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Introduction
    

  
  
    DevJoy

    Easier creation of the Visual Novel-like games or presentations.

    
      
        
  
    
    DevJoy.API.Item - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.API.Item 
    



      
API for generating an implementation AST for the
get_part_acc/3 and
get_part_item/3 callbacks.

  
    
  
  Item structs


defmodule MyLib.Person do
  use DevJoy.Scene

  defstruct ~w[:age, :name]a
end

defmodule MyLib.Item do
  use DevJoy.Scene

  defstruct ~w[:name]a
end

  
    
  
  Item DSL


defmodule MyLib.Scene do
  defmacro person(name, age, do: items_block) do
    fields = [age: age, name: name]
    %DevJoy.API.Item.generate(MyLib.Person, fields, __CALLER__, ~w[name]a, items_block)
  end

  defmacro item(name) do
    fields = [name: name]
    %DevJoy.API.Item.generate(MyLib.Item, fields, __CALLER__, ~w[name]a)
  end
end

  
    
  
  Item usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  import MyLib.Scene

  part :main do
    accumulate MyLib.Item, {nil, true, true}

    person "John Doe", 30 do
      item "ID card"
    end
  end
end

  
    
  
  Item usage formatting


To ensure that the formatter would not add parentheses for your DSL
add it to the locals_without_parens root option in the .formatter.exs file
located in the project root.
When creating a library please make sure to also export the same information
dsl = [item: :1, person: :3]

[
  export: [locals_without_parens: dsl],
  locals_without_parens: dsl
]
so it's possible to import it by:
[import_deps: [:my_lib]]

  
    
  
  Item fetching


person = MyApp.SceneName.get_part_item(:main, 1)
acc = MyApp.SceneName.get_part_acc(:main, 1)
items = Map.get(acc, {MyLib.Item, nil}, [])

is_struct(person, MyLib.Person) and is_list(items) and length(list) == 1
# => true
person.name == "John Doe" and person.age == 30
# => true

item = hd(items)
is_struct(item, MyLib.Item) and item.name == "ID card"
# => true

      


      
        Summary


  
    Types
  


    
      
        fields()

      


        The type representing the item's fields that would be cast into the struct.



    


    
      
        fields_to_translate()

      


        The type representing the list of the item's fields that would be translated.



    


    
      
        index()

      


        The type representing the item's index in scene part (1-based).



    


    
      
        struct_module()

      


        The type representing the item's module name.



    


    
      
        t()

      


        The type representing the item's structure.



    


    
      
        t_acc()

      


        The type representing the item's structure to accumulate.



    





  
    Functions
  


    
      
        generate(struct_module, dsl_name, fields, caller, fields_to_translate \\ [], block \\ nil)

      


        Generates the implementation AST for the get_part_acc/3
and get_part_item/3 callbacks.



    


    
      
        get_character(character_id, position \\ :left)

      


        Uses get_quoted/3 to  generate a compile-time escaped AST
that is used to fetch the character at run-time.



    


    
      
        get_quoted(module, function_name, args)

      


        Generates a compile-time escaped AST of the run-time call.
The generated AST could be added to the fields/0 in the generate/5 call.



    





      


      
        Types

        


  
    
      
    
    
      fields()



        
          
        

    

  


  

      

          @type fields() :: Keyword.t(DevJoy.Scene.macro_input(any()))


      


The type representing the item's fields that would be cast into the struct.

  



  
    
      
    
    
      fields_to_translate()



        
          
        

    

  


  

      

          @type fields_to_translate() :: [atom()]


      


The type representing the list of the item's fields that would be translated.

  



  
    
      
    
    
      index()



        
          
        

    

  


  

      

          @type index() :: pos_integer()


      


The type representing the item's index in scene part (1-based).

  



  
    
      
    
    
      struct_module()



        
          
        

    

  


  

      

          @type struct_module() ::
  DevJoy.Scene.Asset
  | DevJoy.Scene.Challenge
  | DevJoy.Scene.Dialog
  | DevJoy.Scene.Menu
  | DevJoy.Scene.Note
  | module()


      


The type representing the item's module name.

  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() ::
  DevJoy.Scene.Asset.t()
  | DevJoy.Scene.Challenge.t()
  | DevJoy.Scene.Condition.t()
  | DevJoy.Scene.Dialog.t()
  | DevJoy.Scene.Menu.t()
  | DevJoy.Scene.Note.t()
  | struct()


      


The type representing the item's structure.

  



  
    
      
    
    
      t_acc()



        
          
        

    

  


  

      

          @type t_acc() :: t() | DevJoy.Scene.Choice.t()


      


The type representing the item's structure to accumulate.
Same as t/0 except that the DevJoy.Scene.Choice is always accumulated.

  


        

      

      
        Functions

        


    

    

  
    
      
    
    
      generate(struct_module, dsl_name, fields, caller, fields_to_translate \\ [], block \\ nil)



        
          
        

    

  


  

      

          @spec generate(
  struct_module(),
  atom(),
  fields(),
  Macro.Env.t(),
  fields_to_translate(),
  Macro.input() | nil
) :: Macro.output()


      


Generates the implementation AST for the get_part_acc/3
and get_part_item/3 callbacks.

  
    
  
  Usage


defmacro my_macro(value1, value2, do: block) do
  fields = [key1: value1, key2: value2]
  %DevJoy.API.Item.generate(ItemModuleNam, fields, __CALLER__, ~w[key1]a, block)
end

  



    

  
    
      
    
    
      get_character(character_id, position \\ :left)



        
          
        

    

  


  

      

          @spec get_character(DevJoy.Character.id(), DevJoy.Character.position()) ::
  Macro.output()


      


Uses get_quoted/3 to  generate a compile-time escaped AST
that is used to fetch the character at run-time.

  
    
  
  Usage


position = :right
DevJoy.API.Item.get_character(:john_doe, position)

  



  
    
      
    
    
      get_quoted(module, function_name, args)



        
          
        

    

  


  

      

          @spec get_quoted(module(), atom(), [any(), ...]) :: Macro.output()


      


Generates a compile-time escaped AST of the run-time call.
The generated AST could be added to the fields/0 in the generate/5 call.

  
    
  
  Usage


defmacro my_macro do
  ast = DevJoy.API.Item.get_quoted(MyApp, :func_name, [])
  %DevJoy.API.Item.generate(ItemModuleNam, [key: ast], __CALLER__)
end

# generates
def get_part_item(:part_name, 1, "en") do
  %ItemModuleNam{
    key: MyApp.func_name()
  }
end

  


        

      


  

  
    
    DevJoy.API.Notifier - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.API.Notifier behaviour
    



      
The Notfier API defines a set of notification callbacks to implement
as well as functions that call a callback implementation for the configured notifier module.
The default notifier module that implements this module's behaviour is DevJoy.Session.Notifier.

  
    
  
  Usage


The notifier can be configured:
	globally using the :session_notifier configuration keyconfig :dev_joy, :session_notifier, MyApp.Notifier

	per process using set_notifier/1 functionDevJoy.API.Storage.set_storage(MyApp.Storage)



      


      
        Summary


  
    Callbacks
  


    
      
        notify_delayed_job(func)

      


        A special synchronous variant of notify_delayed_job/2.
This is only useful when we do not expect any delays.



    


    
      
        notify_delayed_job(func, time)

      


        Sends an asynchronous notification with the specified anonymous function.
The function is to be called after the specified amount of time has elapsed.



    


    
      
        notify_fullscreen_change(boolean)

      


        Sends a notification when the full screen mode has changed.



    


    
      
        notify_fullscreen_toggle()

      


        Sends a notification when the full screen mode is toggled.



    


    
      
        notify_index_out_of_bounds()

      


        Sends a notification when there are no subsequent elements
after the current element in the current scene part.



    


    
      
        notify_item_change(t)

      


        Sends a notification when current item is changed.



    


    
      
        notify_part_change(t, name)

      


        Sends a notification when current part is changed.



    





  
    Functions
  


    
      
        set_notifier(module)

      


        Sets a notifier implementation to be used within current process.



    





      


      
        Callbacks

        


  
    
      
    
    
      notify_delayed_job(func)



        
          
        

    

  


  

      

          @callback notify_delayed_job(func :: (-> any())) :: :ok


      


A special synchronous variant of notify_delayed_job/2.
This is only useful when we do not expect any delays.

  
    
  
  Usage


The notification will be sent within all asynchronous Session functions.
The notification is handled by the handler
generated by use DevJoy.API.Notifier.
:ok = DevJoy.API.Notifier.notify_delayed_job(fn -> :done end)

  



  
    
      
    
    
      notify_delayed_job(func, time)



        
          
        

    

  


  

      

          @callback notify_delayed_job(func :: (-> any()), time :: non_neg_integer()) :: :ok


      


Sends an asynchronous notification with the specified anonymous function.
The function is to be called after the specified amount of time has elapsed.

  
    
  
  Usage


The notification will be sent within all asynchronous Session functions.
The notification is handled by the handler
generated by use DevJoy.API.Notifier.
:ok = DevJoy.API.Notifier.notify_delayed_job(200, fn -> :done end)

  



  
    
      
    
    
      notify_fullscreen_change(boolean)



        
          
        

    

  


  

      

          @callback notify_fullscreen_change(boolean()) :: :ok


      


Sends a notification when the full screen mode has changed.

  
    
  
  Usage


The notification will be sent within the handler generated by
Session.LiveView.
def handle_info({:dev_joy, :fullscreen_changed, fullscreen}, socket) do
  {:noreply, assign(socket, fullscreen: fullscreen)}
end

  



  
    
      
    
    
      notify_fullscreen_toggle()



        
          
        

    

  


  

      

          @callback notify_fullscreen_toggle() :: :ok


      


Sends a notification when the full screen mode is toggled.

  
    
  
  Usage


The notification is handled by the handler
generated by Session.LiveView.
def handle_event("btn-fullscreen-click", _params, socket) do
  :ok = DevJoy.API.Notifier.notify_fullscreen_toggle()
  {:noreply, socket}
end

  



  
    
      
    
    
      notify_index_out_of_bounds()



        
          
        

    

  


  

      

          @callback notify_index_out_of_bounds() :: :ok


      


Sends a notification when there are no subsequent elements
after the current element in the current scene part.

  
    
  
  Usage


The notification will be sent within the Session.next/1.
def handle_info({:dev_joy, :index_out_of_bounds}, socket) do
  DevJoy.Session.get({MyApp.MainScene, :main, 1})
  {:noreply, socket}
end

  



  
    
      
    
    
      notify_item_change(t)



        
          
        

    

  


  

      

          @callback notify_item_change(DevJoy.API.Item.t()) :: :ok


      


Sends a notification when current item is changed.

  
    
  
  Usage


The notification will be sent within various Session functions.
def handle_info({:dev_joy, :item_changed, item}, socket) do
  {:noreply, assign(socket, item: item)}
end

  



  
    
      
    
    
      notify_part_change(t, name)



        
          
        

    

  


  

      

          @callback notify_part_change(DevJoy.Scene.t(), DevJoy.Scene.Part.name()) :: :ok


      


Sends a notification when current part is changed.

  
    
  
  Usage


The notification will be sent within various Session functions.
The notification is handled by the handler
generated by Session.LiveView.
:ok = DevJoy.API.Notifier.notify_part_change(MyApp.MainScene, :main)

  


        

      

      
        Functions

        


  
    
      
    
    
      set_notifier(module)



        
          
        

    

  


  

      

          @spec set_notifier(module()) :: :ok


      


Sets a notifier implementation to be used within current process.

  


        

      


  

  
    
    DevJoy.API.Storage - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.API.Storage behaviour
    



      
The Storage API defines a set of storage callbacks to implement
as well as functions that call a callback implementation for the configured storage module.
The default storage module that implements this module's behaviour is DevJoy.Session.Storage.

  
    
  
  Usage


The storage can be configured:
	globally using the :session_storage configuration keyconfig :dev_joy, :session_storage, MyApp.Storage

	per process using set_storage/1 functionDevJoy.API.Storage.set_storage(MyApp.Storage)



      


      
        Summary


  
    Types
  


    
      
        history()

      


        The type representing a session's history.



    


    
      
        history_entry()

      


        The type representing the session's history entry.



    


    
      
        history_index()

      


        The type representing the session's history index (0-based).



    


    
      
        locale()

      


        The type representing the session's locale.



    





  
    Callbacks
  


    
      
        get_history()

      


        Gets a history/0



    


    
      
        get_history_index()

      


        Gets a history_index/0



    


    
      
        get_locale()

      


        Gets a locale/0



    


    
      
        set_history(history)

      


        Sets a history/0



    


    
      
        set_history_index(history_index)

      


        Sets a history_index/0



    


    
      
        set_locale(locale)

      


        Sets a locale/0



    





  
    Functions
  


    
      
        set_storage(module)

      


        Sets a storage implementation to be used within current process.



    





      


      
        Types

        


  
    
      
    
    
      history()



        
          
        

    

  


  

      

          @type history() :: [history_entry()]


      


The type representing a session's history.
The history is simply a list of the history entries.

  



  
    
      
    
    
      history_entry()



        
          
        

    

  


  

      

          @type history_entry() ::
  {DevJoy.Scene.t(), DevJoy.Scene.Part.name(), DevJoy.API.Item.index(),
   max_index :: DevJoy.API.Item.index()}


      


The type representing the session's history entry.
The entry is 4-element tuple containing:
	scene name
	part name
	item index
	max index

The 'max_index' value is used to determine whether or not
it's possible to navigate forward in the history.

  



  
    
      
    
    
      history_index()



        
          
        

    

  


  

      

          @type history_index() :: non_neg_integer()


      


The type representing the session's history index (0-based).

  



  
    
      
    
    
      locale()



        
          
        

    

  


  

      

          @type locale() :: String.t()


      


The type representing the session's locale.

  


        

      

      
        Callbacks

        


  
    
      
    
    
      get_history()



        
          
        

    

  


  

      

          @callback get_history() :: history()


      


Gets a history/0

  
    
  
  Usage


history = DevJoy.API.Storage.get_history()
is_list(history)
# => true

  



  
    
      
    
    
      get_history_index()



        
          
        

    

  


  

      

          @callback get_history_index() :: history_index()


      


Gets a history_index/0

  
    
  
  Usage


index = DevJoy.API.Storage.get_history_index()
is_integer(index) and index >= 0
# => true

  



  
    
      
    
    
      get_locale()



        
          
        

    

  


  

      

          @callback get_locale() :: locale()


      


Gets a locale/0

  
    
  
  Usage


locale = DevJoy.API.Storage.get_locale()
is_binary(locale)
# => true

  



  
    
      
    
    
      set_history(history)



        
          
        

    

  


  

      

          @callback set_history(history()) :: :ok


      


Sets a history/0

  
    
  
  Usage


:ok = DevJoy.API.Storage.set_history([])
history = DevJoy.API.Storage.get_history()
history == []
# => true

  



  
    
      
    
    
      set_history_index(history_index)



        
          
        

    

  


  

      

          @callback set_history_index(history_index()) :: :ok


      


Sets a history_index/0

  
    
  
  Usage


:ok = DevJoy.API.Storage.set_history_index(0)
index = DevJoy.API.Storage.get_history_index()
index == 0
# => true

  



  
    
      
    
    
      set_locale(locale)



        
          
        

    

  


  

      

          @callback set_locale(locale()) :: :ok


      


Sets a locale/0

  
    
  
  Usage


:ok = DevJoy.API.Storage.set_locale("en")
locale = DevJoy.API.Storage.get_locale()
locale == "en"
# => true

  


        

      

      
        Functions

        


  
    
      
    
    
      set_storage(module)



        
          
        

    

  


  

      

          @spec set_storage(module()) :: :ok


      


Sets a storage implementation to be used within current process.

  


        

      


  

  
    
    DevJoy.Scene - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Scene behaviour
    



      
The Scene module provides a DSL (Domain Specific Language)
for creating a scene, managing it's parts and items.
Each scene has at least one navigable part.
The items associated with the part are represented as structs
that are fetched from the callback implementations.

  
    
  
  Usage


In order to use the scene DSL simply add use DevJoy.Scene at the top of your module:
defmodule MyApp.SceneName do
  use DevJoy.Scene

  # DSL calls goes here
end
When you use DevJoy.Scene, the @behaviour attribute will be set to
this module as well as
implement callbacks generated by DSL.
The remaining callbacks would be generated by the DSL imported to scene module.

  
    
  
  Accumulation


Any scene item could be accumulated instead of
generating an implementation of the get_part_item/2
as long as there is a matching accumulator/0.
defmodule MyApp.SceneName do
  use DevJoy.Scene
  use MyApp.MyItem

  alias MyApp.MyItem

  part :main do
    accumulate MyItem, {:type, true, true}
  end
end
However the DevJoy.Scene.Choice is always accumulated with group set to nil
to make it work with condition/3, menu/3 and question/5.
:part_name
|> SceneModule.get_part_acc(1)
|> Map.get({Choice, nil}, [])

  
    
  
  I18n


DevJoy automatically creates a portable object (.po) file for each scene.
By default the files are written to the i18n directory
in the current application's priv directory.
You can configure a path to the target directory using a priv option.
defmodule MyApp.SceneName do
  priv_dir = :code.priv_dir(:my_app)
  use DevJoy.Scene, priv: Path.join(priv_dir, "gettext")
end

  
    
  
  Groups


Struct DSL
A group of macros for the part and its items.
See this section for a complete list of macros.
Generated by DSL
A group of callbacks for which implementations are generated.
See this section for a complete list of macros.
Session DSL
A group of macros for a session navigation.
See this section for a complete list of callbacks.

      


      
        Summary


  
    Generated using DSL
  


    
      
        get_locales()

      


        Returns a list of the locales available for the scene.



    


    
      
        get_part()

      


        Returns a main part of the scene using a current locale.



    


    
      
        get_part(name)

      


        Returns a part of the scene using a specified name and current locale.



    


    
      
        get_part(name, locale)

      


        Returns a part of the scene using a specified name and locale.



    


    
      
        get_part_acc()

      


        Returns an accumulated items for first item of main part using the current locale.



    


    
      
        get_part_acc(name)

      


        Returns an accumulated items for first item of a part using a specified name and current locale.



    


    
      
        get_part_acc(name, index)

      


        Returns an accumulated items for item of a part using a specified name, index and current locale.



    


    
      
        get_part_acc(name, index, locale)

      


        Returns an accumulated items for item of a part using a specified name, index and locale.



    


    
      
        get_part_item()

      


        Returns a first item of main part using a current locale.



    


    
      
        get_part_item(name)

      


        Returns a first item of a part using a specified name and current locale.



    


    
      
        get_part_item(name, index)

      


        Returns an item of a part using a specified name, index and current locale.



    


    
      
        get_part_item(name, index, locale)

      


        Returns an item of a part using a specified name, index and locale.



    





  
    Main
  


    
      
        acc()

      


        Accumulated data returned by the generated callback implementation.
The data is grouped by a tuple with item module as the first element
and a group for a particular type of item.



    


    
      
        accumulate(struct_module, accumulator \\ quote do
  {:type, true, true}
end)

      


        Instructs DSL to accumulate specific item using accumulator/0.



    


    
      
        accumulator()

      


        The 3-element tuple used by the generators.



    


    
      
        choices_block()

      


        A do … end block of code containing choice/2 calls.



    


    
      
        macro_input(type)

      


        When the code is compiled, there is no data validation for the macro argument.
This means the macro argument can be passed directly or as a result of any Elixir expression.
The type that has been passed determines what kind of data is expected.



    


    
      
        t()

      


        The type representing the scene's module name.



    





  
    Session DSL
  


    
      
        continue()

      


        The shorthand version of an anonymous function with a call to the DevJoy.Session.next/1.



    


    
      
        go_back(amount \\ 1)

      


        The shorthand version of an anonymous function with a call to the DevJoy.Session.drop/2.



    


    
      
        goto()

      


        The shorthand version of an anonymous function with a call to the DevJoy.Session.get/2.



    


    
      
        goto(part_name)

      


        The shorthand version of an anonymous function with a call to the DevJoy.Session.get/2.



    


    
      
        goto(scene, part_name)

      


        The shorthand version of an anonymous function with a call to the DevJoy.Session.get/2.



    





  
    Struct DSL
  


    
      
        asset(type, path)

      


        A callback implementations generator for the DevJoy.Scene.Asset struct.



    


    
      
        asset(type, path, data)

      


        A callback implementations generator for the DevJoy.Scene.Asset struct.



    


    
      
        asset(type, path, data, content)

      


        A callback implementations generator for the DevJoy.Scene.Asset struct.



    


    
      
        challenge(type, data \\ [])

      


        A callback implementations generator for the DevJoy.Scene.Challenge struct.



    


    
      
        choice(content, action)

      


        A callback implementations generator for the DevJoy.Scene.Choice struct.



    


    
      
        condition(character_id \\ nil, action, list)

      


        A callback implementations generator for the DevJoy.Scene.Condition struct.



    


    
      
        dialog(character_id \\ nil, position \\ :left, data \\ [], content)

      


        A callback implementations generator for the DevJoy.Scene.Dialog struct.



    


    
      
        menu(title, data \\ [], list)

      


        A callback implementations generator for the DevJoy.Scene.Menu struct.



    


    
      
        note(title, data \\ [], content)

      


        A callback implementations generator for the DevJoy.Scene.Note struct.



    


    
      
        part(name, page_title \\ nil, data \\ [], list)

      


        A callback implementations generator for the DevJoy.Scene.Part struct.



    


    
      
        question(character_id \\ nil, position \\ :left, data \\ [], content, list)

      


        A callback implementations generator for the DevJoy.Scene.Dialog struct.



    





      


      
        Generated using DSL

        


  
    
      
    
    
      get_locales()



        
          
        

    

  


  

      

          @callback get_locales() :: [DevJoy.API.Storage.locale()]


      


Returns a list of the locales available for the scene.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :main do
    # DSL for part items goes here
  end
end

MyApp.SceneName.get_locales() == ["en"]
# => true

  



  
    
      
    
    
      get_part()



        
          
        

    

  


  

      

          @callback get_part() :: DevJoy.Scene.Part.t()


      


Returns a main part of the scene using a current locale.

  
    
  
  Usage


Same as get_part(:main, DevJoy.API.Storage.get_locale()).
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :main do
    # DSL for part items goes here
  end
end

DevJoy.Session.Storage.set_locale("en")
MyApp.SceneName.get_part() == MyApp.SceneName.get_part(:main, "en")
# => true

  



  
    
      
    
    
      get_part(name)



        
          
        

    

  


  

      

          @callback get_part(DevJoy.Scene.Part.name()) :: DevJoy.Scene.Part.t()


      


Returns a part of the scene using a specified name and current locale.

  
    
  
  Usage


Same as get_part(name, DevJoy.API.Storage.get_locale()).
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :part_name do
    # DSL for part items goes here
  end
end

DevJoy.Session.Storage.set_locale("en")
MyApp.SceneName.get_part(:part_name) == MyApp.SceneName.get_part(:part_name, "en")
# => true

  



  
    
      
    
    
      get_part(name, locale)



        
          
        

    

  


  

      

          @callback get_part(DevJoy.Scene.Part.name(), DevJoy.API.Storage.locale()) ::
  DevJoy.Scene.Part.t()


      


Returns a part of the scene using a specified name and locale.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :part_name, "Page Title" do
    # DSL for part items goes here
  end
end

DevJoy.Session.Storage.set_locale("en")
part = MyApp.SceneName.get_part(:part_name)
part == %DevJoy.Scene.Part{name: :part_name, page_title: "Page Title", scene: MyApp.SceneName}
# => true

  



  
    
      
    
    
      get_part_acc()



        
          
        

    

  


  

      

          @callback get_part_acc() :: acc()


      


Returns an accumulated items for first item of main part using the current locale.

  
    
  
  Usage


Same as get_part_acc(:main, 1, DevJoy.API.Storage.get_locale()).
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :main do
    menu "Menu title" do
      choice "Menu item content", continue()
    end
  end
end

DevJoy.Session.Storage.set_locale("en")
MyApp.SceneName.get_part_acc() == MyApp.SceneName.get_part_acc(:main, 1, "en")
# => true

  



  
    
      
    
    
      get_part_acc(name)



        
          
        

    

  


  

      

          @callback get_part_acc(DevJoy.Scene.Part.name()) :: acc()


      


Returns an accumulated items for first item of a part using a specified name and current locale.

  
    
  
  Usage


Same as get_part_acc(name, 1, DevJoy.API.Storage.get_locale()).
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :part_name do
    menu "Menu title" do
      choice "Menu item content", continue()
    end
  end
end

DevJoy.Session.Storage.set_locale("en")
MyApp.SceneName.get_part_acc(:part_name) == MyApp.SceneName.get_part_acc(:part_name, 1, "en")
# => true

  



  
    
      
    
    
      get_part_acc(name, index)



        
          
        

    

  


  

      

          @callback get_part_acc(DevJoy.Scene.Part.name(), DevJoy.API.Item.index()) :: acc()


      


Returns an accumulated items for item of a part using a specified name, index and current locale.

  
    
  
  Usage


Same as get_part_acc(name, index, DevJoy.API.Storage.get_locale()).
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :part_name do
    menu "Menu title" do
      choice "Menu item content", continue()
    end
  end
end

DevJoy.Session.Storage.set_locale("en")
MyApp.SceneName.get_part_acc(:part_name, 1) == MyApp.SceneName.get_part_acc(:part_name, 1, "en")
# => true

  



  
    
      
    
    
      get_part_acc(name, index, locale)



        
          
        

    

  


  

      

          @callback get_part_acc(
  DevJoy.Scene.Part.name(),
  DevJoy.API.Item.index(),
  DevJoy.API.Storage.locale()
) ::
  acc()


      


Returns an accumulated items for item of a part using a specified name, index and locale.

  
    
  
  Usage


Same as get_part_acc(name, index, DevJoy.API.Storage.get_locale()).
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :part_name do
    menu "Menu title" do
      choice "Menu item content", continue()
    end
  end
end

DevJoy.Session.Storage.set_locale("en")
acc = MyApp.SceneName.get_part_acc(:part_name, 1, "en")
match?(%{{DevJoy.Scene.Choice, nil} => [%DevJoy.Scene.Choice{content: "Menu item content"}]}, acc)
# => true

  



  
    
      
    
    
      get_part_item()



        
          
        

    

  


  

      

          @callback get_part_item() :: DevJoy.API.Item.t() | nil


      


Returns a first item of main part using a current locale.

  
    
  
  Usage


Same as get_part_item(:main, 1, DevJoy.API.Storage.get_locale()).
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :main do
    menu "Menu title" do
      choice "Menu item content", continue()
    end
  end
end

DevJoy.Session.Storage.set_locale("en")
MyApp.SceneName.get_part_item() == MyApp.SceneName.get_part_item(:main, 1, "en")
# => true

  



  
    
      
    
    
      get_part_item(name)



        
          
        

    

  


  

      

          @callback get_part_item(DevJoy.Scene.Part.name()) :: DevJoy.API.Item.t() | nil


      


Returns a first item of a part using a specified name and current locale.

  
    
  
  Usage


Same as get_part_item(name, 1, DevJoy.API.Storage.get_locale()).
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :part_name do
    menu "Menu title" do
      choice "Menu item content", continue()
    end
  end
end

DevJoy.Session.Storage.set_locale("en")
MyApp.SceneName.get_part_item(:part_name) == MyApp.SceneName.get_part_item(:part_name, 1, "en")
# => true

  



  
    
      
    
    
      get_part_item(name, index)



        
          
        

    

  


  

      

          @callback get_part_item(DevJoy.Scene.Part.name(), DevJoy.API.Item.index()) ::
  DevJoy.API.Item.t() | nil


      


Returns an item of a part using a specified name, index and current locale.

  
    
  
  Usage


Same as get_part_item(name, index, DevJoy.API.Storage.get_locale()).
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :part_name do
    menu "Menu title" do
      choice "Menu item content", continue()
    end
  end
end

DevJoy.Session.Storage.set_locale("en")
MyApp.SceneName.get_part_item(:part_name, 1) == MyApp.SceneName.get_part_item(:part_name, 1, "en")
# => true

  



  
    
      
    
    
      get_part_item(name, index, locale)



        
          
        

    

  


  

      

          @callback get_part_item(
  DevJoy.Scene.Part.name(),
  DevJoy.API.Item.index(),
  DevJoy.API.Storage.locale()
) ::
  DevJoy.API.Item.t() | nil


      


Returns an item of a part using a specified name, index and locale.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :part_name do
    menu "Menu title" do
      choice "Menu item content", continue()
    end
  end
end

DevJoy.Session.Storage.set_locale("en")
%DevJoy.Scene.Menu{title: "Menu title"} == MyApp.SceneName.get_part_item(:part_name, 1, "en")
# => true

  


        

      

      
        Main

        


  
    
      
    
    
      acc()



        
          
        

    

  


  

      

          @type acc() :: %{
  required({DevJoy.API.Item.struct_module(), acc_group :: any()}) => [
    DevJoy.API.Item.t_acc()
  ]
}


      


Accumulated data returned by the generated callback implementation.
The data is grouped by a tuple with item module as the first element
and a group for a particular type of item.

  



    

  
    
      
    
    
      accumulate(struct_module, accumulator \\ quote do
  {:type, true, true}
end)


        (macro)


        
          
        

    

  


  

      

          @spec accumulate(
  macro_input(DevJoy.API.Item.struct_module()),
  macro_input(accumulator())
) ::
  Macro.output()


      


Instructs DSL to accumulate specific item using accumulator/0.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :main do
    accumulate Asset, {:type, &(&1[:type] == :bg_image), true}
    asset :bg_image, "/path/to/background.jpg"
    asset :bg_music, "/path/to/background.mp3"
  end
end

acc = MyApp.SceneName.get_part_acc()
item = MyApp.SceneName.get_part_item()
image_asset = %DevJoy.Scene.Asset{path: "/path/to/background.jpg", type: :bg_image}

%{{DevJoy.Scene.Asset, :bg_image} => [image_asset]} == acc
# => true

%DevJoy.Scene.Asset{path: "/path/to/background.mp3", type: :bg_music} == acc
# => true

  



  
    
      
    
    
      accumulator()



        
          
        

    

  


  

      

          @type accumulator() ::
  {field :: atom(), (DevJoy.API.Item.fields() -> boolean()) | true,
   (any() -> boolean()) | boolean()}


      


The 3-element tuple used by the generators.
The first element is a field name of the specific item structure.
The field value is used as a group (see acc_group in acc/0).
If the field doesn't exist, it's value is a nil or the nil is passed as the field name,
then the nil value is used as the group which is useful for using it as a default
or matches-all group.
The second element is a 1-arity function or a true value
and is used to decide whether the item should be accumulated.
The function takes a keyword list of element fields and returns a boolean value.
The last element is a 1-arity function or a boolean value and is used to decide
whether to overwrite the items accumulated for the previous item.
The function takes a group and returns a boolean value.

  
    
  
  Usage


# match-all, accumulate all, always override
{nil, true, true}

# match by `:type` field, accumulate all, always override
{:type, true, true}

# match by `:type` field, accumulate only if type is :bg_image, always override
{:type, &(&1[:type] == :bg_image), true}

# match-all, accumulate all, never override
{nil, true, false}

# match-all, accumulate all, override only if type is :bg_image
{nil, true, &(&1[:type] == :bg_image)}

  



  
    
      
    
    
      choices_block()



        
          
        

    

  


  

      

          @type choices_block() :: Macro.input()


      


A do … end block of code containing choice/2 calls.

  



  
    
      
    
    
      macro_input(type)



        
          
        

    

  


  

      

          @type macro_input(type) :: type | Macro.input()


      


When the code is compiled, there is no data validation for the macro argument.
This means the macro argument can be passed directly or as a result of any Elixir expression.
The type that has been passed determines what kind of data is expected.

  
    
  
  Usage


# specification for the example macro which accepts non negative integer
# directly or as a result of any `Elixir` expression
@spec example(DevJoy.Scene.macro_input(non_neg_integer)) :: Macro.output()

  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: module()


      


The type representing the scene's module name.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :main do
    # DSL for part items goes here
  end
end

part = MyApp.SceneName.get_part()
part.scene == MyApp.SceneName
# => true

  


        

      

      
        Session DSL

        


  
    
      
    
    
      continue()



        
          
        

    

  


  

      

          @spec continue() :: (Keyword.t() -> :ok)


      


The shorthand version of an anonymous function with a call to the DevJoy.Session.next/1.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :continue do
    menu :system, "Choose carefully" do
      choice "Short action", continue()
      choice "Long action", fn opts -> DevJoy.Session.next(opts) end
    end
  end
end

  



    

  
    
      
    
    
      go_back(amount \\ 1)



        
          
        

    

  


  

      

          @spec go_back(pos_integer()) :: (Keyword.t() -> :ok)


      


The shorthand version of an anonymous function with a call to the DevJoy.Session.drop/2.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :continue do
    menu :system, "Choose carefully" do
      choice "Short action", go_back()
      choice "Long action", fn opts -> DevJoy.Session.drop(opts) end
    end

    # or
    menu :system, "Choose carefully" do
      choice "Short action", go_back(2)
      choice "Long action", fn opts -> DevJoy.Session.drop(2, opts) end
    end
  end
end

  



  
    
      
    
    
      goto()


        (macro)


        
          
        

    

  


  

      

          @spec goto() :: Macro.output()


      


The shorthand version of an anonymous function with a call to the DevJoy.Session.get/2.

  
    
  
  Usage


The same as goto/2, but defaults to current scene and :main part.
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :continue do
    menu :system, "Choose carefully" do
      choice "Short action", goto()
      choice "Long action", fn opts -> DevJoy.Session.get({__MODULE__, :main, 1}, opts) end
    end
  end
end

  



  
    
      
    
    
      goto(part_name)


        (macro)


        
          
        

    

  


  

      

          @spec goto(macro_input(DevJoy.Scene.Part.name())) :: Macro.output()


      


The shorthand version of an anonymous function with a call to the DevJoy.Session.get/2.

  
    
  
  Usage


The same as goto/2, but defaults to current scene.
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :continue do
    menu :system, "Choose carefully" do
      choice "Short action", goto(:part_name)
      choice "Long action", fn opts -> DevJoy.Session.get({__MODULE__, :part_name, 1}, opts) end
    end
  end
end

  



  
    
      
    
    
      goto(scene, part_name)



        
          
        

    

  


  

      

          @spec goto(t(), DevJoy.Scene.Part.name()) :: (Keyword.t() -> :ok)


      


The shorthand version of an anonymous function with a call to the DevJoy.Session.get/2.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :continue do
    menu :system, "Choose carefully" do
      choice "Short action", goto(AnotherModule, :part_name)
      choice "Long action", fn opts -> DevJoy.Session.get({AnotherModule, :part_name, 1}, opts) end
    end
  end
end

  


        

      

      
        Struct DSL

        


  
    
      
    
    
      asset(type, path)


        (macro)


        
          
        

    

  


  

      

          @spec asset(
  macro_input(DevJoy.Scene.Asset.type()),
  macro_input(DevJoy.Scene.Asset.path())
) ::
  Macro.output()


      


A callback implementations generator for the DevJoy.Scene.Asset struct.
Same as asset(type, path, [], nil).

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :asset do
    asset :background, "/path/to/background.jpg"
  end
end

  



  
    
      
    
    
      asset(type, path, data)


        (macro)


        
          
        

    

  


  

      

          @spec asset(
  macro_input(DevJoy.Scene.Asset.type()),
  macro_input(DevJoy.Scene.Asset.path()),
  macro_input(DevJoy.Scene.Asset.data())
) :: Macro.output()


      


A callback implementations generator for the DevJoy.Scene.Asset struct.
Same as asset(type, path, data, nil).

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :asset do
    asset :background, "/path/to/background.jpg", aspect_ratio: "1:1"
  end
end

  



  
    
      
    
    
      asset(type, path, data, content)


        (macro)


        
          
        

    

  


  

      

          @spec asset(
  macro_input(DevJoy.Scene.Asset.type()),
  macro_input(DevJoy.Scene.Asset.path()),
  macro_input(DevJoy.Scene.Asset.data()),
  [{:do, macro_input(DevJoy.Scene.Asset.content())}]
) :: Macro.output()


          @spec asset(
  macro_input(DevJoy.Scene.Asset.type()),
  macro_input(DevJoy.Scene.Asset.path()),
  macro_input(DevJoy.Scene.Asset.data()),
  macro_input(DevJoy.Scene.Asset.content())
) :: Macro.output()


      


A callback implementations generator for the DevJoy.Scene.Asset struct.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :asset do
    asset :background, "/path/to/background.svg", [], "…"

    # or
    asset :background, "/path/to/background.svg", [] do
      "…"
    end
  end
end

  



    

  
    
      
    
    
      challenge(type, data \\ [])


        (macro)


        
          
        

    

  


  

      

          @spec challenge(
  macro_input(DevJoy.Scene.Challenge.type()),
  macro_input(DevJoy.Scene.Challenge.data())
) ::
  Macro.output()


      


A callback implementations generator for the DevJoy.Scene.Challenge struct.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :challenge do
    challenge :challenge_type
    # or
    challenge :challenge_type, some: :data
  end
end

  



  
    
      
    
    
      choice(content, action)


        (macro)


        
          
        

    

  


  

      

          @spec choice(
  macro_input(DevJoy.Scene.Choice.content()),
  macro_input(DevJoy.Scene.Choice.action())
) ::
  Macro.output()


      


A callback implementations generator for the DevJoy.Scene.Choice struct.

  
    
  
  Condition


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :condition do
    condition :john_doe, &MyApp.some_func/1 do
      choice :choiceA, goto(:partA)
      choice :choiceB, goto(:partB)
    end
  end
end

  
    
  
  Menu


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :menu do
    menu "Menu title" do
      choice "Menu item content", goto(:part_name)
    end
  end
end

  
    
  
  Question


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :dialog do
    question :john_doe, "Question content" do
      choice "Answer content", goto(:part_name)
    end

    # or
    question :john_doe, [some: :data], "Question content" do
      choice "Answer content", goto(:part_name)
    end
  end
end

  



    

  
    
      
    
    
      condition(character_id \\ nil, action, list)


        (macro)


        
          
        

    

  


  

      

          @spec condition(
  macro_input(DevJoy.Character.id()),
  macro_input(DevJoy.Scene.Condition.action()),
  [
    {:do, choices_block()}
  ]
) :: Macro.output()


      


A callback implementations generator for the DevJoy.Scene.Condition struct.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :condition do
    condition :john_doe, &MyApp.some_func/1 do
      choice :choiceA, goto(:partA)
      choice :choiceB, goto(:partB)
    end
  end
end

  



    

    

    

  
    
      
    
    
      dialog(character_id \\ nil, position \\ :left, data \\ [], content)


        (macro)


        
          
        

    

  


  

      

          @spec dialog(
  macro_input(DevJoy.Character.id()),
  macro_input(DevJoy.Character.position()),
  macro_input(DevJoy.Scene.Dialog.data()),
  macro_input(DevJoy.Scene.Dialog.content())
) :: Macro.output()


      


A callback implementations generator for the DevJoy.Scene.Dialog struct.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :dialog do
    dialog :john_doe, "Dialog content"
    # or
    dialog :john_doe, [some: :data], "Dialog content"
  end
end

  



    

  
    
      
    
    
      menu(title, data \\ [], list)


        (macro)


        
          
        

    

  


  

      

          @spec menu(
  macro_input(DevJoy.Scene.Menu.title()),
  macro_input(DevJoy.Scene.Menu.data()),
  [
    {:do, choices_block()}
  ]
) :: Macro.output()


      


A callback implementations generator for the DevJoy.Scene.Menu struct.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :menu do
    menu "Menu title" do
      choice "Menu item content", goto(:part_name)
    end
  end
end

  



    

  
    
      
    
    
      note(title, data \\ [], content)


        (macro)


        
          
        

    

  


  

      

          @spec note(
  macro_input(DevJoy.Scene.Note.title()),
  macro_input(DevJoy.Scene.Note.data()),
  [
    {:do, macro_input(DevJoy.Scene.Note.content())}
  ]
) :: Macro.output()


          @spec note(
  macro_input(DevJoy.Scene.Note.title()),
  macro_input(DevJoy.Scene.Note.data()),
  macro_input(DevJoy.Scene.Note.content())
) :: Macro.output()


      


A callback implementations generator for the DevJoy.Scene.Note struct.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :note do
    note "Note title", "Note content"
    # or
    note "Note title", [some: :data], "Note content"

    # or
    note "Note title", [some: :data] do
      "Note content"
    end
  end
end

  



    

    

  
    
      
    
    
      part(name, page_title \\ nil, data \\ [], list)


        (macro)


        
          
        

    

  


  

      

          @spec part(
  macro_input(DevJoy.Scene.Part.name()),
  macro_input(DevJoy.Scene.Part.page_title()),
  macro_input(DevJoy.Scene.Part.data()),
  [{:do, Macro.input()}]
) :: Macro.output()


      


A callback implementations generator for the DevJoy.Scene.Part struct.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :part_name do
    # DSL for part items goes here
  end
end

  



    

    

    

  
    
      
    
    
      question(character_id \\ nil, position \\ :left, data \\ [], content, list)


        (macro)


        
          
        

    

  


  

      

          @spec question(
  macro_input(DevJoy.Character.id()),
  macro_input(DevJoy.Character.position()),
  macro_input(DevJoy.Scene.Dialog.data()),
  macro_input(DevJoy.Scene.Dialog.content()),
  [{:do, choices_block()}]
) :: Macro.output()


      


A callback implementations generator for the DevJoy.Scene.Dialog struct.

  
    
  
  Usage


defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :dialog do
    question :john_doe, "Question content" do
      choice "Answer content", goto(:part_name)
    end

    # or
    question :john_doe, [some: :data], "Question content" do
      choice "Answer content", goto(:part_name)
    end
  end
end

  


        

      


  

  
    
    DevJoy.Session - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Session 
    



      
Provides functionality to work with the session.

  
    
  
  Logic


Session module serves as a wrapper for the following sub-modules:
	History
	LiveView
	Notifier
	Storage

All functions support passing the optional locale option to retrieve the data without a need to
set a locale using Storage.set_locale/1.

  
    
  
  Groups


	Delayed- A group of functions that uses
notify_delayed_job/2
in order to run a job after the specified time and therefore send delayed notifications.

	Immediate- A group of functions that sends the notifications immediately.



      


      
        Summary


  
    Delayed
  


    
      
        back(opts \\ [time: 0])

      


        If session is reversible
navigates back in the session history.



    


    
      
        drop(amount \\ 1, opts \\ [time: 0])

      


        Drops the current session entry.



    


    
      
        forward(opts \\ [time: 0])

      


        If session is forwardable navigates
forward in the session history.



    


    
      
        get(arg, opts \\ [time: 0])

      


        Gets an item from the scene
using a part name and index.



    


    
      
        next(opts \\ [on_part_end: :get_current, time: 0])

      


        Gets a next item from the scene based on the current session item.



    





  
    Immediate
  


    
      
        choose(choice_index, opts \\ [time: 0])

      


        Finds the accumulated choice by it's index.



    


    
      
        current(opts \\ [])

      


        Gets the current session item
based on the current entry.



    


    
      
        current_acc(opts \\ [])

      


        Gets all accumulated items for the current session entry.
The items are grouped by the Item module.



    


    
      
        current_acc_for(struct_module, group \\ nil, opts \\ [])

      


        Gets accumulated items for the specified
Item module and group.



    


    
      
        current_part(opts \\ [])

      


        Gets the current scene part
based on the current entry.



    


    
      
        execute(opts \\ [time: 0])

      


        Gets an action of the current scene element
and calls it with a character parameter.



    





  
    Types
  


    
      
        async_opts()

      


        The type representing the options used in asynchronous function group
and when calling the choice action



    


    
      
        entry()

      


        The type representing the session's entry.



    


    
      
        on_part_end()

      


        The type representing the session action to perform when getting the next session item
while the current one is the last in current scene's part.



    





      


      
        Delayed

        


    

  
    
      
    
    
      back(opts \\ [time: 0])



        
          
        

    

  


  

      

          @spec back(async_opts()) :: :ok


      


If session is reversible
navigates back in the session history.

  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
:ok = DevJoy.Session.back()

  



    

    

  
    
      
    
    
      drop(amount \\ 1, opts \\ [time: 0])



        
          
        

    

  


  

      

          @spec drop(pos_integer(), async_opts()) :: :ok


      


Drops the current session entry.

  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
:ok = DevJoy.Session.drop()

  



    

  
    
      
    
    
      forward(opts \\ [time: 0])



        
          
        

    

  


  

      

          @spec forward(async_opts()) :: :ok


      


If session is forwardable navigates
forward in the session history.

  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
# :ok = DevJoy.API.Storage.set_history_index(…)
:ok = DevJoy.Session.forward()

  



    

  
    
      
    
    
      get(arg, opts \\ [time: 0])



        
          
        

    

  


  

      

          @spec get(entry(), async_opts()) :: :ok


      


Gets an item from the scene
using a part name and index.

  
    
  
  Usage


:ok = DevJoy.Session.get({MyApp.SceneName, :part_name, 1})

  



    

  
    
      
    
    
      next(opts \\ [on_part_end: :get_current, time: 0])



        
          
        

    

  


  

      

          @spec next(
  locale: DevJoy.API.Storage.locale(),
  on_part_end: on_part_end(),
  time: non_neg_integer()
) ::
  :ok


      


Gets a next item from the scene based on the current session item.
If the session history is empty it does nothing.
If the current session item is the last item in the scene's part,
one of the possible session actions is applied based on the on_part_end/0.

  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
:ok = DevJoy.Session.next()

  


        

      

      
        Immediate

        


    

  
    
      
    
    
      choose(choice_index, opts \\ [time: 0])



        
          
        

    

  


  

      

          @spec choose(pos_integer(), async_opts()) :: any()


      


Finds the accumulated choice by it's index.
If the choice is found it's action function would be called.
Otherwise a delayed job notification would be sent
with an anonymous function which logs the unexpected index error.

  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
:ok = DevJoy.Session.choose(1)

  



    

  
    
      
    
    
      current(opts \\ [])



        
          
        

    

  


  

      

          @spec current([{:locale, DevJoy.API.Storage.locale()}]) :: DevJoy.API.Item.t() | nil


      


Gets the current session item
based on the current entry.
Returns nil if the history is empty.

  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
item = DevJoy.Session.current()
is_nil(item) or is_struct(item)
# => true

  



    

  
    
      
    
    
      current_acc(opts \\ [])



        
          
        

    

  


  

      

          @spec current_acc([{:locale, DevJoy.API.Storage.locale()}]) ::
  DevJoy.Scene.acc() | nil


      


Gets all accumulated items for the current session entry.
The items are grouped by the Item module.
Returns nil if the history is empty.

  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
acc = DevJoy.Session.current_acc()
is_nil(acc) or is_map(acc)
# => true

  



    

    

  
    
      
    
    
      current_acc_for(struct_module, group \\ nil, opts \\ [])



        
          
        

    

  


  

      

          @spec current_acc_for(DevJoy.API.Item.struct_module(), atom() | nil, [
  {:locale, DevJoy.API.Storage.locale()}
]) :: [DevJoy.API.Item.t_acc()] | nil


      


Gets accumulated items for the specified
Item module and group.

  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
acc = DevJoy.Session.current_acc_for(ItemModule, :group_name)
is_nil(acc) or is_list(acc)
# => true

  



    

  
    
      
    
    
      current_part(opts \\ [])



        
          
        

    

  


  

      

          @spec current_part([{:locale, DevJoy.API.Storage.locale()}]) ::
  DevJoy.Scene.Part.t() | nil


      


Gets the current scene part
based on the current entry.
Returns nil if the history is empty.

  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
part = DevJoy.Session.current_part()
is_nil(part) or is_struct(part, DevJoy.Scene.Part)
# => true

  



    

  
    
      
    
    
      execute(opts \\ [time: 0])



        
          
        

    

  


  

      

          @spec execute(async_opts()) :: any()


      


Gets an action of the current scene element
and calls it with a character parameter.
The result of the action is compared
against the content of the accumulated choices.
If the choice is found it's action would be called.
Otherwise a fallback action would be called which logs the unexpected return value.

  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
:ok = DevJoy.Session.execute()

  


        

      

      
        Types

        


  
    
      
    
    
      async_opts()



        
          
        

    

  


  

      

          @type async_opts() :: [locale: DevJoy.API.Storage.locale(), time: non_neg_integer()]


      


The type representing the options used in asynchronous function group
and when calling the choice action:
	locale - the locale to use when retrieving item or accumulated item
	time - amount of the miliseconds to wait before sending delayed job notification


  



  
    
      
    
    
      entry()



        
          
        

    

  


  

      

          @type entry() ::
  {DevJoy.Scene.t(), DevJoy.Scene.Part.name(), DevJoy.API.Item.index()} | nil


      


The type representing the session's entry.
The entry is 3-element tuple containing:
	scene name
	part name
	item index


  



  
    
      
    
    
      on_part_end()



        
          
        

    

  


  

      

          @type on_part_end() :: :get_current | :get_next | :notify_index_out_of_bounds


      


The type representing the session action to perform when getting the next session item
while the current one is the last in current scene's part.
	:get_current - returns current session entry after
dropping any forward history entries and the current history entry
	:get_next - returns next session entry after
dropping any forward history entries and the current history entry
	:notify_index_out_of_bounds - sends out of bounds notification using
Notifier.notify_index_out_of_bounds/0


  


        

      


  

  
    
    DevJoy.Session.History - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Session.History 
    



      
Provides functionality to work with the session history.
Since a history usually focuses on current and forward entries the order of entries is reversed
i.e. that the history starts with forward entries and ends with the previous entries.

      


      
        Summary


  
    Functions
  


    
      
        back()

      


        Handles the navigation back logic based on the current history entry.



    


    
      
        current_entry(drop_max_index \\ true)

      


        Returns the current history entry.



    


    
      
        drop(amount \\ 1)

      


        Drops the forward history entries, the current history entry
and amount - 1 number of previous history entries.
It returns the current history entry after dropping the specified entries,
or nil if the history is empty or all entries have been dropped.



    


    
      
        forward()

      


        The forward/0 function is used to handle the navigation forward logic
based on the current history entry.



    


    
      
        forwardable?()

      


        Determines whether it's possible to navigate forward in the session history.



    


    
      
        reversible?()

      


        Determines whether it's possible to navigate back in the session history.



    


    
      
        update(arg)

      


        Updates the history based on the current history entry.



    





      


      
        Functions

        


  
    
      
    
    
      back()



        
          
        

    

  


  

      

          @spec back() :: DevJoy.Session.entry() | nil


      


Handles the navigation back logic based on the current history entry.
It considers the following scenarios:
	Returns nil If the history is empty.
	Returns nil if the current history entry is the last entry in the history and its index is 1
	Otherwise if the index of a current history entry is 1,
increments the history index and returns the previous entry.
	Otherwise it decrements the index of the current history entry and returns this updated entry


  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
current_entry = DevJoy.Session.History.back()
is_nil(current_entry) or is_tuple(current_entry) and tuple_size(current_entry) == 3
# => true

  



    

  
    
      
    
    
      current_entry(drop_max_index \\ true)



        
          
        

    

  


  

      

          @spec current_entry(true) :: DevJoy.Session.entry() | nil


          @spec current_entry(false) :: DevJoy.API.Storage.history_entry() | nil


      


Returns the current history entry.

  
    
  
  Usage


If drop_max_index parameter is set to true the max_index from the
history_entry is removed.
Defaults to true.
# :ok = DevJoy.API.Storage.set_history([…])
current_entry = DevJoy.Session.History.current_entry()
is_nil(current_entry) or is_tuple(current_entry) and tuple_size(current_entry) == 3
# => true

current_entry = DevJoy.Session.History.current_entry(false)
is_nil(current_entry) or is_tuple(current_entry) and tuple_size(current_entry) == 4
# => true

  



    

  
    
      
    
    
      drop(amount \\ 1)



        
          
        

    

  


  

      

          @spec drop(non_neg_integer()) :: DevJoy.Session.entry() | nil


      


Drops the forward history entries, the current history entry
and amount - 1 number of previous history entries.
It returns the current history entry after dropping the specified entries,
or nil if the history is empty or all entries have been dropped.

  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
current_entry = DevJoy.Session.History.drop()
is_nil(current_entry) or is_tuple(current_entry) and tuple_size(current_entry) == 3
# => true

# :ok = DevJoy.API.Storage.set_history([…])
current_entry = DevJoy.Session.History.drop(2)
is_nil(current_entry) or is_tuple(current_entry) and tuple_size(current_entry) == 3
# => true

  



  
    
      
    
    
      forward()



        
          
        

    

  


  

      

          @spec forward() :: DevJoy.Session.entry() | nil


      


The forward/0 function is used to handle the navigation forward logic
based on the current history entry.
It considers the following scenarios:
	Returns nil if the current history entry's is the first in the history
and its index is equal to the maximum index.
	Otherwise if the index of a current history entry is equal to its maximum index,
it decrements the index and returns the updated entry.
	Otherwise if the index of a current history entry is less than its maximum index,
it increments the index and returns the updated entry.
	In all other cases, it returns nil.


  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
current_entry = DevJoy.Session.History.forward()
is_nil(current_entry) or is_tuple(current_entry) and tuple_size(current_entry) == 3
# => true

  



  
    
      
    
    
      forwardable?()



        
          
        

    

  


  

      

          @spec forwardable?() :: boolean()


      


Determines whether it's possible to navigate forward in the session history.
Returns false if the session history is empty.
Returns true if the index of the current entry
is less than the max_index or the history index is greater than 0.
Returns false otheriwse.

  
    
  
  Usage


result = DevJoy.Session.History.forwardable?()
is_boolean(result)
# => true

  



  
    
      
    
    
      reversible?()



        
          
        

    

  


  

      

          @spec reversible?() :: boolean()


      


Determines whether it's possible to navigate back in the session history.
Returns false if the session history is empty.
Returns true if the index of the current entry
is greater than 1 or if the current element is not the last one in the ssions history.
Returns false otheriwse.

  
    
  
  Usage


result = DevJoy.Session.History.reversible?()
is_boolean(result)
# => true

  



  
    
      
    
    
      update(arg)



        
          
        

    

  


  

      

          @spec update(DevJoy.Session.entry()) :: DevJoy.Session.entry()


      


Updates the history based on the current history entry.
If the current history entry has the same scene and part name as an existing entry,
the function replaces the index of the existing entry and updates its maximum index
to the maximum of the current entry's maximum index and the updated index,
finally returning the updated entry.
If the current history entry has a different scene or part name,
the function inserts a new history entry before the current entry and returns the new entry.

  
    
  
  Usage


# :ok = DevJoy.API.Storage.set_history([…])
current_entry = DevJoy.Session.History.update({MyApp.MyScene, :part_name, 1})
is_tuple(current_entry) and tuple_size(current_entry) == 3
# => true

  


        

      


  

  
    
    DevJoy.Session.LiveView - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Session.LiveView 
    



      
Generates a handlers used for communication with JavaScript API
and LiveView's page_title assign.

  
    
  
  Usage


Generates a handler for
notify_fullscreen_toggle/0 and
notify_part_change/2 notifications sent by
Session.Notifier.
defmodule MyApp.PageLive do
  use DevJoy.Session.LiveView
end

  
    
  
  Full Screen


The generated handlers supports the dev_joy:fullscreenchange socket message
and sends dev_joy:fullscreen-toggle message.
This allows a developer to toggle the fullscreen mode by just calling a single function.
def handle_event("fullscreen-btn-click", _params, socket) do
  DevJoy.Session.toggle_fullscreen()
  {:noreply, socket}
end
However in some cases you may still want to track the fullscreen state by yourself
in order to for example to support 2 icons (enter and exit fullscreen).
Since the handler uses
notify_fullscreen_change/1
this becomes as simple as assigning a fullscreen value:
def handle_info({:dev_joy, :fullscreen_changed, fullscreen}, socket) do
  {:noreply, assign(socket, fullscreen: fullscreen)}
end

  
    
  
  LiveView integration


The newly generated LiveView application supports page_title assign.
However in the normal case you have to change the title every time you navigate.
Since every part optionally supports passing page_title,
various Session functions sends a
notify_part_change/2 notification
and the generated handler supports this notification, the developer does not need to update
the page_title assign every time the part changes.
Additionally when you navigate to a part with page_title
set to nil the notification would not be sent, so for example setting
a page_title only on the :main part while defining multiple parts
will actually set the scene's page title.
defmodule MyApp.Scene do
  use DevJoy.Scene

  part :main, page_title: "Scene title" do
    # …
  end

  part :second_part do
    # …
  end

  part :third_part do
    # …
  end
end

defmodule MyApp.PageLive do
  use DevJoy.Session.LiveView

  def mount(_unsigned_params, _session, socket) do
    DevJoy.Session.get({MyApp.Scene, :main, 1})
    {:ok, socket}
  end
end

      




  

  
    
    DevJoy.Session.Notifier - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Session.Notifier 
    



      
The default implemention of the DevJoy.API.Notifier behaviour
using send/2 and Process.send_after/3 functions.

  
    
  
  Usage


Generates a handler for notify_delayed_job/1
and notify_delayed_job/2
notification callbacks sent by their implementations.
defmodule MyApp.PageLive do
  use DevJoy.Session.Notifier
end

      




  

  
    
    DevJoy.Session.Storage - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Session.Storage 
    



      
The default implemention of the DevJoy.API.Storage behaviour
using Process.get/2 and Process.put/2 functions.

  
    
  
  Tip


The global default locale is en and can be changed by :default_locale configuration key:
config :dev_joy, :default_locale, "fr"

      




  

  
    
    DevJoy.Character - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Character behaviour
    



      
A character visually represented in the character's nameplate.
This module provides a data structure and callbacks to retrieve character information.
The logic for retrieving character data is split between a base module and a data module.

  
    
  
  Configuration


Both modules are configurable using the application's configuration:
config :dev_joy, DevJoy.Character,
  base_module: MyApp.BaseModule,
  data_module: MyApp.DataModule

  
    
  
  Base module usage


The base module is responsible for providing the data
to visually represent character.
The full name and portrait provide the minimum data to visually represent the character.
defmodule MyApp.BaseModule do
  def get_character_fields(:john_doe) do
    [full_name: "John Doe", portrait: "path/to/portrait.jpg"]
  end
end
All fields are optional. If you don't specify a value for a full name,
it will be generated automatically by humanising the value of the id field.
For example with :john_doe id John Doe would be generated as a full name.

  
    
  
  Data module usage


The data module is responsible for providing additional character data.
Such data is usually not visible in the game, but can influence it.
This is especially useful in combination with condition
and additional game state data stored in a database or other type of storage.
defmodule MyApp.DataModule do
  def get_character_data(:john_doe) do
    [level: :senior]
  end
end

      


      
        Summary


  
    Field types
  


    
      
        animation()

      


        The type representing the character's animation type. Often combined with sprie.



    


    
      
        data()

      


        The type representing the additional data fields that can be retrieved for a character.



    


    
      
        expression()

      


        The type representing the character's expression. Often combined with a sprie.



    


    
      
        full_name()

      


        The type representing the character's full name.



    


    
      
        id()

      


        The type representing the unique identifier of the character.



    


    
      
        info()

      


        The type representing the additional character's information like a role or a title.



    


    
      
        portrait()

      


        The type representing the character's portrait image.



    


    
      
        position()

      


        The type representing the character's position.



    


    
      
        sprite()

      


        The type representing the character's sprite image.



    





  
    Main
  


    
      
        %DevJoy.Character{}

      


        The character structure contains the following keys



    


    
      
        base_fields()

      


        The type representing the base fields that can be retrieved for a character.



    


    
      
        get_character_data(id)

      


        Returns the data of a character by its id.



    


    
      
        get_character_fields(id)

      


        Returns the base fields of a character by its id.



    


    
      
        t()

      


        The type representing the character structure.



    





      


      
        Field types

        


  
    
      
    
    
      animation()



        
          
        

    

  


  

      

          @type animation() :: atom()


      


The type representing the character's animation type. Often combined with sprie.

  



  
    
      
    
    
      data()



        
          
        

    

  


  

      

          @type data() :: Keyword.t()


      


The type representing the additional data fields that can be retrieved for a character.

  



  
    
      
    
    
      expression()



        
          
        

    

  


  

      

          @type expression() :: atom()


      


The type representing the character's expression. Often combined with a sprie.

  



  
    
      
    
    
      full_name()



        
          
        

    

  


  

      

          @type full_name() :: String.t()


      


The type representing the character's full name.

  



  
    
      
    
    
      id()



        
          
        

    

  


  

      

          @type id() :: atom()


      


The type representing the unique identifier of the character.

  



  
    
      
    
    
      info()



        
          
        

    

  


  

      

          @type info() :: String.t()


      


The type representing the additional character's information like a role or a title.

  



  
    
      
    
    
      portrait()



        
          
        

    

  


  

      

          @type portrait() :: Path.t()


      


The type representing the character's portrait image.

  



  
    
      
    
    
      position()



        
          
        

    

  


  

      

          @type position() :: :center | :left | :right


      


The type representing the character's position.

  



  
    
      
    
    
      sprite()



        
          
        

    

  


  

      

          @type sprite() :: Path.t()


      


The type representing the character's sprite image.

  


        

      

      
        Main

        


  
    
      
    
    
      %DevJoy.Character{}


        (struct)


        
          
        

    

  


  

The character structure contains the following keys
	animation - the animation type of the character
	data - a keyword list of additional character data
	expression - the expression type of the character
	full_name - the full name of the character
	id - the unique identifier of the character
	info - the additional information of the character
	portrait - the portrait image of the character
	sprite - the sprite image of the character


  



  
    
      
    
    
      base_fields()



        
          
        

    

  


  

      

          @type base_fields() :: [
  animation: animation() | nil,
  expression: expression() | nil,
  full_name: full_name(),
  info: info() | nil,
  portrait: portrait() | nil,
  sprite: sprite() | nil
]


      


The type representing the base fields that can be retrieved for a character.

  



  
    
      
    
    
      get_character_data(id)


        (optional)


        
          
        

    

  


  

      

          @callback get_character_data(id()) :: data()


      


Returns the data of a character by its id.

  



  
    
      
    
    
      get_character_fields(id)


        (optional)


        
          
        

    

  


  

      

          @callback get_character_fields(id()) :: base_fields()


      


Returns the base fields of a character by its id.

  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %DevJoy.Character{
  animation: animation() | nil,
  data: data(),
  expression: expression() | nil,
  full_name: full_name(),
  id: id(),
  info: info() | nil,
  portrait: portrait() | nil,
  position: position(),
  sprite: sprite() | nil
}


      


The type representing the character structure.

  


        

      


  

  
    
    DevJoy.Scene.Asset - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Scene.Asset 
    



      
Provides a way to work with assets, such as images, sounds and other files.
It also specifies how the asset should be used in the scene,
such as displaying an image as a background or playing a sound repeatedly.
You can also choose to store the asset content in the structure or retrieve it at runtime,
depending on your use case.

  
    
  
  Usage


The asset always requires its type and path.
You can also optionally specify additional data and content.
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :asset do
    asset :background, "/path/to/background.jpg", aspect_ratio: "1:1"

    asset :slide, "/path/to/slide.svg", [] do
      "…"
    end
  end
end

      


      
        Summary


  
    Field types
  


    
      
        content()

      


        The type representing the assets's content.



    


    
      
        data()

      


        The type representing the additional data for the asset.



    


    
      
        path()

      


        The type representing the assets's path.



    


    
      
        type()

      


        The type representing the assets's type.



    





  
    Main
  


    
      
        %DevJoy.Scene.Asset{}

      


        The asset structure contains the following keys



    


    
      
        priv_path(asset, otp_app)

      


        Returns absolute path for an asset inside a priv directory
for the specified project.



    


    
      
        static_path(asset, base_path_or_endpoint_or_uri \\ nil)

      


        Returns a static path to the asset.



    


    
      
        t()

      


        The type representing the asset structure.



    





      


      
        Field types

        


  
    
      
    
    
      content()



        
          
        

    

  


  

      

          @type content() :: binary()


      


The type representing the assets's content.

  



  
    
      
    
    
      data()



        
          
        

    

  


  

      

          @type data() :: Keyword.t()


      


The type representing the additional data for the asset.

  



  
    
      
    
    
      path()



        
          
        

    

  


  

      

          @type path() :: String.t()


      


The type representing the assets's path.

  



  
    
      
    
    
      type()



        
          
        

    

  


  

      

          @type type() :: atom()


      


The type representing the assets's type.

  


        

      

      
        Main

        


  
    
      
    
    
      %DevJoy.Scene.Asset{}


        (struct)


        
          
        

    

  


  

The asset structure contains the following keys:
	content - the binary content of the asset,
or nil if the content is not stored in the struct
	data - a keyword list of additional data for the asset
	path - the file path of the asset, or nil if the path is not stored in the struct
	type - the type of the asset, represented as an atom


  



  
    
      
    
    
      priv_path(asset, otp_app)



        
          
        

    

  


  

      

          @spec priv_path(t(), otp_app :: atom()) :: String.t()


      


Returns absolute path for an asset inside a priv directory
for the specified project.

  



    

  
    
      
    
    
      static_path(asset, base_path_or_endpoint_or_uri \\ nil)



        
          
        

    

  


  

      

          @spec static_path(t(), base_path | endpoint | uri | nil) :: String.t()
when base_path: String.t(), endpoint: module(), uri: URI.t()


      


Returns a static path to the asset.

  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %DevJoy.Scene.Asset{
  content: content() | nil,
  data: data(),
  path: path() | nil,
  type: type()
}


      


The type representing the asset structure.

  


        

      


  

  
    
    DevJoy.Scene.Challenge - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Scene.Challenge 
    



      
Challenge is a polimorfic custom content specific to your game.
Challenges can be a mini-game or other custom action
that the user must complete to progress in the game.

  
    
  
  Usage


The challenge always requires its type.
You can also optionally specify additional data.
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :challenge do
    challenge :challenge_type, some: :data
  end
end

      


      
        Summary


  
    Field types
  


    
      
        data()

      


        The type representing the additional data for the challenge.



    


    
      
        type()

      


        The type representing the challenge's type.



    





  
    Main
  


    
      
        %DevJoy.Scene.Challenge{}

      


        The challenge structure contains the following keys



    


    
      
        t()

      


        The type representing the challenge structure.



    





      


      
        Field types

        


  
    
      
    
    
      data()



        
          
        

    

  


  

      

          @type data() :: Keyword.t()


      


The type representing the additional data for the challenge.

  



  
    
      
    
    
      type()



        
          
        

    

  


  

      

          @type type() :: atom()


      


The type representing the challenge's type.

  


        

      

      
        Main

        


  
    
      
    
    
      %DevJoy.Scene.Challenge{}


        (struct)


        
          
        

    

  


  

The challenge structure contains the following keys:
	data - a keyword list of additional data for the challenge
	type - the type of the challenge


  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %DevJoy.Scene.Challenge{data: data(), type: type()}


      


The type representing the challenge structure.

  


        

      


  

  
    
    DevJoy.Scene.Choice - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Scene.Choice 
    



      
Choices are visually presented as buttons that allow the user to perform an action.
They can be used as simple menu items, as answers to character questions
or as a possible condition choice.
For example, the action of the chosen option can be used to navigate to other parts or scenes.

  
    
  
  Condition


The choice with an atom content
in condition
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :condition do
    condition :john_doe, &MyApp.some_func/1 do
      choice :choiceA, goto(:partA)
      choice :choiceB, goto(:partB)
    end
  end
end

  
    
  
  Menu


The choice with a string content
in menu
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :menu do
    menu "Menu title" do
      choice "Menu item content", goto(:part_name)
    end
  end
end

  
    
  
  Question


The choice with a string content
in question
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :dialog do
    question :john_doe, "Question content" do
      choice "Answer content", goto(:part_name)
    end

    # or
    question :john_doe, "Question content", some: :data do
      choice "Answer content", goto(:part_name)
    end
  end
end

      


      
        Summary


  
    Field types
  


    
      
        action()

      


        The type representing the action of the choice.
The action is a 1-arity function which is called when the user chooses it's choice.



    


    
      
        content()

      


        The type representing the choice's content.
When it's an atom, it won't be translated.
This is useful in conditions as we only want to compare it
with a content returned by the action function.



    





  
    Main
  


    
      
        %DevJoy.Scene.Choice{}

      


        The choice structure contains the following keys



    


    
      
        t()

      


        The type representing the choice structure.



    


    
      
        t(content)

      


        The type representing the choice structure with a given content type.
A content can be a string or an atom.



    





      


      
        Field types

        


  
    
      
    
    
      action()



        
          
        

    

  


  

      

          @type action() :: (Keyword.t() -> any())


      


The type representing the action of the choice.
The action is a 1-arity function which is called when the user chooses it's choice.

  



  
    
      
    
    
      content()



        
          
        

    

  


  

      

          @type content() :: atom() | String.t()


      


The type representing the choice's content.
When it's an atom, it won't be translated.
This is useful in conditions as we only want to compare it
with a content returned by the action function.

  


        

      

      
        Main

        


  
    
      
    
    
      %DevJoy.Scene.Choice{}


        (struct)


        
          
        

    

  


  

The choice structure contains the following keys:
	action - a function to be called when the user chooses this option
	content - the content of the choice


  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: t(String.t() | atom())


      


The type representing the choice structure.

  



  
    
      
    
    
      t(content)



        
          
        

    

  


  

      

          @type t(content) :: %DevJoy.Scene.Choice{action: action(), content: content}


      


The type representing the choice structure with a given content type.
A content can be a string or an atom.

  


        

      


  

  
    
    DevJoy.Scene.Condition - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Scene.Condition 
    



      
Conditions are used to choose one of the available choices
based on their action which is invoked at runtime.
The character would be fetched at runtime making its data customisable using a data module.

  
    
  
  Usage


The condition always requires a character id,
action and possible choices.
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :condition do
    condition :john_doe, &MyApp.some_func/1 do
      choice :choiceA, goto(:partA)
      choice :choiceB, goto(:partB)
    end
  end
end

      


      
        Summary


  
    Field types
  


    
      
        action()

      


        The type representing the action of the condition.
Action in a 1-airty function that takes a character struct and returns a choice content.



    





  
    Main
  


    
      
        %DevJoy.Scene.Condition{}

      


        The condition structure contains the following keys



    


    
      
        t()

      


        The type representing the condition structure.



    





      


      
        Field types

        


  
    
      
    
    
      action()



        
          
        

    

  


  

      

          @type action() :: (DevJoy.Character.t() -> DevJoy.Scene.Choice.content())


      


The type representing the action of the condition.
Action in a 1-airty function that takes a character struct and returns a choice content.
If the function returns a non-existent content
the default action would be is called which logs a debug message about the wrong content.

  


        

      

      
        Main

        


  
    
      
    
    
      %DevJoy.Scene.Condition{}


        (struct)


        
          
        

    

  


  

The condition structure contains the following keys:
	action - a function to be called to choose one of the available choices
	character - a character associated with the condition or nil


  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %DevJoy.Scene.Condition{
  action: action(),
  character: DevJoy.Character.t() | nil
}


      


The type representing the condition structure.

  


        

      


  

  
    
    DevJoy.Scene.Dialog - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Scene.Dialog 
    



      
A dialog is visually represented in a dialog box and contains text to be displayed.
The character would be fetched at runtime making its data customisable using a data module.

  
    
  
  Usage


The dialog always requires its content
and character id.
Optionally it's possible to add choices allowing to answer a question.
You can also optionally specify additional data.
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :dialog do
    dialog :john_doe, "Dialog content"

    dialog :john_doe, "Dialog content", some: :data

    question :john_doe, "Question content" do
      choice "Answer content", goto(:part_name)
    end

    question :john_doe, [some: :data], "Question content" do
      choice "Answer content", goto(:part_name)
    end
  end
end

      


      
        Summary


  
    Field types
  


    
      
        content()

      


        The type representing the content of the dialog.



    


    
      
        data()

      


        The type representing the additional data for the dialog.



    


    
      
        type()

      


        The type representing the dialog's type.



    





  
    Main
  


    
      
        %DevJoy.Scene.Dialog{}

      


        The dialog structure contains the following keys



    


    
      
        t()

      


        The type representing the dialog structure.



    





      


      
        Field types

        


  
    
      
    
    
      content()



        
          
        

    

  


  

      

          @type content() :: String.t()


      


The type representing the content of the dialog.

  



  
    
      
    
    
      data()



        
          
        

    

  


  

      

          @type data() :: Keyword.t()


      


The type representing the additional data for the dialog.

  



  
    
      
    
    
      type()



        
          
        

    

  


  

      

          @type type() :: :normal | :question


      


The type representing the dialog's type.
	:normal - a general dialog (default)
	:question - a question asked by the character


  


        

      

      
        Main

        


  
    
      
    
    
      %DevJoy.Scene.Dialog{}


        (struct)


        
          
        

    

  


  

The dialog structure contains the following keys:
	character - a character associated with the dialog or nil
	content - a content of the dialog
	data - a keyword list of additional data for the dialog
	type - the type of the dialog


  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %DevJoy.Scene.Dialog{
  character: DevJoy.Character.t() | nil,
  content: content(),
  data: data(),
  type: type()
}


      


The type representing the dialog structure.

  


        

      


  

  
    
    DevJoy.Scene.Menu - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Scene.Menu 
    



      
The menu is visually represented as a titled list with buttons
for navigating between the different scenes and their parts.

  
    
  
  Usage


The menu always requires its title
and possible choices.
You can also optionally specify additional data.
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :menu do
    menu "Menu title" do
      choice "Menu item content", goto(:part_name)
    end
  end
end

      


      
        Summary


  
    Field types
  


    
      
        data()

      


        The type representing the additional data for the menu.



    


    
      
        title()

      


        The type representing the title of the menu.



    





  
    Main
  


    
      
        %DevJoy.Scene.Menu{}

      


        The menu structure contains the following keys



    


    
      
        t()

      


        The type representing the menu structure.



    





      


      
        Field types

        


  
    
      
    
    
      data()



        
          
        

    

  


  

      

          @type data() :: Keyword.t()


      


The type representing the additional data for the menu.

  



  
    
      
    
    
      title()



        
          
        

    

  


  

      

          @type title() :: String.t()


      


The type representing the title of the menu.

  


        

      

      
        Main

        


  
    
      
    
    
      %DevJoy.Scene.Menu{}


        (struct)


        
          
        

    

  


  

The menu structure contains the following keys:
	data - a keyword list of additional data for the menu
	title - a title of the menu


  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %DevJoy.Scene.Menu{data: data(), title: title()}


      


The type representing the menu structure.

  


        

      


  

  
    
    DevJoy.Scene.Note - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Scene.Note 
    



      
The note is visually represented as a titled text that can be used
as a notice, chapter information, or any other type of information
which appears before or after content,
or even between dialogs to explain words used in dialog content.

  
    
  
  Usage


The note always requires its content and title.
You can also optionally specify additional data.
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :note do
    note "Note title", "Note content"

    note "Note title", [some: :data], "Note content"

    note "Note title", [some: :data] do
      "Note content"
    end
  end
end

      


      
        Summary


  
    Field types
  


    
      
        content()

      


        The type representing the content of the note.



    


    
      
        data()

      


        The type representing the additional data of the note.



    


    
      
        title()

      


        The type representing the title of the note.



    





  
    Main
  


    
      
        %DevJoy.Scene.Note{}

      


        The note structure contains the following keys



    


    
      
        t()

      


        The type representing the note structure.



    





      


      
        Field types

        


  
    
      
    
    
      content()



        
          
        

    

  


  

      

          @type content() :: String.t()


      


The type representing the content of the note.

  



  
    
      
    
    
      data()



        
          
        

    

  


  

      

          @type data() :: Keyword.t()


      


The type representing the additional data of the note.

  



  
    
      
    
    
      title()



        
          
        

    

  


  

      

          @type title() :: String.t()


      


The type representing the title of the note.

  


        

      

      
        Main

        


  
    
      
    
    
      %DevJoy.Scene.Note{}


        (struct)


        
          
        

    

  


  

The note structure contains the following keys:
	content - a content of the note
	data - a keyword list of additional note data
	title - a title of the note


  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %DevJoy.Scene.Note{content: content(), data: data(), title: title()}


      


The type representing the note structure.

  


        

      


  

  
    
    DevJoy.Scene.Part - DevJoy v2.0.0
    
    

    


  
  

    
DevJoy.Scene.Part 
    



      
A part is a group of scene items
Multiple parts within a scene can be used to separate scene content.

  
    
  
  Usage


The part always requires its page title and items.
defmodule MyApp.SceneName do
  use DevJoy.Scene

  part :part_name do
    # DSL for part items goes here
  end
end

  
    
  
  Navigation tips


	Use goto/0 macro to navigate to :main part in the same scene.
	Use goto/1 macro to navigate to part in the same scene.
	Use goto/2 macro to navigate to part in a different scene.


      


      
        Summary


  
    Field types
  


    
      
        data()

      


        The type representing the additional data of the part.



    


    
      
        name()

      


        The type representing the part's name.



    


    
      
        page_title()

      


        The type representing the page's title.



    





  
    Main
  


    
      
        %DevJoy.Scene.Part{}

      


        The part structure contains the following keys



    


    
      
        t()

      


        The type representing the part structure.



    





      


      
        Field types

        


  
    
      
    
    
      data()



        
          
        

    

  


  

      

          @type data() :: Keyword.t()


      


The type representing the additional data of the part.

  



  
    
      
    
    
      name()



        
          
        

    

  


  

      

          @type name() :: atom()


      


The type representing the part's name.

  



  
    
      
    
    
      page_title()



        
          
        

    

  


  

      

          @type page_title() :: String.t()


      


The type representing the page's title.

  


        

      

      
        Main

        


  
    
      
    
    
      %DevJoy.Scene.Part{}


        (struct)


        
          
        

    

  


  

The part structure contains the following keys:
	data - a keyword list of additional part data
	name - a name of the part
	page_title - a title of the page
	scene - a scene module for the part


  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %DevJoy.Scene.Part{
  data: data(),
  name: name(),
  page_title: page_title() | nil,
  scene: DevJoy.Scene.t()
}


      


The type representing the part structure.

  


        

      


  
OEBPS/dist/epub-4WIP524F.js
