
    
    process_cast(msg, scene)



  


  

Callback implementation for SnapFramework.Scene.process_cast/2.

  



  
    
      
      Link to this function
    
    process_event(event, from_pid, scene)



  


  

Callback implementation for SnapFramework.Scene.process_event/3.

  



  
    
      
      Link to this function
    
    process_info(msg, scene)



  


  

Callback implementation for SnapFramework.Scene.process_info/2.

  



  
    
      
      Link to this function
    
    process_input(input, id, scene)



  


  

Callback implementation for SnapFramework.Scene.process_input/3.

  



  
    
      
      Link to this function
    
    process_update(data, opts, scene)



  


  

Callback implementation for SnapFramework.Scene.process_update/3.

  



    

  
    
      
      Link to this function
    
    selection_list(graph, data, options \\ [])



  


  


  



  
    
      
      Link to this function
    
    setup(scene)



  


  

Callback implementation for SnapFramework.Scene.setup/1.

  



  
    
      
      Link to this function
    
    validate(data)



  


  

Callback implementation for Scenic.Component.validate/1.

  


        

      



  

  
    
    FloUI.SelectionListItem - flo_ui v0.1.0-alpha
    
    

    



  
  

    
FloUI.SelectionListItem
    



      
Usage in SnapFramework
A selection list item used by SelectionList.
data is a tuple in the form of elixir {label, value, id}
<%= graph font_size: 20 %>

<%= component FloUI.SelectionListItem,
    {@label, @value, @key}
%>
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      Functions
    


  
    add_to_graph(graph, data, opts \\ [])

  


    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.






  
    compile(scene)

  





  
    handle_event(event, from_pid, scene)

  


    Callback implementation for Scenic.Scene.handle_event/3.






  
    handle_input(input, id, scene)

  


    Callback implementation for Scenic.Scene.handle_input/3.






  
    handle_update(msg, opts, scene)

  


    Callback implementation for Scenic.Scene.handle_update/3.






  
    init(scene, data, opts \\ [])

  


    Callback implementation for Scenic.Scene.init/3.






  
    mounted(scene)

  


    Callback implementation for SnapFramework.Scene.mounted/1.






  
    process_call(msg, from, scene)

  


    Callback implementation for SnapFramework.Scene.process_call/3.






  
    process_cast(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_cast/2.






  
    process_event(event, from_pid, scene)

  


    Callback implementation for SnapFramework.Scene.process_event/3.






  
    process_info(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_info/2.






  
    process_input(input, id, scene)

  


    Callback implementation for SnapFramework.Scene.process_input/3.






  
    process_update(data, opts, scene)

  


    Callback implementation for SnapFramework.Scene.process_update/3.






  
    selection_list_item(graph, data, options \\ [])

  





  
    setup(scene)

  


    Callback implementation for SnapFramework.Scene.setup/1.






  
    validate(data)

  


    Callback implementation for Scenic.Component.validate/1.
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      Link to this function
    
    add_to_graph(graph, data, opts \\ [])



  


  

Callback implementation for Scenic.Component.add_to_graph/3.

  



  
    
      
      Link to this function
    
    child_spec(init_arg)



  


  

Returns a specification to start this module under a supervisor.
See Supervisor.
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Callback implementation for SnapFramework.Scene.setup/1.

  



  
    
      
      Link to this function
    
    validate(data)



  


  

Callback implementation for Scenic.Component.validate/1.
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Usage in SnapFramework
Tab should be passed into the Tabs module as follows.
<%= graph font_size: 20 %>

<%= component FloUI.Tabs, {@active_tab, @tabs}, id: :tabs do %>
    <%= component FloUI.Grid, %{
        start_xy: {0, 0},
        max_xy: {@module.get_tabs_width(@tabs), 40}
    } do %>
        <%= for {{label, cmp}, i} <- Enum.with_index(@tabs) do %>
            <%= component FloUI.Tab,
                {label, cmp},
                selected?: if(i == 0, do: true, else: false),
                id: :"#{label}",
                width: @module.get_tab_width(label),
                height: 40
            %>
        <% end %>
    <% end %>
<% end %>
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    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.
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    Callback implementation for Scenic.Scene.handle_event/3.
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    Callback implementation for SnapFramework.Scene.mounted/1.
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    Callback implementation for SnapFramework.Scene.process_cast/2.
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    Callback implementation for Scenic.Component.validate/1.
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Callback implementation for Scenic.Component.add_to_graph/3.
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    child_spec(init_arg)



  


  

Returns a specification to start this module under a supervisor.
See Supervisor.
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Callback implementation for Scenic.Scene.init/3.
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Callback implementation for SnapFramework.Scene.mounted/1.

  



  
    
      
      Link to this function
    
    process_call(msg, from, scene)



  


  

Callback implementation for SnapFramework.Scene.process_call/3.
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Callback implementation for SnapFramework.Scene.process_input/3.
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Callback implementation for SnapFramework.Scene.process_update/3.
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Callback implementation for SnapFramework.Scene.setup/1.
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Callback implementation for Scenic.Component.validate/1.
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Usage in SnapFramework
The following example uses FloUI.Tabs and Grid to lay the tabs out. Iterates over the @tabs assign to render each tab.
@module.get_tab_width runs FontMetrics on the label to get the width.
<%= graph font_size: 20 %>

<%= component FloUI.Tabs, {@active_tab, @tabs}, id: :tabs do %>
    <%= component FloUI.Grid, %{
        start_xy: {0, 0},
        max_xy: {@module.get_tabs_width(@tabs), 40}
    } do %>
        <%= for {{label, cmp}, i} <- Enum.with_index(@tabs) do %>
            <%= component FloUI.Tab,
                {label, cmp},
                selected?: if(i == 0, do: true, else: false),
                id: :"#{label}",
                width: @module.get_tab_width(label),
                height: 40
            %>
        <% end %>
    <% end %>
<% end %>
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    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.
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    Callback implementation for Scenic.Scene.handle_event/3.
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    Callback implementation for Scenic.Scene.handle_input/3.
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    Callback implementation for Scenic.Scene.handle_update/3.
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    Callback implementation for Scenic.Scene.init/3.






  
    mounted(scene)

  


    Callback implementation for SnapFramework.Scene.mounted/1.
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    Callback implementation for SnapFramework.Scene.process_call/3.
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    Callback implementation for SnapFramework.Scene.process_cast/2.
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    Callback implementation for SnapFramework.Scene.process_event/3.
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    Callback implementation for SnapFramework.Scene.process_input/3.
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    Callback implementation for SnapFramework.Scene.process_update/3.
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    Callback implementation for SnapFramework.Scene.setup/1.
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    validate(data)

  


    Callback implementation for Scenic.Component.validate/1.
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Callback implementation for Scenic.Component.add_to_graph/3.
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Returns a specification to start this module under a supervisor.
See Supervisor.
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Callback implementation for SnapFramework.Scene.process_update/3.
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Callback implementation for SnapFramework.Scene.setup/1.
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Callback implementation for Scenic.Component.validate/1.
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Usage in SnapFramework
Renders a text input with optional clear button. See Scenic.Component.TextField for more styles.
<%= component FloUI.Component.TextInput,
    @text,
    id: :input,
    show_clear: true
%>
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    Callback implementation for Scenic.Component.add_to_graph/3.






  
    child_spec(init_arg)

  


    Returns a specification to start this module under a supervisor.
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    Callback implementation for Scenic.Scene.handle_event/3.
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    Callback implementation for Scenic.Scene.handle_input/3.
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    Callback implementation for Scenic.Scene.handle_update/3.
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    Callback implementation for Scenic.Scene.init/3.
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    Callback implementation for SnapFramework.Scene.mounted/1.
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    Callback implementation for SnapFramework.Scene.process_call/3.
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    Callback implementation for SnapFramework.Scene.process_cast/2.
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Returns a specification to start this module under a supervisor.
See Supervisor.
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Usage in SnapFramework
Renders a tooltip.
<%= component FloUI.Tooltip,
    @label,
    id: :tooltip
%>
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    process_call(msg, from, scene)

  


    Callback implementation for SnapFramework.Scene.process_call/3.






  
    process_cast(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_cast/2.






  
    process_event(event, from_pid, scene)

  


    Callback implementation for SnapFramework.Scene.process_event/3.






  
    process_info(msg, scene)

  


    Callback implementation for SnapFramework.Scene.process_info/2.






  
    process_input(input, id, scene)

  


    Callback implementation for SnapFramework.Scene.process_input/3.






  
    process_update(data, opts, scene)

  


    Callback implementation for SnapFramework.Scene.process_update/3.






  
    setup(scene)

  


    Callback implementation for SnapFramework.Scene.setup/1.






  
    tooltip(graph, data, options \\ [])

  





  
    validate(data)

  


    Callback implementation for Scenic.Component.validate/1.
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Returns a specification to start this module under a supervisor.
See Supervisor.
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