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    Ascii

ASCII components and diagrams for Elixir: file trees, boot logs, htop-style
meters, gauges, sparklines, progress bars, forms, terminals, calendars and
departure boards that draw your own live data, natively, in Phoenix
LiveView, terminal UIs, Livebook and Nerves devices, in your app's colours.
191 animated pieces in all: alongside the components, scenes, logos,
distros, 3D shapes, simulations and type.
   0[|||||||||||||||||||||98.0%]    4[|||||||||||||||####  73.5%]
   1[|||||#               23.7%]    5[|||||||||||||||##### 75.9%]
   2[|||||||||||||||||##  74.9%]    6[||||||||||||||||||###86.2%]
   3[|||||||||||||||||### 75.1%]    7[||||||||||||||||||###91.8%]
 Mem[|||||||||||****6.51G/15.5G]  Tasks: 142, 421 thr; 7 running
 Swp[||              141M/2.00G]  Load average: 3.29 1.70 1.08
                                  Uptime: 4 days, 03:12:45

   PID USER      VIRT   RES S  CPU% MEM%     TIME+  Command
 20379 app      1.19G  350M R 497.8  2.2  25:38.59  indexer
 19941 root     2.85G  191M S  29.0  1.2   9:54.68  server
 21514 app      2.29G  551M S  29.0  3.5  15:08.45  backup
	Components that take live data. The UI, data and type pieces take
your data as options (readings, listings, text), and new data as it comes
(Ascii.put_options/2): a gauge's needle swings to the new value, a
sparkline scrolls on, a file tree lists your files. See
Live data.
	Native to the Elixir ecosystem. Function components and LiveView
players for Phoenix (live_player/1 takes your assigns), widgets for
ExRatatui terminal UIs, locally or over SSH, ANSI
for any terminal, a supervised Ascii.Player for a process of your
own, and plain frame data for Livebook, a framebuffer or anything else.
No NIFs, no Node at runtime, and no required dependencies; the
optional ExRatatui integration brings ratatui's NIF only if you add it.
	Usable. A file tree's cursor walks and its folders open, a form's
fields take typing, a calendar picks a date: keys and clicks go to the
piece (Ascii.handle_event/2), in LiveView, in ExRatatui and in a
plain terminal, and what was chosen is in its options. A click tells you
the part under it, the file or the bar (Ascii.part_at/4).
	In your colours. Give a piece an ink, one colour or a gradient
(Ascii.Ink), and colour its parts one by one: a file tree's folders
and file types, a boot log's OK and WARN, a meter's bars, a heading's
letters (Ascii.Parts). On a page the colours can be CSS variables,
so they follow your theme into dark mode; on paper, the suggested colours
are those for a light page.
	Put together. Frames go into bordered panels, beside and above one
another, with rules between (Ascii.Compose), for a dashboard on a
plain terminal or a device's screen; out as SVG for a README or an email
(Ascii.Render.SVG, mix ascii.svg); and mix ascii.top
watches your BEAM, htop-style, made of the pieces themselves.
	Native diagrams. Build flowcharts, sequence diagrams and C4 views
from Elixir data or supported Mermaid source (Ascii.Diagram,
Ascii.Mermaid). The result is a frame for the same renderers, with
nested boundaries and sequence fragments, optional colours per element,
and retained geometry for hit testing. See the diagram guide
for the syntax support matrix and runnable examples.
	Accessible. Each component says what it shows, from its data, for
screen readers ("load: 72%", "deploy: 6 steps, 1 failed"), and the
Phoenix players label the picture with it (Ascii.describe/1).
	Exact. It began as a port of ascii.rest by
@bas3line
(bas3line/ascii, a TypeScript
library for web pages), and every piece draws exactly what upstream draws,
character for character and colour for colour: each is tested frame by
frame against golden output generated from upstream's own source, on
macOS and Linux. PORTING.md has the story.

Installation
Requires Elixir 1.18 or later.
From Hex, with the docs on
HexDocs:
# in mix.exs
def deps do
  [
    {:ascii, "~> 0.3.0"},
    # optional, for the Phoenix components and the LiveView player:
    {:phoenix_live_view, "~> 1.1"},
    # optional, for ratatui widgets and the full-screen terminal viewer:
    {:ex_ratatui, "~> 0.17"},
    # optional (Phoenix brings it), to feed the pieces your :telemetry events:
    {:telemetry, "~> 1.0"}
  ]
end
Version 0.3.0 renames ascii_art to ascii and AsciiArt.* to Ascii.*.
Existing consumers should follow the migration guide.
Quick start
One frame
# A component, from your data: a gauge reading 72%, two seconds in.
IO.puts(Ascii.render!("gauge", 2.0, options: %{label: "cpu", value: 72}))

# Or art: the picture at 1.5 seconds, as text.
IO.puts(Ascii.render!("donut", 1.5))

{:ok, text} = Ascii.render("typewriter", 0.0, options: %{prefix: "we make "})
true = text =~ "we make "

# What a piece is.
meta = Ascii.meta!("night-coast")
{200, 100, :scenes} = {meta.cols, meta.rows, meta.category}
"night-coast" in Ascii.pieces(category: :scenes)
Playing frames
Pieces are functions of time with state (simulations step by how far t
moved), so play time forward through Ascii.frame/3:
{:ok, anim} = Ascii.new("doom-fire")
{frame, anim} = Ascii.frame(anim, 0.0)
{frame, _anim} = Ascii.frame(anim, 1 / 24)

# An Ascii.Frame: text, lines, and for coloured pieces a palette index a cell.
18 = length(frame.lines)
nil = frame.colors

# A coloured piece gives cols * rows palette indices, row by row.
{logo, _} = Ascii.new!("elixir") |> Ascii.frame(0.0)
true = byte_size(logo.colors) == logo.cols * logo.rows
"#" <> _ = Ascii.Frame.color_at(logo, 20, 10)

# Or a lazy stream, one frame every 1/fps seconds.
Ascii.stream!("spinners", fps: 12) |> Enum.take(3) |> Enum.map(& &1.t)
Options are checked against the piece's defaults: unknown keys and values of
the wrong kind are {:error, {:invalid_option, key}}, string keys and
values (from params) are cast, and numbers are clamped. Nothing from outside
ever becomes an atom.
In a terminal
mix ascii.play night-coast            # q or Ctrl-C to stop
mix ascii.play elixir --mode ansi256
mix ascii.play typewriter --option "prefix=we make " --paper
mix ascii.play big-text --ink ff5f6d,ffc371   # one ink, or a gradient
mix ascii.play boot-log --parts               # its parts in colour
mix ascii.play file-tree --option walk=false --interactive   # arrows, enter, space
mix ascii.top                                 # this BEAM, htop-style
mix ascii.svg gauge --option value=72 --parts # one frame as an SVG

With ExRatatui as a dependency, a full-screen viewer
steps through every piece (space pauses, ← and → for the next, q quits), in
your terminal or served over SSH, and frames are ratatui widgets for your own
terminal UIs:
mix run -e 'Ascii.ExRatatui.Viewer.run(piece: "donut")'

From code, Ascii.Player plays a piece in real time and hands each frame
to a process, a callback, or any number of subscribers; under a supervisor
it sends only to its callback and subscribers. Ascii.Render.ANSI turns
a frame into truecolor (or 256-colour, or plain) escapes:
alias Ascii.{Player, Render.ANSI}

draw = fn frame -> IO.write([ANSI.home(), ANSI.render(frame, mode: :truecolor)]) end

IO.write([ANSI.hide_cursor(), ANSI.clear()])
{:ok, player} = Player.start_link(piece: "matrix-rain", callback: draw)
Process.sleep(500)
:ok = Player.pause(player)
:ok = Player.set_fps(player, 10)
:ok = Player.resume(player)
Player.stop(player)
IO.write([ANSI.reset(), ANSI.show_cursor(), "\n"])
Live data
The components draw your own data: progress bars, sparklines, a gauge, an
htop-style panel, uptime bars, a contribution heatmap, candlesticks, a bar
chart, an equalizer, a file tree, a terminal session, a departures board.
Give it as options, and new data while it plays with
Ascii.put_options/2 (or Ascii.Player.set_options/2):
cpu = %{label: "cpu", unit: "%", lo: 0, hi: 100, values: [12, 30, 25, 60]}
anim = Ascii.new!("sparkline", options: %{series: [cpu], range: false, rows: 3})

anim = Ascii.put_options!(anim, series: [%{cpu | values: cpu.values ++ [45]}])
{frame, _anim} = Ascii.frame(anim, 1.0)
IO.puts(frame.text)
Getting started lists what each
takes. Ascii.Telemetry turns your app's :telemetry events into
readings for them, and Ascii.BEAM your VM's schedulers, memory and
busiest processes.
Usable components
A component that can be used takes keys and clicks: a file tree's cursor
moves and its folders open, a form's fields take typing, a calendar picks a
date. Everything it changes is in its options, so what was chosen is
there to read:
paths = ["lib/my_app.ex", "lib/my_app/repo.ex", "mix.exs", "README.md"]
tree = Ascii.new!("file-tree", options: %{walk: false, paths: paths, root: "my_app"})

{:ok, tree} = Ascii.handle_event(tree, {:key, "down"})
{:ok, tree} = Ascii.handle_event(tree, {:key, "right"})
{:ok, tree} = Ascii.handle_event(tree, {:key, "down"})
"lib/my_app.ex" = tree.options.cursor
"file tree of my_app: 2 folders, 4 files; at lib/my_app.ex" = Ascii.describe(tree)

# Which part is under a click: here, the file the cursor is on.
{frame, tree} = Ascii.frame(tree, 0.0)
{"file.ex", "my_app.ex"} = Ascii.part_at(tree, frame, 18, 2)
In LiveView, give the player interactive (and notify to be told of each
key and click); in ExRatatui, Ascii.ExRatatui.handle_event/3 takes
its events; in a terminal, mix ascii.play --interactive.
Putting frames together
alias Ascii.Compose

{:ok, gauge} = Ascii.still("gauge", options: %{label: "load", value: 72}, parts: true)
{:ok, log} = Ascii.still("boot-log", options: %{title: "deploy", steps: [%{text: "built", status: "ok"}]})

board =
  Compose.above([
    Compose.beside([Compose.panel(gauge, title: "load"), Compose.panel(log, title: "deploy")]),
    Compose.divider(128, label: "end of report", style: :dashed)
  ])

IO.puts(Ascii.Render.ANSI.render(board))
svg = IO.iodata_to_binary(Ascii.Render.SVG.render(board, background: "#0d1117"))
true = String.starts_with?(svg, "<svg")
Phoenix: a still
Ascii.Phoenix.Components.ascii/1 draws one frame (frame 0 by default,
which upstream designs to be a good still) as a <pre>: plain text for text
pieces, runs of coloured spans over the ground for coloured ones. No
JavaScript. It is role="img" with an aria-label.
<Ascii.Phoenix.Components.ascii piece="donut" />
<Ascii.Phoenix.Components.ascii piece="night-coast" label="a lighthouse at night" />
<Ascii.Phoenix.Components.ascii piece="elixir" mono class="logo" />
<Ascii.Phoenix.Components.ascii piece="big-text" ink={["#ff5f6d", "#ffc371"]} />
<Ascii.Phoenix.Components.ascii piece="file-tree" parts={%{"folder" => "#58a6ff"}} />
Phoenix: playing
Ascii.Phoenix.player/1 embeds Ascii.Phoenix.PlayerLive with
live_render/3: a LiveView of its own, with its own timer, so the page
needs no handle_info. The dead render is frame 0; once connected it plays.
<Ascii.Phoenix.player socket={@socket} id="spinners" piece="spinners" />
<Ascii.Phoenix.player socket={@socket} id="logo" piece="elixir" fps={20} />
<Ascii.Phoenix.player socket={@socket} id="coast" piece="night-coast" />
For live data, Ascii.Phoenix.live_player/1 plays a piece inside your
LiveView and takes new options each time it renders with them: the gauge's
needle swings to each new reading.
<Ascii.Phoenix.live_player id="load" piece="gauge" options={%{label: "load", value: @load}} />
<Ascii.Phoenix.live_player id="top" piece="cpu-meters" options={@readings} parts />
parts colours each part of a component as it suggests (htop's green and
red bars here), or in your colours: parts={%{"bar.user" => "#22c55e"}},
or your theme's: parts={%{"bar.user" => "var(--color-success)"}}.
interactive gives a player keys and clicks; notify sends your LiveView
each one, with the part clicked and the options the piece now has:
<Ascii.Phoenix.live_player id="files" piece="file-tree" options={%{walk: false, paths: @paths}} interactive notify />
With the hook below registered, the browser draws, and the server sends as
little as it can. A piece that closes a loop (60 of them, every logo among
them) is drawn for one cycle and sent once, compressed, a few kilobytes for
a logo; the browser plays it from then on and the server does nothing more.
Any other piece sends each frame as the runs of cells that changed, nothing
when none did, and nothing while the picture is off screen or its tab
hidden. Without the hook (or with render={:server}) the server patches the
HTML a row at a time instead. See the
Phoenix guide.
The hook
The only JavaScript in the project, priv/static/ascii_hook.js. Register
it in your app.js:
import {Ascii} from "../../deps/ascii/priv/static/ascii_hook.js"

let liveSocket = new LiveSocket("/live", Socket, {
  hooks: {Ascii},
  params: {_csrf_token: csrfToken},
})
examples/demo.exs is a gallery of every piece, a whole Phoenix app in one
file: elixir examples/demo.exs, then open http://localhost:4000. The index
shows frame 0 of each piece by category (text pieces through
Components.ascii/1, coloured ones on a canvas); each opens a page that
plays it with player/1, where you can try its options, paper, one ink, the
ink's colour, and colours for its parts.
Nerves and other devices
Ascii.Player needs nothing from Phoenix. On a device with a serial
console, play into the terminal as above. With a display, draw the frame's
cells yourself: frame.lines holds the characters and frame.colors a
palette index for each, row by row.
defmodule MyDevice.Art do
  use GenServer

  def start_link(piece), do: GenServer.start_link(__MODULE__, piece)

  @impl true
  def init(piece) do
    {:ok, player} = Ascii.Player.start_link(piece: piece, fps: 10)
    {:ok, %{player: player, palette: nil}}
  end

  @impl true
  def handle_info({:ascii_frame, _ref, frame}, state) do
    for {line, y} <- Enum.with_index(frame.lines),
        {char, x} <- Enum.with_index(String.codepoints(line)),
        char != " " do
      color = Ascii.Frame.color_at(frame, x, y) || "#ffffff"
      # draw `char` at cell (x, y) in `color` on your display
      {x, y, char, color}
    end

    {:noreply, state}
  end
end

{:ok, _} = MyDevice.Art.start_link("ubuntu")
Guides
	Getting started: pieces, frames, options,
live data for the components, keys and clicks, words for screen
readers, your colours (ink, parts, CSS variables), paper and one ink,
clocks, and what things cost.
	Components at a glance: every component, the
data it takes, its size, parts and keys, and what they all share.
	Phoenix and LiveView: stills, live players, live
data with live_player/1, interactive players, telemetry, what goes
over the wire, one player for many viewers.
	Terminal apps: mix ascii.play,
mix ascii.top, ANSI colour, writing only what changed, panels and
layouts with Ascii.Compose, Ascii.Player, scripts.
	ExRatatui: the full-screen viewer, pieces as
widgets in your own terminal UI, locally or over SSH, keys and clicks,
and a live dashboard.
	Livebook: stills and animations in a notebook with
Kino.
	Nerves: the console, SSH, supervised players, and
pixels for a framebuffer or an SPI panel.
	Drawing frames yourself: cells, runs of
colour, SVG (Ascii.Render.SVG), asciinema recordings, frames over
the wire.
	Writing a piece: your own pieces, on the same
contract.

Pieces
Each slug is upstream's file name; Ascii.meta!/1 says what a piece
shows and which options it takes.
	category	pieces	slugs
	scenes	13	alpine-dawn, aurora-fjord, deep-reef, desert-night, earthrise, kyoto-dusk, marine-drive, misty-forest, night-coast, ocean-sunset, storm-plains, taj-dawn, varanasi-ghats
	shapes	12	cube, dna-helix, donut, glxgears, gyroscope, heart, icosahedron, mobius-strip, spring, tesseract, torus-knot, twisted-ring
	space	11	black-hole, earth, eclipse, galaxy, moon-phases, planet, rocket, saptarishi, solar-system, starfield, three-body
	physics	14	bouncing-balls, chladni, double-pendulum, falling-sand, flag, fountain, harmonograph, lorenz, newtons-cradle, pendulum-wave, plucked-string, pond-ripples, smoke, wave-interference
	nature	16	aurora, bonsai, campfire, cherry-blossom, contour-map, fern, fireflies, fractal-tree, landscape, lightning, rain, ruled-mountains, sea-swell, snowfall, sunrise, wind
	creatures	10	aquarium, butterfly, cat, fox, jellyfish, owl, snake, spider, starlings, whale
	objects	14	analog-clock, candle, coffee, ferris-wheel, hawa-mahal, hourglass, kite, lava-lamp, lighthouse, skyline, sundial, train, vinyl, windmill
	generative	13	epicycles, flow-field, glider-gun, hilbert-curve, julia-set, langtons-ant, mandelbrot, maze, plasma, reaction-diffusion, rule-30, sierpinski, voronoi
	effects	8	doom-fire, fireworks, matrix-rain, rotozoomer, sparks, synthwave, tunnel, tv-static
	ui	12	boot-log, box-frames, calendar, digital-clock, dividers, file-tree, form-controls, not-found, progress-bar, skeleton, spinners, terminal
	data	10	bar-chart, candlesticks, cpu-meters, equalizer, gauge, heartbeat, heatmap, radar, sparkline, uptime-bar
	type	9	big-text, dissolve, glitch, marquee, morse, scramble, split-flap, typewriter, wave-text
	logos	27	c, clojure, cpp, csharp, css, dart, elixir, erlang, go, haskell, html, java, javascript, julia, kotlin, lua, ocaml, perl, php, python, r, ruby, rust, scala, swift, typescript, zig
	distros	22	almalinux, alpine-linux, arch-linux, centos, debian, deepin, elementary-os, endeavouros, fedora, gentoo, kali-linux, linux-mint, manjaro, nixos, opensuse, pop-os, red-hat, rocky-linux, tux, ubuntu, void-linux, zorin-os

PORT_STATUS.md lists every piece with its frame time and
porting notes.
How it matches upstream
	Ascii.JSMath reproduces JavaScript's numbers where they differ from
Elixir's, bit for bit: Math.round, %, Math.fround, typed-array
stores, Math.hypot, Math.cbrt, Math.log1p, toFixed and
String(number). Ascii.Int32 does JS's 32-bit operators. sin,
exp, pow and the rest are Erlang's :math, which can differ from V8
in the last bit but has never changed a golden frame.
	test/fixtures/golden/ holds frames from upstream, generated with Node at
fixed times and played at the frame rate, ink and paper, in colour and one
ink. Every piece is tested against them (Ascii.GoldenCase), and
against upstream's contract (Ascii.ContractCase).
	PORTING.md lists every place JavaScript and Elixir differ and
how the port handles it, and every deviation from upstream (there are few,
all for unusual options).

Contributing a piece
A piece is a module implementing Ascii.Piece: meta/0, init/1 (the
options, merged with the defaults; precompute here) and frame/3 (the
picture at t for an Ascii.Env, its colours, and the next state). The
contract is upstream's: every frame exactly rows lines of cols
characters from printable ASCII, ·, ° and U+2500–U+259F (scenes also •
and ●); deterministic for the same t; colours, when asked for, a palette
index for every cell. See Ascii.Piece for an example.
To port an upstream piece:
	Have upstream at the commit in UPSTREAM.md in
tmp/upstream, and its golden fixture in test/fixtures/golden/
(NODE=/path/to/x64/node mix ascii.golden <slug>).
	Write test/pieces/<slug>_test.exs with use Ascii.ContractCase and
use Ascii.GoldenCase, and watch it fail.
	Port the piece until it passes, using Ascii.JSMath, Ascii.Int32
and the helpers in Ascii.Kit; PORTING.md has the
hazards to check.
	mix run tools/gen_registry.exs registers it; mix ascii.perf <slug>
times it against upstream's budget; mix precommit checks everything.

Development
mix deps.get
mix test                 # everything but the frame-time budgets
mix test --only perf     # the budgets
mix precommit            # what CI runs
mix ascii.perf       # frame times of every piece

Tool versions are pinned in .tool-versions. Regenerating fixtures needs
Node; see UPSTREAM.md.
Licence
MIT, © @bas3line for ascii.rest, and the
authors of this port. The logos and distros are drawn from
devicon (MIT) and
Simple Icons (CC0); each is
a trademark of its owner, shown to name the language or the distribution.
See LICENSE and THIRD_PARTY_NOTICES.md.


  

    Getting started

Ascii is ASCII-art UI components for Elixir, and animated art: the 191
pieces of ascii.rest, from file trees, gauges and
htop-style meters that draw your own data to scenes and logos. A piece is a
function of time: ask for its picture at t seconds and you get a frame,
rows lines of cols characters, and for coloured pieces a palette colour
for every cell. Everything else in the library, and every integration in
these guides, is built on that: a component is a piece that takes your data
as options (see Live data) and your colours (see
Colouring parts).
Installation
Ascii has no required dependencies. Add Phoenix LiveView only if you want
the Phoenix components.
# needs: a mix.exs to put it in
def deps do
  [
    {:ascii, "~> 0.3.0"},
    # optional:
    {:phoenix_live_view, "~> 1.1"}
  ]
end
Finding a piece
Pieces are named by their upstream slug. Ascii.meta!/1 says what a piece
is, how big it is, how fast it plays and which options it takes.
Ascii.pieces() |> length()
#=> 191

Ascii.pieces(category: :logos) |> Enum.take(3)
#=> ["c", "clojure", "cpp"]

meta = Ascii.meta!("spinners")
{meta.cols, meta.rows, meta.fps}
#=> {66, 13, 12}

meta.options
#=> %{labels: true, names: [], speed: 1}
The fourteen categories are in Ascii.Meta.categories/0. Scenes are
large coloured pictures (200×100 cells); logos and distros are coloured
marks; everything else is text in one ink.
One frame
Ascii.render!/3 draws a single frame from a fresh start: the quickest way
to put a picture somewhere.
IO.puts(Ascii.render!("donut", 1.5))

{:ok, text} = Ascii.render("big-text", 0.0, options: %{text: "elixir"})
String.split(text, "\n") |> length()
#=> 8
Frame 0 is designed upstream to be a good still: it is what a reader who
prefers reduced motion sees. Ascii.still/2 draws it once and keeps it,
for pieces at their default options: a scene takes up to a second to set
up, and after the first time its still is there at once.
{:ok, frame} = Ascii.still("night-coast")
{frame.cols, frame.rows}
#=> {200, 100}
Playing a piece
Many pieces keep state between frames (a simulation steps by how far t
moved since the last frame), so to play one, make an animation and move
forward through time with Ascii.frame/3, keeping the animation each
call returns:
{:ok, anim} = Ascii.new("matrix-rain")

{frames, _anim} =
  Enum.map_reduce(0..9, anim, fn i, anim ->
    Ascii.frame(anim, i / anim.fps)
  end)

Enum.map(frames, & &1.t) |> Enum.take(3)
#=> [0.0, 0.05, 0.1]
Or take frames from a lazy stream, one every 1/fps seconds:
Ascii.stream!("spinners", fps: 12)
|> Stream.map(& &1.text)
|> Enum.take(24)
|> length()
#=> 24
For real-time playback (a frame on screen every 1/fps of a second) use
Ascii.Player; see the terminal guide.
Loops
Sixty pieces, every logo among them, close a loop: after meta.loop seconds
their frames come round again exactly. Ascii.loop/1 draws one cycle,
which you can then repeat for nothing rather than draw every frame anew:
Ascii.meta!("elixir").loop
#=> 5

{:ok, frames, fps} = Ascii.new!("elixir") |> Ascii.loop()
{length(frames), fps}
#=> {150, 30}

Ascii.new!("donut") |> Ascii.loop()
#=> :error
Options can change a period (a logo shines every shine seconds), so with
anything but the defaults loop/1 draws a second cycle to check, and gives
:error when it does not match. The LiveView player sends a loop to the
browser once and is then idle; see the Phoenix guide.
What a frame holds
An Ascii.Frame is plain data, for any renderer:
	text: the picture, lines joined by \n; lines: the same, as a list;
	cols, rows: its size in cells; cell: a cell's height in cell widths
(2, the shape of a character, or 1 for square-celled scenes);
	colors: for a coloured piece drawn in colour, a binary of
cols * rows bytes, one palette index a cell, row by row; otherwise nil;
	palette: the #rrggbb colours those indices point into;
	ground: the colour behind a scene, or nil;
	t: the time it was drawn at.

{frame, _anim} = Ascii.new!("elixir") |> Ascii.frame(0.0)
byte_size(frame.colors) == frame.cols * frame.rows
#=> true

Ascii.Frame.color_at(frame, 20, 14)
#=> "#816a92"
Options
Each piece takes the options in its meta. Whatever you pass is checked against
those defaults before the piece sees it: keys must be the piece's own, values
must be of the same kind, numbers are clamped to sane bounds, and strings from
params are cast. Nothing from outside ever becomes an atom, so it is safe to
pass params straight through.
{:ok, _} = Ascii.new("typewriter", options: %{"prefix" => "we make ", "phrases" => ["tools."]})
{:ok, _} = Ascii.new("spinners", options: %{"speed" => "2"})

Ascii.new("typewriter", options: %{"evil" => 1})
#=> {:error, {:invalid_option, "evil"}}

Ascii.new("no-such-piece")
#=> {:error, :unknown_piece}
Live data
Most pieces are art, but the UI and data ones are also widgets: give them
your own data and they draw it, for a dashboard, a status page or a terminal
UI. Ascii.put_options/2 takes new options while a piece plays, checked
and merged over its own, and pieces that can carry on from where they were
(a gauge's needle swings to a new reading, bars ease to new values):
anim = Ascii.new!("gauge", options: %{label: "cpu", value: 35})
{frame, anim} = Ascii.frame(anim, 0.0)
frame.text =~ "35%"
#=> true

anim = Ascii.put_options!(anim, value: 80)
{frame, _anim} = Ascii.frame(anim, 0.5)
frame.text =~ "80%"
#=> true
	piece	your data	its size
	progress-bar	values, percentages; labels, style	cols; two rows a bar
	spinners	names, the ones to show	shrinks to fit them
	sparkline	series, each with its values (to ±10^15; too wide, 17.5M)	cols, rows
	gauge	value, with min, max, unit	cols, rows
	bar-chart	datasets, labels, title	cols
	cpu-meters	cores, memory, swap, load, tasks, uptime, processes	grows with cores
	uptime-bar	history, daily uptime per service	days
	heatmap	counts, daily, up to a date; months, weekdays	weeks
	candlesticks	candles, [open, high, low, close]; times	
	equalizer	levels, 0 to 1 a band	
	radar	contacts, each a bearing and range; land	
	boot-log	steps, each text and status (ok, warn, fail, busy); title	cols, rows
	terminal	history, commands and their output; typing	cols, rows
	file-tree	paths (or entries); with walk: false, open and cursor	cols, rows
	form-controls	fields (text, select, radio, checkbox, switch, slider), buttons, focus, status	cols; two rows a field
	calendar	date to show and select, marks; months, weekdays	cols, rows
	digital-clock	timer (down or up), from seconds, label	

Each piece's documentation (Ascii.Pieces.Gauge and so on) has the
details. In Phoenix, Ascii.Phoenix.live_player/1 takes new options
from your assigns as they change; in a terminal, Ascii.Player.set_options/2. Lists of numbers are checked as numbers, so these can come from
params as JSON, like any option. A piece whose size follows its options
gives frames of that size: always read frame.cols and frame.rows.
{frame, _} =
  "progress-bar"
  |> Ascii.new!(options: %{values: [42], labels: ["copying"], cols: 40})
  |> Ascii.frame(0.0)

{frame.cols, frame.rows}
#=> {40, 3}
Keys and clicks
A component that can be used takes keys, by ExRatatui's names for them
("up", "enter", " ", a character), and clicks on its cells: a file
tree with walk: false, a form of your fields, a calendar with a date.
Ascii.handle_event/2 gives the piece the event, and it takes up what
changes as new options, so what was chosen is there to read; an event it
has no use for is :ignore.
calendar = Ascii.new!("calendar", options: %{date: "2026-10-08", time: false})
{:ok, calendar} = Ascii.handle_event(calendar, {:key, "right"})
{:ok, calendar} = Ascii.handle_event(calendar, {:key, "down"})
calendar.options.date
#=> "2026-10-16"

form = %{fields: [%{type: "text", label: "name"}, %{type: "switch", label: "notify"}]}
anim = Ascii.new!("form-controls", options: form)
anim = Enum.reduce(~w(a d a), anim, fn key, anim -> elem(Ascii.handle_event(anim, {:key, key}), 1) end)
hd(anim.options.fields).text
#=> "ada"

Ascii.handle_event(anim, {:key, "f1"})
#=> :ignore
Ascii.part_at/4 says what is under a cell: for a click, which file,
which bar, which day. In Phoenix, a player with interactive takes the
browser's keys and clicks (see Phoenix); in
ExRatatui, Ascii.ExRatatui.handle_event/3 takes its events; in a
terminal, mix ascii.play --interactive.
Words for screen readers
Each component tells what it shows from its data, for a screen reader or a
caption; a piece that plays its own script says what it is. The Phoenix
players and components label their picture with it, and
Ascii.Render.SVG takes it as a title.
Ascii.new!("gauge", options: %{label: "load", value: 72}) |> Ascii.describe()
#=> "load: 72%"

steps = [%{text: "built", status: "ok"}, %{text: "migrating", status: "busy"}]
Ascii.new!("boot-log", options: %{title: "deploy", steps: steps}) |> Ascii.describe()
#=> "deploy: 2 steps, 1 ok, 1 running (migrating)"

Ascii.new!("donut") |> Ascii.describe()
#=> "donut: a lit torus turning on two axes, after donut.c"
Light pages and one ink
Shaded pieces read their character ramp from the other end on a light page,
so dense characters still mean dark: pass paper: true. A coloured piece can
be drawn as text in one ink with color: false, for places that cannot show
colour.
{:ok, anim} = Ascii.new("donut", paper: true)
{:ok, mono} = Ascii.new("night-coast", color: false)
{frame, _} = Ascii.frame(mono, 0.0)
frame.colors
#=> nil
Colouring the ink
A piece in one ink, which is most of them, can be given its colour with
:ink: one colour for every character, or several for a gradient across the
picture, left to right unless :gradient says :vertical or :diagonal.
Its frames then carry colours like a coloured piece's, so every renderer
shows them in colour where it can (and as plain text in mode: :mono). The
characters are exactly the piece's own; a coloured piece keeps its palette
unless drawn with color: false. See Ascii.Ink.
{frame, _} = Ascii.new!("big-text", ink: ["#ff5f6d", "#ffc371"]) |> Ascii.frame(1.0)
{hd(frame.palette), List.last(frame.palette)}
#=> {"#ff5f6d", "#ffc371"}

{frame, _} = Ascii.new!("donut", ink: "#7fdbca") |> Ascii.frame(0.0)
frame.palette
#=> ["#7fdbca"]
On a page, one ink can be a CSS variable, so a piece takes your theme's
colour and follows it into dark mode; a terminal draws the fallback, if it
has one:
{frame, _} = Ascii.new!("donut", ink: "var(--accent, #7fdbca)") |> Ascii.frame(0.0)
frame.palette
#=> ["var(--accent, #7fdbca)"]
Colouring parts
Some pieces know what each of their cells is: a file tree's folders, files
and branches, a boot log's OK and WARN, a meter's bars and readings.
Their meta lists these parts, each with a colour it suggests, and :parts
gives them colours: a map of names to colours, or true for the suggested
ones. A name covers the names under it, so file colours every file and
file.md only Markdown. Parts not given a colour take the :ink, or the
renderer's own. See Ascii.Parts.
Ascii.meta!("boot-log").parts |> Enum.take(5)
#=> [{"title", nil}, {"rule", "#8b949e"}, {"label", nil}, {"detail", nil}, {"status.ok", "#3fb950"}]

{frame, _} =
  Ascii.new!("file-tree", parts: %{"folder" => "#58a6ff", "file.md" => "#d29922"})
  |> Ascii.frame(3.0)

frame.palette
#=> [nil, "#58a6ff", "#d29922"]
The nil is the renderer's own ink: a terminal's foreground, a page's
colour. Parts' colours can be CSS variables too, and with paper: true
the suggested colours are those for a light page:
{frame, _} = Ascii.new!("boot-log", parts: true, paper: true) |> Ascii.frame(0.0)
"#1a7f37" in frame.palette
#=> true
The type pieces (big-text, glitch, wave-text) know their letters, so
a heading can be in your palette a letter at a time: parts: %{"letter.1" => "#ff5f6d", "letter.2" => "#ffc371"}, or "letter" for all of them.
Pieces that read the clock
analog-clock, digital-clock, calendar, sundial and landscape show
the real time. They read the system clock in the system's time zone, or a
DateTime you pass as :now, whose offset sets the local time:
now = DateTime.new!(~D[2026-03-14], ~T[15:09:26], "Etc/UTC")
text = Ascii.render!("digital-clock", 0.0, now: now)
text =~ "█"
#=> true
Cost
Most pieces draw a frame in well under a millisecond. Scenes are the heavy
ones: up to about 1.2 seconds to set up (Ascii.new/2) and 2 to 14 ms a
frame. Set a piece up once and keep the animation, rather than calling
render/3 in a loop. mix ascii.perf times every piece on your machine.
Where next
	Components at a glance: every component, the data it
takes, its size, its parts and its keys.
	Phoenix and LiveView: stills, live players, what goes over
the wire.
	Terminal apps: mix ascii.play, mix ascii.top,
Ascii.Player, ANSI colour, writing only what changed, and panels
with Ascii.Compose.
	ExRatatui: a full-screen viewer, and pieces as widgets in
a ratatui terminal UI.
	Livebook: pieces in a notebook.
	Nerves: pieces on a device's console, over SSH, or on a display.
	Drawing frames yourself: pixels, SVG, anything.
	Writing a piece: your own pieces, on the same contract.



  

    Migrating to ascii

Version 0.3.0 moves the library from the Hex package and OTP application
ascii_art to ascii. All public modules move from AsciiArt to Ascii,
including structs, behaviours, Phoenix components and Mix tasks. This is a
breaking release with no compatibility aliases or bridge package.
Updating a consumer
Replace the ascii_art dependency with:
# needs: a mix.exs to put it in
{:ascii, "~> 0.3.0"}
Replace AsciiArt with Ascii in aliases, imports, function calls, struct
patterns, behaviours and module names passed to configuration or supervisors.
Custom pieces implement Ascii.Piece and return Ascii.Meta data.
Update application references such as Application.app_dir/2, otp_app,
explicit application lists and Plug.Static's from option to :ascii.
The library remains a plain library with no application supervision tree.
The following names also change:
	Before	After
	mix ascii_art.play, .svg, .top, .perf, .golden	mix ascii.play, .svg, .top, .perf, .golden
	{:ascii_art_frame, ref, frame}	{:ascii_frame, ref, frame}
	{:ascii_art_telemetry, feed, readings}	{:ascii_telemetry, feed, readings}
	{:ascii_art, id, info} from interactive Phoenix players	{:ascii, id, info}
	JavaScript export and LiveView hook AsciiArt	Ascii
	deps/ascii_art/priv/static/ascii_art_hook.js	deps/ascii/priv/static/ascii_hook.js
	Browser events prefixed with ascii_art:	Events prefixed with ascii:

For Phoenix, update the hook import and registration together with the Elixir
dependency:
import {Ascii} from "../../deps/ascii/priv/static/ascii_hook.js"

let liveSocket = new LiveSocket("/live", Socket, {
  hooks: {...Hooks, Ascii},
  // Your existing params and other options.
})
Rebuild the consumer's JavaScript assets and reload its browser sessions so
the new hook and server use the same event names. Generated live-component
DOM IDs now start with ascii-; update selectors that relied on the previous
ascii-art- prefix.
Remove the old lock entry and fetch the new dependency, then compile and run
the consumer's tests:
mix deps.unlock ascii_art
mix deps.get
mix compile --warnings-as-errors
mix test

The upstream piece slugs and golden fixtures are unchanged. Native diagrams
and their optional element colours are available through Ascii.Diagram and
Ascii.Mermaid; see the diagram guide.
Publishing the renamed library
Publish ascii 0.3.0 as a new Hex package. Its version continues the library's
release history; the existing ascii_art releases remain under their original
package name. The repository's existing GitHub URL remains the source URL.
Before publishing, run mix precommit, inspect mix hex.build --unpack, and
run mix hex.publish --dry-run. Verify the built package in a fresh consumer,
including its optional integrations and static assets. After publishing with
mix hex.publish, repeat the consumer check with the dependency fetched from
Hex.
Once the new package is verified on Hex, retire each existing ascii_art
release with reason renamed and a message pointing to ascii. For example:
mix hex.retire ascii_art 0.2.2 renamed --message "Renamed to ascii; see ascii's migration guide for the 0.3.0 API changes."

Retirement keeps old releases resolvable and displays a migration warning.
It does not redirect existing dependencies. See Hex's
publishing and
retirement documentation.


  

    Components at a glance

The UI, data and type pieces are components: they draw your data, in your
colours, and the ones that can be used take keys and clicks. Each one's
documentation has the same sections: its Options, its Colours part
by part, the Keys and clicks it takes (or that it takes none), what it
tells Screen readers, and an Example. This page is the map.
What every component shares
	Your data as options, checked against the piece's defaults, given to
Ascii.new/2 and taken up while it plays with Ascii.put_options/2
(or a Phoenix player's options). Pieces that can carry on from where
they were do: a gauge's needle swings, bars ease, a terminal keeps
typing. See Live data.
	Your colours: one ink or a gradient (:ink, :gradient, see
Ascii.Ink), and part by part (:parts, see Ascii.Parts),
parts: true for the colours each suggests, or for a light page with
paper: true. On a page, colours can be CSS variables.
	Keys and clicks for those that can be used
(Ascii.handle_event/2), with what was chosen in their options; in
Phoenix a player's interactive (and notify to be told), in
ExRatatui Ascii.ExRatatui.handle_event/3, in a terminal
mix ascii.play --interactive. Ascii.part_at/4 says which part
is under a click, on any piece that knows its parts.
	Words for screen readers from their data (Ascii.describe/1),
which the Phoenix players and components use as their label.
	Frames like any piece's: into panels and layouts with
Ascii.Compose, out as ANSI, HTML or SVG.

The components
"size" says which options set the frame's size; "parts" how many parts it
colours one by one; "keys" whether it takes keys and clicks.
	component	your data	size	parts	keys
	Ascii.Pieces.BootLog	steps (ok, warn, fail, busy), title	cols, rows	18	
	Ascii.Pieces.BoxFrames	(a sheet of frame styles; see Ascii.Compose.panel/2 for yours)			
	Ascii.Pieces.Calendar	date, marks, months, weekdays, monday, time	cols, rows	11	with a date
	Ascii.Pieces.DigitalClock	timer, from, label, hour12, seconds, date		7	
	Ascii.Pieces.Dividers	width (see Ascii.Compose.divider/2 for one of yours)			
	Ascii.Pieces.FileTree	paths or entries, root; walk, open, cursor	cols, rows	14	with walk: false
	Ascii.Pieces.FormControls	fields, buttons, focus, status, title	cols; two rows a field	23	with fields
	Ascii.Pieces.NotFound	code, title, message			
	Ascii.Pieces.ProgressBar	values, labels, style	cols; two rows a bar	7	
	Ascii.Pieces.Skeleton	lines, image, avatar			
	Ascii.Pieces.Spinners	names, labels, speed	fits the spinners shown		
	Ascii.Pieces.Terminal	history, typing, prompt, title	cols, rows	8	
	Ascii.Pieces.BarChart	datasets, labels, title	cols	9	
	Ascii.Pieces.Candlesticks	candles, times, start, digits, seed		9	
	Ascii.Pieces.CpuMeters	cores, memory, swap, load, tasks, uptime, processes, commands	grows with cores	15	
	Ascii.Pieces.Equalizer	levels, bpm		7	
	Ascii.Pieces.Gauge	value, label, unit, min, max	cols, rows	11	
	Ascii.Pieces.Heartbeat	bpm			
	Ascii.Pieces.Heatmap	counts, date, unit, months, weekdays, seed	weeks	9	
	Ascii.Pieces.Radar	contacts, range, unit, land		9	
	Ascii.Pieces.Sparkline	series, range, rate	cols, rows	14	
	Ascii.Pieces.UptimeBar	history, services	days	13	
	Ascii.Pieces.BigText	text		per letter	
	Ascii.Pieces.Dissolve	words			
	Ascii.Pieces.Glitch	text		per letter	
	Ascii.Pieces.Marquee	text, speed		4	
	Ascii.Pieces.Morse	text			
	Ascii.Pieces.Scramble	phrases			
	Ascii.Pieces.SplitFlap	flights, title, start		16	
	Ascii.Pieces.Typewriter	phrases, prefix		3	
	Ascii.Pieces.WaveText	text, amp, wavelength, speed, spacing, settle		per letter	

Fed from your app: Ascii.BEAM gives options for cpu-meters,
sparkline, gauge and progress-bar from this VM, and
Ascii.Telemetry for sparkline and gauge from your :telemetry
events.
One of each
board = [
  {"gauge", %{label: "load", value: 72}},
  {"boot-log", %{title: "deploy", steps: [%{text: "built", status: "ok"}]}},
  {"file-tree", %{walk: false, paths: ["lib/app.ex", "mix.exs"], root: "app"}}
]

for {piece, options} <- board do
  piece |> Ascii.new!(options: options, parts: true) |> Ascii.describe()
end
#=> ["load: 72%", "deploy: 1 step, 1 ok", "file tree of app: 1 folder, 2 files"]


  

    Native diagrams

Ascii.Diagram draws flowcharts, sequences and C4 views from application
data. Ascii.Mermaid accepts a documented subset of Mermaid source and
builds the same models. Both produce ordinary Ascii.Frames for text,
ANSI, HTML, SVG, Phoenix, ExRatatui and other existing consumers.
These native diagrams have their own deterministic layout and contracts.
The existing 191 upstream pieces retain their exact upstream fixtures.
Diagrams require no Node, browser, NIF or additional dependency.
From application data
IDs are strings. Labels and relationship data can come from your application;
there is no need to generate a source language first.
alias Ascii.Diagram

nodes = [
  %{id: "request", label: "Request"},
  %{id: "worker", label: "Worker", shape: :rounded}
]
edges = [%{from: "request", to: "worker", label: "send"}]

{:ok, diagram} = Diagram.flowchart(nodes, edges, direction: :lr)
{:ok, frame} = Diagram.render(diagram, charset: :ascii)
IO.puts(frame.text)
Nodes accept :rectangle, :rounded and :diamond shapes. Directions are
:tb (default), :bt, :lr, :rl. Branches, merges, disconnected nodes,
cycles and self edges are retained. Placement uses declaration order and
layers, with outer channels for feedback and edges that skip layers. This
first layout favors predictable, unobstructed routes; it does not optimize
crossings or compactness.
Every relationship takes from, to, optional id, label (default empty),
style: :solid | :dashed and arrow: true | false. Omitted relationship IDs
are assigned in order (edge-1, edge-2, ...).
Sequences
Sequences are ordered participants and messages, with their own layout.
{:ok, diagram} = Ascii.Diagram.sequence(
  [%{id: "user", label: "User", kind: :actor}, %{id: "api", label: "API"}],
  [
    %{from: "user", to: "api", label: "request"},
    %{from: "api", to: "api", label: "validate"},
    %{from: "api", to: "user", label: "response", style: :dashed}
  ]
)
{:ok, frame} = Ascii.Diagram.render(diagram)
IO.puts(frame.text)
Participants take id, optional label and kind: :participant | :actor.
Both kinds currently use labelled boxes; actor identity remains in the model.
Messages use the relationship fields above, retain chronological order and
get IDs message-1, message-2, ... unless supplied. Self calls have a return
leg. Lifelines and message paths are drawn independently of the participant
boxes.
The ordered list also accepts notes, activations and nested fragments:
events = [
  %{kind: :loop, id: "retry", label: "retry", events: [
    %{kind: :alt, id: "result", label: "valid", events: [
      %{from: "user", to: "api", label: "request"},
      %{kind: :activate, id: "work", participant: "api", color: "#58a6ff"},
      %{from: "api", to: "user", label: "accepted"},
      %{kind: :deactivate, participant: "api"}
    ], branches: [
      %{label: "invalid", events: [%{from: "api", to: "user", label: "rejected"}]}
    ]}
  ]},
  %{kind: :note, participants: ["api"], position: :right, label: "ready"}
]
{:ok, diagram} = Ascii.Diagram.sequence([%{id: "user"}, %{id: "api"}], events)
Fragment kinds are :loop, :alt, :opt, :par, :critical, :break.
Each takes label, events, optional id and optional foreground styles.
:alt, :par and :critical additionally take branches, an ordered list
of %{label:, events:} sections. Branches display as else, and or
option separators. Nesting is limited to eight levels.
Activation events take participant: and kind: :activate | :deactivate.
Nested activations stack. A deactivation requires a matching activation;
every fragment branch must leave the activation stack as it found it.
An activation left open at the end of the overall sequence extends to the
bottom. Notes take one participant for position: :left | :right, or one
or two for :over (default), plus label:.
Explicit event IDs stay stable through updates. Generated IDs use the
event's preorder position: message-N for messages, event-N for other
events. IDs must be unique across the whole event tree.
C4 views
C4 models retain the view level, element types, technology, descriptions,
external status and boundaries. The view level is :context, :container
or :component; choose the elements appropriate to that level.
{:ok, diagram} = Ascii.Diagram.c4(
  :container,
  [
    %{id: "customer", label: "Customer", kind: :person},
    %{id: "api", label: "API", kind: :container,
      technology: "Phoenix", description: "Serves requests", boundary: "app"},
    %{id: "db", label: "Database", kind: :database,
      technology: "PostgreSQL", boundary: "app"}
  ],
  [%{from: "customer", to: "api", label: "uses"},
   %{from: "api", to: "db", label: "reads"}],
  boundaries: [%{id: "app", label: "Application"}]
)
{:ok, frame} = Ascii.Diagram.render(diagram)
IO.puts(frame.text)
Kinds are :person, :system, :container, :component, :database,
:queue. Elements render as labelled boxes with a stereotype and optional
technology and description. external: true marks the stereotype as external.
Boundaries keep their members together, in declaration order. A boundary
can name another boundary with parent: "app". Descendant boxes remain
inside their parents, including empty boundaries. Missing parents and parent
cycles are errors. Deployment and dynamic views are not yet supported.
boundaries = [
  %{id: "app", label: "Application", color: "#58a6ff"},
  %{id: "service", label: "Service", parent: "app", color: "#3fb950"}
]
Optional colours for individual elements
Nodes, participants, relationships, messages, boundaries, notes, fragments
and activations can carry foreground colours. Omitted colours inherit the
diagram theme, or the output renderer's foreground when no theme is supplied.
	Field	Applies to
	color	The element's base foreground
	border_color	Box or boundary borders
	label_color	Labels and relationship text
	line_color	Connector paths, participant lifelines and activation bars

Values use Ascii.Ink.color/1: hex colours or CSS variables with an
optional fallback. Individual overrides take precedence over role colours
in theme:. color: false on rendering disables both themes and individual
colours. Per-cell background fills are outside the current frame contract.
{:ok, diagram} = Ascii.Diagram.flowchart(
  [%{id: "api", label: "API", color: "#58a6ff"},
   %{id: "db", label: "Database", border_color: "#3fb950",
     label_color: "var(--text, #ffffff)"}],
  [%{id: "query", from: "api", to: "db", label: "query", line_color: "#d29922"}]
)

# Also works on parsed Mermaid models. nil clears an override.
{:ok, diagram} = Ascii.Diagram.put_style(diagram, {:node, "api"}, color: "#f85149")
{:ok, diagram} = Ascii.Diagram.put_style(diagram, {:edge, "query"}, label_color: "#ffffff")
Targets are {:node, id} (including participants and C4 elements),
{:edge, id} (including sequence messages), {:boundary, id},
{:fragment, id}, {:note, id} and {:activation, id}. Invalid colours
and missing targets return an error. Style changes preserve geometry and
characters. A frame supports at most 256 palette entries, including the
default ink; exceeding that returns {:error, {:too_many_colors, count}}.
Mermaid support
source = """
sequenceDiagram
actor U as User
participant A as API
U->>A: request
A->>A: validate
A-->>U: response
"""

{:ok, diagram} = Ascii.Mermaid.parse(source)
{:ok, frame} = Ascii.Mermaid.render(source, charset: :ascii)
	Family	Supported source

| Flowchart | flowchart / graph; TB, TD, BT, LR, RL; bare nodes; [rectangle], (rounded), {diamond}; quoted labels; chains; -->, ---, -.->; -->|label|; semicolon-separated statements; style ID color:...,stroke:...; linkStyle N color:...,stroke:... |
| Sequence | sequenceDiagram; participant / actor; as aliases; implicit participants; ->, -->, ->>, -->>; + / - activation shortcuts; activate / deactivate; self calls; Note left of, right of, over; nested loop, alt / else, opt, par / and, critical / option, break, end |
| C4 | C4Context, C4Container, C4Component; Person, System, Container, Component; Db / Queue variants; _Ext variants; Rel with optional technology; nested Boundary, Enterprise_Boundary, System_Boundary, Container_Boundary blocks; named foreground arguments on UpdateElementStyle / UpdateRelStyle |
| Common | Blank lines; full-line %% comments; quoted punctuation; single-cell Unicode labels normalized to NFC |
For C4, Person/System functions take (id, label, optional_description).
Container/Component functions take (id, label, technology, optional_description).
Boundary functions take (id, label) { and a closing } on its own statement.
Additional optional declaration arguments are not supported. Style statements
follow their targets. Flowchart color selects label ink and stroke selects
border or connector ink; linkStyle N uses a zero-based relationship index.
C4 UpdateElementStyle(ID, $fontColor="...", $borderColor="...") also works
for boundaries; UpdateRelStyle(FROM, TO, $textColor="...", $lineColor="...")
updates matching relationships. Other CSS properties, background colours,
positional style arguments and layout offsets are explicit errors.
Unsupported syntax returns {:error, {:syntax, line, column, message}}.
Line and column identify the rejected statement. This includes flowchart
subgraphs, class definitions/click directives, additional shapes/arrows,
sequence actor creation/destruction, and other Mermaid diagram families.
Mermaid's SVG positions, CSS and browser interactions are not reproduced.
See the official flowchart,
sequence and
C4 references for the full languages;
Mermaid currently describes its C4 syntax as experimental.
Compile once, draw and inspect
{:ok, layout} = Ascii.Mermaid.compile("flowchart LR\nA[Request] --> B[Worker]")
{:ok, frame} = Ascii.Diagram.Layout.frame(layout,
  theme: %{node: "#58a6ff", edge: "#8b949e", label: "var(--text, #ffffff)"}
)

%{x: x, y: y} = layout.nodes["A"]
{:node, "A"} = Ascii.Diagram.Layout.hit_at(layout, x + 1, y + 1)
svg = Ascii.Render.SVG.render(frame, title: layout.description)
A layout retains nodes, boundaries, fragments, notes, activations, and ordered edges with orthogonal
points. Hit testing returns {:node, id}, {:edge, id}, {:boundary, id},
{:fragment, id}, {:note, id}, {:activation, id} or nil. Nodes and notes
use bounding rectangles; edge labels and fragment separators are also targets.
Unrelated paths crossing are shown with x / ╳, rather than implying a
joined relationship. IDs remain distinct even when labels are identical.
Layout.frame/2 reuses geometry without parsing or placement. Themes map
:node, :label, :edge, :edge_label, :boundary, :lifeline, :fragment,
:note, :activation to inks
accepted by Ascii.Ink.color/1. Themes and charset: :ascii | :unicode
do not change geometry. color: false emits a monochrome frame.
Live consumers
Rebuild a model from new application data, or compile revised Mermaid source,
when the data changes. Assign the resulting frame to a LiveView:
<Ascii.Phoenix.Components.frame frame={@diagram_frame} label={@diagram_label} />
The component sends changed rows. A consumer sending cells can use
Ascii.Frame.changes/2 or Ascii.Render.ANSI.changes/2; a resize
requires replacing the displayed frame. An ExRatatui app can place a frame
using Ascii.ExRatatui.place/3 like any other frame.
Individual style changes can change the palette. Frame.changes/2 returns
whole rows when palettes differ; consumers transmitting palette indices must
also send the new palette. The Phoenix frame component and ANSI renderer
resolve colours from each current frame.
Native diagrams use this direct model/layout API. The slug registry and
Ascii.Player continue to take pieces. Consumers own update timing and
interaction; compile outside a TUI render callback and retain the layout for
hit testing. Syntax errors can be displayed while retaining the last valid
frame.
Limits and sizing
Inputs are validated, with no silent truncation or user-created atoms:
	Source: 64 KiB and at most 256 non-comment statements, including the header.
	Models: 64 flowchart/C4 elements, 32 sequence participants, 128 edges or
sequence events (counting all nested events), and 16 boundaries. Fragment
nesting is limited to eight levels, with at most 16 extra branches per block.
IDs are unique per record collection or sequence event tree, 1–128 characters,
matching [A-Za-z_][A-Za-z0-9_-]*.
	Labels: up to 4096 bytes, normalized to NFC. Latin accents, Greek, Cyrillic
and other single-cell Unicode characters are accepted. Control characters,
residual combining marks, wide/fullwidth characters and emoji are rejected.
Wide/fullwidth classification uses Unicode 17.0.0 EastAsianWidth data;
ambiguous-width characters are treated as one cell. charset: :ascii changes
drawing glyphs, and preserves Unicode labels. Wide text needs a display-width
contract shared by the output adapters.
	Layout: label_width: 24, gap_cols: 8, gap_rows: 3, max_cols: 400,
max_rows: 200 by default. Routes may reserve more space than the requested
gaps. Labels wrap by character count without dropping text.
	Outputs: at most 200,000 cells; configurable maxima up to 2000 columns and
1000 rows. An oversized result returns {:error, {:too_large, {cols, rows}}}
before allocating its frame. There is no automatic cropping.

For a larger graph, pass max_cols: / max_rows: to layout and drawing.
Changing layout options requires laying out again; changing theme or character
set requires only drawing again. Models with invalid keys, duplicate IDs or
missing endpoints return {:error, {:invalid_diagram, detail}}.
Run mise exec -- mix run examples/diagrams.exs to inspect all three families.
Add --color to show their optional element colours in an ANSI terminal.


  

    Phoenix and LiveView

The components are LiveView components: a gauge, a sparkline or an
htop-style panel in your dashboard takes its readings from your assigns,
and draws in your colours. With phoenix_live_view in your deps, Ascii
adds:
	Ascii.Phoenix.Components.ascii/1 draws one frame as a <pre>, with
no JavaScript: for dead views, controllers, emails and stills;
Ascii.Phoenix.Components.frame/1 draws a frame you already have;
	Ascii.Phoenix.player/1 plays a piece live, through a small LiveView
of its own (Ascii.Phoenix.PlayerLive), so your LiveView needs no
timers or handle_info;
	Ascii.Phoenix.live_player/1 plays a piece inside your LiveView
(Ascii.Phoenix.PlayerComponent), taking new options as your
assigns change: for live data;
	priv/static/ascii_hook.js, a LiveView hook that lets the browser
do the drawing, so the server sends a looping piece once and anything
else only as it changes.

A still
<Ascii.Phoenix.Components.ascii piece="donut" />
<Ascii.Phoenix.Components.ascii piece="donut" t={2.5} paper class="hero" />
<Ascii.Phoenix.Components.ascii piece="elixir" label="the Elixir logo" />
<Ascii.Phoenix.Components.ascii piece="elixir" mono />
<Ascii.Phoenix.Components.ascii piece="big-text" ink={["#ff5f6d", "#ffc371"]} />
<Ascii.Phoenix.Components.ascii piece="boot-log" parts={%{"status.warn" => "#d29922"}} />
It works in any HEEx template, LiveView or not. A text piece is plain text in
the page's own colour and font, or runs of <span style="color:…"> in an
ink (one colour, or several for a gradient; see Ascii.Ink) and of
colours for its parts (true for the ones it suggests; see
Ascii.Parts); a
coloured piece is runs of its palette over its ground (mono draws it in one
ink instead).
The <pre> is role="img" with an aria-label (the label, or the piece's
name), and carries a few styles that ASCII art needs (no margin, line height
1.2, no ligatures); add your own with class or style. Attributes it does
not know are passed to the <pre>.
Frame 0 is the default t, and upstream draws frame 0 to be a good still.
It is drawn once and kept (Ascii.still/2), so a scene in a template
costs its setup, up to a second, the first time it is shown, and microseconds
after.
Playing a piece
<Ascii.Phoenix.player socket={@socket} id="spinner" piece="spinners" />
<Ascii.Phoenix.player socket={@socket} id="logo" piece="elixir" fps={20} label="Elixir" />
<Ascii.Phoenix.player socket={@socket} id="coast" piece="night-coast" render={:server} />
player/1 calls live_render/3, so the piece plays in its own process with
its own timer: your LiveView does nothing per frame. Pass the parent's socket
(or the conn in a dead view). Before the page connects it shows frame 0,
whole, so a page without JavaScript still shows the picture; once connected it
plays, with play time moving as upstream's does (real time, at most 100 ms a
frame).
Its attributes: piece, id (unique on the page), options, fps, mono,
ink, gradient, parts, paper, label, and render. A piece in an
ink, or with colours for its parts, plays as text in spans of its
colours, the size it would be in one ink. piece is a slug or a module of your own
(see Writing a piece).
What goes over the wire
With the hook registered (render={:client}, the default), the browser
draws: a text piece in its <pre>, a coloured one on a <canvas> in its
palette over its ground. What the server sends depends on the piece:
	A closed loop (60 pieces, among them every logo; see
Ascii.loop/1) is drawn for one cycle and sent once, compressed:
a logo is 5 to 12 KB, the longest loop under half a megabyte. The browser
plays it from then on, and the server does nothing more for it.
	Anything else is drawn on the server at its frame rate, and each
frame sends only the runs of cells that changed, or nothing at all when
the picture did not. A 200×100 scene changes a few cells in a hundred a
frame, so it sends a few kilobytes a frame rather than forty.

Either way, play stops while the picture is off screen or its tab hidden
(the server stops drawing too), and readers who prefer reduced motion keep
frame 0. Each player's events are its own, so any number can share a page.
Without the hook, or with render={:server}, the server draws and LiveView
patches the <pre> a row at a time: only rows that changed are sent, and
nothing for a frame that did not change, and a loop is drawn once and
replayed. That needs no JavaScript of ours, but it sends HTML: fine for text
pieces and logos, heavy for scenes, and it plays on out of sight, since the
server cannot tell. A player whose hook does not answer within two seconds
falls back to this.
The hook
Register it with your LiveSocket in assets/js/app.js:
import {Ascii} from "../../deps/ascii/priv/static/ascii_hook.js"

const liveSocket = new LiveSocket("/live", Socket, {
  hooks: {Ascii},
  params: {_csrf_token: csrfToken},
})
If you already have hooks, add it to them: hooks: {...Hooks, Ascii}.
Options from params
options are checked against the piece's defaults before it sees them (see
Ascii.Options): unknown keys and values of the wrong kind are refused,
numbers are clamped, strings are cast where the default is a number or a
boolean. No atom is ever created. So a query string can go straight to the
player:
# needs: a Phoenix app
def mount(params, _session, socket) do
  {:ok, assign(socket, piece: Map.get(params, "piece", "donut"), options: Map.get(params, "o", %{}))}
end
<Ascii.Phoenix.player socket={@socket} id="art" piece={@piece} options={@options} />
An unknown piece or a refused option shows a short role="alert" message in
place of the picture rather than crashing your page.
player/1 takes its options when it mounts; to change them, give it a new
id, and LiveView starts a fresh player. For options that change while it
plays, use live_player/1 (below).
Live data
The UI and data pieces take readings as options (see
Live data): a gauge's value, a sparkline's
samples, an htop panel's cores. live_player/1 plays a piece inside your
LiveView, and each time your LiveView renders it with other options, the
piece takes them up as it plays: the gauge's needle swings from the last
reading to the new one, bars ease to new values, a sparkline scrolls on.
# needs: a Phoenix app
def mount(_params, _session, socket) do
  if connected?(socket), do: :timer.send_interval(1000, :sample)
  {:ok, assign(socket, load: 0, samples: [])}
end

def handle_info(:sample, socket) do
  load = :erlang.statistics(:total_run_queue_lengths)
  {:noreply, assign(socket, load: load, samples: Enum.take(socket.assigns.samples ++ [load], -60))}
end
<Ascii.Phoenix.live_player id="load" piece="gauge" options={%{label: "run queue", max: 20, value: @load}} />
<Ascii.Phoenix.live_player
  id="history"
  piece="sparkline"
  options={%{series: [%{label: "run queue", values: @samples}], range: false, rows: 3}}
/>
It plays as player/1 does, with the same hook and the same economy: what
goes over the wire is the cells that change, nothing while out of sight.
Options of the same size are sent as changes at the next frame; a piece
whose size follows its options (more bars, a longer sparkline) is sent
whole at its new size; another piece, fps, paper, mono or render
starts it afresh. Its attributes are player/1's, less socket.
The difference is where it runs: in your LiveView's process, beside the
state its options come from. That suits widgets, which draw in well under a
millisecond a frame. A 200×100 scene costs milliseconds a frame, which your
LiveView would spend between its own events: play scenes with player/1.
examples/demo.exs has a dashboard of this BEAM's schedulers, memory, run
queue and busiest processes, every widget a live_player/1 fed by
Ascii.BEAM (elixir examples/demo.exs, then open
http://localhost:4000/dashboard).
From telemetry
Ascii.Telemetry keeps your app's :telemetry events as readings, a
sample a second, from the same Telemetry.Metrics definitions a reporter
takes, and sends them to whoever subscribes:
# needs: a Phoenix app; in application.ex
children = [
  {Ascii.Telemetry,
   name: MyApp.Readings,
   metrics: [
     Telemetry.Metrics.last_value("vm.memory.total", unit: {:byte, :megabyte}),
     Telemetry.Metrics.summary("my_app.repo.query.total_time", unit: {:native, :millisecond})
   ]}
]
# needs: a Phoenix app
def mount(_params, _session, socket) do
  if connected?(socket), do: Ascii.Telemetry.subscribe(MyApp.Readings)
  {:ok, assign(socket, history: %{})}
end

def handle_info({:ascii_telemetry, _feed, readings}, socket),
  do: {:noreply, assign(socket, history: Ascii.Telemetry.sparkline(readings))}
<Ascii.Phoenix.live_player id="history" piece="sparkline" options={@history} parts />
Keys and clicks
A component that can be used (a file tree with walk: false, a form of
your fields, a calendar with a date; see
Keys and clicks) takes the browser's
keys and clicks in a player given interactive. Its picture takes focus;
arrows, space, enter and typing go to the piece, which moves its cursor,
ticks its box or picks its day, and what changed is sent at once. Tab is
left to the page, so focus moves on as ever; ctrl, alt and meta keys are the
browser's. Clicks need the hook, which works out the cell clicked; without
it (render={:server}) keys still come, by phx-keydown.
With notify as well, your LiveView is told of each key and click as
{:ascii, id, info}: the event, the part clicked and its text (see
Ascii.part_at/4), and the options the piece now has, from which to read
what was chosen.
<Ascii.Phoenix.live_player
  id="files"
  piece="file-tree"
  options={%{walk: false, paths: @paths, root: "my_app"}}
  interactive
  notify
/>
# needs: a Phoenix app
def handle_info({:ascii, "files", %{event: {:key, "enter"}, options: %{cursor: path}}}, socket),
  do: {:noreply, assign(socket, open: path)}

def handle_info({:ascii, "files", %{event: {:click, _x, _y}, part: "file" <> _, options: options}}, socket),
  do: {:noreply, assign(socket, open: options.cursor)}

def handle_info({:ascii, _id, _info}, socket), do: {:noreply, socket}
The options you give live_player/1 are merged over what the piece's
events changed, so leave out those it keeps (a tree's cursor and open, a
form's focus) unless you mean to set them. player/1 takes interactive
and notify too, telling the LiveView that embeds it.
Every player and still is labelled for screen readers with what the piece
tells of its data (Ascii.describe/1): "load: 72%", "deploy: 6 steps, 1
failed", and anew as the data changes. label gives your own words
instead.
In a controller or a dead view
ascii/1 works in any template. To build markup yourself, say for an email
or a static page, Ascii.Render.HTML gives the inside of the <pre>,
already escaped:
{frame, _} = Ascii.new!("elixir") |> Ascii.frame(0.0)
inner = Ascii.Render.HTML.render(frame)
style = Ascii.Render.HTML.style(frame)

html = ["<pre style=\"", style || "", "\">", inner, "</pre>"] |> IO.iodata_to_binary()
html =~ "<span style=\"color:#"
#=> true
Performance
Each player/1 is a process. For a loop it draws one cycle, in a task, and
is then idle. For anything else it draws a frame each tick while the picture
is in view: text pieces in well under a millisecond, scenes in 2 to 14 ms,
after up to 1.2 s to set up when the player connects. The HTML sent before
it connects is frame 0, kept from the first time, so that costs nothing. A page of many scenes in
view at once is a lot of server work: show stills (ascii/1) and play on
demand, or, when many people watch the same piece, play it once for all of
them (below).
One player, many viewers
player/1 gives every viewer a process and an animation of their own. For a
piece everyone sees alike, say a logo in the site's header, play it once
under your application's supervisor:
# needs: a Phoenix app; in application.ex
children = [
  # ...
  {Ascii.Player, piece: "elixir", name: MyApp.Logo}
]
Each LiveView takes the latest frame for its first render, and subscribes
once connected:
# needs: a Phoenix app
def mount(_params, _session, socket) do
  if connected?(socket), do: Ascii.Player.subscribe(MyApp.Logo)
  {:ok, assign(socket, frame: Ascii.Player.frame(MyApp.Logo))}
end

def handle_info({:ascii_frame, _ref, frame}, socket), do: {:noreply, assign(socket, frame: frame)}
<Ascii.Phoenix.Components.frame frame={@frame} label="the Elixir logo" />
frame/1 draws it as ascii/1 draws a piece, a row an element, so as the
frame changes LiveView sends only the rows that did.
A supervised player sends frames only to its subscribers, never to the
supervisor, and drops each LiveView as it exits. While no one is watching it
holds its frame and does no work. Give it readings with
Ascii.Player.set_options/2 and every viewer sees the needle swing. To
share one player across a cluster, give it a :callback that broadcasts
each frame with Phoenix.PubSub.
A whole app
examples/demo.exs in this repository is a gallery of every piece as a
one-file Phoenix app: an index of stills, a page per piece that plays it
with switches for paper and one ink and a form for its options, and a live
dashboard of the BEAM it runs on.
elixir examples/demo.exs   # then open http://localhost:4000



  

    Terminal apps

Trying a piece
mix ascii.play night-coast
mix ascii.play elixir --mode ansi256
mix ascii.play typewriter --option "prefix=we make " --paper --fps 10
mix ascii.play big-text --ink ff5f6d,ffc371 --gradient diagonal
mix ascii.play boot-log --parts --part status.warn=ff8800

It plays until you press q or Ctrl-C, then shows the cursor again and resets
the colours. See Mix.Tasks.Ascii.Play for every flag.
A piece that can be used takes your keys with --interactive (then only
Ctrl-C stops it, as q may be a key for the piece):
mix ascii.play file-tree --option walk=false --interactive
mix ascii.play calendar --option date=2026-10-08 --option time=false --interactive

Watching the BEAM
mix ascii.top is htop for the VM it runs in: its schedulers as cores,
memory, the run queue as the load, the busiest processes by reductions, and
two minutes of history. In your project it starts your application first,
so it watches your app at work. It is the pieces themselves (cpu-meters
and sparkline, fed by Ascii.BEAM, in panels by Ascii.Compose),
side by side on a wide terminal, one above the other on a narrow one.
mix ascii.top
mix ascii.top --interval 2 --mode ansi256 --no-parts

Pictures to keep
mix ascii.svg writes a frame as an SVG (Ascii.Render.SVG), for a
README or a slide, taking the same flags as ascii.play:
mix ascii.svg big-text --option text=hello --ink ff5f6d,ffc371
mix ascii.svg gauge --option value=72 --parts --background 0d1117 --foreground c9d1d9

ANSI colour
Ascii.Render.ANSI turns a frame into text with colour escapes:
24-bit colour (:truecolor, the default), the nearest of xterm's 256
(:ansi256) where 24-bit is not supported, or none (:mono). It writes one
escape a run of colour, paints a scene's ground behind it (unless
ground: false), and resets at the end of every line so nothing bleeds.
alias Ascii.Render.ANSI

{frame, _} = Ascii.new!("ubuntu") |> Ascii.frame(0.0)
IO.puts(ANSI.render(frame))
IO.puts(ANSI.render(frame, mode: :ansi256))

# Text pieces, and coloured ones drawn with color: false, are plain text.
{text, _} = Ascii.new!("donut") |> Ascii.frame(0.0)
IO.iodata_to_binary(ANSI.render(text)) == text.text
#=> true

# Unless given an ink, which they are written in.
{inked, _} = Ascii.new!("donut", ink: "#7fdbca") |> Ascii.frame(0.0)
IO.iodata_to_binary(ANSI.render(inked)) =~ "\e[38;2;127;219;202m"
#=> true

# Or colours for their parts; the rest in the terminal's own foreground.
{boot, _} = Ascii.new!("boot-log", parts: %{"status.warn" => "#d29922"}) |> Ascii.frame(0.0)
IO.iodata_to_binary(ANSI.render(boot)) =~ "\e[38;2;210;153;34m[ WARN ]"
#=> true
To animate in place, move the cursor home before each frame; hide it while
playing:
alias Ascii.Render.ANSI

IO.write([ANSI.hide_cursor(), ANSI.clear()])

Ascii.stream!("spinners")
|> Enum.take(12)
|> Enum.each(fn frame ->
  IO.write([ANSI.home(), ANSI.render(frame)])
end)

IO.write([ANSI.reset(), ANSI.show_cursor(), "\n"])
Writing only what changed
A terminal that already shows a frame needs only what changed in the next:
ANSI.changes/3 moves the cursor to each run of cells that changed and
writes it, and writes nothing at all when nothing did. Most pieces change a
few cells in a hundred a frame, so over SSH or a serial console this is
far less to send than the whole frame. :at places the frame elsewhere on
the screen.
alias Ascii.Render.ANSI

anim = Ascii.new!("night-coast")
{a, anim} = Ascii.frame(anim, 1.0)
{b, _anim} = Ascii.frame(anim, 1.1)

IO.write([ANSI.clear(), ANSI.changes(nil, a)])
IO.write(ANSI.changes(a, b))

whole = b |> ANSI.render() |> IO.iodata_to_binary() |> byte_size()
changed = a |> ANSI.changes(b) |> IO.iodata_to_binary() |> byte_size()
changed * 4 < whole
#=> true
mix ascii.play writes this way. Ascii.Frame.changes/3 gives the
same runs as data, for drawing them some other way.
Playing in real time
Ascii.Player is a process that draws a frame every 1/fps seconds and
hands it on, keeping its pace against the monotonic clock. Give it a
:callback to draw straight away:
alias Ascii.{Player, Render.ANSI}

draw = fn frame -> IO.write([ANSI.home(), ANSI.render(frame)]) end

IO.write([ANSI.hide_cursor(), ANSI.clear()])
{:ok, player} = Player.start_link(piece: "matrix-rain", callback: draw)
Process.sleep(300)
Player.stop(player)
IO.write([ANSI.reset(), ANSI.show_cursor(), "\n"])
Or receive frames as messages, which suits a GenServer that does other work
too. Each message carries the player's ref, so one process can listen to
several players:
{:ok, player} = Ascii.Player.start_link(piece: "donut", fps: 30)
ref = Ascii.Player.ref(player)

receive do
  {:ascii_frame, ^ref, frame} -> frame.rows
end
#=> 22
pause/1, resume/1 and set_fps/2 control it; play time does not advance
while paused, so a piece resumes where it was. The player stops when its
owner, the process it sends to, exits.
A piece that closes a loop (sixty do, every logo among them) is drawn once
a frame of its cycle and then repeated, so after one cycle it costs the
player nothing.
Live data
set_options/2 gives a playing piece new options, such as a reading for a
gauge or the latest samples for a sparkline, and sends the new picture at
once:
{:ok, gauge} = Ascii.Player.start_link(piece: "gauge", options: %{label: "load", value: 20})
:ok = Ascii.Player.set_options(gauge, value: 85)
Ascii.Player.frame(gauge).text =~ "85%"
#=> true
See Live data for the pieces that take
data, and the ExRatatui guide for a
dashboard. Ascii.BEAM and Ascii.Telemetry give readings to feed
them; Ascii.Player.handle_event/2 gives a playing piece a key.
Panels and layouts
Without a terminal UI library, Ascii.Compose puts frames together into
one: each in a bordered panel with a title, side by side or one above
another, rules between sections, and fit/4 to cut or pad the whole to the
terminal. The result is a frame, so ANSI.changes/3 writes only what
changed of all of it:
alias Ascii.Compose

{gauge, _} = Ascii.new!("gauge", options: %{label: "load", value: 40}) |> Ascii.frame(1.0)
{log, _} = Ascii.new!("boot-log", options: %{steps: [%{text: "ready", status: "ok"}]}) |> Ascii.frame(1.0)

board =
  Compose.above([
    Compose.beside([Compose.panel(gauge, title: "load"), Compose.panel(log, title: "boot", style: :double)]),
    Compose.divider(128, label: "q to quit", style: :dotted)
  ])

{board.cols, board.rows}
#=> {128, 21}

screen = Compose.fit(board, 80, 24, align: :left, valign: :top)
{screen.cols, screen.rows}
#=> {80, 24}
Each tick, draw each piece's frame at the play time, put them together, and
write the changes; Mix.Tasks.Ascii.Top is a whole example. A coloured
scene's ground is dropped where the frames do not share one, so give the
whole a ground: or play scenes on a dark terminal.
Sharing a player
Any number of processes can subscribe/1 to one player, and frame/1
returns its latest frame. A player with no owner (to: nil, or started by a
supervisor) sends only to its subscribers, and while it has none it holds
its frame and does no work:
{:ok, shared} = Ascii.Player.start_link(piece: "spinners", to: nil)
Ascii.Player.frame(shared).t
#=> 0.0

:ok = Ascii.Player.subscribe(shared)
ref = Ascii.Player.ref(shared)

receive do
  {:ascii_frame, ^ref, frame} -> frame.t > 0
end
#=> true
Under a supervisor, {Ascii.Player, piece: "donut", name: MyApp.Donut}
starts one with no owner: it never sends frames to the supervisor. Its name
is its child id, so one supervisor can hold several players.
In a script or an escript
A one-off script needs nothing else:
# needs: a file, run with `elixir clock.exs`
Mix.install([{:ascii, "~> 0.3.0"}])

alias Ascii.Render.ANSI
IO.write([ANSI.hide_cursor(), ANSI.clear()])
{:ok, _} = Ascii.Player.start_link(piece: "analog-clock", callback: &IO.write([ANSI.home(), ANSI.render(&1)]))
Process.sleep(:infinity)
In an escript or a release, the same code runs; restore the cursor
(ANSI.show_cursor/0) on your way out. For a full-screen app with layout,
widgets and key handling, see the ExRatatui guide, and its
ready-made viewer.
Size
Pieces are drawn at their own size (frame.cols × frame.rows); a terminal
narrower than that wraps lines and garbles the picture. Most text pieces are
at most 80×32. Scenes are 200×100 with square cells (frame.cell == 1), so
they need a very large terminal or a small font; color: false and a
logo or text piece suit ordinary terminals better.


  

    ExRatatui

ExRatatui brings the Rust
ratatui terminal UI library to Elixir: widgets, layout,
key and mouse events, and supervised TUI apps that run in a local terminal,
over SSH or across distributed Erlang. Ascii.ExRatatui makes frames into
ratatui widgets, so the components (a file tree, meters, gauges, a boot log)
sit in your terminal UI beside ratatui's own, and Ascii.ExRatatui.Viewer
is a ready-made app that plays pieces full screen. ExRatatui is an optional dependency of this
library: add it to your project to have both. Written against ExRatatui 0.17.
# needs: mix.exs
{:ascii, "~> 0.3.0"},
{:ex_ratatui, "~> 0.17"}
The viewer
In a terminal:
mix run -e 'Ascii.ExRatatui.Viewer.run(piece: "donut")'

Space pauses, ← and → step through the pieces, q quits. It takes the pieces
to step through, options for the first, and how to draw colour:
# needs: a real terminal
Ascii.ExRatatui.Viewer.run(pieces: ~w(donut elixir matrix-rain), mode: :ansi256)
With interactive: true, keys go to a piece that can be used first (a file
tree's arrows, a form's typing), and those it has no use for to the viewer:
# needs: a real terminal
Ascii.ExRatatui.Viewer.run(piece: "file-tree", options: %{walk: false}, interactive: true)
Coloured pieces want a terminal with 24-bit colour, which most modern ones
have; mode: :ansi256 takes the nearest of xterm's 256 colours instead.
Scenes are 200 columns wide: in a smaller window the viewer shows their
middle.
Frames as widgets
A frame is a widget, so [{frame, rect}] in render/2 draws it from the
top left of rect. Ascii.ExRatatui.place/3 gives it a rect of its own
size, centred in an area, in a titled box if you like:
alias ExRatatui.Layout.Rect

{:ok, frame} = Ascii.still("elixir")
area = %Rect{x: 0, y: 0, width: 80, height: 40}
{paragraph, rect} = Ascii.ExRatatui.place(frame, area, title: "elixir")
rect
#=> %ExRatatui.Layout.Rect{x: 20, y: 5, width: 40, height: 30}
Too big for its area, a frame fills it and shows its middle. For text of
your own composing, Ascii.ExRatatui.lines/2 gives the frame as ratatui
lines, a span to each run of one colour. All three take mode: :ansi256.
An app of your own
ExRatatui.App gives a LiveView-like app: mount/1, render/2,
handle_event/2 and handle_info/2. An Ascii.Player keeps the time and
sends the app each frame, so render/2 only places the latest:
defmodule MyApp.ArtTUI do
  use ExRatatui.App

  alias ExRatatui.Event.Key
  alias ExRatatui.Layout.Rect

  @impl true
  def mount(opts) do
    {:ok, _player} = Ascii.Player.start_link(piece: Keyword.get(opts, :piece, "donut"))
    {:ok, %{frame: nil}}
  end

  @impl true
  def render(%{frame: nil}, _size), do: []

  def render(%{frame: frame}, size) do
    area = %Rect{x: 0, y: 0, width: size.width, height: size.height}
    [Ascii.ExRatatui.place(frame, area, title: "art")]
  end

  @impl true
  def handle_info({:ascii_frame, _ref, frame}, state), do: {:noreply, %{state | frame: frame}}
  def handle_info(_message, state), do: {:noreply, state}

  @impl true
  def handle_event(%Key{code: "q", kind: "press"}, state), do: {:stop, state}
  def handle_event(_event, state), do: {:noreply, state}
end
Start it under a supervisor, {MyApp.ArtTUI, piece: "night-coast"}, or from a
script with MyApp.ArtTUI.start_link(piece: "donut"). In a standalone script,
add a terminate/2 that calls System.stop(0) so quitting ends the program.
Keys and clicks
A piece that can be used (see
Keys and clicks) takes ExRatatui's
events through Ascii.ExRatatui.handle_event/3: a key by its code, and
a left click as the frame's cell under it, wherever place/3 put the
picture (its box, centring and scroll allowed for). Keep the animation in
your state rather than a player, and what was chosen is in its options:
alias ExRatatui.Event.{Key, Mouse}
alias ExRatatui.Layout.Rect

tree = Ascii.new!("file-tree", options: %{walk: false, paths: ["lib/app.ex", "mix.exs"], root: "app"})
{picture, tree} = Ascii.frame(tree, 0.0)
placed = Ascii.ExRatatui.place(picture, %Rect{x: 0, y: 0, width: 80, height: 30}, title: "files")

{:ok, tree} = Ascii.ExRatatui.handle_event(tree, %Key{code: "down", kind: "press"}, placed)
tree.options.cursor
#=> "lib/"

# A click on the row of mix.exs, where it is on the screen.
{_paragraph, rect} = placed
{:ok, tree} = Ascii.ExRatatui.handle_event(tree, %Mouse{kind: "down", button: "left", x: rect.x + 15, y: rect.y + 3}, placed)
tree.options.cursor
#=> "mix.exs"
In an ExRatatui.App, call it from handle_event/2 with the placed your
render/2 used (keep the screen's size in state from %ExRatatui.Event.Resize{}
events, or lay the screen out the same way in both), and start the app with
mouse_capture: true for clicks. Ascii.ExRatatui.event/2 gives the
piece's event alone, for a key you want to look at first.
A live dashboard
The UI and data pieces take your own data (see
Live data), so they make dashboard widgets:
a sparkline of samples, a gauge of a reading, a progress bar, an htop-style
cpu-meters. Keep each as an animation, take new data up with
Ascii.put_options!/2 as it comes, and draw on a timer. Here, the VM's
memory and process count, sampled every second, one under the other:
defmodule MyApp.Dashboard do
  use ExRatatui.App

  alias ExRatatui.Event.Key
  alias ExRatatui.Layout
  alias ExRatatui.Layout.Rect

  @series %{label: "memory", unit: " mb", values: []}

  @impl true
  def mount(_opts) do
    memory =
      Ascii.new!("sparkline", options: %{series: [@series], range: false, cols: 60, rows: 3})

    procs =
      Ascii.new!("gauge",
        options: %{label: "processes", unit: "", max: 1000, value: :erlang.system_info(:process_count)}
      )

    send(self(), :sample)
    send(self(), :tick)
    {:ok, %{memory: memory, procs: procs, samples: [], frames: [], t: 0.0}}
  end

  @impl true
  def render(state, size) do
    area = %Rect{x: 0, y: 0, width: size.width, height: size.height}
    heights = for {_title, art} <- state.frames, do: {:length, art.rows + 2}
    rects = Layout.split(area, :vertical, heights ++ [{:min, 0}])

    for {{title, art}, rect} <- Enum.zip(state.frames, rects),
        do: Ascii.ExRatatui.place(art, rect, title: title)
  end

  # New data: taken up by each piece, drawn on the next tick.
  @impl true
  def handle_info(:sample, state) do
    mb = div(:erlang.memory(:total), 1_048_576)
    samples = Enum.take(state.samples ++ [mb], -60)
    memory = Ascii.put_options!(state.memory, series: [%{@series | values: samples}])
    procs = Ascii.put_options!(state.procs, value: :erlang.system_info(:process_count))
    Process.send_after(self(), :sample, 1000)
    {:noreply, %{state | memory: memory, procs: procs, samples: samples}, render?: false}
  end

  def handle_info(:tick, state) do
    t = state.t + 0.1
    {memory_frame, memory} = Ascii.frame(state.memory, t)
    {procs_frame, procs} = Ascii.frame(state.procs, t)
    Process.send_after(self(), :tick, 100)
    frames = [{"memory", memory_frame}, {"processes", procs_frame}]
    {:noreply, %{state | memory: memory, procs: procs, frames: frames, t: t}}
  end

  @impl true
  def handle_event(%Key{code: "q", kind: "press"}, state), do: {:stop, state}
  def handle_event(_event, state), do: {:noreply, state}
end
The gauge's needle swings from its last reading to each new one; the
sparkline scrolls as samples come. Pieces with a size of their own (the
sparkline's cols and rows here) give frames of that size, so the layout
follows art.rows. ratatui already writes only the cells that change
between draws.
A piece is just a {widget, rect} in the list render/2 returns, so it can
sit beside lists, tables and ratatui's own gauges in any ExRatatui.Layout.
Colouring parts
Pieces that know their parts (a file tree's folders and files, a boot log's
statuses, a meter's bars; see Ascii.Parts) take a colour for each with
:parts, so a widget can match the rest of your UI: files by type, warnings
in your warning colour. Pass it to Ascii.new/2 or the player, or
parts: true for the colours each piece suggests. Parts given no colour are
drawn in the terminal's own.
parts = %{"folder" => "#58a6ff", "file.md" => "#d29922", "branch" => "#8b949e"}
{tree, _} = Ascii.new!("file-tree", parts: parts) |> Ascii.frame(3.0)

[_root, _docs, guide | _] = Ascii.ExRatatui.lines(tree)
Enum.map(guide.spans, &{String.trim(&1.content), &1.style.fg})
#=> [{"│   ├──", {:rgb, 139, 148, 158}}, {"guide.md", {:rgb, 210, 153, 34}}]
Over SSH and across nodes
An app can be served over SSH, each client getting its own session (and so
its own animation), or attached to from another node. The viewer serves as
it is; give each transport its own child id:
# needs: an SSH host key in /data/ssh
children = [
  Supervisor.child_spec(
    {Ascii.ExRatatui.Viewer,
     transport: :ssh, port: 2222, system_dir: "/data/ssh", app_opts: [piece: "matrix-rain"]},
    id: :art_over_ssh
  ),
  Supervisor.child_spec({Ascii.ExRatatui.Viewer, transport: :distributed}, id: :art_over_dist)
]
Then ssh -p 2222 host. system_dir holds the daemon's host key (make one
with ssh-keygen -t ed25519 -N "" -f /data/ssh/ssh_host_ed25519_key), and
the other options of OTP's :ssh.daemon/2, such as :user_dir and
:pwdfun, say who may log in. This is a good fit for a Nerves
device.
Testing
ExRatatui's test_mode: {width, height} runs an app headlessly, and
ExRatatui.Runtime.inject_event/2 drives keys, so an art app is tested like
any other:
alias ExRatatui.Event.Key
alias ExRatatui.Runtime

{:ok, pid} = MyApp.ArtTUI.start_link(piece: "spinners", test_mode: {60, 30}, name: nil)
Process.sleep(300)
Runtime.snapshot(pid).render_count > 1
#=> true
Runtime.inject_event(pid, %Key{code: "q", kind: "press"})
#=> :ok
To see what was drawn, draw it into an ExRatatui.CellSession and read the
cells back:
alias ExRatatui.CellSession

session = CellSession.new(38, 28)
:ok = CellSession.draw(session, [{frame, %Rect{x: 0, y: 0, width: 38, height: 28}}])
cells = CellSession.take_cells(session).cells
Enum.at(cells, 1 * 38 + 17).symbol
#=> "_"
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In a Livebook notebook, Kino
shows a piece as HTML, and Kino.animate/3 plays it. These examples were
written against Kino 0.19.
# needs: a notebook's setup cell
Mix.install([
  {:kino, "~> 0.19"},
  {:ascii, "~> 0.3.0"}
])
A helper
Ascii.Render.HTML gives the inside of a <pre>, escaped, with coloured
pieces as spans of their palette; wrap it and hand it to Kino.HTML:
# needs: kino
defmodule Art do
  @style "margin:0;line-height:1.2;letter-spacing:0;white-space:pre;font-family:monospace;font-size:12px"

  def kino(%Ascii.Frame{} = frame) do
    ground = if frame.colors && frame.ground, do: ";background:" <> frame.ground, else: ""
    html = ["<pre style=\"", @style, ground, "\">", Ascii.Render.HTML.render(frame), "</pre>"]
    Kino.HTML.new(IO.iodata_to_binary(html))
  end
end
A still
# needs: kino
Ascii.new!("elixir") |> Ascii.frame(0.0) |> elem(0) |> Art.kino()
Playing
Kino.animate/3 calls a function every interval with the tick number and a
state of your choosing, and shows what it returns. Keep the animation as the
state, so pieces with state between frames play correctly:
# needs: kino
{:ok, anim} = Ascii.new("donut")
interval = round(1000 / anim.fps)

Kino.animate(interval, anim, fn i, anim ->
  {frame, anim} = Ascii.frame(anim, i * interval / 1000)
  {:cont, Art.kino(frame), anim}
end)
Return :halt instead of {:cont, …} to stop, for example after a number of
ticks.
Live data
The UI and data pieces draw your own data (see
Live data). Take new readings up with
Ascii.put_options!/2 as the animation plays, here once a second, and
the gauge's needle swings to each:
# needs: kino
{:ok, anim} = Ascii.new("gauge", options: %{label: "run queue", max: 20, value: 0})

Kino.animate(100, anim, fn i, anim ->
  anim =
    if rem(i, 10) == 0,
      do: Ascii.put_options!(anim, value: :erlang.statistics(:total_run_queue_lengths)),
      else: anim

  {frame, anim} = Ascii.frame(anim, i * 0.1)
  {:cont, Art.kino(frame), anim}
end)
Options and controls
Kino's inputs make a small explorer. Options typed into a form are checked
against the piece's defaults, so a mistyped key comes back as an error rather
than a crash:
# needs: kino
piece = Kino.Input.select("piece", Enum.map(Ascii.pieces(category: :logos), &{&1, &1}))
paper = Kino.Input.checkbox("paper")
Kino.Layout.grid([piece, paper], columns: 2)
# needs: kino, and the cell above
{:ok, anim} = Ascii.new(Kino.Input.read(piece), paper: Kino.Input.read(paper))

Kino.animate(33, anim, fn i, anim ->
  {frame, anim} = Ascii.frame(anim, i * 0.033)
  {:cont, Art.kino(frame), anim}
end)
Text and terminal output
For a text piece, Kino.Text is enough, and with terminal: true it renders
ANSI escapes, so Ascii.Render.ANSI works too (in 256 colours, to be
safe):
# needs: kino
{frame, _} = Ascii.new!("arch-linux") |> Ascii.frame(0.0)
frame |> Ascii.Render.ANSI.render(mode: :ansi256) |> IO.iodata_to_binary() |> Kino.Text.new(terminal: true)
Scenes are 200×100 cells: at a small font size they fit a notebook's width.
They take a moment to set up (Ascii.new/2), so make the animation once
and keep it in a variable.


  

    Nerves

Ascii is pure Elixir with no required dependencies and no NIFs, so it
cross-compiles to every Nerves target as it is.
A device can show pieces on its console, to anyone who connects over SSH, or
on a display.
# needs: a Nerves project's mix.exs
def deps do
  [
    {:ascii, "~> 0.3.0"},
    # ...
  ]
end
Leave phoenix_live_view out unless the device serves a web page.
On the console
IEx on the device, over the serial console, HDMI or
nerves_ssh (ssh nerves.local), is a
terminal like any other, so everything in the
terminal guide works there:
alias Ascii.{Player, Render.ANSI}

IO.write([ANSI.hide_cursor(), ANSI.clear()])
{:ok, player} = Player.start_link(piece: "spinners", callback: &IO.write([ANSI.home(), ANSI.render(&1)]))
Process.sleep(200)
Player.stop(player)
IO.write([ANSI.reset(), ANSI.show_cursor()])
The callback runs in the player's process, which writes to the group leader
it was started with: start it from an SSH session and it draws in that
session. Serial terminals vary; mode: :ansi256 or mode: :mono is the safe
choice there, and text pieces read well in one ink.
A serial line is slow, so after the first frame write only what changed
(ANSI.changes/3, see the terminal guide):
a drawer that keeps the frame before.
alias Ascii.{Player, Render.ANSI}

draw = fn draw, prev ->
  receive do
    {:ascii_frame, _ref, frame} ->
      IO.write(ANSI.changes(prev, frame, mode: :ansi256))
      draw.(draw, frame)

    :stop ->
      :ok
  end
end

IO.write([ANSI.hide_cursor(), ANSI.clear()])
drawer = spawn(fn -> draw.(draw, nil) end)
{:ok, player} = Player.start_link(piece: "spinners", to: drawer)
Process.sleep(200)
Player.stop(player)
send(drawer, :stop)
IO.write([ANSI.reset(), ANSI.show_cursor()])
A TUI over SSH
ExRatatui runs on Nerves (its NIF is precompiled for the
ARM and RISC-V Linux targets) and serves an app over SSH. With it as a
dependency, Ascii.ExRatatui.Viewer is such an app: add it to your
supervision tree and every visitor gets a full-screen piece with its own
animation, and ← and → to step through the rest. The host key lives on the
writable /data partition:
# needs: ex_ratatui, and an SSH host key in /data/ssh
children = [
  {Ascii.ExRatatui.Viewer,
   transport: :ssh, port: 2222, system_dir: "/data/ssh", app_opts: [piece: "matrix-rain"]}
]
Under a supervisor
Started by a supervisor, Ascii.Player has no owner to send frames to.
Give it a :callback to draw each frame, or let processes subscribe/1 to
it (see the terminal guide):
# needs: a supervision tree
children = [
  {Ascii.Player, piece: "analog-clock", fps: 1, callback: &MyDevice.Screen.draw/1}
]
start_link/1 returns as soon as the player is running, and the player sets
its piece up in its own process. Text pieces take microseconds, but scenes
take a second or more on a small board (they precompute their sky and
terrain), and the rest of the tree starts meanwhile.
The data pieces show readings (see
Live data), so a supervised player can show
a sensor: name it, and give it each reading with set_options/2.
# needs: a supervision tree and a sensor
children = [
  {Ascii.Player,
   piece: "gauge",
   name: MyDevice.TempGauge,
   options: %{label: "cpu", unit: "°c", min: 20, max: 90, value: 40},
   callback: &MyDevice.Screen.draw/1}
]

# wherever the sensor is read
Ascii.Player.set_options(MyDevice.TempGauge, value: MyDevice.Sensor.celsius())
A piece that closes a loop is drawn once a frame of its cycle and then
replayed (up to a megabyte of frames), which on a small board is most of
its cost saved; cache: false turns that off.
On a display
A frame is plain data: lines of characters and, for a coloured piece,
colors, a palette index for every cell. A display needs pixels, and the
quickest picture is one block of colour a cell. That suits scenes (their
cells are square, frame.cell == 1) and logos; text pieces need a font to be
drawn, so on a pixel display use Scenic's text
in a monospaced font, or your own glyphs.
This turns a frame into rows of pixels, scale pixels a cell across and
scale * frame.cell down, in 16-bit RGB565 or 32-bit XRGB8888. Blank cells
show the scene's ground (or black), as they do on a canvas:
defmodule MyDevice.Pixels do
  alias Ascii.Frame

  @doc "The frame as a list of pixel rows."
  def rows(%Frame{colors: colors} = frame, bits, scale \\ 1) when is_binary(colors) do
    # nil in a palette is your own ink: parts given no colour of their own.
    palette = frame.palette |> Enum.map(&pixel(&1 || "#ffffff", bits)) |> List.to_tuple()
    blank = pixel(frame.ground || "#000000", bits)

    for {line, y} <- Enum.with_index(frame.lines),
        row = draw_row(line, y, frame.cols, colors, palette, blank, scale),
        _ <- 1..(scale * frame.cell) do
      row
    end
  end

  defp draw_row(line, y, cols, colors, palette, blank, scale) do
    for {char, x} <- Enum.with_index(String.codepoints(line)), into: <<>> do
      pixel = if char == " ", do: blank, else: elem(palette, :binary.at(colors, y * cols + x))
      :binary.copy(pixel, scale)
    end
  end

  # Framebuffers hold pixels in the CPU's byte order: little-endian on ARM.
  defp pixel(<<"#", hex::binary-size(6)>>, 16) do
    <<r, g, b>> = Base.decode16!(hex, case: :mixed)
    <<div(r, 8) * 2048 + div(g, 4) * 32 + div(b, 8)::16-little>>
  end

  defp pixel(<<"#", hex::binary-size(6)>>, 32) do
    <<r, g, b>> = Base.decode16!(hex, case: :mixed)
    <<b, g, r, 0>>
  end
end

{frame, _} = Ascii.new!("debian") |> Ascii.frame(0.0)
rows = MyDevice.Pixels.rows(frame, 16, 2)
{length(rows), byte_size(hd(rows))} == {frame.rows * frame.cell * 2, frame.cols * 2 * 2}
#=> true
Many SPI panels driven directly (over circuits_spi) take RGB565 big-endian
instead: write ::16-big.
On Linux, a display with a framebuffer driver is /dev/fb0, whose pixel
format is in /sys/class/graphics/fb0/bits_per_pixel and row length in
bytes in /sys/class/graphics/fb0/stride. A small GenServer can play a piece
onto it:
# needs: a device with a framebuffer
defmodule MyDevice.Screen do
  use GenServer

  def start_link(opts), do: GenServer.start_link(__MODULE__, opts, name: __MODULE__)

  @impl true
  def init(opts) do
    {:ok, fb} = :file.open(~c"/dev/fb0", [:read, :write, :raw, :binary])
    {:ok, _player} = Ascii.Player.start_link(piece: Keyword.get(opts, :piece, "kyoto-dusk"), fps: 10)
    {:ok, %{fb: fb, bits: sysfs("bits_per_pixel"), stride: sysfs("stride"), scale: Keyword.get(opts, :scale, 2)}}
  end

  @impl true
  def handle_info({:ascii_frame, _ref, frame}, state) do
    frame
    |> MyDevice.Pixels.rows(state.bits, state.scale)
    |> Enum.with_index()
    |> Enum.each(fn {row, y} -> :ok = :file.pwrite(state.fb, y * state.stride, row) end)

    {:noreply, state}
  end

  defp sysfs(name) do
    ("/sys/class/graphics/fb0/" <> name) |> File.read!() |> String.trim() |> String.to_integer()
  end
end
The player is started in init/1, so it sends its frames to the screen
process and stops with it. If the kernel console also draws on fb0, move it
to the serial port in your cmdline.txt (or equivalent), or it will write
over the picture.
Choosing pieces for a small board
A Raspberry Pi Zero is many times slower than a laptop. Text pieces, logos
and distros cost well under a millisecond a frame on a laptop and are fine
anywhere; scenes cost 2 to 14 ms a frame there, so on a small board give
them a low fps (5 to 10) and measure. In IEx on the device:
anim = Ascii.new!("night-coast")
{_frame, anim} = Ascii.frame(anim, 0.0)
{micros, _} = :timer.tc(fn -> Ascii.frame(anim, 1.0) end)
micros > 0
#=> true
A piece that closes a loop (meta.loop, sixty of them) costs nothing after
its first cycle if you keep it: draw it once with Ascii.loop/1 and
show the frames in turn. A logo's cycle is 150 frames of a few kilobytes.
Several pieces on one screen
A device's screen is one frame: put several pieces' frames together with
Ascii.Compose (panels with titles, side by side, one above another)
and draw the result as you would one piece's, cell by cell. fit/4 cuts or
pads it to exactly the screen's cells.
alias Ascii.Compose

{gauge, _} = Ascii.new!("gauge", options: %{label: "temp", unit: "°", max: 90, value: 48, cols: 43, rows: 15}) |> Ascii.frame(2.0)
{timer, _} = Ascii.new!("digital-clock", options: %{timer: "up", label: "uptime", seconds: false}) |> Ascii.frame(90.0)

screen = Compose.above([Compose.panel(gauge, title: "board"), Compose.panel(timer, title: "since boot")])
screen = Compose.fit(screen, 80, 30, valign: :top)
{screen.cols, screen.rows}
#=> {80, 30}
A digital clock's timer counts on play time, so it needs no clock at all.
Clocks
Pieces that read the clock (analog-clock, digital-clock, calendar,
sundial, landscape) show the system's local time, so they are only as
right as the device's clock: most boards have no battery-backed clock and
take the time from the network (nerves_time
does this in the default Nerves setup). The local time zone is UTC unless you
set one, with nerves_time_zones for
example. To draw a particular moment instead, pass a DateTime as now: to
Ascii.frame/3 or the components; its offset sets the local time.


  

    Drawing frames yourself

Every renderer in this library takes an Ascii.Frame, and so can yours.
A frame is plain data with no processes or resources behind it, so it can be
stored, sent between nodes, or turned into anything that can show a grid of
characters.
Cells
lines holds rows lines of exactly cols characters (code points: count
and split them with String.codepoints/1, not by bytes). A coloured piece
drawn in colour also has colors, one byte a cell, row by row, indexing
palette. Walk them together:
{frame, _} = Ascii.new!("ubuntu") |> Ascii.frame(0.0)

cells =
  for {line, y} <- Enum.with_index(frame.lines),
      {char, x} <- Enum.with_index(String.codepoints(line)) do
    {x, y, char, Enum.at(frame.palette, :binary.at(frame.colors, y * frame.cols + x))}
  end

length(cells) == frame.cols * frame.rows
#=> true
Ascii.Frame.color_at/3 does the lookup for one cell. For speed, turn the
palette into a tuple once a frame and read colours a row at a time with
:binary.bin_to_list(colors, y * cols, cols).
A few rules every renderer here follows:
	colors is nil for text pieces, and for coloured ones made with
color: false: draw text in a single ink of your choice. Given an
:ink or :parts (see Ascii.Ink and Ascii.Parts), they have
colours too.
	A palette entry can be nil: those cells are in your own ink, as a
piece's parts are when only some of them have colours.
	ground is the colour behind a scene. Fill it behind a coloured frame;
blank cells show it.
	A space is blank, whatever its colour index. Merging spaces into the run
around them makes far fewer runs of colour.
	cell is a cell's height in cell widths: 2 for most pieces, the shape of
a character, and 1 for scenes, whose cells are square.

Runs of colour
Most outputs want runs of one colour rather than single cells. This groups
each row, letting spaces join the run they are in:
defmodule MyApp.Runs do
  @doc "Each row as `[{hex_colour, text}]`."
  def rows(%Ascii.Frame{colors: colors, palette: palette} = frame) when is_binary(colors) do
    palette = List.to_tuple(palette)

    for {line, y} <- Enum.with_index(frame.lines) do
      line
      |> String.codepoints()
      |> Enum.zip(:binary.bin_to_list(colors, y * frame.cols, frame.cols))
      |> Enum.reduce([], fn
        {" ", _}, [{color, text} | runs] -> [{color, text <> " "} | runs]
        {char, i}, [{color, text} | runs] when color == elem(palette, i) -> [{color, text <> char} | runs]
        {char, i}, runs -> [{elem(palette, i), char} | runs]
      end)
      |> Enum.reverse()
    end
  end
end

{frame, _} = Ascii.new!("elixir") |> Ascii.frame(0.0)
row = MyApp.Runs.rows(frame) |> Enum.at(14)
String.length(Enum.map_join(row, &elem(&1, 1))) == frame.cols
#=> true
What changed
Between one frame and the next most pieces change a few cells in a hundred.
Ascii.Frame.changes/3 gives just those, as runs along a row,
{y, x, text, colors}, the colours being the run's palette indices; a
display that already shows the frame before needs nothing else. With nil
before, it gives every row whole.
anim = Ascii.new!("night-coast")
{a, anim} = Ascii.frame(anim, 1.0)
{b, _anim} = Ascii.frame(anim, 1.1)

runs = Ascii.Frame.changes(a, b)
cells = runs |> Enum.map(fn {_y, _x, text, _colors} -> String.length(text) end) |> Enum.sum()
cells < b.cols * b.rows / 5
#=> true
Ascii.Render.ANSI.changes/3 writes them to a terminal, and the LiveView
player sends them to the browser.
SVG
An SVG keeps the characters as text, so it scales and can be copied: for a
README, an Open Graph image, or an email that allows SVG.
Ascii.Render.SVG writes one: each row a <text>, each run of one
colour a <tspan> placed at its column and held to its width, so the
columns line up in whatever monospace font the reader has.
{frame, _} = Ascii.new!("elixir") |> Ascii.frame(0.0)
svg = frame |> Ascii.Render.SVG.render(title: "the Elixir logo") |> IO.iodata_to_binary()
String.starts_with?(svg, "<svg") and svg =~ "<title>the Elixir logo</title>"
#=> true
File.write!("elixir.svg", svg) and open it in a browser, or from the
command line, mix ascii.svg elixir. Text pieces take :foreground
(the colour of the text around an inline SVG by default) and anything
:background; a CSS variable in a palette stays one, so an SVG inlined in a
page takes the page's colours. Frames put together with Ascii.Compose
are frames like any other: a dashboard as one picture.
A terminal recording
asciinema's .cast format is a JSON header and a
JSON line per burst of output, so Ascii.Render.ANSI makes a recording
anyone can replay in a terminal or embed with asciinema's web player:
defmodule MyApp.Cast do
  alias Ascii.Render.ANSI

  def record(piece, seconds) do
    anim = Ascii.new!(piece)
    step = 1 / max(anim.fps, 1)
    header = JSON.encode!(%{version: 2, width: anim.meta.cols, height: anim.meta.rows})

    {events, _anim} =
      Enum.map_reduce(0..round(seconds / step), anim, fn i, anim ->
        t = i * step
        {frame, anim} = Ascii.frame(anim, t)
        # A terminal's newline returns the cursor too; a recording must say so.
        out = [ANSI.home(), ANSI.render(frame)] |> IO.iodata_to_binary() |> String.replace("\n", "\r\n")
        {JSON.encode!([Float.round(t, 3), "o", out]), anim}
      end)

    Enum.join([header | events], "\n") <> "\n"
  end
end

cast = MyApp.Cast.record("spinners", 2)
cast |> String.split("\n", trim: true) |> length()
#=> 26
File.write!("spinners.cast", cast), then asciinema play spinners.cast.
Over the wire
To draw frames somewhere else, a browser, another service, a microcontroller,
send the data and let the other side draw. The palette is fixed for an
animation, so send it once; each frame is then its text and its colours:
{frame, _} = Ascii.new!("elixir") |> Ascii.frame(0.0)

once = JSON.encode!(%{cols: frame.cols, rows: frame.rows, cell: frame.cell, palette: frame.palette, ground: frame.ground})
each = JSON.encode!(%{text: frame.text, colors: Base.encode64(frame.colors)})

byte_size(each) < 5_000
#=> true
A logo's frame is a few kilobytes. A scene's is 20,000 cells, about 70 kB as
JSON: at 15 frames a second, a megabyte a second to each viewer. Two things
cut that down, and Ascii.Phoenix.PlayerLive does both: a scene changes
a few cells in a hundred a frame, so send only the runs of cells that
changed; and a piece that closes a loop (Ascii.loop/1) can be sent one
cycle, once, for the other side to repeat.
Between BEAM nodes, send the %Ascii.Frame{} itself. To share one
animation between many viewers, play it once and let them subscribe (see
the Phoenix guide).
Other displays
The Nerves guide turns frames into pixels for a
framebuffer or an SPI panel, and the ExRatatui guide into
ratatui spans; both are the walk above with a different output.


  

    Writing a piece

The built-in pieces are modules implementing Ascii.Piece, and yours can
be too. A piece module works everywhere a slug does: Ascii.new/2,
Ascii.render/3, Ascii.stream/2, Ascii.Player, the renderers
and the ascii/1 component.
The contract
A piece has three functions:
	meta/0 returns an Ascii.Meta: its name, what you see, its size in
cells, its frame rate, the default of every option, and, for a coloured
piece, its palette (and a ground, for a scene).
	init/1 receives the options (the defaults merged with what was asked
for, already checked) and returns a state. Precompute here.
	frame/3 receives the state, the play time t in seconds and an
Ascii.Env, and returns {text, colors, state}.

A first piece
defmodule MyApp.Pieces.Wave do
  @behaviour Ascii.Piece

  @cols 48
  @rows 9

  @impl true
  def meta do
    %Ascii.Meta{
      name: "wave",
      category: :generative,
      note: "a sine wave rolling by",
      cols: @cols,
      rows: @rows,
      fps: 20,
      options: %{speed: 1.0, crest: "~"},
      bounds: %{speed: {0.1, 10}},
      palette: ["#1d4e89", "#7fd1ff"]
    }
  end

  @impl true
  def init(%{speed: speed, crest: crest}) do
    # Options are checked against the defaults, so crest is a string; keep its
    # first character, so every line stays @cols wide.
    %{speed: speed, crest: crest |> String.codepoints() |> List.first("~")}
  end

  @impl true
  def frame(%{speed: speed, crest: crest} = state, t, env) do
    heights = for x <- 0..(@cols - 1), do: round((@rows - 1) * (1 + :math.sin(x / 5 + t * speed)) / 2)

    text =
      Enum.map_join(0..(@rows - 1), "\n", fn y ->
        for h <- heights, into: "", do: if(h == y, do: crest, else: " ")
      end)

    colors =
      if env.color?,
        do: for(y <- 0..(@rows - 1), _h <- heights, into: <<>>, do: <<if(y < @rows / 2, do: 1, else: 0)>>)

    {text, colors, state}
  end
end

{:ok, anim} = Ascii.new(MyApp.Pieces.Wave, options: %{"speed" => "3", "crest" => "≈"})
{frame, _anim} = Ascii.frame(anim, 1.0)
{length(frame.lines), frame.lines |> Enum.map(&String.length/1) |> Enum.uniq()}
#=> {9, [48]}
Options come in through Ascii.Options like a built-in piece's: only the
keys in meta.options, of the same kind as their defaults, and numbers
clamped to meta.bounds (or ±1,000,000 without one). Still, init/1 should
make any value it is given safe to draw, as crest is here.
Rules every piece keeps
	Exact size. The text is rows lines of exactly cols characters
(code points), joined by "\n", with no newline at the end. Every
renderer relies on it. text may be iodata.
	Colours only when asked. Return nil colours unless the piece has a
palette and env.color? is true; then a binary of cols * rows bytes, row
by row, each an index into the palette. With env.color? false a coloured
piece draws its one-ink version, as text.
	Paper. On a light page (env.paper) dense characters must still mean
dark, so a shaded piece reads its ramp from the other end:
ramp = if env.paper, do: String.reverse(@ramp), else: @ramp.
	A function of its inputs. A frame depends only on the state, t and
the env: no processes, no process dictionary, no wall clock. Pieces that
show the time set clock: true in their meta and read env.now
(nil means the system clock). Random pieces draw from a seeded
generator kept in the state (or seeded from the options), so the same
calls give the same frames.
	Any t. t usually grows by 1/fps, but a player can pause, skip,
or start over. A piece that steps a simulation should step by how far t
moved, cap a long jump, and cope with t going backwards.
	Cheap frames. Do the expensive work in init/1. Upstream's budget is
4 ms a frame for text pieces, and 10 ms for 200×100 scenes.

The built-in pieces use :math too, and Ascii.JSMath only where
JavaScript's numbers behave differently from Elixir's (Math.round rounds
halves up, % keeps the dividend's sign), to match upstream. Your own piece
has no upstream to match, so it needs neither.
Options from outside, a size, and live data
A few more things a piece can say, all optional:
	bounds in its meta: the range a numeric option is clamped to when
it comes from outside, such as %{speed: {0.1, 10}}.
	shapes in its meta: for an option whose default cannot show what
it takes, an example of what it does. An empty list takes strings
unless told otherwise, so a list of numbers says %{values: [0.0]}.
	size/1: the frame's size for the options, {cols, rows}, for a
piece that fits its data or a width. Every frame must be that size.
	update/2: the state for new options while it plays (see
Ascii.put_options/2), keeping what it can, so a needle swings on
from where it was. Without it, init/1 starts afresh.

defmodule MyApp.Pieces.Level do
  @behaviour Ascii.Piece

  @impl true
  def meta do
    %Ascii.Meta{
      name: "level",
      category: :data,
      note: "a bar that eases to its value",
      cols: 20,
      rows: 1,
      fps: 20,
      options: %{value: 0, width: 20},
      bounds: %{value: {0, 100}, width: {4, 200}}
    }
  end

  @impl true
  def size(%{width: width}), do: {trunc(width), 1}

  @impl true
  def init(%{value: value} = options), do: Map.merge(options, %{shown: value * 1.0, at: nil})

  # A new value: ease to it from what was shown, when it was shown.
  @impl true
  def update(state, options), do: options |> init() |> Map.merge(Map.take(state, [:shown, :at]))

  # Eases toward the value by how far play time moved since the last frame.
  @impl true
  def frame(%{value: value, shown: shown, width: width} = state, t, _env) do
    step = min(1.0, max(0.0, t - (state.at || t)) * 6)
    shown = shown + (value - shown) * step
    full = round(trunc(width) * shown / 100)
    text = [String.duplicate("█", full), String.duplicate("░", trunc(width) - full)]
    {text, nil, %{state | shown: shown, at: t}}
  end
end

anim = Ascii.new!(MyApp.Pieces.Level, options: %{value: 100, width: 10})
{frame, anim} = Ascii.frame(anim, 0.0)
frame.text
#=> "██████████"

anim = Ascii.put_options!(anim, value: 0)
{frame, _anim} = Ascii.frame(anim, 0.05)
frame.text
#=> "███████░░░"
Testing it
Check the contract over a run of times, in colour and not, on paper and not,
including a step backwards:
# needs: your test suite
defmodule MyApp.Pieces.WaveTest do
  use ExUnit.Case, async: true

  for color <- [true, false], paper <- [false, true] do
    test "frames fit the meta (color: #{color}, paper: #{paper})" do
      {:ok, anim} = Ascii.new(MyApp.Pieces.Wave, color: unquote(color), paper: unquote(paper))
      meta = anim.meta

      Enum.reduce([0.0, 0.5, 1.0, 2.5, 10.0, 1.0], anim, fn t, anim ->
        {frame, anim} = Ascii.frame(anim, t)
        assert length(frame.lines) == meta.rows
        assert Enum.all?(frame.lines, &(length(String.codepoints(&1)) == meta.cols))
        if unquote(color), do: assert(byte_size(frame.colors) == meta.cols * meta.rows), else: assert(frame.colors == nil)
        anim
      end)
    end
  end
end
Using it
alias MyApp.Pieces.Wave

Ascii.render!(Wave, 0.5) |> String.split("\n") |> length()
#=> 9

Ascii.stream!(Wave) |> Enum.take(3) |> Enum.map(& &1.t)
#=> [0.0, 0.05, 0.1]
Pass the module wherever a slug goes, in a template:
<Ascii.Phoenix.Components.ascii piece={MyApp.Pieces.Wave} />
<Ascii.Phoenix.player socket={@socket} id="wave" piece={MyApp.Pieces.Wave} />
or by name to the mix task, which looks for it among the modules of your
project and its dependencies:
mix ascii.play MyApp.Pieces.Wave --option speed=3

A piece module reaches the player's LiveView in its session, which only your
code writes. A string there, as from params, is always a slug: nothing from
outside can name a module.


  

    Porting notes

How ascii maps bas3line/ascii onto
Elixir, and every place JavaScript and Elixir disagree. Upstream is the source
of truth: where this port differs from upstream, the difference is listed
here. The pinned commit is in UPSTREAM.md.
The upstream contract
A piece is one TypeScript module, src/pieces/<slug>.ts, with no runtime
imports. It exports:
	meta: name (lowercase), category (one of 14), note (one lowercase
line, at most 72 characters), cols and rows (the frame size in cells),
fps (0 to 60; 0 is a still), and optionally options (defaults for every
option), clock: true (the picture reads the real time), palette (2 to 64
#rrggbb colours), ground (the colour behind it) and cell (1 for square
cells, else 2).
	a default function: takes the options, precomputes, and returns
frame(t, env), which returns the picture at t seconds as one string of
exactly rows lines of exactly cols characters, joined by \n.

env has two fields. paper is true when ink is dark on a light ground, and
shaded pieces flip their ramp for it. color, present only when a coloured
piece is drawn in colour, is a Uint8Array(cols * rows) that the frame
fills with palette indices, row by row. mount allocates one such buffer per
mounted piece and never clears it, so a cell a frame does not write keeps its
last index.
The frame function is a closure, and many pieces keep state in it: a
simulation stepped by how far t moved since the last call, or a cache keyed
on the minute. mount only ever calls it with t increasing from 0, by
min(dt, 100 ms) a frame while the piece is on screen.
Frames may use printable ASCII, ·, ° and U+2500–U+259F. Scenes may also
use • and ●. Text pieces are at most 80×32; scenes (category: "scenes",
which must have a palette and a ground) are at most 320×120. scripts/check.ts
enforces all of this, plus determinism (same t, same frame, unless clock),
"frame 0 is a good still", at least three distinct frames in six seconds for
an animated piece, and a time budget: 4 ms a frame on average and 30 ms at
worst, or 10 ms on average for a scene.
Logos (logos) and distros (distros) have a palette and no ground, and draw
from a second picture in colour (env.color present) than in one ink.
The Elixir mapping
	upstream	here
	src/pieces/<slug>.ts	Ascii.Pieces.<CamelName> in lib/ascii/pieces/<slug>.ex
	meta	Ascii.Piece.meta/0 returning %Ascii.Meta{}; options keyed by atoms
	the default function	Ascii.Piece.init/1: takes every option, merged with the defaults, and precomputes
	frame(t, env)	Ascii.Piece.frame/3: (state, t, env) to {iodata, colours, state}
	the closure's mutable state	the state term, threaded through by the caller
	env.paper	env.paper
	env.color (the buffer)	env.color? says whether colours are wanted; the frame returns them as a binary of cols * rows palette indices, row-major, or nil
	Date.now()	env.now, a DateTime (the golden tests pin it) or nil for the system clock; see Ascii.Kit.Clock
	load, names, isPiece	Ascii.Registry and Ascii.pieces/0,1, Ascii.meta/1
	mount	Ascii.new/2 + Ascii.frame/2, Ascii.Player, the Phoenix components

A piece that leaves some colour cells unwritten (upstream relies on the
buffer keeping old values) keeps its last colours in its state and starts
from zeros, which is what a fresh Uint8Array holds.
Categories are atoms written in code (:scenes, :logos, ...), never made
from input. Slugs are the upstream file names, as strings; looking one up
never creates an atom.
Options
Options passed to Ascii.new/2 (or a LiveView session, or the CLI) are
checked against the piece's defaults before init/1 sees them:
	keys must name a default option; string keys are matched against the
defaults' names, so no atom is ever created from input;
	each value must have the shape of its default (a number for a number, a
list of strings for a list of strings, a map with known keys for a map),
and strings from params are cast to numbers or booleans where the default
is one;
	numbers are clamped to the piece's meta.bounds for that option, or to
±1,000,000; a bound reaches inside an option of lists or maps, as a range
for every number in it or ranges by key (cpu-meters' process pids and
times, bar-chart's values and heatmap's counts go well past a million);
strings to 256 characters and lists to 256 entries.

Anything else is {:error, {:invalid_option, key}}. Upstream accepts
anything and lets the piece cope.
Numbers: :math, and what JS needs besides
Pieces shade with Math.sin, Math.exp, Math.pow and so on, and a cell's
character often sits on a threshold of one. Two facts shape how this port
computes them.
	:math is not V8. Erlang's :math calls the platform libm. V8 calls
its own port of fdlibm (src/base/ieee754.cc). Over random inputs they
disagree in the last bit for 4% (sin) to 17% (acos) of calls, and
macOS and glibc disagree with each other too.

	V8 itself differs between CPUs. Clang compiles ieee754.cc with
-ffp-contract=on, and on arm64, where fused multiply-add is always
available, it fuses a * b + c inside the polynomials. The darwin-arm64
Node disagrees with the darwin-x64 Node in the last bit of sin, cos,
tan, exp, log, log10, log1p, asin and (more rarely) pow for
up to about 0.5% of inputs. The fixtures are generated with x64 Node,
which runs fdlibm as written; the generators refuse to run on non-x64
Node. Regenerating every fixture with the arm64 Node gives identical
frames and colours for all 191 pieces all the same.


The port first answered (1) by transcribing fdlibm into pure Elixir, so
that every function agreed with x64 V8 bit for bit. Measured afterwards,
that bought nothing a picture shows: with :math in its place, every golden
frame of all 191 pieces still matches, on macOS (arm64) and on Linux (glibc,
arm64 and, in CI, x86-64), because a character rarely sits within a last bit
of its threshold. And :math is a BIF, several times faster than fdlibm in
Elixir: frames are 1.3 times faster overall, scenes 1.25 times, setup 1.35
times, and a few pieces that are little but math far more (galaxy 8.8
times). So the pieces call :math for the transcendental functions, and the
1,200 lines of fdlibm are gone.
What that costs: a frame can now, in principle, differ from upstream's in a
cell that sits within a last bit of a threshold, and from one platform to
another. The golden tests run on macOS and Linux and would show it. And the
chaotic simulations (double-pendulum, three-body, lorenz) drift apart from
upstream's, and between platforms, over a long run; the goldens cover the
times upstream's own checks play.
Ascii.JSMath keeps what JS does differently and Elixir has no answer
for, each agreeing with V8 bit for bit (test/fixtures/js_math.json holds
V8's answers and Ascii.JSMathTest requires them):
	Math.round (halves up, toward +infinity), % (the dividend's sign),
Math.fround, typed-array stores, toFixed and String(number);
	Math.hypot, which in V8 is not libm but Torque code that scales by the
largest argument and sums with Kahan compensation. It differs from
sqrt(a*a + b*b) in about a third of cases;
	Math.cbrt and Math.log1p, which :math does not have, as fdlibm
computes them (log(1 + x) loses what matters near 0).

sqrt is exactly rounded everywhere and is :math.sqrt/1.
JS → Elixir hazards
Every piece is checked against this list.
	32-bit integers. Math.imul, >>>, >>, <<, | 0, ^, & wrap at
32 bits; Elixir integers do not. Hashes and PRNGs go through
Ascii.Int32, never raw Bitwise on unbounded values. (x * 9) | 0 on
a float truncates toward zero, then wraps.
	Math.round rounds halves toward +∞: JSMath.round(-2.5) == -2.
Elixir's round/1 rounds halves away from zero. V8 computes it as
ceil(x), less one if that is more than half above x, which is also right
for 0.49999999999999994. All rounding helpers return integers.
	% is a truncated remainder with the dividend's sign, for floats too:
JSMath.mod/2 (C fmod). Pieces that want a true modulo write
((a % n) + n) % n upstream, and the port does the same.
	Division by zero, Infinity, NaN. Erlang floats cannot hold
infinities or NaN: 1 / 0.0 raises, and so does :math.exp(1000). Decided
once for the whole port: no sentinels. :math and JSMath raise
ArithmeticError wherever JS would produce Infinity or NaN. Each piece
guards the sites where upstream relies on one (for example
at = -Infinity meaning "no glint": the port uses nil and the branch it
implies). The golden tests at fixed times and the property tests at random
times both run every piece, so a missed guard fails loudly rather than
drawing something wrong.
	Typed arrays. A Float32Array stores Math.fround(x): the port rounds
through JSMath.fround/1 (<<x::float-32>>) at every store into one, which
matters for depth buffers compared against fresh doubles (donut).
Uint8Array, Int8Array, Int16Array and Uint16Array wrap (JSMath.u8/1
and friends); Uint8ClampedArray clamps and rounds halves to even
(JSMath.clamp_u8/1). No piece uses the clamped one.
	Reads past the end. a[i] out of range is undefined, which becomes
NaN in arithmetic and is falsy in a test. The port returns the value JS
would have ended up with at each such site (usually a branch not taken).
	Truthiness. 0, "" and NaN are falsy in JS; in Elixir only nil
and false are. Every if (x) on a number becomes x != 0.
	Strings. JS indexes UTF-16 code units. Every character a frame may
contain is in the BMP, so a code unit is a code point; the port works on
code points (or single-character binaries) and never on bytes, since ·,
° and the box drawing are two and three bytes in UTF-8. Option text with
characters outside the BMP would count differently (JS counts surrogate
pairs as two); that case is not reproduced.
	Closure state and time going backwards. Each piece's state is explicit
and threaded through; where upstream clamps t - last (doom-fire,
falling-sand) the port clamps the same way. When t decreases, the port
does what upstream does: usually it steps by zero and holds.
	The clock. The five clock: true pieces (analog-clock, calendar,
digital-clock, landscape, sundial) read env.now instead of
Date.now(). Local time comes from the DateTime's own offset. With
now: nil it is the system's local time.
	Sorting. Array.prototype.sort is stable in V8, as is Enum.sort/2.
Comparators of the form (a, b) => a.k - b.k become Enum.sort_by/3 on the
key, which keeps ties in order the same way.
	Iteration order. Map and Set iterate in insertion order in JS;
Elixir maps do not past 32 keys. The pieces that iterate one keep a list.
	Number formatting. toFixed rounds the exact binary value, halves away
from zero, and String(x) prints the shortest round-trip digits with JS's
own exponent rules. These are JSMath.to_fixed/2 and JSMath.to_string/1,
checked against V8.
	Negative zero. JS keeps -0 in doubles. Elixir integer arithmetic has
no -0. It only matters where a sign of zero is observed (atan2, 1/x),
and those sites stay in float arithmetic.

The bulk port found more, each now handled where it occurs:
	Assignments are expressions. d = (a[k] = x) gives d the unrounded
double while later reads of the Float32Array get the rounded one;
(f32[i] -= d) < 0 tests the unrounded value. A += into a
Float32Array rounds at every add, and a Float32Array used as a visit
marker (fire[k] += 2) changes the stored value. typedArray.map returns
a typed array, so its results are rounded too.
	Compound assignment groups the whole right side: x += a + b is
x + (a + b) and b *= A * B is b * (A * B); and + W + 40 is two
additions, not + (W + 40). mix(c, r, 1) is not exactly r.
	Loops. for (i = 0; i < x; i++) with a float x runs ceil(x)
times. for (; dt > eps; dt -= step) leaves sub-step remainders that must
be replayed. A JS loop with <= can run zero times, but Elixir's lo..hi
counts down when hi < lo: such ranges are written lo..hi//1.
continue skips the draws of rand() later in the same iteration.
	Order of visits. A JS Map iterates in insertion order, and updating
a key keeps its place (snake, ferris-wheel). Neighbours walked through a
linked list come out newest first (starlings). Velocities written during a
step are seen by later birds in the same step. A ring buffer may be summed
in raw index order, not oldest first (lorenz): float sums depend on order.
	Indexing. Neighbour lookups by flat index wrap across rows (candle,
hourglass); writes past a typed array's end are dropped; reads past it are
undefined, which may be "not a space" (bonsai).
	NaN that draws nothing. A negative base to a fractional power, a
sqrt of a rounding-negative, 0/0 from a zero-length segment: JS gets NaN,
every comparison with it is false, and the piece draws nothing there (or
draws its fallback character). The port takes that branch explicitly.
Infinity as a starting distance becomes a finite sentinel or nil.
	Elixir's own traps. / always gives a float, so (cols - 1) / 2 used
as an index or map key misses the integer key; Bitwise raises on a float
like 2 * 24.5. Math.max(0, x) in Elixir can return the integer 0. In a
for comprehension a binding whose value is false or nil filters the
element out. JS trim() trims U+FEFF but not U+0085, the opposite of
String.trim/1, and PCRE's $ matches before a final newline (anchor with
\z). A call to JSMath in a module attribute makes a compile-time
dependency; such constants are computed in init.
	Closures read final values. A closure that reads a variable the setup
code goes on changing sees its last value (form-controls), and a
module-level let is shared by every instance (planet).
	Seeds. Upstream sometimes passes an arbitrary number straight into
mulberry32, which adds, then truncates; Kit.Rand.seed/1 truncates first,
which differs for negative fractions, so those pieces call
Int32.mulberry32/1 with the raw value.
	Golden times are samples. They can miss whole phases of a cyclic
piece (maze's closing walls, landscape's night). Every batch also compared
long plays, random jumps backwards and forwards, and non-default options
against upstream in Node.

Speed without changing a bit
BEAM is several times slower than V8 at float arithmetic, and upstream's
scenes do tens of thousands of pow and exp calls a frame. Every piece
keeps upstream's results exactly; the ones that needed it are fast by these
means, in order of preference:
	Precompute what does not move, in init, as the very subexpressions
upstream computes (multiplication is not associative), down to whole
static cells.
	Skip work whose result is known: a term multiplied by an exact zero,
a term below half an ulp of the sum it joins, a cell provably outside a
shape, a frame where a term is static (night-coast's glow without a
flash), a memo of last frame's inputs per cell.
	Guard floats. is_float guards on hot functions and on values read
from tuples or lists let the compiler keep arithmetic unboxed: 2-4x in
the hottest loops.
	Certified fast paths. Where a value only feeds a rounding, a
threshold or a colour step, a cheaper value is computed first (a table
and series for pow, a quantised depth), with a proven error bound;
wherever the decision lies within the bound of its boundary, the plain
value is computed instead. fern places its points by angle sums, short
series and fixed-point sums this way, 2.5 times faster than placing them
plainly. (ocean-sunset and varanasi-ghats once guessed with :math and
checked against fdlibm; with :math as the plain path that went.)

Each certified fast path is held to its exact path by tests: fern and the
scenes have an internal exact? switch, and glxgears, gyroscope, heart,
mobius-strip, torus-knot and twisted-ring have a plain reference port in
their test files; a property compares them at random times, and fixed times
cover the rarest Float32 cases. One gap is known: a property that plays random
times rarely catches a per-cell memo whose key leaves out one colour channel,
since the channels move together.
Frame times are in PORT_STATUS.md. Six pieces are over
upstream's own budget (4 ms a frame, 10 ms for scenes) and all are within
three times it: alpine-dawn, aurora-fjord, deep-reef, ocean-sunset and
varanasi-ghats (10.6-14.1 ms against 10), and reaction-diffusion (~9.1 ms
against 4). mandelbrot is within budget over check.ts's six seconds but
takes 16-22 ms deep in its zoom; it closes a loop, so a LiveView player
draws that once.
Golden fixtures
tools/gen_golden.mjs (run with mix ascii.golden) imports every
upstream piece and writes test/fixtures/golden/<slug>.json:
	meta, upstream_commit, node, arch and call_order
([0, 0.5, 1, 2.5, 5, 10, 30]);
	frames: for each run, a fresh instance played at each time in
call_order, recording t, paper, mono (no colour buffer), now (the
stubbed clock, for clock pieces) and text. A run in colour also records
the colour buffer after each frame, base64-encoded (about a quarter of the
size of a JSON list of indices, which matters for the 20,000-cell scenes).
Text pieces get two runs (ink and paper); coloured pieces get four (ink and
paper, each in colour and in one ink).
	play: scripts/check.ts's own playback. A fresh instance stepped every
1/fps seconds from 0 to 6 (t = round(i * step * 1e6) / 1e6), keeping
the frames nearest 0, 1, 2, 3, 4 and 6 s. Stateful pieces step differently
under small, even steps than under the jumps of call_order, so both are
checked.

Clock pieces see Date stubbed to 2026-03-14T15:09:26.535Z at t = 0,
advancing with t, in TZ=UTC.
Ascii.GoldenCase replays both, threading state, and requires every frame
and every colour to match exactly. A per-piece tolerance
(test/fixtures/tolerances.exs) exists for a libm difference proven to sit on
a threshold. Since JSMath matches V8 bit for bit there should be none, and
the list below is the complete set.
Tolerances
None.
Deviations from upstream
At the default options, none: every piece draws upstream's frames. The
differences:
	Options are validated (above). Upstream takes any value.
	sparkline's per-series format function is not accepted as an option:
options are data, and functions cannot come from params. Its digits is
held to 0..100, where upstream's toFixed would throw.
	Options of this port's own, for live data in dashboards and terminal
UIs. Their defaults leave upstream's picture as it is (the golden tests
hold it), and meta.options lists them with upstream's:
progress-bar values, style, cols; sparkline cols, rows (and
upstream's own per-series values, which the options could not reach
before meta.shapes); gauge value; cpu-meters cores, memory, swap,
load, tasks, uptime, processes; uptime-bar history, days;
heatmap counts, date, weeks, months, weekdays; candlesticks
candles, times, digits; bar-chart cols; equalizer levels; and,
for components an app drives and a reader uses, gauge cols, rows;
radar contacts, land; boot-log steps, title, cols, rows;
terminal history, typing, cols, rows; file-tree walk, open,
cursor, paths, cols, rows; form-controls fields, buttons,
focus, status, cols; calendar date, marks, months,
weekdays, cols, rows; digital-clock timer, from, label. Each
piece's documentation says what they do. Pieces whose size follows their
options say so with Ascii.Piece.size/1; those that carry state
over new options (the gauge's needle, the bars of bar-chart and
equalizer, cpu-meters' simulation, a terminal typing out its history, a
running timer) with Ascii.Piece.update/2; those that can be used
(file-tree, form-controls, calendar) take keys and clicks with
Ascii.Piece.handle_event/2; and the components tell what they
show with Ascii.Piece.describe/1. None of these is upstream's.
	Parts (Ascii.Piece.parts/2) are this port's own: a piece's
frames labelled cell by cell, read off the picture after it is drawn, so
colouring them never changes a character. Where a frame cannot tell (a
gauge's needle over a tick), a cell may be in no part.
	Numbers too wide for their column. Upstream writes a reading wider
than its column past it, and the line runs off the frame (this port used
to clip it). sparkline's value and range columns, and candlesticks' axis
prices, last price and quote, write such a number to fit instead
(Ascii.Kit.Number): decimals first, then compact, in thousands,
millions and on (17.5M, 3.02G), an axis's prices all alike. A number
that fits is written exactly as upstream writes it, so default frames are
unchanged; so those options' values are bounded at ±10^15 rather than
±1,000,000. candlesticks visits only the chart's own rows when drawing a
candle, which changes nothing on screen, but a far-off start would
otherwise loop over millions of rows.
	Other sizes. gauge at cols/rows other than 55×18 draws a dial of
another radius, centred, its ticks, band and needle upstream's distances
in from the rim, the pivot in a cell's lower pixel. boot-log at another
width lays its self test out to it and clips longer lines at the frame's
edge; terminal, file-tree and calendar lay themselves out to their size.
	radar's contacts show over land and at the scope's edge (drawn just
inside the bezel), where upstream hides its own tracks; land: false
leaves out its made-up coast.
	spinners with names shrinks to fit them, as upstream means it to; a
frame here must say its size, so this is size/1. Names it does not know
are left out, and if none is left it shows all twelve, where upstream draws
nothing. A negative speed runs them backwards, where upstream would index
past its frames.
	Unusual options that make upstream misbehave. bar-chart and radar clip
at the frame's edge where upstream's lines would grow past cols;
cpu-meters writes a reading too wide for its column shorter (see its
docs), so a table row never grows past cols, including upstream's own
TIME+ past a thousand hours, some ten days into play;
bar-chart draws zeros for a dataset without values, and no bars for none,
where upstream throws; dissolve wraps its word index where upstream would
throw. Counts that size arrays (starfield's stars, fireflies' count)
are truncated to integers within their bounds.
	The clock is read at the first frame. analog-clock notes the wall
clock when it is made upstream and at its first frame here: the same
instant when a piece is played as soon as it is made. With env.now: nil
local time comes from the system's time zone (sundial's start of the year
uses its offset at that instant, as JS's Date does).
	Fixtures come from x64 V8 (above), so a threshold cell may differ from
what an Apple-silicon browser draws.
	paper follows the ground in colour. As in mount, a coloured piece
drawn in colour over its ground gets paper from the ground's lightness,
whatever was asked for.



  

    Port status

Every upstream piece, at the commit in UPSTREAM.md. Generated by
mix run tools/port_status.exs; notes come from tools/port_notes.exs.
191 pieces. green: 191, tolerance: 0, blocked: 0, todo: 0.
	green: registered, and frame-for-frame identical to upstream in every
golden run, text and colours (test/pieces/<slug>_test.exs).
	tolerance: identical except for the cells allowed in
test/fixtures/tolerances.exs (see PORTING.md).
	blocked: cannot be matched; not registered; the note says why.
	todo: not ported yet.

Frame times are milliseconds on average, played as upstream's
scripts/check.ts times them (every 1/fps seconds for 6 s), on the machine
that generated this file. Upstream's budgets: text pieces 4 ms, scenes 10 ms;
a piece over its budget says so.
	piece	category	status	avg ms	notes
	almalinux	distros	green	0.09	
	alpine-dawn	scenes	green	10.35 (budget 10)	a certified fast pow in the halftone dot, redone with :math.pow wherever a decision sits near its threshold; static cells precomputed to their dot
	alpine-linux	distros	green	0.12	
	analog-clock	objects	green	0.02	reads env.now; notes the wall clock at the first frame rather than at init (the same instant when played at once)
	aquarium	creatures	green	0.04	
	arch-linux	distros	green	0.08	
	aurora	nature	green	0.20	
	aurora-fjord	scenes	green	12.61 (budget 10)	a certified fast pow for the dot and the rays; terms with a zero envelope skipped; over the 10 ms budget, under 3x
	bar-chart	data	green	0.05	writes clip at the frame's edge where unusual options would make upstream's lines grow past cols; a dataset with no values draws zeros where upstream throws
	big-text	type	green	0.00	
	black-hole	space	green	0.32	only the ray-path entries some ray uses are integrated, each once, in upstream's push order
	bonsai	nature	green	0.07	its own hash; a leaf off the grid reads JS's undefined and is skipped
	boot-log	ui	green	0.03	
	bouncing-balls	physics	green	0.26	balls bounded 1..5 as upstream clamps them; a highlight power below half an ulp of the sum is skipped
	box-frames	ui	green	0.00	
	butterfly	creatures	green	0.62	shading skipped exactly where only a hit/miss is needed; per-column perspective hoisted
	c	logos	green	0.14	
	calendar	ui	green	0.00	reads env.now; keeps upstream's play-time offset from the wall clock, re-synced the same way
	campfire	nature	green	0.72	a negative lift to the power 1.4 (NaN upstream) skips the tongue; the flood fill's += 2 marker changes the stored Float32 value, reproduced
	candle	objects	green	0.77	halo neighbours by flat index wrap across rows, as upstream's do; the candlestick is traced once in init
	candlesticks	data	green	0.08	seeds go raw into mulberry32, as upstream's; an open of 0 prints NaN% or Infinity% as upstream does
	cat	creatures	green	0.01	
	centos	distros	green	0.09	
	cherry-blossom	nature	green	0.06	
	chladni	physics	green	0.13	upstream's NaN crossing sentinel is a missing key; grain trips precomputed in init (~0.1 s)
	clojure	logos	green	0.16	

| coffee | objects | green | 0.03 | upstream's NaN from a negative base to the power 1.5 just above the surface draws the wisp as '|' or '.', reproduced; the still picture is traced in init (~0.14 s) |
| contour-map | nature | green | 1.14 | the || 1e-9 fallbacks for a zero hypot and gradient are kept |
| cpp | logos | green | 0.13 |  |
| cpu-meters | data | green | 0.05 | restarts from a cached post-warm-up snapshot when t goes back, as upstream rebuilds to the same state |
| csharp | logos | green | 0.13 |  |
| css | logos | green | 0.14 |  |
| cube | shapes | green | 0.16 |  |
| dart | logos | green | 0.13 |  |
| debian | distros | green | 0.06 |  |
| deep-reef | scenes | green | 12.47 (budget 10) | a certified fast pow, with Float32 store checks; writes past the buffer's end dropped as a typed array drops them; over the 10 ms budget, under 3x |
| deepin | distros | green | 0.08 |  |
| desert-night | scenes | green | 8.31 | its own octave-shifted fBm; a certified fast pow; b = A  B grouped as upstream; ~1.3 s init |
| digital-clock | ui | green | 0.03 | reads env.now; keeps upstream's play-time offset from the wall clock, re-synced the same way |
| dissolve | type | green | 0.08 | the word index wraps with rem where unusual options would make upstream throw |
| dividers | ui | green | 0.00 |  |
| dna-helix | shapes | green | 0.07 |  |
| donut | shapes | green | 1.71 |  |
| doom-fire | effects | green | 1.81 | 200 warm-up steps in init (~0.3 s); noise rows reused across steps, as the spread shifts a row a step |
| double-pendulum | physics | green | 0.05 | restores its post-warm-up state when t goes back, as upstream re-integrates to the same bits |
| earth | space | green | 0.43 |  |
| earthrise | scenes | green | 1.70 | only the box round the Earth and the twinkling stars are redrawn; the colour cache evolves in mono frames too, as upstream's; ~1.3 s init (heightfield) |
| eclipse | space | green | 0.23 | conservative fast paths (squared-distance pre-tests, skipped corona steps that cannot change a cell), checked byte for byte against a build without them |
| elementary-os | distros | green | 0.08 |  |
| elixir | logos | green | 0.09 |  |
| endeavouros | distros | green | 0.12 |  |
| epicycles | generative | green | 0.03 | sqrt of a tiny negative from rounding (upstream's NaN) skips the dot |
| equalizer | data | green | 0.04 | tests (held -= dt) < 0 on the unrounded double, stores the Float32 |
| erlang | logos | green | 0.11 |  |
| falling-sand | physics | green | 0.57 |  |
| fedora | distros | green | 0.11 |  |
| fern | nature | green | 3.36 | 36,000 points a frame: placed with :math approximations, and wherever a point lies within 1e-5 of a cell edge or a cell's character could flip under a rigorous error bound, worked again on the plain path in upstream's order; a property test holds the fast frame to the exact one |
| ferris-wheel | objects | green | 0.08 | slanted rim cells picked in a JS Map's insertion order |
| file-tree | ui | green | 0.00 | lines trimmed with JS whitespace rules (U+0085 and U+FEFF differ from String.trim/1) |
| fireflies | nature | green | 0.20 | count truncated and bounded 0..500; the seed goes to mulberry32 as given |
| fireworks | effects | green | 0.05 |  |
| flag | physics | green | 1.42 | strip crossings worked out once per row level; ~17,000 sin/cos a frame keep it near its budget |
| flow-field | generative | green | 0.33 | ink at or below the visible floor is dropped from the state, exactly |
| form-controls | ui | green | 0.06 | the clear-email event reads upstream's final script time, as its closure does |
| fountain | physics | green | 0.25 | its own three-round hash, in unsigned arithmetic |
| fox | creatures | green | 0.04 |  |
| fractal-tree | nature | green | 0.95 | children start from their parent's Float32-stored tip; the parent's stroke uses the unrounded one |
| galaxy | space | green | 0.34 | closest of the space pieces to its budget: two pow and two cos per lit sample |
| gauge | data | green | 0.03 | upstream's NaN band sentinel is nil |
| gentoo | distros | green | 0.09 |  |
| glider-gun | generative | green | 0.00 |  |
| glitch | type | green | 0.02 |  |
| glxgears | shapes | green | 1.93 | ~67,000 points a frame: face points rotated from precomputed rests; depths quantised with exact tie-breaking by upstream's rule wherever candidates could differ |
| go | logos | green | 0.09 |  |
| gyroscope | shapes | green | 2.02 | the stand's depth buffer computed once; only each cell's final winner is shaded; pow(x, 24) bracketed, exact when the bracket straddles a ramp step |
| harmonograph | physics | green | 0.05 | pen positions kept as a 16-bit binary; ~71,000 pow calls in init |
| haskell | logos | green | 0.14 |  |
| hawa-mahal | objects | green | 0.03 | stateful lamps on a clamped play clock |
| heart | shapes | green | 2.15 | the sign of a - z*cbrt(q) from signs or a cubed comparison with a margin; cbrt only when that is ambiguous |
| heartbeat | data | green | 0.04 |  |
| heatmap | data | green | 0.06 |  |
| hilbert-curve | generative | green | 0.08 |  |
| hourglass | objects | green | 0.17 | the outline marks cells by flat index, wrapping across rows as upstream's does |
| html | logos | green | 0.13 |  |
| icosahedron | shapes | green | 0.06 | per-edge line style kept in state, as upstream's closure keeps it |
| java | logos | green | 0.07 |  |
| javascript | logos | green | 0.16 |  |
| jellyfish | creatures | green | 0.15 | per-frame trail table by lag; edge sums kept in upstream's order |
| julia | logos | green | 0.14 |  |
| julia-set | generative | green | 0.55 |  |
| kali-linux | distros | green | 0.09 |  |
| kite | objects | green | 0.03 |  |
| kotlin | logos | green | 0.15 |  |
| kyoto-dusk | scenes | green | 3.67 | pow(peak, 1.1) tabulated by upstream's 1025-step tone table; a per-cell memo of last frame's steps |
| landscape | nature | green | 0.09 | reads env.now every frame; night and the moon are not reached at the fixtures' instant and were checked against Node |
| langtons-ant | generative | green | 0.07 | the first frame runs 10,350 steps |
| lava-lamp | objects | green | 0.12 |  |
| lighthouse | objects | green | 0.27 | beam terms that would underflow to exactly 0 are skipped |
| lightning | nature | green | 0.21 |  |
| linux-mint | distros | green | 0.10 |  |
| lorenz | physics | green | 0.46 | the depth sum runs in the trail ring's raw index order, as upstream sums it |
| lua | logos | green | 0.12 |  |
| mandelbrot | generative | green | 2.02 | frames deep in the zoom (15-30 s of each 48 s loop) cost 12-18 ms, over budget for that stretch; a zero derivative (upstream's Infinity) draws nothing |
| manjaro | distros | green | 0.11 |  |
| marine-drive | scenes | green | 6.88 | the water's noises from a per-frame lattice; a glint below half an ulp of the water colour is skipped |
| marquee | type | green | 0.03 | JS whitespace rules for trim |
| matrix-rain | effects | green | 0.15 |  |
| maze | generative | green | 0.12 | mazes cached by number; the wall-closing phase is between golden times and was checked against Node |
| misty-forest | scenes | green | 5.13 | d = (dist[k] = x) keeps the unrounded double while later reads get the Float32 |
| mobius-strip | shapes | green | 1.93 | deferred shading on a Float32 depth buffer; upstream's widest-view search runs in init |
| moon-phases | space | green | 0.16 |  |
| morse | type | green | 0.05 |  |
| newtons-cradle | physics | green | 0.11 |  |
| night-coast | scenes | green | 7.57 | the reference scene: time-invariant terms per cell, float-typed hot helpers, a bounded pow in the dot with exact fallback, a per-cell memo across frames, and a per-frame lattice for the sea's noise |
| nixos | distros | green | 0.09 |  |
| not-found | ui | green | 0.03 |  |
| ocaml | logos | green | 0.16 |  |
| ocean-sunset | scenes | green | 12.54 (budget 10) | static cells precomputed to their dot, and terms skipped where they are exactly zero |
| opensuse | distros | green | 0.07 |  |
| owl | creatures | green | 0.03 |  |
| pendulum-wave | physics | green | 0.03 |  |
| perl | logos | green | 0.16 |  |
| php | logos | green | 0.13 |  |
| planet | space | green | 0.25 | upstream's module-level albedo variable is returned alongside the ring opacity instead |
| plasma | generative | green | 0.21 |  |
| plucked-string | physics | green | 0.04 |  |
| pond-ripples | physics | green | 0.04 |  |
| pop-os | distros | green | 0.09 |  |
| progress-bar | ui | green | 0.02 |  |
| python | logos | green | 0.12 |  |
| r | logos | green | 0.16 |  |
| radar | data | green | 0.07 | the corner text is cut at the frame's edge when range or unit overflow it (upstream's line grows) |
| rain | nature | green | 0.06 | its own hash, in unsigned arithmetic |
| reaction-diffusion | generative | green | 9.15 (budget 4) | 50 steps over 2,880 cells a frame; rows as lists with is_float guards so the arithmetic stays unboxed, and an exact fast Float32 rounding (Veltkamp split); over upstream's 4 ms budget, under 3x |
| red-hat | distros | green | 0.10 |  |
| rocket | space | green | 0.17 | puff splats folded per cell in upstream's puff order, with a Float32 store at each add |
| rocky-linux | distros | green | 0.09 |  |
| rotozoomer | effects | green | 0.95 |  |
| ruby | logos | green | 0.16 |  |
| rule-30 | generative | green | 0.00 |  |
| ruled-mountains | nature | green | 0.32 |  |
| rust | logos | green | 0.18 |  |
| saptarishi | space | green | 0.02 |  |
| scala | logos | green | 0.09 |  |
| scramble | type | green | 0.00 |  |
| sea-swell | nature | green | 0.12 |  |
| sierpinski | generative | green | 0.07 |  |
| skeleton | ui | green | 0.02 |  |
| skyline | objects | green | 0.07 | stateful windows on a clamped play clock |
| smoke | physics | green | 0.78 | replays upstream's dt loop exactly, sub-step remainders included; 270 warm-up steps in init |
| snake | creatures | green | 0.27 | a pure function of t; tail slots keep JS Map insertion order |
| snowfall | nature | green | 0.12 | steps in 0.05 s pieces by repeated subtraction from a clamped dt, as upstream; 400 warm-up steps |
| solar-system | space | green | 0.03 | the centre is held as an integer so it can index cells |
| sparkline | data | green | 0.02 | the format option is not supported; digits held to 0..100 (toFixed throws outside); missing keys follow upstream's ?? defaults |
| sparks | effects | green | 0.18 | its own hash in unsigned arithmetic; Float32 heat with a store at every add |
| spider | creatures | green | 0.03 | upstream's 0/0 silk slope at the sprite's top row draws nothing; the port returns early there |
| spinners | ui | green | 0.05 | with names chosen, the frame shrinks to fit them, as upstream (and leaves meta's size) |
| split-flap | type | green | 0.14 | an unparseable time (upstream's NaN) is nil; JS whitespace rules for trim |
| spring | shapes | green | 0.12 |  |
| starfield | space | green | 0.07 |  |
| starlings | creatures | green | 1.31 | flocking: velocities update bird by bird mid-step and neighbours are visited in upstream's linked-list order; the NaN falcon sentinel is nil; 200 warm-up steps in init |
| storm-plains | scenes | green | 5.07 | Float32 floor, jitter and ear stores kept; static cells use a precomputed dot |
| sundial | objects | green | 0.02 | reads env.now; the day of the year counts from local midnight on 1 January; redrawn once a minute, the key ignoring the date as upstream's does |
| sunrise | nature | green | 0.51 |  |
| swift | logos | green | 0.15 |  |
| synthwave | effects | green | 0.06 | every floor row prebuilt in init |
| taj-dawn | scenes | green | 7.34 | pow(peak, 1.1) tabulated over upstream's 1025-step tone table; floors stored as Float32 |
| terminal | ui | green | 0.02 |  |
| tesseract | shapes | green | 0.08 | edge styles kept in state; solid or dotted decided once a frame |
| three-body | space | green | 0.01 | the 7200 leapfrog steps of one lap run once in init, in upstream's order; frames index the lap |
| torus-knot | shapes | green | 1.42 | deferred shading on a Float32 depth buffer; upstream's extent search runs in init |
| train | objects | green | 0.21 | a puff a hair past its life (NaN power upstream) draws nothing |
| tunnel | effects | green | 1.46 | ray directions and start depths precomputed |
| tux | distros | green | 0.08 |  |
| tv-static | effects | green | 0.04 |  |
| twisted-ring | shapes | green | 2.50 | face strips wholly in front or behind are decided at their ends |
| typescript | logos | green | 0.16 |  |
| typewriter | type | green | 0.00 |  |
| ubuntu | distros | green | 0.09 |  |
| uptime-bar | data | green | 0.06 |  |
| varanasi-ghats | scenes | green | 13.82 (budget 10) | lamp light and streaks added into Float32 cells in upstream's order; static cells precomputed to their dot, as ocean-sunset; a negative base to the 1.8 (NaN) that upstream always overwrites is skipped |
| vinyl | objects | green | 0.06 |  |
| void-linux | distros | green | 0.09 |  |
| voronoi | generative | green | 0.95 | upstream's Infinity starting distance is a finite sentinel; coincident seeds (NaN) leave the cell blank |
| wave-interference | physics | green | 0.34 |  |
| wave-text | type | green | 0.00 | Number(x) || fallback reproduced: 0 takes the default |
| whale | creatures | green | 0.05 | its own hash, in unsigned 32-bit arithmetic |
| wind | nature | green | 0.99 | noise corners hashed once a frame into a table |
| windmill | objects | green | 0.63 |  |
| zig | logos | green | 0.13 |  |
| zorin-os | distros | green | 0.10 |  |


  

    Upstream

This library ports bas3line/ascii
(ascii.rest), MIT licensed, © bas3line.
		
	Repository	https://github.com/bas3line/ascii
	Commit	fcb644403bfc25af0002e415d1006dd10b99ca34
	Commit date	2026-10-07T23:40:31+05:30
	Subject	fixes: rows on android, a play button under reduced motion, faster scenes on phones (#11)
	Pieces	191

The same commit is Ascii.upstream_commit/0, and every golden fixture
records the commit it was generated from.
Regenerating the fixtures
The goldens in test/fixtures/golden/ and test/fixtures/js_math.json are
generated from upstream with Node. mix test never needs Node.
git clone https://github.com/bas3line/ascii tmp/upstream
git -C tmp/upstream checkout fcb644403bfc25af0002e415d1006dd10b99ca34
NODE=/path/to/x64/node mix ascii.golden

Use an x64 build of Node 22.18 or later (on Apple silicon, the darwin-x64
build runs under Rosetta). arm64 builds of V8 fuse multiply-adds inside
Math.sin, Math.log and friends, which changes their last bit; see
PORTING.md. The fixtures in this repository were made with Node v22.21.1
darwin-x64.
To move to a newer upstream: check out the new commit in tmp/upstream,
update the commit here and in lib/ascii.ex, regenerate, and run
mix test. Every piece whose frames changed fails its golden test.


  

    Third-party notices

ascii is a port of another project's work, and its logos and distros
are drawn from icon sets. Their licences and notices follow.
ascii.rest
Every piece in lib/ascii/pieces/ is a port of the piece of the same
name in ascii.rest by
@bas3line, as are the piece contract and the
behaviour of Ascii.Player and the Phoenix components (after upstream's
mount). The golden fixtures in test/fixtures/golden/ are output of
ascii.rest, generated from its source.
MIT License

Copyright (c) 2026 bas3line (https://github.com/bas3line)

Permission is hereby granted, free of charge, to any person obtaining a copy
of this software and associated documentation files (the "Software"), to deal
in the Software without restriction, including without limitation the rights
to use, copy, modify, merge, publish, distribute, sublicense, and/or sell
copies of the Software, and to permit persons to whom the Software is
furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be included in all
copies or substantial portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR
IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY,
FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THE
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER
LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM,
OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN THE
SOFTWARE.
devicon
The drawings of 40 logos and distros are made from
devicon's SVGs, each named in its
module's documentation: almalinux, arch-linux, c, centos, clojure, cpp,
csharp, css, dart, debian, elixir, erlang, fedora, gentoo, go, haskell, html,
java, javascript, julia, kali-linux, kotlin, linux-mint, lua, nixos, ocaml,
opensuse, perl, php, python, r, red-hat, rocky-linux, ruby, rust, scala,
swift, tux, typescript, zig.
The MIT License (MIT)

Copyright (c) 2015 konpa

Permission is hereby granted, free of charge, to any person obtaining a copy of
this software and associated documentation files (the "Software"), to deal in
the Software without restriction, including without limitation the rights to
use, copy, modify, merge, publish, distribute, sublicense, and/or sell copies of
the Software, and to permit persons to whom the Software is furnished to do so,
subject to the following conditions:

The above copyright notice and this permission notice shall be included in all
copies or substantial portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR
IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY, FITNESS
FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THE AUTHORS OR
COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER LIABILITY, WHETHER
IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM, OUT OF OR IN
CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN THE SOFTWARE.
Simple Icons
The drawings of 9 distros are made from
Simple Icons' SVGs, released
under CC0 1.0 Universal:
alpine-linux, deepin, elementary-os, endeavouros, manjaro, pop-os, ubuntu,
void-linux, zorin-os.
fdlibm
Ascii.JSMath.cbrt/1 and Ascii.JSMath.log1p/1 are transcriptions of
fdlibm's s_cbrt.c and s_log1p.c, as V8 computes Math.cbrt and
Math.log1p.
Copyright (C) 1993 by Sun Microsystems, Inc. All rights reserved.

Developed at SunPro, a Sun Microsystems, Inc. business.
Permission to use, copy, modify, and distribute this
software is freely granted, provided that this notice
is preserved.
Trademarks
The logos and distros show the marks of programming languages and Linux
distributions. Each is a trademark of its owner, shown here to name the
language or the distribution. Their use implies no affiliation with or
endorsement by the owner.
Unicode character widths
The wide/fullwidth interval table in lib/ascii/diagram/text.ex is derived from
Unicode 17.0.0 EastAsianWidth.txt.
The data is distributed under the Unicode License v3:
UNICODE LICENSE V3

COPYRIGHT AND PERMISSION NOTICE

Copyright © 1991-2026 Unicode, Inc.

NOTICE TO USER: Carefully read the following legal agreement. BY
DOWNLOADING, INSTALLING, COPYING OR OTHERWISE USING DATA FILES, AND/OR
SOFTWARE, YOU UNEQUIVOCALLY ACCEPT, AND AGREE TO BE BOUND BY, ALL OF THE
TERMS AND CONDITIONS OF THIS AGREEMENT. IF YOU DO NOT AGREE, DO NOT
DOWNLOAD, INSTALL, COPY, DISTRIBUTE OR USE THE DATA FILES OR SOFTWARE.

Permission is hereby granted, free of charge, to any person obtaining a
copy of data files and any associated documentation (the "Data Files") or
software and any associated documentation (the "Software") to deal in the
Data Files or Software without restriction, including without limitation
the rights to use, copy, modify, merge, publish, distribute, and/or sell
copies of the Data Files or Software, and to permit persons to whom the
Data Files or Software are furnished to do so, provided that either (a)
this copyright and permission notice appear with all copies of the Data
Files or Software, or (b) this copyright and permission notice appear in
associated Documentation.

THE DATA FILES AND SOFTWARE ARE PROVIDED "AS IS", WITHOUT WARRANTY OF ANY
KIND, EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT OF
THIRD PARTY RIGHTS.

IN NO EVENT SHALL THE COPYRIGHT HOLDER OR HOLDERS INCLUDED IN THIS NOTICE
BE LIABLE FOR ANY CLAIM, OR ANY SPECIAL INDIRECT OR CONSEQUENTIAL DAMAGES,
OR ANY DAMAGES WHATSOEVER RESULTING FROM LOSS OF USE, DATA OR PROFITS,
WHETHER IN AN ACTION OF CONTRACT, NEGLIGENCE OR OTHER TORTIOUS ACTION,
ARISING OUT OF OR IN CONNECTION WITH THE USE OR PERFORMANCE OF THE DATA
FILES OR SOFTWARE.

Except as contained in this notice, the name of a copyright holder shall
not be used in advertising or otherwise to promote the sale, use or other
dealings in these Data Files or Software without prior written
authorization of the copyright holder.


  

    LICENSE


MIT License

Copyright (c) 2026 bas3line (https://github.com/bas3line)
Copyright (c) 2026 Holden Oullette (the Elixir port)

Permission is hereby granted, free of charge, to any person obtaining a copy
of this software and associated documentation files (the "Software"), to deal
in the Software without restriction, including without limitation the rights
to use, copy, modify, merge, publish, distribute, sublicense, and/or sell
copies of the Software, and to permit persons to whom the Software is
furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be included in all
copies or substantial portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR
IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY,
FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THE
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER
LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM,
OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN THE
SOFTWARE.



  

    
Ascii 
    



      
ASCII-art UI components and animated art for Elixir, ported from
ascii.rest by @bas3line.
The UI, data and type pieces are components: a file tree, a boot log, an
htop-style panel, gauges, sparklines, progress bars, a form, a terminal,
a calendar, a departures board. They draw your data, given as options and
taken up while they play (put_options/2), in your colours (:ink,
:parts); the ones that can be used take keys and clicks
(handle_event/2); and each tells what it shows, for screen readers
(describe/1). The rest are art: scenes, logos, distros, 3D shapes and
simulations. Ascii.Compose puts frames together into one.
Every piece is a function of time: give it t in seconds and it draws a
frame, exactly rows lines of cols characters, and for coloured pieces a
palette index for every cell. Frames are plain data (Ascii.Frame), so
they go wherever Elixir does: a LiveView (Ascii.Phoenix), a terminal
UI (Ascii.ExRatatui), any terminal (Ascii.Render.ANSI,
Ascii.Player), or a framebuffer on a device.
iex> Ascii.pieces(category: :ui) |> Enum.member?("file-tree")
true

Ascii.render!("gauge", 2.0, options: %{label: "cpu", value: 72}) |> IO.puts()
Ascii.render!("donut", 1.5) |> IO.puts()

{:ok, anim} = Ascii.new("night-coast", fps: 10)
{frame, anim} = Ascii.frame(anim, 0.1)
Anywhere a piece is expected, pass its slug (the upstream file name, such as
"night-coast") or its module (Ascii.Pieces.NightCoast).

      


      
        Summary


  
    Types
  


    
      
        error()

      


        Why a piece could not be played.



    


    
      
        event()

      


        Input for a piece that can be used (Ascii.Piece.handle_event/2).



    


    
      
        piece()

      


        A piece: its slug or its module.



    





  
    Functions
  


    
      
        describe(animation)

      


        What the animation shows, in words, for a screen reader: told from its
options by a piece that can (Ascii.Piece.describe/1), such as a
gauge's reading or a boot log's steps; else the piece's name and note.
The Phoenix players and components label their picture with it.



    


    
      
        frame(anim, t, opts \\ [])

      


        The frame at t seconds of play time, and the animation to draw the next
one from. Pieces with state (simulations, mostly) step by how far t moved
since the last frame, so play t forward.



    


    
      
        handle_event(anim, event)

      


        An event for a piece that can be used: a file tree's cursor moving or a
folder opening, a form's box ticked, a date picked. The piece takes up
what it changes as new options (as put_options/2 would), so what was
chosen is in anim.options (a tree's cursor, a form's values).
:ignore if the piece has no use for the event, or takes none at all.



    


    
      
        loop(anim)

      


        One cycle of a piece that closes a loop (see Ascii.Meta): its frames
from t = 0, evenly spaced through the period, and the rate to show them
at, the animation's own or as near as a whole number of frames allows.
Played over and over, they are the piece, so a player can draw a loop once
and repeat it rather than draw every frame anew.



    


    
      
        meta(piece)

      


        A piece's Ascii.Meta.



    


    
      
        meta!(piece)

      


        Like meta/1, raising for an unknown piece.



    


    
      
        new(piece, opts \\ [])

      


        Starts playing a piece.



    


    
      
        new!(piece, opts \\ [])

      


        Like new/2, raising on an error.



    


    
      
        part_at(animation, frame, x, y)

      


        The part of the frame at column x, row y (see Ascii.Parts), and
the text of its run there: {"file.ex", "ascii.ex"} for a file in a
tree, {"status.warn", "[ WARN ]"} in a boot log, {nil, text} for cells
in no part. nil outside the frame, or for a piece that does not know
its parts. For a click: which file, which bar, which day.



    


    
      
        pieces(opts \\ [])

      


        Every piece's slug, sorted. category: keeps one category.



    


    
      
        put_options(anim, options)

      


        New options for a playing animation, for live data in a dashboard or a
terminal UI: a reading for a gauge, the latest samples for a sparkline.



    


    
      
        put_options!(anim, options)

      


        Like put_options/2, raising on an error.



    


    
      
        render(piece, t \\ 0.0, opts \\ [])

      


        One frame of a piece as text, from a fresh start. Takes the options of
new/2, and :now.



    


    
      
        render!(piece, t \\ 0.0, opts \\ [])

      


        Like render/3, raising on an error.



    


    
      
        resolve(slug)

      


        The module for a piece, given its slug or a module that implements
Ascii.Piece (registered or not).



    


    
      
        still(piece, opts \\ [])

      


        Frame 0 of a piece: what a page shows before it plays, and what a reader
who prefers reduced motion sees. Takes the options of new/2, and :now.



    


    
      
        stream(piece, opts \\ [])

      


        The piece's frames as a lazy stream, one every 1/fps seconds from 0. A
still (fps 0) gives one frame. Takes the options of new/2.



    


    
      
        stream!(piece, opts \\ [])

      


        Like stream/2, raising on an error.



    


    
      
        upstream_commit()

      


        The upstream commit this port follows.



    





      


      
        Types


        


  
    
      
    
    
      error()



        
          
        

    

  


  

      

          @type error() :: {:error, :unknown_piece} | {:error, {:invalid_option, term()}}


      


Why a piece could not be played.

  



  
    
      
    
    
      event()



        
          
        

    

  


  

      

          @type event() :: {:key, String.t()} | {:click, non_neg_integer(), non_neg_integer()}


      


Input for a piece that can be used (Ascii.Piece.handle_event/2).
	{:key, key} - a key, by ExRatatui's
names: "up", "down", "left", "right", "enter", "esc",
"tab", "back_tab" (shift and tab), "backspace", "delete",
"home", "end", "page_up", "page_down", or the character typed,
" " for space. Ascii.ExRatatui.event/2 and the Phoenix hook
give keys by these names.
	{:click, x, y} - a click on the cell in column x, row y of the
frame, from 0.


  



  
    
      
    
    
      piece()



        
          
        

    

  


  

      

          @type piece() :: String.t() | module()


      


A piece: its slug or its module.

  


        

      

      
        Functions


        


  
    
      
    
    
      describe(animation)



        
          
        

    

  


  

      

          @spec describe(anim :: Ascii.Animation.t()) :: String.t()


      


What the animation shows, in words, for a screen reader: told from its
options by a piece that can (Ascii.Piece.describe/1), such as a
gauge's reading or a boot log's steps; else the piece's name and note.
The Phoenix players and components label their picture with it.
iex> Ascii.new!("donut") |> Ascii.describe()
"donut: a lit torus turning on two axes, after donut.c"

  



    

  
    
      
    
    
      frame(anim, t, opts \\ [])



        
          
        

    

  


  

      

          @spec frame(
  anim :: Ascii.Animation.t(),
  t :: number(),
  opts :: [{:now, DateTime.t()}]
) ::
  {Ascii.Frame.t(), Ascii.Animation.t()}


      


The frame at t seconds of play time, and the animation to draw the next
one from. Pieces with state (simulations, mostly) step by how far t moved
since the last frame, so play t forward.
opts may give :now, a DateTime for pieces that read the clock.

  



  
    
      
    
    
      handle_event(anim, event)



        
          
        

    

  


  

      

          @spec handle_event(anim :: Ascii.Animation.t(), event :: event()) ::
  {:ok, Ascii.Animation.t()} | :ignore


      


An event for a piece that can be used: a file tree's cursor moving or a
folder opening, a form's box ticked, a date picked. The piece takes up
what it changes as new options (as put_options/2 would), so what was
chosen is in anim.options (a tree's cursor, a form's values).
:ignore if the piece has no use for the event, or takes none at all.
{:ok, anim} = Ascii.handle_event(anim, {:key, "down"})
anim.options.cursor

  



  
    
      
    
    
      loop(anim)



        
          
        

    

  


  

      

          @spec loop(anim :: Ascii.Animation.t()) ::
  {:ok, [Ascii.Frame.t()], fps :: number()} | :error


      


One cycle of a piece that closes a loop (see Ascii.Meta): its frames
from t = 0, evenly spaced through the period, and the rate to show them
at, the animation's own or as near as a whole number of frames allows.
Played over and over, they are the piece, so a player can draw a loop once
and repeat it rather than draw every frame anew.
The period is measured with the piece's default options and frame rate.
With others, which can change it (a longer text takes longer to scroll),
the frames of a second cycle are drawn too, and the loop stands only if
they match the first. :error means the piece is to be drawn frame by
frame.
iex> {:ok, frames, fps} = Ascii.new!("elixir") |> Ascii.loop()
iex> {length(frames), fps}
{150, 30}

  



  
    
      
    
    
      meta(piece)



        
          
        

    

  


  

      

          @spec meta(piece :: piece()) :: {:ok, Ascii.Meta.t()} | {:error, :unknown_piece}


      


A piece's Ascii.Meta.

  



  
    
      
    
    
      meta!(piece)



        
          
        

    

  


  

      

          @spec meta!(piece :: piece()) :: Ascii.Meta.t()


      


Like meta/1, raising for an unknown piece.

  



    

  
    
      
    
    
      new(piece, opts \\ [])



        
          
        

    

  


  

      

          @spec new(piece :: piece(), opts :: keyword()) :: {:ok, Ascii.Animation.t()} | error()


      


Starts playing a piece.
Options
	:options - the piece's own options, a map or keyword list, checked
against its defaults (see Ascii.Options).
	:fps - frames a second for stream/2 and players, 0 to 60. Defaults
to the piece's own.
	:paper - the picture is dark ink on a light ground, so shaded pieces
flip their ramps. Defaults to false. A coloured piece drawn in colour
over its own ground takes this from the ground instead, as upstream.
	:color - draw coloured pieces in colour (true, the default) or as
text in one ink.
	:ink - the colour of a piece drawn in one ink, where it is shown in
colour: "#rrggbb", or a CSS variable ("var(--accent, #7fdbca)")
for a page, or several colours (a list, or comma-separated) for a
gradient across the picture. Without it, the renderer's own ink. A
coloured piece drawn in colour keeps its palette. See Ascii.Ink.
	:gradient - which way several inks run: :horizontal (the
default), :vertical or :diagonal.
	:parts - colours for the parts of a piece in one ink that knows
them (its meta's parts): a map of part names to colours, or true
for the ones it suggests (for a light page, with :paper). Over the
:ink, or the renderer's own. See Ascii.Parts.


  



    

  
    
      
    
    
      new!(piece, opts \\ [])



        
          
        

    

  


  

      

          @spec new!(piece :: piece(), opts :: keyword()) :: Ascii.Animation.t()


      


Like new/2, raising on an error.

  



  
    
      
    
    
      part_at(animation, frame, x, y)



        
          
        

    

  


  

      

          @spec part_at(
  anim :: Ascii.Animation.t(),
  frame :: Ascii.Frame.t(),
  x :: integer(),
  y :: integer()
) ::
  {Ascii.Parts.name() | nil, String.t()} | nil


      


The part of the frame at column x, row y (see Ascii.Parts), and
the text of its run there: {"file.ex", "ascii.ex"} for a file in a
tree, {"status.warn", "[ WARN ]"} in a boot log, {nil, text} for cells
in no part. nil outside the frame, or for a piece that does not know
its parts. For a click: which file, which bar, which day.

  



    

  
    
      
    
    
      pieces(opts \\ [])



        
          
        

    

  


  

      

          @spec pieces(opts :: [{:category, Ascii.Meta.category()}]) :: [String.t()]


      


Every piece's slug, sorted. category: keeps one category.
iex> "night-coast" in Ascii.pieces(category: :scenes)
true

  



  
    
      
    
    
      put_options(anim, options)



        
          
        

    

  


  

      

          @spec put_options(anim :: Ascii.Animation.t(), options :: map() | keyword()) ::
  {:ok, Ascii.Animation.t()} | error()


      


New options for a playing animation, for live data in a dashboard or a
terminal UI: a reading for a gauge, the latest samples for a sparkline.
options are checked as new/2 checks them and merged over the
animation's own, so only what changes need be given. A piece that can
carries its state over (a gauge's needle swings from where it was to the
new reading); any other starts afresh with the new options. A piece whose
size follows its options takes its new size.
anim = Ascii.new!("gauge", options: %{value: 40})
anim = Ascii.put_options!(anim, value: 72)

  



  
    
      
    
    
      put_options!(anim, options)



        
          
        

    

  


  

      

          @spec put_options!(anim :: Ascii.Animation.t(), options :: map() | keyword()) ::
  Ascii.Animation.t()


      


Like put_options/2, raising on an error.

  



    

    

  
    
      
    
    
      render(piece, t \\ 0.0, opts \\ [])



        
          
        

    

  


  

      

          @spec render(piece :: piece(), t :: number(), opts :: keyword()) ::
  {:ok, String.t()} | error()


      


One frame of a piece as text, from a fresh start. Takes the options of
new/2, and :now.
iex> {:ok, text} = Ascii.render("spinners")
iex> text |> String.split("\n") |> length()
13

  



    

    

  
    
      
    
    
      render!(piece, t \\ 0.0, opts \\ [])



        
          
        

    

  


  

      

          @spec render!(piece :: piece(), t :: number(), opts :: keyword()) :: String.t()


      


Like render/3, raising on an error.

  



  
    
      
    
    
      resolve(slug)



        
          
        

    

  


  

      

          @spec resolve(piece :: piece()) :: {:ok, module()} | {:error, :unknown_piece}


      


The module for a piece, given its slug or a module that implements
Ascii.Piece (registered or not).

  



    

  
    
      
    
    
      still(piece, opts \\ [])



        
          
        

    

  


  

      

          @spec still(piece :: piece(), opts :: keyword()) :: {:ok, Ascii.Frame.t()} | error()


      


Frame 0 of a piece: what a page shows before it plays, and what a reader
who prefers reduced motion sees. Takes the options of new/2, and :now.
With the piece's default options it is drawn once and kept for the life of
the VM, so later calls have it at once: a scene takes up to a second to set
up, and a page that shows stills, or a player's first render, pays for that
once rather than on every request. A piece that reads the clock is drawn
every time, as are other options. An :ink and :parts are laid over the
kept frame, so every ink shares it.
iex> {:ok, frame} = Ascii.still("elixir")
iex> {frame.cols, frame.rows, frame.t}
{38, 28, 0.0}

  



    

  
    
      
    
    
      stream(piece, opts \\ [])



        
          
        

    

  


  

      

          @spec stream(piece :: piece(), opts :: keyword()) ::
  {:ok, Enumerable.t(Ascii.Frame.t())} | error()


      


The piece's frames as a lazy stream, one every 1/fps seconds from 0. A
still (fps 0) gives one frame. Takes the options of new/2.
iex> {:ok, frames} = Ascii.stream("spinners")
iex> frames |> Enum.take(3) |> Enum.map(& &1.t)
[0.0, 0.08333333333333333, 0.16666666666666666]

  



    

  
    
      
    
    
      stream!(piece, opts \\ [])



        
          
        

    

  


  

      

          @spec stream!(piece :: piece(), opts :: keyword()) :: Enumerable.t(Ascii.Frame.t())


      


Like stream/2, raising on an error.

  



  
    
      
    
    
      upstream_commit()



        
          
        

    

  


  

      

          @spec upstream_commit() :: String.t()


      


The upstream commit this port follows.

  


        

      


  

    
Ascii.Animation 
    



      
A piece being played: its module and options, how it is drawn, and its
state so far. Made by Ascii.new/2 and advanced by Ascii.frame/3.

      


      
        Summary


  
    Types
  


    
      
        t()

      


    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Ascii.Animation{
  color?: boolean(),
  cols: pos_integer(),
  fps: 0..60,
  ink: Ascii.Ink.t() | nil,
  meta: Ascii.Meta.t(),
  module: module(),
  options: map(),
  paper: boolean(),
  rows: pos_integer(),
  state: term()
}


      



  


        

      


  

    
Ascii.Env 
    



      
What a frame is drawn for, upstream's env plus the size and the clock.
	paper: ink is dark on a light ground, so shaded pieces flip their ramp.
	color?: colours are wanted. A coloured piece then returns a palette
index for every cell; otherwise it draws the one-ink version and returns
nil colours.
	now: the wall clock for clock: true pieces, as a DateTime whose
offset gives the local time. nil reads the system clock. Tests pin it.


      


      
        Summary


  
    Types
  


    
      
        t()

      


    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Ascii.Env{
  color?: boolean(),
  cols: pos_integer(),
  now: DateTime.t() | nil,
  paper: boolean(),
  rows: pos_integer()
}


      



  


        

      


  

    
Ascii.Frame 
    



      
One frame of a piece, ready for any renderer.
text is the picture: rows lines of cols characters joined by \n,
and lines the same split into rows. colors, for a coloured piece drawn
in colour, is a binary of cols * rows bytes, one palette index a cell,
row by row; palette holds the #rrggbb colours they index and ground
the colour behind them. A palette entry may be nil, for cells drawn in
the renderer's own ink: a piece in one ink with only some of its parts
coloured (see Ascii.Parts). A palette is the same for every frame of
an animation. cell is a cell's height in widths (2 for the
shape of a character, 1 for square).
Renderers in this library (Ascii.Render.Text, Ascii.Render.ANSI,
the Phoenix components) all take a frame. To draw cells yourself, on a
framebuffer say, walk lines and colors together:
for {line, y} <- Enum.with_index(frame.lines),
    {char, x} <- Enum.with_index(String.graphemes(line)) do
  index = :binary.at(frame.colors, y * frame.cols + x)
  draw(x, y, char, Enum.at(frame.palette, index) || my_ink)
end

      


      
        Summary


  
    Types
  


    
      
        run()

      


        A run of cells along row y from column x: their text and colours.



    


    
      
        t()

      


    





  
    Functions
  


    
      
        changes(prev, frame, opts \\ [])

      


        What changed from prev to frame, as runs of cells along a row:
{y, x, text, colors}, the colours being the run's palette indices (or
nil without colours). A cell counts as changed if its character or its
colour did. Changed cells less than :gap cells apart (default 4) are
taken into one run, since each run costs a little to place.



    


    
      
        color_at(frame, x, y)

      


        The #rrggbb colour of the cell at x, y, or nil without colours or
in the renderer's own ink.



    





      


      
        Types


        


  
    
      
    
    
      run()



        
          
        

    

  


  

      

          @type run() ::
  {y :: non_neg_integer(), x :: non_neg_integer(), String.t(), binary() | nil}


      


A run of cells along row y from column x: their text and colours.

  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Ascii.Frame{
  cell: 1 | 2,
  colors: binary() | nil,
  cols: pos_integer(),
  ground: String.t() | nil,
  lines: [String.t()],
  palette: [String.t() | nil] | nil,
  rows: pos_integer(),
  t: float(),
  text: String.t()
}


      



  


        

      

      
        Functions


        


    

  
    
      
    
    
      changes(prev, frame, opts \\ [])



        
          
        

    

  


  

      

          @spec changes(prev :: t() | nil, frame :: t(), opts :: [{:gap, pos_integer()}]) :: [
  run()
]


      


What changed from prev to frame, as runs of cells along a row:
{y, x, text, colors}, the colours being the run's palette indices (or
nil without colours). A cell counts as changed if its character or its
colour did. Changed cells less than :gap cells apart (default 4) are
taken into one run, since each run costs a little to place.
With no frame before (nil), or one of another size, palette or kind, every row is
a run. Most pieces change a few cells in a hundred a frame, so this is
what to send to a terminal or a browser that already shows prev.

  



  
    
      
    
    
      color_at(frame, x, y)



        
          
        

    

  


  

      

          @spec color_at(frame :: t(), x :: non_neg_integer(), y :: non_neg_integer()) ::
  String.t() | nil


      


The #rrggbb colour of the cell at x, y, or nil without colours or
in the renderer's own ink.

  


        

      


  

    
Ascii.Ink 
    



      
Colour for a piece drawn in one ink: one colour for every character, or
several as a gradient across the picture, and colours for its parts.
Most pieces are text in one ink, the page's or the terminal's own. Given
an ink (Ascii.new(piece, ink: ...)), their frames come with colours,
so every renderer draws them as it draws a coloured piece: a canvas in the
browser, 24-bit or xterm-256 escapes in a terminal, and plain text where
colour cannot be shown (mode: :mono). The picture itself is unchanged,
character for character: the ink is laid over it, never drawn by the piece.
A coloured piece keeps its own palette; drawn in one ink (color: false)
it takes the ink like any other.
{:ok, anim} = Ascii.new("big-text", ink: ["#ff5f6d", "#ffc371"])
{:ok, anim} = Ascii.new("donut", ink: "#7fdbca")
{:ok, anim} = Ascii.new("wave-text", ink: "#36d1dc,#5b86e5", gradient: :vertical)
Pieces that know their parts (a file tree's folders, a boot log's
statuses) take colours for those too, with :parts, over the ink or
without one: see Ascii.Parts.
Colours
#rrggbb or #rgb, the # optional; several as a list or as one string,
comma-separated (as from a form or a command line), up to 16. One colour
is every character's. Several run evenly from the first to the last across
the whole picture, in a straight line between each and the next, as CSS's
linear-gradient does, so a piece whose text moves (a marquee, a wave)
moves through them.
CSS variables
One ink, or a part's colour, can be a CSS custom property, so a piece on
a page takes the page's own colours, and follows them into dark mode:
"var(--color-success)", or with a colour for where there is no CSS,
"var(--color-success, #3fb950)". In HTML (Ascii.Render.HTML, the
Phoenix players, Ascii.Render.SVG) the variable is the colour; a
terminal draws the fallback, or its own ink without one (resolve/1).
Several inks run as a gradient, worked out here, so they must be colours.
Gradients
	:horizontal (the default) - left to right.
	:vertical - top to bottom.
	:diagonal - top left to bottom right, at 45° on screen, cells being
as tall as the piece's cell says.

A gradient is 65 steps, whatever the picture's size, so its palette is
the same for every frame (a player sends it once) and a wide picture costs
few escapes in a terminal and few spans in HTML.

      


      
        Summary


  
    Types
  


    
      
        gradient()

      


        Which way several colours run.



    


    
      
        t()

      


        An ink: its colours, as #rrggbb or a CSS variable (nil for the
renderer's own), which way they run, and colours for parts (see Ascii.Parts). Made by
cast/2 and put_parts/2; the rest is its layout for one size of frame,
filled in as it is needed.



    





  
    Functions
  


    
      
        cast(colors, gradient \\ nil)

      


        An ink from outside (code, LiveView params, a command line): its colours
and, for several, which way they run. No colours at all (nil, "" or
[]) is no ink. Never creates an atom.



    


    
      
        color(color)

      


        A colour from outside, as this library keeps it: #rrggbb (from
#rrggbb or #rgb, the # optional), or a CSS variable as
var(--name) or var(--name, #rrggbb); nil if it is neither.



    


    
      
        put_parts(ink, parts)

      


        The ink with colours for parts (as Ascii.Parts.cast/2 makes them),
laid over its own. Without an ink, the parts take theirs over the
renderer's own ink; without parts, the ink is as it was.



    


    
      
        resolve(hex)

      


        The #rrggbb to draw a colour in where CSS cannot be read (a terminal, a
framebuffer): the colour itself, a CSS variable's fallback, or nil for
the renderer's own ink.



    


    
      
        tint(frame, ink, parts \\ nil)

      


        The frame in this ink: its text as it is, each cell given a colour, and no
ground behind it. With parts, the frame's runs of parts (see
Ascii.Parts), a part with a colour of its own takes it. A frame with
colours of its own, or no ink (nil), is left as it is.



    





      


      
        Types


        


  
    
      
    
    
      gradient()



        
          
        

    

  


  

      

          @type gradient() :: :horizontal | :vertical | :diagonal


      


Which way several colours run.

  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Ascii.Ink{
  cells: binary() | nil,
  colors: [String.t(), ...] | nil,
  gradient: gradient(),
  index: %{optional(String.t()) => non_neg_integer() | :base} | nil,
  palette: [String.t() | nil] | nil,
  parts: Ascii.Parts.colors(),
  size: {pos_integer(), pos_integer(), 1 | 2} | nil
}


      


An ink: its colours, as #rrggbb or a CSS variable (nil for the
renderer's own), which way they run, and colours for parts (see Ascii.Parts). Made by
cast/2 and put_parts/2; the rest is its layout for one size of frame,
filled in as it is needed.

  


        

      

      
        Functions


        


    

  
    
      
    
    
      cast(colors, gradient \\ nil)



        
          
        

    

  


  

      

          @spec cast(colors :: term(), gradient :: term()) ::
  {:ok, t() | nil} | Ascii.Options.error()


      


An ink from outside (code, LiveView params, a command line): its colours
and, for several, which way they run. No colours at all (nil, "" or
[]) is no ink. Never creates an atom.
iex> Ascii.Ink.cast("#F80")
{:ok, %Ascii.Ink{colors: ["#ff8800"], gradient: :horizontal}}

iex> Ascii.Ink.cast("#ff5f6d,#ffc371", "vertical")
{:ok, %Ascii.Ink{colors: ["#ff5f6d", "#ffc371"], gradient: :vertical}}

iex> Ascii.Ink.cast("red")
{:error, {:invalid_option, :ink}}

  



  
    
      
    
    
      color(color)



        
          
        

    

  


  

      

          @spec color(color :: term()) :: String.t() | nil


      


A colour from outside, as this library keeps it: #rrggbb (from
#rrggbb or #rgb, the # optional), or a CSS variable as
var(--name) or var(--name, #rrggbb); nil if it is neither.
iex> Ascii.Ink.color("F80")
"#ff8800"
iex> Ascii.Ink.color("var( --accent ,#FFF)")
"var(--accent, #ffffff)"
iex> Ascii.Ink.color("var(--x);color:red")
nil

  



  
    
      
    
    
      put_parts(ink, parts)



        
          
        

    

  


  

      

          @spec put_parts(ink :: t() | nil, parts :: Ascii.Parts.colors()) :: t() | nil


      


The ink with colours for parts (as Ascii.Parts.cast/2 makes them),
laid over its own. Without an ink, the parts take theirs over the
renderer's own ink; without parts, the ink is as it was.

  



  
    
      
    
    
      resolve(hex)



        
          
        

    

  


  

      

          @spec resolve(color :: String.t() | nil) :: String.t() | nil


      


The #rrggbb to draw a colour in where CSS cannot be read (a terminal, a
framebuffer): the colour itself, a CSS variable's fallback, or nil for
the renderer's own ink.
iex> Ascii.Ink.resolve("var(--ok, #3fb950)")
"#3fb950"
iex> Ascii.Ink.resolve("var(--ok)")
nil

  



    

  
    
      
    
    
      tint(frame, ink, parts \\ nil)



        
          
        

    

  


  

      

          @spec tint(frame :: Ascii.Frame.t(), ink :: t() | nil, parts :: Ascii.Parts.t() | nil) ::
  Ascii.Frame.t()


      


The frame in this ink: its text as it is, each cell given a colour, and no
ground behind it. With parts, the frame's runs of parts (see
Ascii.Parts), a part with a colour of its own takes it. A frame with
colours of its own, or no ink (nil), is left as it is.

  


        

      


  

    
Ascii.Meta 
    



      
What a piece is: upstream's meta, field for field.
name is the lowercase display name, note one lowercase line saying what
you see. Every frame is exactly rows lines of cols characters, played at
fps frames a second (0 for a still). options holds the default of every
option, keyed by atom. clock is true when the picture reads the real time.
A coloured piece has a palette of #rrggbb colours, which its colour
indices point into, and scenes a ground behind them. cell is a cell's
height in cell widths on a canvas: 2, the shape of a character, or 1.
bounds is this port's own addition: the range each numeric option is
clamped to when it comes from outside (see Ascii.Options); for an
option that holds lists or maps, a range for every number within it, or a
map of ranges by key. So is
loop: for a piece that closes a loop, the seconds after which its
frames come round again exactly, with its default options and frame rate
(measured by tools/loops.exs, held by a test). Ascii.loop/1 gives
the frames of one cycle, which a player can repeat rather than draw anew.
And shapes: for an option whose default cannot show what it takes (an
empty list that takes numbers, a series that may carry its own values), an
example of what it takes, which Ascii.Options checks against instead.
And parts: for a piece in one ink that labels its frames' cells (see
Ascii.Parts), the names of its parts, in the order they read best,
each with the colour it suggests for it, or nil.
cols and rows are the size with the default options. A piece whose
size follows its options (see Ascii.Piece.size/1) can be another
size; a frame's own cols and rows always say.

      


      
        Summary


  
    Types
  


    
      
        bound()

      


        A range, or ranges by key for the maps an option holds.



    


    
      
        category()

      


        One of the fourteen upstream categories.



    


    
      
        t()

      


    





  
    Functions
  


    
      
        categories()

      


        The fourteen categories, in upstream's order.



    


    
      
        colored?(meta)

      


        Whether the piece draws in colour.



    





      


      
        Types


        


  
    
      
    
    
      bound()



        
          
        

    

  


  

      

          @type bound() :: {number(), number()} | %{optional(atom()) => bound()}


      


A range, or ranges by key for the maps an option holds.

  



  
    
      
    
    
      category()



        
          
        

    

  


  

      

          @type category() ::
  :scenes
  | :shapes
  | :space
  | :physics
  | :nature
  | :creatures
  | :objects
  | :generative
  | :effects
  | :ui
  | :data
  | :type
  | :logos
  | :distros


      


One of the fourteen upstream categories.

  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Ascii.Meta{
  bounds: %{optional(atom()) => bound()},
  category: category(),
  cell: 1 | 2,
  clock: boolean(),
  cols: pos_integer(),
  fps: 0..60,
  ground: String.t() | nil,
  loop: number() | nil,
  name: String.t(),
  note: String.t(),
  options: %{optional(atom()) => term()},
  palette: [String.t()] | nil,
  parts: [{String.t(), String.t() | nil}],
  rows: pos_integer(),
  shapes: %{optional(atom()) => term()}
}


      



  


        

      

      
        Functions


        


  
    
      
    
    
      categories()



        
          
        

    

  


  

      

          @spec categories() :: [category()]


      


The fourteen categories, in upstream's order.

  



  
    
      
    
    
      colored?(meta)



        
          
        

    

  


  

      

          @spec colored?(meta :: t()) :: boolean()


      


Whether the piece draws in colour.

  


        

      


  

    
Ascii.Options 
    



      
Checks options from outside (code, LiveView params and session, the CLI)
against a piece's defaults.
Every key must name one of the piece's options. String keys are compared
with the names of the defaults, so input never creates an atom. Every value
must have the shape of its default:
	default	accepted
	number	a number, or a string that reads as one
	boolean	a boolean, or "true" / "false"
	string	a valid UTF-8 string, cut to 256 characters
	nil	nil, or a number as above
	list	a list whose entries match the default's entries (any string, if the default is empty); or JSON text for one; or, for a list of strings, comma-separated text, each entry trimmed
	map	a map whose keys name some default entry's keys, values checked the same way

Numbers are clamped to the piece's meta.bounds for that option, or to
±1,000,000. A bound reaches inside an option that holds lists or maps: a
range {lo, hi} holds every number within it, and a map of ranges by key
holds each map's values, %{processes: %{pid: {0, 4_294_967_295}}}; a
number with no range of its own keeps the million. Lists are cut to 256
entries.
Where a default cannot show what an option takes (an empty list that takes
numbers), the piece's meta.shapes gives an example to check against
instead: %{values: [0.0]} takes a list of numbers.

      


      
        Summary


  
    Types
  


    
      
        error()

      


    





  
    Functions
  


    
      
        cast(meta, given, base \\ nil)

      


        The piece's options: base (its defaults, unless given), with given
cast and merged over them.



    


    
      
        known_key(defaults, key)

      


        The atom naming one of defaults' keys, given that atom or its name as a
string. Never creates an atom.



    





      


      
        Types


        


  
    
      
    
    
      error()



        
          
        

    

  


  

      

          @type error() :: {:error, {:invalid_option, term()}}


      



  


        

      

      
        Functions


        


    

  
    
      
    
    
      cast(meta, given, base \\ nil)



        
          
        

    

  


  

      

          @spec cast(meta :: Ascii.Meta.t(), given :: map() | keyword(), base :: map() | nil) ::
  {:ok, map()} | error()


      


The piece's options: base (its defaults, unless given), with given
cast and merged over them.

  



  
    
      
    
    
      known_key(defaults, key)



        
          
        

    

  


  

      

          @spec known_key(defaults :: map(), key :: term()) :: {:ok, atom()} | :error


      


The atom naming one of defaults' keys, given that atom or its name as a
string. Never creates an atom.

  


        

      


  

    
Ascii.Parts 
    



      
The parts of a piece, coloured one by one: a file tree's folders, files and
branches, a boot log's OK and WARN, a chart's bars and axes.
A piece in one ink that knows its parts lists them in its meta
(Ascii.Meta, parts) and labels each frame's cells with them (the
optional Ascii.Piece.parts/2). Give colours for some of them with
the :parts option, and those cells are drawn in them:
Ascii.new("file-tree", parts: %{"folder" => "#58a6ff", "file.md" => "#d29922"})
Ascii.new("boot-log", parts: %{"status.ok" => "#3fb950", "status.warn" => "#d29922"})
Ascii.new("boot-log", parts: true)
true takes the colours the piece suggests for its parts, for a dark
page, or with paper: true for a light one (suggested/2). A part it
suggests none for takes its parent's (a form's frame.input the
frame's), or the ink if it has no parent with one. To change a few of
them, merge yours over the meta's:
suggested = Ascii.Parts.suggested(Ascii.meta!("file-tree"))
Ascii.new("file-tree", parts: Map.merge(suggested, %{"folder" => "#ffffff"}))
A colour can be a CSS variable, so parts follow a page's theme, light or
dark: %{"status.ok" => "var(--color-success, #3fb950)"} (see
Ascii.Ink).
Names
A part's name is lowercase words joined by dots, the most general first,
as in tree-sitter's highlight names: status, status.ok, file.ts. A
colour for a name colours every part under it unless that part has its
own: file colours every file, file.ts only TypeScript files. A name
given nil takes the base ink, so %{"file" => "#c9d1d9", "file.md" => nil}
leaves Markdown files out.
Each piece's docs list its parts. The first word of every name you give
must be one of them; the rest can be anything (a file's extension, a
flight's remark), and simply never matches if the piece never uses it.
Over the ink
Parts are laid over the :ink: cells in a part with a colour take it, all
others the ink (one colour, or a gradient), or the renderer's own ink if
there is none. In a frame, that last is a nil entry in the palette (see
Ascii.Frame). The picture itself is never changed: parts are read
off it after the piece has drawn it.
Labelling a frame
For a piece of your own, parts/2 returns each row of the frame as runs
of {name, text}, name being nil for cells in no part. The runs' text
must make up the row exactly. The helpers here build runs from a line.

      


      
        Summary


  
    Types
  


    
      
        colors()

      


        Colours for parts by name, nil for the base ink, as cast/2 makes them.



    


    
      
        name()

      


        A part's name: lowercase words joined by dots, as status.ok.



    


    
      
        run()

      


        Some of a row's text, and the part it is in (or nil).



    


    
      
        t()

      


        A frame's rows, each as runs of text that make up the row.



    





  
    Functions
  


    
      
        captures(line, regex, names)

      


        A line labelled by a regex that matches all of it: each capture is in the
part named at its place in names (nil for none), and text no capture
holds in no part. Captures that matched nothing are left out. nil if the
regex does not match.



    


    
      
        cast(parts, meta, opts \\ [])

      


        Colours for a piece's parts, from outside: a map or keyword list of names
(atoms or strings) to colours (#rrggbb or a CSS variable, as for :ink,
or nil), true for the colours the piece suggests (suggested/2), or
nil for none. With paper: true, the suggestions are those for a light
page. Never creates an atom.



    


    
      
        cells(line, fun)

      


        A line labelled a cell at a time, by a function of each cell's code point
(an integer, as ?█) and its column from 0: for pieces whose parts go by
where a cell is as well as what it holds. Neighbours in one part are one
run.



    


    
      
        chars(line, fun)

      


        A line labelled a character at a time, by a function of each character
returning its part's name (or nil). Neighbours in one part are one run.



    


    
      
        first(line, patterns)

      


        A line labelled by the first of patterns, each {regex, names} as for
captures/3, that matches all of it; in no part if none does.



    


    
      
        line(line, name)

      


        A whole line in one part, or (nil) in none.



    


    
      
        matches(line, regex, name)

      


        A line labelled where a regex matches it: each match in the part name
gives (a name, or a function of the matched text returning one), and the
rest in no part.



    


    
      
        merge(runs)

      


        Runs with neighbours in one part made one, and empty runs dropped. Runs
can be built a piece at a time, then tidied with this.



    


    
      
        parent(name)

      


        The name a colour is looked up by next, if name has none: the name
without its last word, or nil for a name of one word.



    


    
      
        refine(runs, fun)

      


        Runs labelled by fun where they are in no part yet, its runs taking
their place: for labelling in passes, the plain text left by one pass
given to the next.



    


    
      
        run_at(arg1, x)

      


        The run of a row (as parts/2 gives it) that holds column x, from 0:
its part and its text. nil past the row's end.



    


    
      
        suggested(meta, opts \\ [])

      


        The colours a piece suggests for its parts (its meta's parts, those it
gives one), as parts: true takes them: for a dark page, or with
paper: true for a light one. On paper, the shared colours become their
light-page pairs, and any other is darkened until it reads on white.



    





      


      
        Types


        


  
    
      
    
    
      colors()



        
          
        

    

  


  

      

          @type colors() :: %{optional(name()) => String.t() | nil}


      


Colours for parts by name, nil for the base ink, as cast/2 makes them.

  



  
    
      
    
    
      name()



        
          
        

    

  


  

      

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


      


A part's name: lowercase words joined by dots, as status.ok.

  



  
    
      
    
    
      run()



        
          
        

    

  


  

      

          @type run() :: {name() | nil, String.t()}


      


Some of a row's text, and the part it is in (or nil).

  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: [[run()]]


      


A frame's rows, each as runs of text that make up the row.

  


        

      

      
        Functions


        


  
    
      
    
    
      captures(line, regex, names)



        
          
        

    

  


  

      

          @spec captures(line :: String.t(), regex :: Regex.t(), names :: [name() | nil]) ::
  [run()] | nil


      


A line labelled by a regex that matches all of it: each capture is in the
part named at its place in names (nil for none), and text no capture
holds in no part. Captures that matched nothing are left out. nil if the
regex does not match.
iex> Ascii.Parts.captures("  [ OK ] done", ~r/^ *(\[ OK \]) (.*)$/, ["status.ok", "message"])
[{nil, "  "}, {"status.ok", "[ OK ]"}, {nil, " "}, {"message", "done"}]

  



    

  
    
      
    
    
      cast(parts, meta, opts \\ [])



        
          
        

    

  


  

      

          @spec cast(parts :: term(), meta :: Ascii.Meta.t(), opts :: [{:paper, boolean()}]) ::
  {:ok, colors()} | Ascii.Options.error()


      


Colours for a piece's parts, from outside: a map or keyword list of names
(atoms or strings) to colours (#rrggbb or a CSS variable, as for :ink,
or nil), true for the colours the piece suggests (suggested/2), or
nil for none. With paper: true, the suggestions are those for a light
page. Never creates an atom.

  



  
    
      
    
    
      cells(line, fun)



        
          
        

    

  


  

      

          @spec cells(line :: String.t(), fun :: (char(), non_neg_integer() -> name() | nil)) ::
  [run()]


      


A line labelled a cell at a time, by a function of each cell's code point
(an integer, as ?█) and its column from 0: for pieces whose parts go by
where a cell is as well as what it holds. Neighbours in one part are one
run.
iex> Ascii.Parts.cells("▁▁▁▁", fn ?▁, column -> if column < 2, do: "low", else: "high" end)
[{"low", "▁▁"}, {"high", "▁▁"}]

  



  
    
      
    
    
      chars(line, fun)



        
          
        

    

  


  

      

          @spec chars(line :: String.t(), fun :: (String.t() -> name() | nil)) :: [run()]


      


A line labelled a character at a time, by a function of each character
returning its part's name (or nil). Neighbours in one part are one run.
iex> Ascii.Parts.chars("██░░", &if(&1 == "█", do: "done", else: "left"))
[{"done", "██"}, {"left", "░░"}]

  



  
    
      
    
    
      first(line, patterns)



        
          
        

    

  


  

      

          @spec first(line :: String.t(), patterns :: [{Regex.t(), [name() | nil]}]) :: [run()]


      


A line labelled by the first of patterns, each {regex, names} as for
captures/3, that matches all of it; in no part if none does.
iex> Ascii.Parts.first("[WARN] low", [{~r/^(\[OK\]) (.*)$/, ["ok", "text"]}, {~r/^(\[WARN\]) (.*)$/, ["warn", "text"]}])
[{"warn", "[WARN]"}, {nil, " "}, {"text", "low"}]

  



  
    
      
    
    
      line(line, name)



        
          
        

    

  


  

      

          @spec line(line :: String.t(), name :: name() | nil) :: [run()]


      


A whole line in one part, or (nil) in none.

  



  
    
      
    
    
      matches(line, regex, name)



        
          
        

    

  


  

      

          @spec matches(
  line :: String.t(),
  regex :: Regex.t(),
  name :: name() | (String.t() -> name() | nil)
) ::
  [run()]


      


A line labelled where a regex matches it: each match in the part name
gives (a name, or a function of the matched text returning one), and the
rest in no part.
iex> Ascii.Parts.matches("a1 b22", ~r/\d+/, "digit")
[{nil, "a"}, {"digit", "1"}, {nil, " b"}, {"digit", "22"}]

  



  
    
      
    
    
      merge(runs)



        
          
        

    

  


  

      

          @spec merge(runs :: [run()]) :: [run()]


      


Runs with neighbours in one part made one, and empty runs dropped. Runs
can be built a piece at a time, then tidied with this.

  



  
    
      
    
    
      parent(name)



        
          
        

    

  


  

      

          @spec parent(name :: name()) :: name() | nil


      


The name a colour is looked up by next, if name has none: the name
without its last word, or nil for a name of one word.
iex> Ascii.Parts.parent("status.ok")
"status"
iex> Ascii.Parts.parent("status")
nil

  



  
    
      
    
    
      refine(runs, fun)



        
          
        

    

  


  

      

          @spec refine(runs :: [run()], fun :: (String.t() -> [run()])) :: [run()]


      


Runs labelled by fun where they are in no part yet, its runs taking
their place: for labelling in passes, the plain text left by one pass
given to the next.

  



  
    
      
    
    
      run_at(arg1, x)



        
          
        

    

  


  

      

          @spec run_at(runs :: [run()] | nil, x :: non_neg_integer()) :: run() | nil


      


The run of a row (as parts/2 gives it) that holds column x, from 0:
its part and its text. nil past the row's end.
iex> Ascii.Parts.run_at([{nil, "  "}, {"status.ok", "[ OK ]"}, {nil, " up"}], 4)
{"status.ok", "[ OK ]"}

  



    

  
    
      
    
    
      suggested(meta, opts \\ [])



        
          
        

    

  


  

      

          @spec suggested(meta :: Ascii.Meta.t(), opts :: [{:paper, boolean()}]) :: colors()


      


The colours a piece suggests for its parts (its meta's parts, those it
gives one), as parts: true takes them: for a dark page, or with
paper: true for a light one. On paper, the shared colours become their
light-page pairs, and any other is darkened until it reads on white.
iex> Ascii.Parts.suggested(Ascii.meta!("boot-log"))["status.ok"]
"#3fb950"
iex> Ascii.Parts.suggested(Ascii.meta!("boot-log"), paper: true)["status.ok"]
"#1a7f37"

  


        

      


  

    
Ascii.Piece behaviour
    



      
The piece contract, upstream's in Elixir.
Upstream, a piece's default function takes the options, precomputes, and
returns a closure frame(t, env). Here init/1 is the outer function: it
receives every option (the defaults merged with what was asked for) and
returns a state. frame/3 is the closure: given the state, the play time
t in seconds and the Ascii.Env, it returns the picture as iodata,
the colours, and the next state.
The picture is rows lines of exactly cols characters joined by \n.
Colours are nil unless the piece has a palette and env.color? is set;
then they are a binary of cols * rows palette indices, row by row.
State is threaded because upstream closures keep state between frames: a
simulation that steps by how far t moved, a cache of the last minute
drawn. A piece behaves exactly as its upstream closure does when called with
the same sequence of t, including t going backwards.
Example
defmodule MySpinner do
  @behaviour Ascii.Piece

  @meta %Ascii.Meta{
    name: "spinner",
    category: :ui,
    note: "a line turning while something loads",
    cols: 10,
    rows: 1,
    fps: 6
  }

  @impl true
  def meta, do: @meta

  @impl true
  def init(_options), do: nil

  @impl true
  def frame(state, t, _env) do
    {[Enum.at(~w(| / - \\), rem(floor(t * 3), 4)), " loading "], nil, state}
  end
end

      


      
        Summary


  
    Callbacks
  


    
      
        describe(options)

      


        What the piece shows, in words, for a screen reader: read off the
options, the data a component draws ("load: 72%", "boot log: 9 ok, 1
warning"). nil when the options hold nothing to tell (the piece plays
its own script), for Ascii.describe/1 to say what the piece is.



    


    
      
        frame(state, t, env)

      


        The picture at t seconds, its colours, and the next state.



    


    
      
        handle_event(event, options)

      


        The options after an event, for a piece that can be used: a key or a
click (see Ascii.event/0) moving a cursor, opening a folder,
ticking a box. What it changes is in the options it returns, so an app
reads what was chosen from them. :ignore for an event it has no use
for.



    


    
      
        init(options)

      


        Precomputes from every option, merged with the defaults.



    


    
      
        meta()

      


        The piece's Ascii.Meta.



    


    
      
        parts(frame, options)

      


        The parts of a frame in one ink, for a piece whose meta lists parts:
each row as runs of {name, text} making up the row (see
Ascii.Parts). Given the frame as drawn, and the options it was drawn
with; called only when parts are to be coloured.



    


    
      
        size(options)

      


        The frame's size for these options, {cols, rows}, for a piece whose size
follows its options (a width to fit a terminal, a row a series). Without
it, every frame is the meta's size.



    


    
      
        update(state, options)

      


        The state for new options while playing (see Ascii.put_options/2),
keeping what it can of state: a needle swinging to a new reading, a
scroll carrying on. Without it, init/1 starts afresh.



    





      


      
        Callbacks


        


  
    
      
    
    
      describe(options)


        (optional)


        
          
        

    

  


  

      

          @callback describe(options :: map()) :: String.t() | nil


      


What the piece shows, in words, for a screen reader: read off the
options, the data a component draws ("load: 72%", "boot log: 9 ok, 1
warning"). nil when the options hold nothing to tell (the piece plays
its own script), for Ascii.describe/1 to say what the piece is.

  



  
    
      
    
    
      frame(state, t, env)



        
          
        

    

  


  

      

          @callback frame(state :: term(), t :: float(), env :: Ascii.Env.t()) ::
  {iodata(), colors :: binary() | nil, state :: term()}


      


The picture at t seconds, its colours, and the next state.

  



  
    
      
    
    
      handle_event(event, options)


        (optional)


        
          
        

    

  


  

      

          @callback handle_event(event :: Ascii.event(), options :: map()) ::
  {:ok, options :: map()} | :ignore


      


The options after an event, for a piece that can be used: a key or a
click (see Ascii.event/0) moving a cursor, opening a folder,
ticking a box. What it changes is in the options it returns, so an app
reads what was chosen from them. :ignore for an event it has no use
for.

  



  
    
      
    
    
      init(options)



        
          
        

    

  


  

      

          @callback init(options :: map()) :: state :: term()


      


Precomputes from every option, merged with the defaults.

  



  
    
      
    
    
      meta()



        
          
        

    

  


  

      

          @callback meta() :: Ascii.Meta.t()


      


The piece's Ascii.Meta.

  



  
    
      
    
    
      parts(frame, options)


        (optional)


        
          
        

    

  


  

      

          @callback parts(frame :: Ascii.Frame.t(), options :: map()) :: Ascii.Parts.t()


      


The parts of a frame in one ink, for a piece whose meta lists parts:
each row as runs of {name, text} making up the row (see
Ascii.Parts). Given the frame as drawn, and the options it was drawn
with; called only when parts are to be coloured.

  



  
    
      
    
    
      size(options)


        (optional)


        
          
        

    

  


  

      

          @callback size(options :: map()) :: {cols :: pos_integer(), rows :: pos_integer()}


      


The frame's size for these options, {cols, rows}, for a piece whose size
follows its options (a width to fit a terminal, a row a series). Without
it, every frame is the meta's size.

  



  
    
      
    
    
      update(state, options)


        (optional)


        
          
        

    

  


  

      

          @callback update(state :: term(), options :: map()) :: state :: term()


      


The state for new options while playing (see Ascii.put_options/2),
keeping what it can of state: a needle swinging to a new reading, a
scroll carrying on. Without it, init/1 starts afresh.

  


        

      


  

    
Ascii.Compose 
    



      
Frames put together into one: a frame in a bordered panel with a title,
rules between sections, frames side by side or one above another. For a
dashboard on a plain terminal (Ascii.Render.ANSI), a Nerves device's
screen, an SVG, or anything else that draws one frame.
{gauge, _} = Ascii.frame(gauge, t)
{spark, _} = Ascii.frame(spark, t)

Ascii.Compose.above([
  Ascii.Compose.beside([
    Ascii.Compose.panel(gauge, title: "load"),
    Ascii.Compose.panel(spark, title: "history", style: :double)
  ]),
  Ascii.Compose.divider(80, label: "processes"),
  Ascii.Compose.text(["pid  name", "123  my_app"])
])
Every function takes and returns Ascii.Frames, so they nest. Each
frame keeps its colours: the result's palette holds every frame's, once
each, and cells in no colour (a frame without colours, the spaces between)
are in the renderer's own ink, a nil in the palette. A frame of only
uncoloured frames has no colours either. A frame's ground is kept only
where every coloured frame shares it; a scene's dark ground is otherwise
lost, so give one behind the whole with :ground (or draw over a dark
terminal). Composing an animation is composing its frames: draw each
piece's frame at t, then put them together, every tick.

      


      
        Summary


  
    Types
  


    
      
        align()

      


        Where a smaller frame goes in the room it is given.



    


    
      
        color()

      


        A colour (as Ascii.Ink.color/1 takes one), or nil for the renderer's own.



    





  
    Functions
  


    
      
        above(frames, opts \\ [])

      


        Frames one above another, their left edges level (or as :align says),
:gap blank rows apart (default 0).



    


    
      
        beside(frames, opts \\ [])

      


        Frames side by side, their tops level (or as :align says), :gap
blank cells apart (default 1).



    


    
      
        divider(cols, opts \\ [])

      


        A rule across cols cells, for between sections, with a label in it if
given.



    


    
      
        fit(frame, cols, rows, opts \\ [])

      


        The frame in exactly cols by rows cells: placed as :align and
:valign say in a larger room, or its middle (as aligned) in a smaller.
For a frame to fill an area of a screen.



    


    
      
        panel(frame, opts \\ [])

      


        The frame in a box, a title set into its top edge.



    


    
      
        text(lines, opts \\ [])

      


        Plain text as a frame: lines, each padded to the longest (or :width,
cut to it), in one colour or the renderer's own. For labels, readouts and
tables beside the pieces.



    





      


      
        Types


        


  
    
      
    
    
      align()



        
          
        

    

  


  

      

          @type align() :: :left | :center | :right | :top | :middle | :bottom


      


Where a smaller frame goes in the room it is given.

  



  
    
      
    
    
      color()



        
          
        

    

  


  

      

          @type color() :: String.t() | nil


      


A colour (as Ascii.Ink.color/1 takes one), or nil for the renderer's own.

  


        

      

      
        Functions


        


    

  
    
      
    
    
      above(frames, opts \\ [])



        
          
        

    

  


  

      

          @spec above(frames :: [Ascii.Frame.t(), ...], opts :: keyword()) :: Ascii.Frame.t()


      


Frames one above another, their left edges level (or as :align says),
:gap blank rows apart (default 0).
Options
	:gap - blank rows between neighbours (default 0).
	:align - :left (the default), :center or :right.
	:ground - the result's ground.


  



    

  
    
      
    
    
      beside(frames, opts \\ [])



        
          
        

    

  


  

      

          @spec beside(frames :: [Ascii.Frame.t(), ...], opts :: keyword()) :: Ascii.Frame.t()


      


Frames side by side, their tops level (or as :align says), :gap
blank cells apart (default 1).
Options
	:gap - blank cells between neighbours (default 1).
	:align - :top (the default), :middle or :bottom.
	:ground - the result's ground.


  



    

  
    
      
    
    
      divider(cols, opts \\ [])



        
          
        

    

  


  

      

          @spec divider(cols :: pos_integer(), opts :: keyword()) :: Ascii.Frame.t()


      


A rule across cols cells, for between sections, with a label in it if
given.
Options
	:style - :single (the default), :double, :heavy, :dashed,
:dotted, :ascii or :wave.
	:label - text set into the rule, a space either side.
	:align - where the label goes: :left (two cells in, the default),
:center or :right.
	:color, :label_color - the rule's and the label's colours.


  



    

  
    
      
    
    
      fit(frame, cols, rows, opts \\ [])



        
          
        

    

  


  

      

          @spec fit(
  frame :: Ascii.Frame.t(),
  cols :: pos_integer(),
  rows :: pos_integer(),
  opts :: keyword()
) ::
  Ascii.Frame.t()


      


The frame in exactly cols by rows cells: placed as :align and
:valign say in a larger room, or its middle (as aligned) in a smaller.
For a frame to fill an area of a screen.
Options
	:align - :center (the default), :left or :right.
	:valign - :middle (the default), :top or :bottom.


  



    

  
    
      
    
    
      panel(frame, opts \\ [])



        
          
        

    

  


  

      

          @spec panel(frame :: Ascii.Frame.t(), opts :: keyword()) :: Ascii.Frame.t()


      


The frame in a box, a title set into its top edge.
Options
	:title - text in the top edge, a space either side.
	:style - the box: :rounded (the default), :single, :double,
:heavy, :dashed, :ascii or :block.
	:padding - blank cells between the box and the frame, at the sides
(default 1); :padding_y above and below (default 0).
	:width, :height - the panel's whole size, box included, the frame
placed in it by :align: for panels of one size in a row or a grid.
The panel is never smaller than the frame and its title need, so a
frame too big for the room keeps all of its picture.
	:align - where the frame sits in a larger panel: :center (the
default), :left or :right; and :valign, :middle (the
default), :top or :bottom.
	:color, :title_color - the box's and the title's colours.
	:ground - the result's ground.


  



    

  
    
      
    
    
      text(lines, opts \\ [])



        
          
        

    

  


  

      

          @spec text(lines :: String.t() | [String.t()], opts :: keyword()) :: Ascii.Frame.t()


      


Plain text as a frame: lines, each padded to the longest (or :width,
cut to it), in one colour or the renderer's own. For labels, readouts and
tables beside the pieces.
Options
	:width - the frame's width; lines are cut or padded to it.
	:align - :left (the default), :center or :right.
	:color - the text's colour.


  


        

      


  

    
Ascii.Player 
    



      
Plays a piece in real time: a process that draws a frame every 1/fps
seconds and hands it on.
{:ok, player} = Ascii.Player.start_link(piece: "donut")

receive do
  {:ascii_frame, _ref, frame} -> IO.write(Ascii.Render.ANSI.render(frame))
end
Where frames go
Started with start_link/1 or start/1, a player sends its frames to the
process that started it (or :to) as {:ascii_frame, ref, %Ascii.Frame{}}, and stops when that process, its owner, exits. Given a
:callback, it calls that instead, in the player's process, and has no
owner.
Any process can also subscribe/1 to a player and receive the same
messages until it unsubscribes or exits, and frame/1 returns the latest
frame. That is how one player serves many viewers:
children = [
  {Ascii.Player, piece: "elixir", name: MyApp.Logo}
]

# in each LiveView
def mount(_params, _session, socket) do
  if connected?(socket), do: Ascii.Player.subscribe(MyApp.Logo)
  {:ok, assign(socket, frame: Ascii.Player.frame(MyApp.Logo))}
end

def handle_info({:ascii_frame, _ref, frame}, socket),
  do: {:noreply, assign(socket, frame: frame)}
Under a supervisor (child_spec/1) a player has no owner unless given
:to: it sends nothing to the supervisor, only to its callback and its
subscribers. A player with no one to send to holds its frame and does no
work, and play time waits with it, until someone subscribes.
Time
Play time advances as upstream's mount advances it: by the real time
since the last frame, at most 100 ms a frame, and not at all while paused.
Ticks are scheduled against the monotonic clock, so they keep their pace
rather than drift by the time each frame takes to draw.
start_link/1 checks the piece and its options, and returns their error
if there is one, without starting a process. It returns as soon as the
player has started; the player then sets the piece up (a scene takes up to
a second, more on a small board) before it does anything else, so a call
made meanwhile waits for it. A supervisor starting a scene's player is not
held up.
A piece that closes a loop (Ascii.Meta's loop), played with its
default options and frame rate, is drawn once a frame of its cycle, as
play first reaches each, and then repeated, so after one cycle it costs
nothing to play: the frames are kept, up to a megabyte. Frames come at the
cycle's places rather than at the exact play time, which is every
1/fps of a second anyway; a frame's t is still the play time.
It needs nothing from Phoenix, so it serves a terminal app (see
mix ascii.play) or a device: on Nerves, start it under your own
supervisor and draw frame.lines and frame.colors to the display in the
callback.
Options
	:piece (required) - a slug or module.
	:to - the owner: the pid to send frames to, which the player stops
with. The caller by default, or no one under a supervisor; nil for no
one.
	:callback - a function of one frame, instead of messages to an owner.
	:ref - the tag on each message (a fresh reference by default; see
ref/1).
	:cache - keep and repeat the frames of a loop (default true).
	:options, :fps, :paper, :color, :ink, :gradient, :parts -
as for Ascii.new/2.
	:name - registers the player. Under a supervisor it is also the
child's id, so one supervisor can hold several named players.


      


      
        Summary


  
    Functions
  


    
      
        child_spec(init_arg)

      


        A child spec for a supervisor: {Ascii.Player, piece: "donut", name: MyApp.Donut}.



    


    
      
        frame(player, timeout \\ 5000)

      


        The latest frame drawn. Frame 0 until the player has played; while the
piece is still being set up, this waits for it, up to timeout ms.



    


    
      
        handle_event(player, event)

      


        A key or a click for the piece (see Ascii.handle_event/2): its new
options if it took the event, the new picture drawn and sent at once;
:ignore if it had no use for it.



    


    
      
        pause(player)

      


        Holds the current frame; play time stops.



    


    
      
        ref(player)

      


        The tag on this player's frame messages.



    


    
      
        resume(player)

      


        Plays on from where it paused.



    


    
      
        set_fps(player, fps)

      


        Changes the frame rate, 0 to 60; 0 holds the picture.



    


    
      
        set_options(player, options)

      


        New options for the piece, merged over its own (see
Ascii.put_options/2): for live data, a reading or the latest samples.
The new picture is drawn and sent at once.



    


    
      
        start(opts)

      


        Starts a player without a link.



    


    
      
        start_link(opts)

      


        Starts a player linked to the caller. See the module docs for options.



    


    
      
        stop(player)

      


        Stops the player.



    


    
      
        subscribe(player, timeout \\ 5000)

      


        Sends the caller every frame from now on, as the owner gets them, until it
calls unsubscribe/1 or exits. Subscribing twice changes nothing.



    


    
      
        unsubscribe(player)

      


        Stops sending the caller frames.



    





      


      
        Functions


        


  
    
      
    
    
      child_spec(init_arg)



        
          
        

    

  


  

      

          @spec child_spec(opts :: keyword()) :: Supervisor.child_spec()


      


A child spec for a supervisor: {Ascii.Player, piece: "donut", name: MyApp.Donut}.
The player sends frames to no one by default, rather than to the
supervisor that starts it; see the module docs.

  



    

  
    
      
    
    
      frame(player, timeout \\ 5000)



        
          
        

    

  


  

      

          @spec frame(player :: GenServer.server(), timeout :: timeout()) :: Ascii.Frame.t()


      


The latest frame drawn. Frame 0 until the player has played; while the
piece is still being set up, this waits for it, up to timeout ms.

  



  
    
      
    
    
      handle_event(player, event)



        
          
        

    

  


  

      

          @spec handle_event(player :: GenServer.server(), event :: Ascii.event()) ::
  {:ok, options :: map()} | :ignore


      


A key or a click for the piece (see Ascii.handle_event/2): its new
options if it took the event, the new picture drawn and sent at once;
:ignore if it had no use for it.

  



  
    
      
    
    
      pause(player)



        
          
        

    

  


  

      

          @spec pause(player :: GenServer.server()) :: :ok


      


Holds the current frame; play time stops.

  



  
    
      
    
    
      ref(player)



        
          
        

    

  


  

      

          @spec ref(player :: GenServer.server()) :: term()


      


The tag on this player's frame messages.

  



  
    
      
    
    
      resume(player)



        
          
        

    

  


  

      

          @spec resume(player :: GenServer.server()) :: :ok


      


Plays on from where it paused.

  



  
    
      
    
    
      set_fps(player, fps)



        
          
        

    

  


  

      

          @spec set_fps(player :: GenServer.server(), fps :: number()) ::
  :ok | {:error, {:invalid_option, :fps}}


      


Changes the frame rate, 0 to 60; 0 holds the picture.

  



  
    
      
    
    
      set_options(player, options)



        
          
        

    

  


  

      

          @spec set_options(player :: GenServer.server(), options :: map() | keyword()) ::
  :ok | Ascii.error()


      


New options for the piece, merged over its own (see
Ascii.put_options/2): for live data, a reading or the latest samples.
The new picture is drawn and sent at once.

  



  
    
      
    
    
      start(opts)



        
          
        

    

  


  

      

          @spec start(opts :: keyword()) :: GenServer.on_start() | Ascii.error()


      


Starts a player without a link.

  



  
    
      
    
    
      start_link(opts)



        
          
        

    

  


  

      

          @spec start_link(opts :: keyword()) :: GenServer.on_start() | Ascii.error()


      


Starts a player linked to the caller. See the module docs for options.

  



  
    
      
    
    
      stop(player)



        
          
        

    

  


  

      

          @spec stop(player :: GenServer.server()) :: :ok


      


Stops the player.

  



    

  
    
      
    
    
      subscribe(player, timeout \\ 5000)



        
          
        

    

  


  

      

          @spec subscribe(player :: GenServer.server(), timeout :: timeout()) :: :ok


      


Sends the caller every frame from now on, as the owner gets them, until it
calls unsubscribe/1 or exits. Subscribing twice changes nothing.

  



  
    
      
    
    
      unsubscribe(player)



        
          
        

    

  


  

      

          @spec unsubscribe(player :: GenServer.server()) :: :ok


      


Stops sending the caller frames.

  


        

      


  

    
Ascii.Render.ANSI 
    



      
A frame for a terminal: text with ANSI colour escapes.
Coloured frames take each cell's palette colour, as 24-bit colour
(:truecolor, the default), the nearest of xterm's 256 (:ansi256), or
none at all (:mono). Escapes are emitted once a run of one colour, and
spaces never start a run, so a frame costs little more than its text. A
piece with a ground gets it as the background, unless ground: false.
Each line ends by resetting the colours, so nothing bleeds past the
picture.
Frames without colours (text pieces, or color: false) are plain text in
every mode, in the terminal's own colours. A nil in a palette (cells in
no coloured part of a piece, see Ascii.Parts) is the terminal's own
foreground too, and a CSS variable (see Ascii.Ink) is its fallback
colour, or the terminal's own without one.
To animate in place, move the cursor home before each frame:
IO.write([ANSI.hide_cursor(), ANSI.clear()])
IO.write([ANSI.home(), ANSI.render(frame)])
# ...
IO.write([ANSI.reset(), ANSI.show_cursor()])
Ascii.Player and mix ascii.play do this for you.

      


      
        Summary


  
    Types
  


    
      
        mode()

      


    





  
    Functions
  


    
      
        changes(prev, frame, opts \\ [])

      


        What changed from prev to frame, as iodata that moves the cursor to
each run of cells that changed and writes it (see
Ascii.Frame.changes/3); nothing at all when the picture did not
change. With prev nil, the whole frame, each row placed.



    


    
      
        clear()

      


        Clears the screen.



    


    
      
        hide_cursor()

      


        Hides the cursor.



    


    
      
        home()

      


        Moves the cursor to the top left.



    


    
      
        move(row, column)

      


        Moves the cursor to row, column, counting from 1.



    


    
      
        render(frame, opts \\ [])

      


        The frame as iodata.



    


    
      
        reset()

      


        Resets colours.



    


    
      
        show_cursor()

      


        Shows the cursor.



    


    
      
        xterm256(arg)

      


        The xterm-256 colour nearest an RGB colour: a step of the 6×6×6 cube or of the grey ramp.



    





      


      
        Types


        


  
    
      
    
    
      mode()



        
          
        

    

  


  

      

          @type mode() :: :truecolor | :ansi256 | :mono


      



  


        

      

      
        Functions


        


    

  
    
      
    
    
      changes(prev, frame, opts \\ [])



        
          
        

    

  


  

      

          @spec changes(
  prev :: Ascii.Frame.t() | nil,
  frame :: Ascii.Frame.t(),
  opts :: [mode: mode(), ground: boolean(), at: {pos_integer(), pos_integer()}]
) :: iodata()


      


What changed from prev to frame, as iodata that moves the cursor to
each run of cells that changed and writes it (see
Ascii.Frame.changes/3); nothing at all when the picture did not
change. With prev nil, the whole frame, each row placed.
A terminal that already shows prev needs only this, which for most
pieces is a few cells in a hundred: over SSH or a serial console, far less
to send than render/2 every frame.
Options
	:mode, :ground - as for render/2.
	:at - {row, column} of the screen where the frame's top left cell
is, counting from 1 (default {1, 1}).


  



  
    
      
    
    
      clear()



        
          
        

    

  


  

      

          @spec clear() :: String.t()


      


Clears the screen.

  



  
    
      
    
    
      hide_cursor()



        
          
        

    

  


  

      

          @spec hide_cursor() :: String.t()


      


Hides the cursor.

  



  
    
      
    
    
      home()



        
          
        

    

  


  

      

          @spec home() :: String.t()


      


Moves the cursor to the top left.

  



  
    
      
    
    
      move(row, column)



        
          
        

    

  


  

      

          @spec move(row :: pos_integer(), column :: pos_integer()) :: String.t()


      


Moves the cursor to row, column, counting from 1.

  



    

  
    
      
    
    
      render(frame, opts \\ [])



        
          
        

    

  


  

      

          @spec render(frame :: Ascii.Frame.t(), opts :: [mode: mode(), ground: boolean()]) ::
  iodata()


      


The frame as iodata.
Options
	:mode - :truecolor (default), :ansi256 or :mono.
	:ground - paint the piece's ground behind it (default true).


  



  
    
      
    
    
      reset()



        
          
        

    

  


  

      

          @spec reset() :: String.t()


      


Resets colours.

  



  
    
      
    
    
      show_cursor()



        
          
        

    

  


  

      

          @spec show_cursor() :: String.t()


      


Shows the cursor.

  



  
    
      
    
    
      xterm256(arg)



        
          
        

    

  


  

      

          @spec xterm256({byte(), byte(), byte()}) :: 16..255


      


The xterm-256 colour nearest an RGB colour: a step of the 6×6×6 cube or of the grey ramp.

  


        

      


  

    
Ascii.Render.HTML 
    



      
A frame as the inside of a <pre>: escaped text, and for a coloured frame
a <span style="color:..."> a run of one colour. A run whose colour is
nil (in no coloured part, see Ascii.Parts) is plain text, in the
page's own; one in a CSS variable (see Ascii.Ink) takes the page's
value for it.
Spaces join whatever run they fall in, so a logo is a few dozen spans and
a full scene a few thousand. That is fine for a still or a logo; to play a
piece live, Ascii.Phoenix.PlayerLive sends only what changes.
Phoenix is not needed: the result is plain iodata, already escaped. Put it
in a <pre> whose style is style/1.

      


      
        Summary


  
    Functions
  


    
      
        escape(text)

      


        HTML-escapes text (as iodata).



    


    
      
        render(frame)

      


        The <pre>'s contents, escaped: rows/1 joined by newlines.



    


    
      
        row(frame, y)

      


        Row y's HTML, as in rows/1.



    


    
      
        rows(frame)

      


        Each row's HTML, escaped, without newlines.



    


    
      
        style(frame)

      


        The <pre>'s style: the piece's ground behind a coloured frame, else nil.



    





      


      
        Functions


        


  
    
      
    
    
      escape(text)



        
          
        

    

  


  

      

          @spec escape(text :: iodata()) :: iodata()


      


HTML-escapes text (as iodata).

  



  
    
      
    
    
      render(frame)



        
          
        

    

  


  

      

          @spec render(frame :: Ascii.Frame.t()) :: iodata()


      


The <pre>'s contents, escaped: rows/1 joined by newlines.

  



  
    
      
    
    
      row(frame, y)



        
          
        

    

  


  

      

          @spec row(frame :: Ascii.Frame.t(), y :: non_neg_integer()) :: iodata()


      


Row y's HTML, as in rows/1.

  



  
    
      
    
    
      rows(frame)



        
          
        

    

  


  

      

          @spec rows(frame :: Ascii.Frame.t()) :: [iodata()]


      


Each row's HTML, escaped, without newlines.

  



  
    
      
    
    
      style(frame)



        
          
        

    

  


  

      

          @spec style(frame :: Ascii.Frame.t()) :: String.t() | nil


      


The <pre>'s style: the piece's ground behind a coloured frame, else nil.

  


        

      


  

    
Ascii.Render.SVG 
    



      
A frame as an SVG picture: for an email, a README, a social preview, or
anywhere an image goes and a <pre> cannot.
{:ok, frame} = Ascii.still("night-coast")
File.write!("night-coast.svg", Ascii.Render.SVG.render(frame, title: "a lighthouse"))
Each row is text, in runs of one colour, each run placed at its column
and held to its width, so the columns line up in whatever monospace font
the reader has. A coloured piece is drawn over its ground; a frame
without colours, and cells in no coloured part, take :foreground. A CSS
variable in the palette (see Ascii.Ink) stays one, so an SVG inlined
in a page takes the page's colours; on its own, it shows the fallback.
Spaces are left out: an SVG is about the size of the frame's text.
Options
	:font_size - in pixels (default 14). A cell is 0.6 of it wide, the
shape of most monospace fonts, and as tall as the piece's cell says
(1.2 of it for a character's shape), as the browser's canvas draws.
	:font_family - the font (default a stack of system monospace fonts).
	:foreground - the colour of uncoloured text (default
"currentColor", the colour of the text around an inline SVG; black
in a file of its own).
	:background - a colour behind the picture. Defaults to the piece's
ground, if it is drawn in colour over one; else none.
	:title - what the picture shows, for screen readers and as its
tooltip: see Ascii.describe/1.


      


      
        Summary


  
    Types
  


    
      
        option()

      


    





  
    Functions
  


    
      
        render(frame, opts \\ [])

      


        The frame as an SVG document, as iodata.



    





      


      
        Types


        


  
    
      
    
    
      option()



        
          
        

    

  


  

      

          @type option() ::
  {:font_size, number()}
  | {:font_family, String.t()}
  | {:foreground, String.t()}
  | {:background, String.t() | nil}
  | {:title, String.t()}


      



  


        

      

      
        Functions


        


    

  
    
      
    
    
      render(frame, opts \\ [])



        
          
        

    

  


  

      

          @spec render(frame :: Ascii.Frame.t(), opts :: [option()]) :: iodata()


      


The frame as an SVG document, as iodata.

  


        

      


  

    
Ascii.Render.Text 
    



      
A frame as plain text: rows lines of cols characters, no colour.

      


      
        Summary


  
    Functions
  


    
      
        render(frame)

      


        The frame's text, as iodata.



    





      


      
        Functions


        


  
    
      
    
    
      render(frame)



        
          
        

    

  


  

      

          @spec render(frame :: Ascii.Frame.t()) :: iodata()


      


The frame's text, as iodata.

  


        

      


  

    
Ascii.BEAM 
    



      
This VM's readings, as options for the data pieces: an htop of the BEAM.
Its schedulers are cores, its memory is memory, its run queue is the load,
and its processes are the process list, busiest first by reductions.
sample = Ascii.BEAM.sample()
# a second later
sample = Ascii.BEAM.sample(sample)

Ascii.put_options!(meters, Ascii.BEAM.cpu_meters(sample))
Ascii.put_options!(history, Ascii.BEAM.sparkline(sample))
Ascii.put_options!(busy, Ascii.BEAM.gauge(sample))
Take a sample every second or so, each from the one before: scheduler
use, the load and the busiest processes are measured between two
samples, and the sparkline's history is the samples' own. mix ascii.top plays them in a terminal; in a LiveView, give them to
Ascii.Phoenix.live_player/1 from a timer.
Scheduler use needs the VM's scheduler_wall_time flag, which the first
sample turns on for as long as the process that took it lives (see
:erlang.system_flag/2), so take samples from one long-lived process.

      


      
        Summary


  
    Types
  


    
      
        t()

      


        One sample of the VM, and what it needs of the last to measure the next.



    





  
    Functions
  


    
      
        cpu_meters(s)

      


        Options for cpu-meters: the schedulers as cores, memory in gigabytes
against the next half gigabyte up, the run queue's averages as the load,
the process count as tasks, uptime, and the busiest processes.



    


    
      
        gauge(beam)

      


        Options for gauge: the schedulers' average use.



    


    
      
        progress_bar(beam)

      


        Options for progress-bar: where the memory goes, in percent of it.



    


    
      
        sample(prev \\ nil)

      


        A sample of the VM, measured from prev (nil for the first, which
measures no scheduler use and no busiest processes yet).



    


    
      
        sparkline(beam, opts \\ [])

      


        Options for sparkline: memory in megabytes, the process count and the
run queue, a sample at a time over the last 120. rate is
samples a second, for its time axis (default 1).



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Ascii.BEAM{
  at: integer(),
  busy: float(),
  cores: [float()],
  history: [{float(), non_neg_integer(), non_neg_integer()}],
  load: [float()],
  memory: non_neg_integer(),
  memory_parts: [{atom(), float()}],
  processes: non_neg_integer(),
  reductions: %{optional(pid()) => non_neg_integer()},
  run_queue: non_neg_integer(),
  sched: term(),
  top: [map()],
  uptime: non_neg_integer()
}


      


One sample of the VM, and what it needs of the last to measure the next.

  


        

      

      
        Functions


        


  
    
      
    
    
      cpu_meters(s)



        
          
        

    

  


  

      

          @spec cpu_meters(sample :: t()) :: map()


      


Options for cpu-meters: the schedulers as cores, memory in gigabytes
against the next half gigabyte up, the run queue's averages as the load,
the process count as tasks, uptime, and the busiest processes.

  



  
    
      
    
    
      gauge(beam)



        
          
        

    

  


  

      

          @spec gauge(sample :: t()) :: map()


      


Options for gauge: the schedulers' average use.

  



  
    
      
    
    
      progress_bar(beam)



        
          
        

    

  


  

      

          @spec progress_bar(sample :: t()) :: map()


      


Options for progress-bar: where the memory goes, in percent of it.

  



    

  
    
      
    
    
      sample(prev \\ nil)



        
          
        

    

  


  

      

          @spec sample(prev :: t() | nil) :: t()


      


A sample of the VM, measured from prev (nil for the first, which
measures no scheduler use and no busiest processes yet).

  



    

  
    
      
    
    
      sparkline(beam, opts \\ [])



        
          
        

    

  


  

      

          @spec sparkline(sample :: t(), opts :: [{:rate, number()}]) :: map()


      


Options for sparkline: memory in megabytes, the process count and the
run queue, a sample at a time over the last 120. rate is
samples a second, for its time axis (default 1).

  


        

      


  

    
Ascii.Telemetry 
    



      
Your app's :telemetry events as live data for the pieces: a process
that keeps a reading of each metric a sample at a time, for a
sparkline's series, a gauge's needle or a progress bar.
children = [
  {Ascii.Telemetry,
   name: MyApp.Readings,
   metrics: [
     Telemetry.Metrics.last_value("vm.memory.total", unit: {:byte, :megabyte}),
     Telemetry.Metrics.counter("phoenix.endpoint.stop.duration", reporter_options: [label: "requests"]),
     Telemetry.Metrics.summary("my_app.repo.query.total_time", unit: {:native, :millisecond})
   ]}
]

# in a LiveView
if connected?(socket), do: Ascii.Telemetry.subscribe(MyApp.Readings)

def handle_info({:ascii_telemetry, _feed, readings}, socket),
  do: {:noreply, assign(socket, history: Ascii.Telemetry.sparkline(readings))}

<Ascii.Phoenix.live_player id="history" piece="sparkline" options={@history} />
Or have it feed players itself, each sample:
{Ascii.Telemetry, metrics: metrics, players: [{MyApp.History, &Ascii.Telemetry.sparkline/1}]}
Metrics
Telemetry.Metrics definitions, as for any reporter (the
telemetry_metrics package; it need not be a dependency of this
library), or maps of the same: %{name: "db", event: [:my_app, :repo, :query], measurement: :total_time, kind: :summary, unit: "ms"}. Each
sample, every :every milliseconds, gives each metric one reading:
	last_value - its latest measurement (kept until another comes);
	counter - how many events came;
	sum - their measurements added up;
	summary, distribution - their mean, or nothing if none came.

A metric's label is its reporter_options[:label], else its name's last
part but one, as memory for vm.memory.total; its unit is the one it
converts to.
Options
	:metrics - the metrics (required).
	:every - milliseconds a sample (default 1000).
	:window - samples kept of each metric (default 120).
	:players - {player, fun} pairs: each sample, fun turns the
readings into options for the player (Ascii.Player.set_options/2).
	:name - to register the process.

Handlers run in the processes that emit the events, so each is a
message to this process and no more. They are detached when it stops.
Only available when telemetry is a dependency (Phoenix brings it).

      


      
        Summary


  
    Types
  


    
      
        readings()

      


        A metric's readings, oldest first, by its label, with its unit.



    





  
    Functions
  


    
      
        gauge(readings, opts \\ [])

      


        Options for gauge: the latest reading of the metric label (the first,
if not given), its label and unit; :min and :max for the dial.



    


    
      
        readings(feed)

      


        The readings so far.



    


    
      
        sparkline(readings, opts \\ [])

      


        Options for sparkline: a series a metric (the first five; :only
picks by label), and its rate, samples a second.



    


    
      
        start_link(opts)

      


        Starts a feed; see the module docs for the options.



    


    
      
        subscribe(feed)

      


        Sends the calling process {:ascii_telemetry, feed, readings} after
every sample, until it exits.



    





      


      
        Types


        


  
    
      
    
    
      readings()



        
          
        

    

  


  

      

          @type readings() :: [%{label: String.t(), unit: String.t(), values: [number()]}]


      


A metric's readings, oldest first, by its label, with its unit.

  


        

      

      
        Functions


        


    

  
    
      
    
    
      gauge(readings, opts \\ [])



        
          
        

    

  


  

      

          @spec gauge(
  readings :: readings(),
  opts :: [label: String.t(), min: number(), max: number()]
) :: map()


      


Options for gauge: the latest reading of the metric label (the first,
if not given), its label and unit; :min and :max for the dial.

  



  
    
      
    
    
      readings(feed)



        
          
        

    

  


  

      

          @spec readings(feed :: GenServer.server()) :: readings()


      


The readings so far.

  



    

  
    
      
    
    
      sparkline(readings, opts \\ [])



        
          
        

    

  


  

      

          @spec sparkline(
  readings :: readings(),
  opts :: [only: [String.t()], every: pos_integer()]
) :: map()


      


Options for sparkline: a series a metric (the first five; :only
picks by label), and its rate, samples a second.

  



  
    
      
    
    
      start_link(opts)



        
          
        

    

  


  

      

          @spec start_link(opts :: keyword()) :: GenServer.on_start()


      


Starts a feed; see the module docs for the options.

  



  
    
      
    
    
      subscribe(feed)



        
          
        

    

  


  

      

          @spec subscribe(feed :: GenServer.server()) :: :ok


      


Sends the calling process {:ascii_telemetry, feed, readings} after
every sample, until it exits.

  


        

      


  

    
Ascii.Diagram 
    



      
Native, data-driven diagrams rendered as Ascii.Frames.
Flowcharts, sequences and C4 views have separate models and layout
strategies. They share drawing and the existing frame renderers; no Node,
browser or dependency is required. See the diagram guide
for the supported Mermaid syntax and limits.
iex> {:ok, diagram} = Ascii.Diagram.flowchart([%{id: "a", label: "Hello"}], [])
iex> {:ok, frame} = Ascii.Diagram.render(diagram)
iex> frame.text =~ "Hello"
true
Constructors validate data without truncation. Labels accept single-cell
Unicode and newlines, normalized to NFC. Wide characters, emoji and
residual combining marks require a different display-width contract and
are rejected. The drawing itself can use ASCII or Unicode.

      


      
        Summary


  
    Types
  


    
      
        error()

      


    


    
      
        t()

      


    





  
    Functions
  


    
      
        c4(level, elements, relationships, opts \\ [])

      


        A C4 :context, :container or :component view.



    


    
      
        flowchart(nodes, edges, opts \\ [])

      


        A directed graph. Node IDs and edge endpoints are strings; direction defaults to :tb.



    


    
      
        layout(diagram, opts \\ [])

      


        Computes deterministic geometry once, retaining node bounds and edge paths.



    


    
      
        put_style(diagram, target, style)

      


        Changes the optional foreground styles of one identified element.



    


    
      
        render(diagram, opts \\ [])

      


        Layouts and draws a diagram as a frame, ready for any existing renderer.



    


    
      
        sequence(participants, messages)

      


        Participants in display order and ordered events: messages, notes, activations and nested fragments.



    





      


      
        Types


        


  
    
      
    
    
      error()



        
          
        

    

  


  

      

          @type error() ::
  {:error, {:invalid_diagram, term()}}
  | {:error, {:invalid_option, term()}}
  | {:error, {:too_large, {pos_integer(), pos_integer()}}}
  | {:error, {:too_many_colors, pos_integer()}}


      



  



  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Ascii.Diagram{data: map(), type: :flowchart | :sequence | :c4}


      



  


        

      

      
        Functions


        


    

  
    
      
    
    
      c4(level, elements, relationships, opts \\ [])



        
          
        

    

  


  

      

          @spec c4(
  level :: atom(),
  elements :: [map()],
  relationships :: [map()],
  opts :: keyword()
) ::
  {:ok, t()} | error()


      


A C4 :context, :container or :component view.
Elements take :kind, :technology, :description, :external and an
optional :boundary ID. boundaries: is a list of %{id:, label:} maps,
with parent: for nested boundaries. Elements and boundaries can carry
optional foreground styles (:color, :label_color, :border_color).

  



    

  
    
      
    
    
      flowchart(nodes, edges, opts \\ [])



        
          
        

    

  


  

      

          @spec flowchart(nodes :: [map()], edges :: [map()], opts :: keyword()) ::
  {:ok, t()} | error()


      


A directed graph. Node IDs and edge endpoints are strings; direction defaults to :tb.

  



    

  
    
      
    
    
      layout(diagram, opts \\ [])



        
          
        

    

  


  

      

          @spec layout(diagram :: t(), opts :: keyword()) ::
  {:ok, Ascii.Diagram.Layout.t()} | error()


      


Computes deterministic geometry once, retaining node bounds and edge paths.
Options: :label_width (24), :gap_cols (8), :gap_rows (3),
:max_cols (400), :max_rows (200). Oversize diagrams return an error.
Rendering options (:charset, :theme, :color) are also accepted.

  



  
    
      
    
    
      put_style(diagram, target, style)



        
          
        

    

  


  

      

          @spec put_style(
  diagram :: t(),
  target :: {atom(), String.t()},
  style :: map() | keyword()
) ::
  {:ok, t()} | error()


      


Changes the optional foreground styles of one identified element.
Targets are {:node, id}, {:edge, id}, {:boundary, id}, and for
sequences {:fragment, id}, {:note, id}, {:activation, id}.
Styles take :color, :label_color, :border_color, :line_color;
a nil value clears an override. Colours use Ascii.Ink.color/1.
Styles do not affect geometry. Unknown IDs and invalid colours are errors.

  



    

  
    
      
    
    
      render(diagram, opts \\ [])



        
          
        

    

  


  

      

          @spec render(diagram :: t(), opts :: keyword()) :: {:ok, Ascii.Frame.t()} | error()


      


Layouts and draws a diagram as a frame, ready for any existing renderer.

  



  
    
      
    
    
      sequence(participants, messages)



        
          
        

    

  


  

      

          @spec sequence(participants :: [map()], messages :: [map()]) :: {:ok, t()} | error()


      


Participants in display order and ordered events: messages, notes, activations and nested fragments.

  


        

      


  

    
Ascii.Diagram.Layout 
    



      
Compiled cell geometry for a diagram, reusable for drawing and hit testing.
Node, boundary, fragment, note and activation bounds use zero-based
x, y, width, height.
Edges retain their ordered orthogonal points and stable IDs. Bounds and
routes are independent of theme and character set. frame/2 does no parsing
or layout work.

      


      
        Summary


  
    Types
  


    
      
        t()

      


    





  
    Functions
  


    
      
        frame(layout, opts \\ [])

      


        Draws retained geometry. charset: :ascii | :unicode, theme: maps visual roles to inks.



    


    
      
        hit_at(layout, x, y)

      


        The node, note, activation, edge, fragment or boundary at a cell, as {kind, id}, or nil.



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Ascii.Diagram.Layout{
  activations: map(),
  boundaries: map(),
  cols: pos_integer(),
  commands: [tuple()],
  description: String.t(),
  edges: [map()],
  fragments: map(),
  nodes: map(),
  notes: map(),
  rows: pos_integer()
}


      



  


        

      

      
        Functions


        


    

  
    
      
    
    
      frame(layout, opts \\ [])



        
          
        

    

  


  

      

          @spec frame(layout :: t(), opts :: keyword()) ::
  {:ok, Ascii.Frame.t()} | Ascii.Diagram.error()


      


Draws retained geometry. charset: :ascii | :unicode, theme: maps visual roles to inks.

  



  
    
      
    
    
      hit_at(layout, x, y)



        
          
        

    

  


  

      

          @spec hit_at(layout :: t(), x :: integer(), y :: integer()) ::
  {atom(), String.t()} | nil


      


The node, note, activation, edge, fragment or boundary at a cell, as {kind, id}, or nil.

  


        

      


  

    
Ascii.Mermaid 
    



      
Parses a documented subset of Mermaid into native Ascii.Diagrams.
Supports flowcharts, sequences and C4 context/container/component views.
Unsupported statements are errors, with source line and column; they are
never silently ignored. This is a character renderer with its own layout,
rather than pixel or layout parity with Mermaid's SVG output. See the
support matrix.
iex> {:ok, frame} = Ascii.Mermaid.render("flowchart LR\nA[Hello] --> B[World]")
iex> frame.text =~ "World"
true

      


      
        Summary


  
    Types
  


    
      
        error()

      


    





  
    Functions
  


    
      
        compile(source, opts \\ [])

      


        Parses and lays out once; retain the layout for repeated drawing or hit testing.



    


    
      
        parse(source)

      


        Parses at most 64 KiB of source, without the piece options' string truncation.



    


    
      
        render(source, opts \\ [])

      


        Parses and renders source as a standard frame.



    





      


      
        Types


        


  
    
      
    
    
      error()



        
          
        

    

  


  

      

          @type error() ::
  Ascii.Diagram.error()
  | {:error, {:invalid_source, :type | :size | :encoding | :statements}}
  | {:error, {:syntax, pos_integer(), pos_integer(), String.t()}}


      



  


        

      

      
        Functions


        


    

  
    
      
    
    
      compile(source, opts \\ [])



        
          
        

    

  


  

      

          @spec compile(source :: String.t(), opts :: keyword()) ::
  {:ok, Ascii.Diagram.Layout.t()} | error()


      


Parses and lays out once; retain the layout for repeated drawing or hit testing.

  



  
    
      
    
    
      parse(source)



        
          
        

    

  


  

      

          @spec parse(source :: String.t()) :: {:ok, Ascii.Diagram.t()} | error()


      


Parses at most 64 KiB of source, without the piece options' string truncation.

  



    

  
    
      
    
    
      render(source, opts \\ [])



        
          
        

    

  


  

      

          @spec render(source :: String.t(), opts :: keyword()) ::
  {:ok, Ascii.Frame.t()} | error()


      


Parses and renders source as a standard frame.

  


        

      


  

    
Ascii.Phoenix 
    



      
Pieces in Phoenix: player/1 plays one in a page, through its own
LiveView (Ascii.Phoenix.PlayerLive); live_player/1 plays one
inside yours (Ascii.Phoenix.PlayerComponent), taking new options as
your assigns change, for live data. For a still, use
Ascii.Phoenix.Components.ascii/1.
<Ascii.Phoenix.player socket={@socket} id="donut" piece="donut" />
<Ascii.Phoenix.player socket={@socket} id="coast" piece="night-coast" render={:server} />
<Ascii.Phoenix.player socket={@socket} id="hello" piece="big-text" ink="#ff5f6d,#ffc371" />
<Ascii.Phoenix.player socket={@socket} id="boot" piece="boot-log" parts />
<Ascii.Phoenix.live_player id="files" piece="file-tree" options={%{walk: false, paths: @paths}} interactive notify />
Only available when phoenix_live_view is a dependency.

      


      
        Summary


  
    Functions
  


    
      
        live_player(assigns)

      


        Plays a piece inside your LiveView, taking new options each time it is
rendered with them: for live data (see Ascii.Phoenix.PlayerComponent).



    


    
      
        player(assigns)

      


        Plays a piece, embedding Ascii.Phoenix.PlayerLive with live_render/3.



    





      


      
        Functions


        


  
    
      
    
    
      live_player(assigns)



        
          
        

    

  


  

Plays a piece inside your LiveView, taking new options each time it is
rendered with them: for live data (see Ascii.Phoenix.PlayerComponent).
<Ascii.Phoenix.live_player id="load" piece="gauge" options={%{label: "load", value: @load}} />
Attributes
	id (:string) (required) - unique on the page.
	piece (:any) (required) - a slug, or a module implementing Ascii.Piece.
	options (:map) - the piece's options; new ones are taken up as it plays. Defaults to %{}.
	fps (:integer) - frames a second; the piece's own by default. Defaults to nil.
	mono (:boolean) - draw a coloured piece in one ink. Defaults to false.
	ink (:any) - as for player/1. Defaults to nil.
	gradient (:atom) - as for player/1. Defaults to nil.
	parts (:any) - as for player/1. Defaults to nil.
	paper (:boolean) - dark ink on a light page. Defaults to false.
	render (:atom) - as for player/1. Defaults to :client. Must be one of :client, or :server.
	label (:string) - as for player/1. Defaults to nil.
	interactive (:boolean) - as for player/1. Defaults to false.
	notify (:boolean) - send your LiveView each key and click (see Ascii.Phoenix.PlayerComponent). Defaults to false.


  



  
    
      
    
    
      player(assigns)



        
          
        

    

  


  

Plays a piece, embedding Ascii.Phoenix.PlayerLive with live_render/3.
Attributes
	socket (:any) (required) - the parent LiveView's socket (or the conn in a dead view).
	id (:string) (required) - a DOM id, unique on the page.
	piece (:any) (required) - a slug, or a module implementing Ascii.Piece.
	options (:map) - the piece's options. Defaults to %{}.
	fps (:integer) - frames a second; the piece's own by default. Defaults to nil.
	mono (:boolean) - draw a coloured piece in one ink. Defaults to false.
	ink (:any) - the colour of a piece in one ink: "#rrggbb", or a list (or comma-separated) for a gradient; see Ascii.Ink. Defaults to nil.
	gradient (:atom) - which way several inks run; :horizontal by default. Defaults to nil. Must be one of nil, :horizontal, :vertical, or :diagonal.
	parts (:any) - colours for the piece's parts: a map of part names to colours, or true for the ones it suggests; see Ascii.Parts. Defaults to nil.
	paper (:boolean) - dark ink on a light page. Defaults to false.
	render (:atom) - :client draws in the browser with the hook (loops sent once, then only changes); :server patches HTML from the server, with no hook. Defaults to :client. Must be one of :client, or :server.
	label (:string) - what the picture shows, for screen readers; by default the piece tells it from its options (Ascii.describe/1). Defaults to nil.
	interactive (:boolean) - keys and clicks go to the piece (Ascii.handle_event/2): its element takes focus, and arrows, space, enter and typing reach it (clicks need the hook). Defaults to false.
	notify (:boolean) - send the LiveView that embeds the player {:ascii, id, info} for each key and click (see Ascii.Phoenix.PlayerComponent). Defaults to false.


  


        

      


  

    
Ascii.Phoenix.Components 
    



      
Function components for drawing pieces in Phoenix, without JavaScript.
ascii/1 draws one frame, frame 0 by default: upstream's own rule is
that frame 0 is a good still, and it is all a reader who prefers reduced
motion sees, and what a dead view or an email gets. To play a piece, see
Ascii.Phoenix.player/1.
<Ascii.Phoenix.Components.ascii piece="donut" />
<Ascii.Phoenix.Components.ascii piece="night-coast" label="a lighthouse at night" />
<Ascii.Phoenix.Components.ascii piece="elixir" mono class="logo" />
<Ascii.Phoenix.Components.ascii piece="big-text" ink={["#ff5f6d", "#ffc371"]} />
frame/1 draws a frame you already have, from an Ascii.Player your
LiveView subscribes to, say.
Only available when phoenix_live_view is a dependency.

      


      
        Summary


  
    Functions
  


    
      
        ascii(assigns)

      


        One frame of a piece as a <pre>.



    


    
      
        frame(assigns)

      


        A frame you already have as a <pre>, drawn as ascii/1 draws one: for
frames from an Ascii.Player your LiveView subscribes to, or from
Ascii.frame/3. Each row is an element of its own, so as the frame
changes LiveView sends only the rows that did.



    





      


      
        Functions


        


  
    
      
    
    
      ascii(assigns)



        
          
        

    

  


  

One frame of a piece as a <pre>.
A text piece is its text, in the page's own colour, or in spans of an
ink, and of colours for its parts. A coloured piece is its text in
spans of its palette, over its ground; mono draws it in one ink
instead. The <pre> is role="img", labelled with label, or with
what the piece tells of its options (Ascii.describe/1): a gauge's
reading, a boot log's steps, else the piece's name and note.
Attributes
	piece (:any) (required) - a slug or a module.
	t (:float) - the time to draw, in seconds. Defaults to 0.0.
	options (:map) - the piece's options, checked against its defaults. Defaults to %{}.
	mono (:boolean) - draw a coloured piece in one ink. Defaults to false.
	ink (:any) - the colour of a piece in one ink: "#rrggbb", or a list for a gradient. Defaults to nil.
	gradient (:any) - :horizontal, :vertical or :diagonal. Defaults to nil.
	parts (:any) - colours for its parts (see Ascii.Parts): a map, or true for its own. Defaults to nil.
	paper (:boolean) - dark ink on a light page. Defaults to false.
	now (:any) - a DateTime for pieces that read the clock. Defaults to nil.
	label (:string) - what the picture shows; by default the piece tells it (Ascii.describe/1). Defaults to nil.
	Global attributes are accepted.


  



  
    
      
    
    
      frame(assigns)



        
          
        

    

  


  

A frame you already have as a <pre>, drawn as ascii/1 draws one: for
frames from an Ascii.Player your LiveView subscribes to, or from
Ascii.frame/3. Each row is an element of its own, so as the frame
changes LiveView sends only the rows that did.
<Ascii.Phoenix.Components.frame frame={@frame} label="the Elixir logo" />
Attributes
	frame (Ascii.Frame) (required)
	label (:string) - what the picture shows. Defaults to "ascii art".
	Global attributes are accepted.


  


        

      


  

    
Ascii.Phoenix.PlayerComponent 
    



      
A LiveComponent that plays a piece inside your LiveView and takes new
options as they change: for live data, a reading for a gauge, the latest
samples for a sparkline.
<Ascii.Phoenix.live_player id="load" piece="gauge" options={%{label: "load", value: @load}} />
or, the same, <.live_component module={Ascii.Phoenix.PlayerComponent} id="load" ... />. Each time your LiveView renders it with other
options, the piece takes them up while it plays
(Ascii.put_options/2): the gauge's needle swings from the last
reading to the new one, bars ease to new values, a sparkline scrolls on.
Another piece, fps, paper, mono, ink, gradient, parts or
render starts it afresh.
It plays as Ascii.Phoenix.PlayerLive does, with the same hook and
the same economy: a loop is sent to the browser once, anything else as
the cells that change, nothing while out of sight (see that module). The
difference is where it runs: in your LiveView's process, whose state the
options come from, rather than in a LiveView of its own. That suits
widgets, which draw in well under a millisecond; a 200×100 scene costs
milliseconds a frame, and is better in Ascii.Phoenix.player/1.
Attributes
id (required, unique on the page), piece (a slug or a module),
options, fps, paper, mono, ink, gradient, parts, render
(:client, the default, or :server), label, interactive and
notify, as for Ascii.Phoenix.player/1.
Keys and clicks
With interactive, the piece takes keys and clicks
(Ascii.handle_event/2): a file tree's cursor moves, a form's box
ticks. With notify, your LiveView is sent each of them as well, as
{:ascii, id, %{event: event, part: part, text: text, options: options}}: the event, the part clicked and its text (see
Ascii.part_at/4), and the options the piece now has, from which to
read what was chosen.
def handle_info({:ascii, "files", %{event: {:key, "enter"}, options: options}}, socket),
  do: {:noreply, open_file(socket, options.cursor)}
The options you give are merged over what the piece's events have
changed, so leave out those it keeps (a tree's cursor and open, a
form's fields) unless you mean to set them, and never give back what
it told you: it has that already, and keys typed in the meantime would
be undone.
Only available when phoenix_live_view is a dependency.

      




  

    
Ascii.Phoenix.PlayerLive 
    



      
A LiveView that plays one piece, to embed with live_render/3 (or
Ascii.Phoenix.player/1). It owns its process and its timer, so the
page that embeds it needs no handle_info of its own.
The dead render is frame 0, whole, as HTML, so a page that never connects
still shows the picture. Once connected the piece plays one of two ways.
In the browser ("render" => "client", the default)
With the hook in priv/static/ascii_hook.js registered, the browser
draws: a text piece in its <pre>, a coloured one on a <canvas>. What
the server sends depends on the piece:
	A piece that closes a loop (see Ascii.loop/1) is drawn for one
cycle, in a task, and the cycle is sent once: each frame as the rows
cells that changed from the one before, compressed when the browser can
inflate it. From then on the browser repeats it and the server does
nothing. A cycle over 512 KB as sent is played like any other piece.
	Any other piece is drawn on the server at its frame rate, and each
frame sends the runs of cells that changed, or nothing when none
did: a scene, which changes a few cells in a hundred, sends a few
kilobytes a frame rather than forty. Play
stops while the picture is off screen or its tab hidden.

Readers who prefer reduced motion keep frame 0. Register the hook in
your app.js:
import {Ascii} from "../../deps/ascii/priv/static/ascii_hook.js"
let liveSocket = new LiveSocket("/live", Socket, {hooks: {Ascii}, ...})
If no hook answers within two seconds of connecting, the player draws on
the server instead.
On the server ("render" => "server")
No JavaScript but LiveView's: the server draws each frame and LiveView
patches the <pre> a row at a time, so only the rows that changed are
sent, and nothing for a frame that did not change. A loop is drawn once
and replayed. The server cannot tell when the picture is out of sight, so
it plays on.
Session
Only these keys are read; values may be strings, as from params:
	"piece" - a slug, or a module implementing Ascii.Piece. A
string is always a slug, never read as a module name.
	"options" - the piece's options, checked against its defaults.
	"fps" - frames a second, 0 to 60.
	"mono", "paper" - as for Ascii.new/2.
	"ink", "gradient" - as for Ascii.new/2: a colour, or
several as a list or comma-separated; "horizontal", "vertical"
or "diagonal".
	"parts" - as for Ascii.new/2: a map of part names to colours,
or true.
	"render" - "client" (default) or "server".
	"label" - what the picture shows, for screen readers. By default
the piece tells it from its options (Ascii.describe/1).
	"interactive" - keys and clicks go to the piece (see
Ascii.handle_event/2).
	"notify" - the LiveView that embeds the player is sent each key
and click (see Ascii.Phoenix.player/1).

Only available when phoenix_live_view is a dependency.

      




  

    
Ascii.ExRatatui 
    



      
Frames for ExRatatui terminal UIs: as
ratatui text, as a Paragraph, or placed in an area of the screen.
def render(state, frame) do
  area = %ExRatatui.Layout.Rect{x: 0, y: 0, width: frame.width, height: frame.height}
  [Ascii.ExRatatui.place(state.art, area, title: "donut")]
end
A %Ascii.Frame{} is an ExRatatui.Widget too, drawn from the top
left of its rect with the defaults below, so [{frame, rect}] draws it
as it is.
For a ready-made app that plays pieces full screen, locally or over SSH,
see Ascii.ExRatatui.Viewer; the ExRatatui guide
has dashboards and testing.
Options
Every function here takes:
	:mode - how colour is drawn: :truecolor (the default), the
nearest of xterm's 256 colours (:ansi256), for terminals without
24-bit colour, or :mono, in the terminal's own colours. As for
Ascii.Render.ANSI.
	:ground - paint a coloured piece's ground behind it (default
true).

and paragraph/2 and place/3:
	:title - a title, on a border around the picture.
	:border - a border without a title (default false).

Only available when ex_ratatui is a dependency.

      


      
        Summary


  
    Types
  


    
      
        option()

      


        See the module docs.



    





  
    Functions
  


    
      
        event(event, placed)

      


        An ExRatatui event as one for a piece (Ascii.event/0), or nil



    


    
      
        handle_event(anim, event, placed)

      


        An ExRatatui event for a playing piece (see event/2), taken up as
Ascii.handle_event/2 takes it: {:ok, anim}, or :ignore for an
event that is not one for a piece, or that it had no use for.



    


    
      
        lines(frame, opts \\ [])

      


        The frame as ratatui lines, one a row: a span for each run of one ink,
on the ground. Spaces show no ink, so they join the run they are in.
A frame without colours is one plain span a line.



    


    
      
        paragraph(frame, opts \\ [])

      


        The frame as a Paragraph, in a bordered Block if given a :title or
border: true. Its rect wants the frame's cols and rows, and two
more of each for a border; place/3 works that out.



    


    
      
        place(frame, area, opts \\ [])

      


        The frame as a Paragraph and the rect to draw it in: its own size,
centred in area. A box is wide enough for its title, the picture in
the middle of it. Too big for the area, it fills it and shows its
middle.



    





      


      
        Types


        


  
    
      
    
    
      option()



        
          
        

    

  


  

      

          @type option() ::
  {:mode, Ascii.Render.ANSI.mode()}
  | {:ground, boolean()}
  | {:title, String.t()}
  | {:border, boolean()}


      


See the module docs.

  


        

      

      
        Functions


        


  
    
      
    
    
      event(event, placed)



        
          
        

    

  


  

      

          @spec event(
  event :: ExRatatui.Event.Key.t() | ExRatatui.Event.Mouse.t() | term(),
  placed ::
    {ExRatatui.Widgets.Paragraph.t(), ExRatatui.Layout.Rect.t()}
    | ExRatatui.Layout.Rect.t()
) :: Ascii.event() | nil


      


An ExRatatui event as one for a piece (Ascii.event/0), or nil:
	a key pressed or held, by its code ("up", "enter", "a"), unless
ctrl, alt or super is held with it;
	a left click inside the picture, as the frame's cell clicked.
placed says where the picture is: what place/3 returned (its
border, centring and scroll allowed for), or the rect whose top
left cell is the frame's (as [{frame, rect}] draws it).

Mouse events need mouse_capture: true (see ExRatatui.run/2).

  



  
    
      
    
    
      handle_event(anim, event, placed)



        
          
        

    

  


  

      

          @spec handle_event(
  anim :: Ascii.Animation.t(),
  event :: term(),
  placed ::
    {ExRatatui.Widgets.Paragraph.t(), ExRatatui.Layout.Rect.t()}
    | ExRatatui.Layout.Rect.t()
) :: {:ok, Ascii.Animation.t()} | :ignore


      


An ExRatatui event for a playing piece (see event/2), taken up as
Ascii.handle_event/2 takes it: {:ok, anim}, or :ignore for an
event that is not one for a piece, or that it had no use for.
def handle_event(event, state) do
  case Ascii.ExRatatui.handle_event(state.tree, event, state.placed) do
    {:ok, tree} -> {:noreply, %{state | tree: tree}}
    :ignore -> {:noreply, state}
  end
end

  



    

  
    
      
    
    
      lines(frame, opts \\ [])



        
          
        

    

  


  

      

          @spec lines(frame :: Ascii.Frame.t(), opts :: [option()]) :: [ExRatatui.Text.Line.t()]


      


The frame as ratatui lines, one a row: a span for each run of one ink,
on the ground. Spaces show no ink, so they join the run they are in.
A frame without colours is one plain span a line.

  



    

  
    
      
    
    
      paragraph(frame, opts \\ [])



        
          
        

    

  


  

      

          @spec paragraph(frame :: Ascii.Frame.t(), opts :: [option()]) ::
  ExRatatui.Widgets.Paragraph.t()


      


The frame as a Paragraph, in a bordered Block if given a :title or
border: true. Its rect wants the frame's cols and rows, and two
more of each for a border; place/3 works that out.

  



    

  
    
      
    
    
      place(frame, area, opts \\ [])



        
          
        

    

  


  

      

          @spec place(
  frame :: Ascii.Frame.t(),
  area :: ExRatatui.Layout.Rect.t(),
  opts :: [option()]
) ::
  {ExRatatui.Widgets.Paragraph.t(), ExRatatui.Layout.Rect.t()}


      


The frame as a Paragraph and the rect to draw it in: its own size,
centred in area. A box is wide enough for its title, the picture in
the middle of it. Too big for the area, it fills it and shows its
middle.

  


        

      


  

    
Ascii.ExRatatui.Viewer 
    



      
A terminal app that plays pieces full screen: space pauses, ← and →
step through the pieces, q quits.
Ascii.ExRatatui.Viewer.run(piece: "donut")
It is an ExRatatui.App, so it runs under a supervisor too, and over
ExRatatui's other transports. Served over SSH, each client gets a viewer
of its own:
children = [
  {Ascii.ExRatatui.Viewer,
   transport: :ssh, port: 2222, auto_host_key: true, app_opts: [piece: "matrix-rain"]}
]
then ssh -p 2222 localhost. Each viewer plays its piece with an
Ascii.Player, so keys still work while a scene sets up, and a piece
that closes a loop is drawn once a cycle.
Options
	:piece - the piece to play first: a slug or a module. Defaults to
the first of :pieces.

	:pieces - the pieces ← and → step through, in order. Defaults to
every piece. A :piece not among them comes first.

	:options - options for :piece, whenever it plays; the others
play with their own.

	:fps, :paper, :color, :ink, :gradient - as for
Ascii.new/2, for every piece: ink: "#7fdbca" draws each piece
in one ink in that colour.

	:parts - colours for parts (see Ascii.Parts): true for
those each piece suggests, or a map for :piece's, whenever it
plays.

	:mode, :ground - how colour is drawn, as for Ascii.ExRatatui:
mode: :ansi256 for terminals without 24-bit colour.

	:interactive - keys go to a piece that can be used first (see
Ascii.handle_event/2): a file tree's arrows, a form's typing.
Those it has no use for are the viewer's, so q still quits unless
the piece takes it; Ctrl-C always does.
Ascii.ExRatatui.Viewer.run(piece: "file-tree", options: %{walk: false}, interactive: true)


and ExRatatui.App's own, such as :transport, :name and
:test_mode.
Only available when ex_ratatui is a dependency.

      


      
        Summary


  
    Functions
  


    
      
        run(opts \\ [])

      


        Plays in this terminal until it is quit, for a script or mix run



    





      


      
        Functions


        


    

  
    
      
    
    
      run(opts \\ [])



        
          
        

    

  


  

      

          @spec run(opts :: keyword()) :: :ok | {:error, term()}


      


Plays in this terminal until it is quit, for a script or mix run:
mix run -e 'Ascii.ExRatatui.Viewer.run(piece: "donut")'
Takes the options above.

  


        

      


  

    
Ascii.Pieces.AlpineDawn 
    



      
Snow peaks catching first light above a still, misty mountain lake.
Jagged snow peaks catch the first pink light on their east faces while
their flanks stay in blue shadow. Mist pools along the far shore and a
still lake mirrors it all. The light warms toward gold as the sun clears
the ridge, the mist drifts, and slow ripples cross the water.
The range is a heightfield, raymarched once from a camera just above the
water: each cell keeps its depth, height, sunlight (with cast shadows) and
snow cover, so a frame only re-tints it. The lake looks up the picture
above it along each cell's reflected ray. Every cell is then drawn as a
halftone dot, ordered-dithered, in the palette colour nearest its hue.
Ported from src/pieces/alpine-dawn.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.AuroraFjord 
    



      
Aurora curtains rippling over a still fjord, a cabin lit on the shore.
Curtains of aurora ripple over a fjord between snowy mountains. The still
water holds a broken shimmer of them, and a red cabin on the far shore
keeps its lamps lit.
Shaded in colour per cell on a square grid, then drawn as a halftone: dot
size is brightness, ordered-dithered, in the palette colour nearest its
hue. The land is built once; each frame shades the sky, then mirrors it
into the water.
Ported from src/pieces/aurora-fjord.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.DeepReef 
    



      
Light shafts, swaying kelp and a turning school of fish over a reef.
Looking along a coral reef from a few metres down. The sun is a bright
blaze in the rippled surface, shafts of light fan down from it, kelp sways
in the swell, a school of fish wheels through the dark water, bubbles rise
and caustics crawl over the sand.
The water, the sand and the reef are shaded once; each frame adds the
light that moves (shafts, ripples, caustics) and draws what swims or sways
on top. Every cell is then a halftone dot sized by its brightness,
ordered-dithered, in the palette colour nearest its hue.
Ported from src/pieces/deep-reef.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.DesertNight 
    



      
The milky way over a lone acacia on moonless dunes, meteors falling.
A moonless desert under the milky way. The galaxy's bright core sits low
over a lone acacia on a dune crest and arches up across the sky, split by
its dark dust lane; a distant town warms the far horizon and catches the
dunes' faces. Stars twinkle, sand glints along the ridges, and now and
then a meteor crosses.
The dunes are a heightfield raymarched once, keeping each cell's depth,
light and shadow. The sky is drawn with a random dither so its faint glow
reads as star dust, softened toward an ordered one inside the band; the
sand keeps an ordered dither so its slopes read as smooth surfaces. Each
cell is one dot, in the palette colour nearest its hue.
Ported from src/pieces/desert-night.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Earthrise 
    



      
The earth rising over a cratered lunar horizon in long low sunlight.
The Earth coming up over the lunar horizon. The sun is low on the right, so
every crater rim and boulder throws a long black shadow across the grey
ground, and the same light makes a gibbous Earth with a clean line between
day and night. The Earth turns, its clouds drift, it climbs very slowly, and
a few bright stars breathe.
The ground is a heightfield of craters, rendered once column by column from
a camera standing on it, with real shadows marched toward the sun. Each
frame only the Earth and the few stars that twinkle are shaded again. Every
cell is then drawn as a halftone dot sized by its brightness, ordered-
dithered, in the palette colour nearest its hue.
Ported from src/pieces/earthrise.ts in bas3line/ascii (MIT).

      


      
        Summary


  
    Functions
  


    
      
        fbm(x, y, octaves, period)

      


        See Ascii.Kit.Scene.fbm/4.



    


    
      
        noise(x, y, period)

      


        See Ascii.Kit.Scene.noise/3.
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See Ascii.Kit.Scene.fbm/4.

  



  
    
      
    
    
      noise(x, y, period)



        
          
        

    

  


  

See Ascii.Kit.Scene.noise/3.

  


        

      


  

    
Ascii.Pieces.KyotoDusk 
    



      
A pagoda at dusk behind a cherry tree lit by a stone lantern.
A five-storey pagoda dark against an indigo to rose sky with a thin
crescent moon, a temple pond holding its reflection, and in front a cherry
tree in full bloom lit from below by a stone lantern. Petals fall and drift
through the frame, the lantern flickers, the pond shivers.
Shaded in colour cell by cell, then drawn as a halftone: each cell is a dot
sized by its brightness, ordered-dithered, in the palette colour nearest its
hue, with the colour brightened or dimmed to make up for the dot's size.
Ported from src/pieces/kyoto-dusk.ts in bas3line/ascii (MIT).
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    Functions
  


    
      
        fbm(x, y, octaves, period)

      


        See Ascii.Kit.Scene.fbm/4.



    


    
      
        noise(x, y, period)

      


        See Ascii.Kit.Scene.noise/3.
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See Ascii.Kit.Scene.fbm/4.
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See Ascii.Kit.Scene.noise/3.

  


        

      


  

    
Ascii.Pieces.MarineDrive 
    



      
Mumbai's queen's necklace at night, lamps curving round the bay.
The queen's necklace seen from malabar hill at night. A string of sodium
lamps sweeps round the bay to the towers at nariman point, cars trail light
along the road beneath them, and the bay carries their long wavering
reflections. Ships ride at anchor on the horizon.
Shaded in colour cell by cell, then drawn as a halftone: a dot whose size is
the cell's brightness, ordered-dithered, in the palette colour nearest its
hue. Everything along the curve is placed by distance along it, so
buildings, lamps and cars shrink together toward the point.
Ported from src/pieces/marine-drive.ts in bas3line/ascii (MIT).
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    Functions
  


    
      
        fbm(x, y, octaves, period)

      


        See Ascii.Kit.Scene.fbm/4.
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See Ascii.Kit.Scene.fbm/4.

  


        

      


  

    
Ascii.Pieces.MistyForest 
    



      
Pine ridges fading into morning fog, sunbeams slanting through.
Morning in a pine forest. Ridge after ridge of pines recedes into fog, each
paler than the one in front, with mist lying in sheets in the valleys
between them. A low sun sits behind the farthest trees and sends beams
slanting down through the fog to a clearing on the forest floor. The fog
drifts, the beams shimmer, and motes of dust float in the light.
Every cell is shaded in colour, layer by layer with the haze of its depth,
then drawn as a halftone: dot size from brightness with an ordered dither,
colour from the palette entry nearest its hue.
Ported from src/pieces/misty-forest.ts in bas3line/ascii (MIT).
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    Functions
  


    
      
        fbm(x, y, octaves, period)

      


        See Ascii.Kit.Scene.fbm/4.



    


    
      
        noise(x, y, period)

      


        See Ascii.Kit.Scene.noise/3.
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See Ascii.Kit.Scene.fbm/4.

  



  
    
      
    
    
      noise(x, y, period)



        
          
        

    

  


  

See Ascii.Kit.Scene.noise/3.

  


        

      


  

    
Ascii.Pieces.NightCoast 
    



      
A lighthouse turning its beam under moonlit clouds over a dark sea.
A lighthouse on a wooded headland under moonlit clouds. The beam turns
every eight seconds, the clouds drift, and the sea carries the moon's road
and the lamp's reflection.
Each frame is shaded in colour cell by cell on a square grid, then drawn as
a halftone: every cell is a dot whose size is its brightness, ordered-
dithered so gradients read as texture, in the palette colour nearest its
hue.
Ported from src/pieces/night-coast.ts in bas3line/ascii (MIT).
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        See Ascii.Kit.Scene.fbm/4.
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See Ascii.Kit.Scene.fbm/4.
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See Ascii.Kit.Scene.noise/3.

  


        

      


  

    
Ascii.Pieces.OceanSunset 
    



      
The sun sets past a pine headland, lit cloud, glitter on rolling sea.
Golden hour at sea. The sun rests on the horizon beyond a dark pine
headland, heaped cloud overhead lit from below, a glitter path running
across the water toward us, and long swells rolling in, their crests
catching the light.
Shaded in colour per cell on a square grid, then drawn as a halftone: dot
size is brightness, ordered-dithered, in the palette colour nearest its hue.
The land and clear sky are built once, the clouds are wrapping fields that
drift, and the sea is shaded each frame. A small sloop sits dark against
the glow just left of the sun.
Ported from src/pieces/ocean-sunset.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.StormPlains 
    



      
An anvil thunderhead at dusk flickering over a wheat field.
An anvil thunderhead at dusk over open wheat country. The sun has just set
behind the farmhouse, so the storm's top and western flank still catch its
light while the base sinks into slate shadow. Lightning flickers inside the
cloud, now and then a bolt reaches the ground, rain curtains drift under
the base and the wheat moves in gusts.
The cloud is built as a height field (heaped domes, a flat anvil, pouches
hanging under it) and lit from its surface normals. Every cell is shaded
in colour, then drawn as a halftone: dot size from brightness with an
ordered dither, colour from the palette entry nearest its hue.
Ported from src/pieces/storm-plains.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.TajDawn 
    



      
The taj mahal at sunrise, mirrored in its pool through morning haze.
The Taj Mahal at first light, seen down its long reflecting canal between
rows of cypress. The sun has just cleared the red sandstone mosque on the
left; the haze and the clouds drift, the canal's reflection ripples, light
glints along its far end, and a few birds cross.
Shaded in colour cell by cell, then drawn as a halftone: each cell is a dot
sized by its brightness, ordered-dithered, in the palette colour nearest
its hue, with the colour brightened or dimmed to make up for the dot's
size.
Ported from src/pieces/taj-dawn.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.VaranasiGhats 
    



      
Dusk aarti on the ganga, lamps on the steps and diyas on the water.
Dusk on the ganga. Stepped ghats run along the bank and away toward the
afterglow, temple spires black against an indigo to amber sky. Priests
raise the aarti lamps on the steps, diyas drift downstream on the dark
water, and a boatman rows slowly across the bright reach.
Shaded in colour cell by cell, then drawn as a halftone: a dot whose size
is the cell's brightness, ordered-dithered, in the palette colour nearest
its hue.
Ported from src/pieces/varanasi-ghats.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Cube 
    



      
A stippled hidden-line cube turning a quarter at a time.
A cube drawn the way a drafting sheet draws it, in parallel projection with
only the near edges and faces stippled by the light, turning by quarters.
Ported from src/pieces/cube.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.DnaHelix 
    



      
A double helix with base pairs, turning about its axis.
A double helix seen side on, turning about its own axis. The near half of
each backbone is drawn heavy and the far half dotted, with base pairs between
them, and the grooves alternate wide and narrow as in B-DNA.
Ported from src/pieces/dna-helix.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Donut 
    



      
A lit torus turning on two axes, after donut.c.
A torus turning on two axes, lit from the upper left. After Andy Sloane's
donut.c, with the ring sized so it never clips at any angle.
Ported from src/pieces/donut.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Glxgears 
    



      
Three meshing gears turning, after glxgears.
The three gears of gears.c, with their sizes, places and view, in block
shades. Each gear's face keeps one shade, as each has one colour there; the
walls of the teeth and the bores are bright where they catch the light.
Ported from src/pieces/glxgears.ts in bas3line/ascii (MIT).
How the depth buffer is reproduced
Upstream plots some 67,000 points a frame into a Float32Array depth
buffer of two samples a cell each way. A sample ends up holding the point
whose depth rounds (to single precision) to the largest value, m; when
several round to m, the last one plotted that lies above m wins, or
else the first one plotted. That is independent of the order of plotting,
so this port keeps, per sample, the largest depth seen (as an integer,
quantised) and remembers every point that came within a float32 rounding
step of the largest; only samples where such points belong to different
shades are settled exactly, by upstream's rule.
That lets the 27,000 points of the gears' faces be placed by rotating
their resting positions with one sine and cosine of the turn, instead of
Math.sin and Math.cos of each point's angle. A point whose position
lands within a hair of a sample's edge, or whose depth decides something,
is computed exactly as upstream does, so frames stay bit for bit.

      




  

    
Ascii.Pieces.Gyroscope 
    



      
Gimbals swing round a spinning rotor whose axle holds still.
A flywheel hung in three gimbal rings on a post and foot. The outer ring
turns and the gimbals swing so the rotor's axle keeps its line.
Ported from src/pieces/gyroscope.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Heart 
    



      
A glossy 3d heart swaying and beating lub-dub.
The implicit heart surface (x² + 9/4 y² + z² - 1)³ = x²z³ + 9/80 y²z³,
ray-marched per cell, swaying from side to side and beating lub-dub.
Ported from src/pieces/heart.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Icosahedron 
    



      
A wireframe icosahedron turning, its hidden edges dotted.
A wireframe icosahedron turning on two axes. Edges on the near side are
solid lines, the hidden ones behind are dotted.
Ported from src/pieces/icosahedron.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.MobiusStrip 
    



      
A mobius strip turning and nodding, lit from above.
A band with one half twist, spinning about its axis while it slowly nods.
Z-buffered; the two faces take the light differently.
Ported from src/pieces/mobius-strip.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Spring 
    



      
A weight bouncing on a coil spring, its coils bunching.
A coil spring seen from a little above, a weight hanging from it and
bouncing in simple harmonic motion. The coils bunch and stretch.
Ported from src/pieces/spring.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Tesseract 
    



      
A 4d hypercube turning, its cubes passing through each other.
A 4D hypercube turning in the xw and yz planes, projected 4D to 3D to 2D.
All 32 edges are drawn: solid on the side toward the 4D eye, dotted on the
far side, so the two cubes can be followed as they pass through.
Ported from src/pieces/tesseract.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.TorusKnot 
    



      
A trefoil knot drawn as a lit tube, turning slowly.
A (2,3) trefoil knot as a lit tube, z-buffered so the strands pass over and
under each other, turning slowly about its axis.
Ported from src/pieces/torus-knot.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.TwistedRing 
    



      
A square ring twisted three quarters, so it has one face.
A ring of square section that twists three quarters of a turn in one lap,
so its four faces join into one. The faces are flat shaded and the corners
between them inked as lines. Turned about its own axis.
Ported from src/pieces/twisted-ring.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.BlackHole 
    



      
A black hole, its lensed disk turning, one side brighter.
A Schwarzschild black hole and its disk, seen almost edge on. Rays are
traced once through the bent space; then only the gas turns, faster near
the hole, the side coming toward us brighter.
Ported from src/pieces/black-hole.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Earth 
    



      
A lit globe turning, continents from a five-degree map.
The globe turning west to east under a sun low on its left, its continents
read off a hand-made map of the world at five degrees a cell.
Ported from src/pieces/earth.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Eclipse 
    



      
The moon slides over the sun; diamond ring, then corona.
A total solar eclipse. The new moon slides across the sun; the last bead of
sunlight flares into a diamond ring, the corona opens round the black disk
for totality, and the ring flashes again on the far side.
Ported from src/pieces/eclipse.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Galaxy 
    



      
A tilted spiral galaxy turning, its inner stars the fastest.
A two-armed spiral seen at a tilt. The arm pattern turns slowly as a whole
while its stars orbit faster near the core, as in a real disc. It glows on
empty sky, so on paper it keeps its ramp and prints as a negative.
Ported from src/pieces/galaxy.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.MoonPhases 
    



      
The moon waxing and waning, its maria darker in the light.
The moon through one lunar month. The sun swings round behind it, so the
terminator sweeps across the sphere and back again.
Ported from src/pieces/moon-phases.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Planet 
    



      
A banded ringed planet turning, with shadows both ways.
A ringed gas giant, banded and turning, lit from the upper left. The rings
throw a shadow across the globe and the globe one across the rings.
Ported from src/pieces/planet.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Rocket 
    



      
A rocket lifting off its pad at night, then landing back.
A night launch. Boil-off vents from the upper stage, the arm swings back,
the engine lights, exhaust billows out of the trench and the rocket climbs
out of the frame. It comes back down on a landing burn and settles.
Ported from src/pieces/rocket.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Saptarishi 
    



      
The big dipper at true positions in a twinkling sky.
The seven stars of the Big Dipper where they really sit, with Alcor beside
Mizar, in a strip of twinkling sky crossed now and then by a meteor.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	lines - the dipper's shape, drawn in dotted lines from star to star.
Default true; false leaves the stars on their own.

The picture is always 64 by 18.
Colours
In one ink, or a gradient, with :ink and :gradient (see Ascii.Ink),
or on a page a CSS variable. It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "saptarishi: the big dipper
at true positions in a twinkling sky". A player's or a component's label
gives words of your own, as "the Big Dipper".
Example
draw = fn lines -> "saptarishi" |> Ascii.new!(options: %{lines: lines}) |> Ascii.frame(0.0) |> elem(0) end
draw.(true).text == draw.(false).text
#=> false
<Ascii.Phoenix.player socket={@socket} id="sky" piece="saptarishi" options={%{lines: false}} ink="#cfd8dc" />
Ported from src/pieces/saptarishi.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.SolarSystem 
    



      
Four planets on dotted orbits, periods by kepler's third law.
Planets seen from above on dotted circular orbits. Each period goes as the
orbit's radius to the power 1.5, Kepler's third law.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	speed - how fast the planets go round, -100 to 100: 2 twice as fast, a
negative speed backwards, 0 holds them where they stand. Default 1, at
which the innermost goes round in 3 seconds.

The picture is always 61 by 29.
Colours
In one ink, or a gradient, with :ink and :gradient (see Ascii.Ink),
or on a page a CSS variable. It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "solar system: four planets
on dotted orbits, periods by kepler's third law". A player's or a
component's label gives words of your own, as "planets on their orbits".
Example
still = Ascii.new!("solar-system", options: %{speed: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _} = Ascii.frame(still, 5.0)
first.text == later.text
#=> true
<Ascii.Phoenix.player socket={@socket} id="orbits" piece="solar-system" options={%{speed: 0.25}} />
Ported from src/pieces/solar-system.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Starfield 
    



      
Stars rush out from the centre and streak at the edges.
Flying through stars at warp. Each star drifts out from the vanishing point
as a dot, then streaks as it rushes past the edge.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	stars - how many, 0 to 1000, taken as a whole number. Default 60.
	speed - how fast you fly, -100 to 100: at 1 a star takes 4 seconds to
come from the far plane past the edge, at 2 half that; a negative speed
flies backwards, and 0 holds them still. Default 1.

The picture is always 64 by 24.
Colours
In one ink, or a gradient, with :ink and :gradient (see Ascii.Ink),
or on a page a CSS variable. It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "starfield: stars rush out
from the centre and streak at the edges". A player's or a component's
label gives words of your own, as "flying through stars".
Example
still = Ascii.new!("starfield", options: %{stars: 200, speed: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _} = Ascii.frame(still, 3.0)
first.text == later.text
#=> true
<Ascii.Phoenix.player socket={@socket} id="warp" piece="starfield" options={%{stars: 150, speed: 3}} />
Ported from src/pieces/starfield.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.ThreeBody 
    



      
Three equal masses sharing one figure-eight orbit.
Three equal masses chasing each other round one figure eight, the periodic
orbit of the three-body problem found by Moore and Simo.
Ported from src/pieces/three-body.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.BouncingBalls 
    



      
Rubber balls bouncing lower each time, squashing on landing.
Rubber balls dropping onto a floor and knocking into each other, squashing
on every landing; a ball that comes to rest crouches and leaps.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	balls - how many, 1 to 5 (rounded), each its own size and bounce,
spread across the floor and taking turns to leap. Default 3.

The picture is always 64 by 22.
Colours
In one ink, or a gradient, with :ink and :gradient (see Ascii.Ink),
or on a page a CSS variable. On a light page, give it paper: true: its
shading reads from the other end of its ramp, so dense characters still mean
dark. It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "bouncing balls: rubber balls
bouncing lower each time, squashing on landing". A player's or a component's
label gives words of your own, as "balls bouncing".
Example
anim = Ascii.new!("bouncing-balls", options: %{balls: 5}, ink: "#ff7a59")
{frame, _} = Ascii.frame(anim, 1.5)
{frame.cols, frame.rows, frame.palette}
#=> {64, 22, ["#ff7a59"]}
<Ascii.Phoenix.player socket={@socket} id="balls" piece="bouncing-balls" options={%{balls: 1}} />
Ported from src/pieces/bouncing-balls.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Chladni 
    



      
Sand travelling to the nodal lines of a ringing plate.
Sand on a square plate ringing in one of its modes. It lies on the lines
where two crossed standing waves cancel; when the tone moves on, the grains
are shaken loose and travel to the lines of the next figure.
Each mode is cos(n pi x) cos(m pi y) + sign cos(m pi x) cos(n pi y). With n
and m both odd every figure is mirrored both ways.
Ported from src/pieces/chladni.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.DoublePendulum 
    



      
A chaotic double pendulum; its tip leaves a fading trail.
Two equal rods hung end to end from one pivot, stepped with RK4. Chaotic,
so it never repeats; the lower bob leaves a fading trail.
Ported from src/pieces/double-pendulum.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.FallingSand 
    



      
Sand pouring into a heap, then draining through the shelf.
Sand pouring from a spout onto a shelf, as a cellular automaton two grains
to a character. The heap grows at its angle of repose; then the shelf
opens, it drains, and it pours again.
Ported from src/pieces/falling-sand.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Flag 
    



      
A striped flag rippling on a pole, folds catching the light.
A striped flag on a pole in a steady wind. Folds run from the pole to the
free edge and grow as they go; faces turned to the light are bright, the far
sides of folds dark.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	stripes - horizontal bands, light and dark in turn, 0 to 100, rounded
and at least 2. Default 5.

The picture is always 62 by 21. At the default it closes a loop every 12
seconds, which a player draws once and repeats (see Ascii.loop/1).
Colours
In one ink, or a gradient, with :ink and :gradient (see Ascii.Ink),
or on a page a CSS variable. On a light page, give it paper: true: its
shading reads from the other end of its ramp, so dense characters still mean
dark. It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "flag: a striped flag
rippling on a pole, folds catching the light". A player's or a component's
label gives words of your own, as "a striped flag in the wind".
Example
anim = Ascii.new!("flag", options: %{stripes: 3}, ink: ["#0055a4", "#ef4135"], gradient: :vertical)
{frame, _} = Ascii.frame(anim, 2.0)
{frame.cols, frame.rows}
#=> {62, 21}
<Ascii.Phoenix.player socket={@socket} id="flag" piece="flag" options={%{stripes: 2}} ink="#ef4135" />
Ported from src/pieces/flag.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Fountain 
    



      
Arcs of water from a nozzle falling as drops into a basin.
A tall jet and two pairs of arcs leave a nozzle, break into drops on the
way down and splash into a brim-full basin, rippling its surface.
Ported from src/pieces/fountain.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Harmonograph 
    



      
A pen on two decaying pendulums winding a figure inward.
A pen on two pendulums, one swinging across and one up and down, both
slowly running down, so the figure winds in on itself to a dense centre.
While the next figure starts, the last is lifted from the outside in.
Ported from src/pieces/harmonograph.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Lorenz 
    



      
One lorenz trajectory looping both wings, older loops fading.
One trajectory of the Lorenz system. The near side of each loop is drawn
heavier than the far side, old loops fade out, and the view sways.
Ported from src/pieces/lorenz.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.NewtonsCradle 
    



      
Five steel balls on strings passing one knock back and forth.
Five chrome balls, each hung on a V of two strings from an A-frame. An end
ball swings in and knocks; the far ball swings out and back.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	lifted - how many balls swing in from each end, 1 to 4 (rounded): one
knocks one out the far side, two knock two. Default 1.

The picture is always 74 by 17. At the default it closes a loop every 8.2
seconds, which a player draws once and repeats (see Ascii.loop/1).
Colours
In one ink, or a gradient, with :ink and :gradient (see Ascii.Ink),
or on a page a CSS variable. On a light page, give it paper: true: its
shading reads from the other end of its ramp, so dense characters still mean
dark. It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "newton's cradle: five steel
balls on strings passing one knock back and forth". A player's or a
component's label gives words of your own, as "a Newton's cradle".
Example
anim = Ascii.new!("newtons-cradle", options: %{lifted: 2})
{frame, _} = Ascii.frame(anim, 1.0)
{frame.cols, frame.rows}
#=> {74, 17}
<Ascii.Phoenix.player socket={@socket} id="cradle" piece="newtons-cradle" options={%{lifted: 2}} />
Ported from src/pieces/newtons-cradle.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.PendulumWave 
    



      
A row of pendulums drifting in and out of step, from above.
A row of pendulums seen from above, hung from one rail. Bob n swings 60 + n
times every 150 seconds, so the row drifts from one wave into two, three, a
braid and a zigzag, then lines up again once a cycle.
Ported from src/pieces/pendulum-wave.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.PluckedString 
    



      
A plucked string, slowed down, its harmonics fading.
A string stretched over two bridges, slowed down. A finger pulls it into a
corner and lets go; the corner splits in two and runs back and forth as the
sum of its harmonics, the high ones dying first.
Ported from src/pieces/plucked-string.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.PondRipples 
    



      
Raindrops opening rings that cross and fade on a pond.
A pond from above in light rain. Each drop lands with a splash and opens a
ring, a fainter one following it in, that weakens to dashes and dots
before it reaches the bank. Where two rings cross they peak.
Ported from src/pieces/pond-ripples.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Smoke 
    



      
Incense smoke rising straight, then curling and thinning.
A thread of smoke from a stick of incense. It leaves the ember as a
straight line, starts to waver, frays into curls and thins to nothing.
Ported from src/pieces/smoke.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.WaveInterference 
    



      
Two sources in a ripple tank, still lines fanning out.
Two dippers in a round ripple tank, seen from above. Where their waves
cancel the water lies still, and those calm lines fan out and swing as the
dippers drift.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	wavelength - rows from crest to crest (a column is half a row), at
least 3; 0 to 100. Default 5.
	separation - how many wavelengths apart the dippers sit, -20 to 20,
the sign making no odds; they drift a fifth either way over 30 seconds.
The further apart, the more still lines fan out. Default 2.2.

The picture is always 72 by 26.
Colours
In one ink, or a gradient, with :ink and :gradient (see Ascii.Ink),
or on a page a CSS variable. On a light page, give it paper: true: its
shading reads from the other end of its ramp, so dense characters still mean
dark. It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "wave interference: two
sources in a ripple tank, still lines fanning out". A player's or a
component's label gives words of your own, as "ripples from two sources".
Example
anim = Ascii.new!("wave-interference", options: %{wavelength: 8, separation: 4}, ink: "var(--water, #4fc3f7)")
{frame, _} = Ascii.frame(anim, 1.0)
{frame.cols, frame.rows, frame.palette}
#=> {72, 26, ["var(--water, #4fc3f7)"]}
<Ascii.Phoenix.player socket={@socket} id="tank" piece="wave-interference" options={%{separation: 3.5}} />
Ported from src/pieces/wave-interference.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Aurora 
    



      
An aurora curtain rippling over a treeline under stars.
A curtain of light over a spruce treeline at night. Its lower hem is
brightest and ripples; streaks rise from it and fade out below a clear sky
of stars, and light drifts along it in slow surges.
Ported from src/pieces/aurora.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Bonsai 
    



      
A potted tree that sheds its leaves and leafs out again.
A tree in a shallow pot through a year. Its leaf pads are shaded domes, lit
from the upper left; in autumn they thin leaf by leaf and drop, the
branches stand bare, then the pads bud again from the middle out.
Ported from src/pieces/bonsai.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Campfire 
    



      
A log fire flickering, sparks rising; denser ink is hotter.
Two logs lying crossed on the ground, burning where they meet. Tongues of
flame sway and tear over a low body of fire, the bark chars and glows
beneath them, and sparks lift off the tips as they climb.
Ported from src/pieces/campfire.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.CherryBlossom 
    



      
A flowering cherry branch shedding petals on the wind.
A flowering cherry branch reaching in from the left. Each gust shakes the
blossoms on their twigs, and petals come loose and tumble away on the
wind.
Ported from src/pieces/cherry-blossom.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.ContourMap 
    



      
An island in contour lines, its hills slowly reshaping.
An island drawn as survey lines, with a dotted line offshore, its hills
slowly reshaping. Each line keeps to the one cell nearest it, so it stays
one stroke thick at any angle.
Ported from src/pieces/contour-map.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Fern 
    



      
Barnsley's fern filling in point by point, then swaying.
Barnsley's fern, grown by the chaos game, its leaflets slimmed a little so
they stay apart at this size. Each leaflet is drawn along the way its
points run; the frond fills in from a sparse young one, then sways.
Up to 36,000 points are placed every frame, each with five trigonometric
calls, which even with :math is nearly three times the frame budget. So
the frame first places every point approximately, to within about 5e-7 of
a cell (sin(t  4 + v0  3) by the angle sum from per-point constants, the
bend's cosine and sine by short series, since the bend never passes about
0.156), and sums each cell's strokes in fixed point to within 1e-8 a
stroke. It keeps that answer only where it is certain to be upstream's: a
point within 1e-5 of a cell's edge is placed again exactly, and a cell
whose character could change by as much as its sums could be off
(upstream's sums are a Float32Array, rounded at every step) is summed
again exactly, point by point in upstream's order. exact_frame/2 is the
frame worked out exactly throughout, which the tests hold the fast frame
to.
Ported from src/pieces/fern.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Fireflies 
    



      
Fireflies over night grass, a flash spreading through them.
A meadow at night, tufts of grass under a far treeline and a crescent moon.
Fireflies drift over it, each flashing on its own slow beat, until one
lights early and the flash runs fly to fly across the meadow.
Upstream keeps the last few sweeps in a cache; a sweep depends on nothing
but its number, so this port works out the ones a frame needs each frame.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	count - fireflies over the meadow, 0 to 500, taken as a whole number.
Default 44.
	seed - the meadow's luck: where the stars and the fireflies are, and
the beat each flashes to. The same seed draws the same meadow every
time, another seed another. Default 7.

The picture is always 60 by 18.
Colours
In one ink, or a gradient, with :ink and :gradient (see Ascii.Ink),
or on a page a CSS variable. It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "fireflies: fireflies over
night grass, a flash spreading through them". A player's or a component's
label gives words of your own, as "fireflies over a meadow at night".
Example
draw = fn options -> "fireflies" |> Ascii.new!(options: options) |> Ascii.frame(2.0) |> elem(0) end
draw.(%{seed: 3}).text == draw.(%{seed: 3}).text
#=> true

draw.(%{seed: 3}).text == draw.(%{seed: 4}).text
#=> false
<Ascii.Phoenix.player socket={@socket} id="meadow" piece="fireflies" options={%{count: 80, seed: 11}} ink="#d4e157" />
Ported from src/pieces/fireflies.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.FractalTree 
    



      
A recursive branching tree swaying in the wind.
A trunk that forks, and forks again, seven times over, each limb a little
shorter than its parent, the outer twigs gathered into lobes of leaves lit
from the upper left. Wind bends every limb, the tips most.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	seed - the tree's shape: each limb's length and angle are drawn from
it, so another seed grows another tree, and the same seed the same one.
Default 4.

The picture is always 60 by 24. At the default it closes a loop every 12
seconds, which a player draws once and repeats (see Ascii.loop/1).
Colours
In one ink, or a gradient, with :ink and :gradient (see Ascii.Ink),
or on a page a CSS variable. On a light page, give it paper: true: its
shading reads from the other end of its ramp, so dense characters still mean
dark. It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "fractal tree: a recursive
branching tree swaying in the wind". A player's or a component's label
gives words of your own, as "a tree swaying in the wind".
Example
draw = fn seed -> "fractal-tree" |> Ascii.new!(options: %{seed: seed}) |> Ascii.frame(0.0) |> elem(0) end
draw.(4).text == draw.(9).text
#=> false
<Ascii.Phoenix.player socket={@socket} id="tree" piece="fractal-tree" options={%{seed: 9}} ink="#7cb342" />
Ported from src/pieces/fractal-tree.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Landscape 
    



      
A range and a lake under the sun or moon of the local hour.
A range over a still lake, under the sky as it is right now for whoever is
looking: the sun climbing or sinking by the local hour, or the moon in its
real phase among the stars, with the range mirrored in the water.
Reads the clock from env.now (see Ascii.Kit.Clock) every frame, as
upstream reads new Date().
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	hour - the hour of the day to show, as 13.5 for half past one, taken
round the clock: the sun rises on the left at six and sets on the right
at eighteen, and by night the moon keeps the sun's hours, late by its
age. Default nil: the local hour now.
	phase - the moon's age in lunations, 0 to 1: 0 new, 0.5 full. Default
nil: its real phase now.

With both given, the picture no longer follows the clock: a scene for a
page, at the hour you choose. The picture is always 64 by 18.
Colours
In one ink, or a gradient, with :ink and :gradient (see Ascii.Ink),
or on a page a CSS variable. It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "landscape: a range and a
lake under the sun or moon of the local hour". A player's or a component's
label gives words of your own, as "a lake under the full moon".
Example
night = Ascii.new!("landscape", options: %{hour: 22, phase: 0.5})
noon = Ascii.new!("landscape", options: %{hour: 12})
now = DateTime.new!(~D[2026-03-14], ~T[15:09:26], "Etc/UTC")
{dark, _} = Ascii.frame(night, 0.0, now: now)
{light, _} = Ascii.frame(noon, 0.0, now: now)
{dark.cols, dark.rows, dark.text == light.text}
#=> {64, 18, false}
<Ascii.Phoenix.player socket={@socket} id="view" piece="landscape" options={%{hour: 19.5}} />
Ported from src/pieces/landscape.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Lightning 
    



      
A forked bolt striking out of a storm cloud in the rain.
A storm over low hills in driving rain. Every few seconds a bolt zigzags
down from the cloud to the ground, forks as it strikes, flickers through a
restrike, lights the cloud and the land, and fades.
Ported from src/pieces/lightning.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Rain 
    



      
Slanting rain in three depths, crowns and puddle rings.
Slanting rain in three depths over open ground. Each drop ends where it
meets the ground at its own depth, throwing up a crown on the ground or
opening a ring where it falls in a puddle.
Ported from src/pieces/rain.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.RuledMountains 
    



      
Ruled lines with a range rising from them, drifting forward.
Ruled lines with a range rising out of their middle, drawn in the three
strokes ASCII mountains use, _ / . Each line hides what it rises over,
and the peaks drift slowly from the back lines to the front.
Ported from src/pieces/ruled-mountains.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.SeaSwell 
    



      
A long swell lifting a small sailboat as it rolls under.
A long ocean swell seen side on, a rounded crest over a long flat trough.
A sailboat rides it, pitching with the slope under its hull, while the
crests hide and show the far horizon.
Ported from src/pieces/sea-swell.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Snowfall 
    



      
Snow swaying down, building drifts on the ground and a fence.
Snow drifting down in three depths on a light wind, swaying as it falls.
Flakes settle where they land, building a drift in the fence's lee, a
ridge along each rail and a cap on every post.
Ported from src/pieces/snowfall.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Sunrise 
    



      
The sun lifting off a sea horizon, its path glittering.
The sun coming up out of the sea at dawn. The glow along the horizon
gathers into bands, the sun climbs out of it and sinks back as dusk, and
its path glitters on the water.
Ported from src/pieces/sunrise.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Wind 
    



      
Gusts streaming along bending lines, curling at the head.
Gusts drawn as streamlines of a slowly bending flow, shown only where a
gust is passing. The streamlines are contours of one stream function, so
they bend together and never cross; the long gusts curl over at their
heads.
The stream function is sampled 2,752 times a frame, each sample two
three-dimensional noises of eight hashes. A frame's samples share a few
dozen lattice points, so this port hashes each of those once a frame and
reads them from a table; the noise is otherwise upstream's, step for step.
Ported from src/pieces/wind.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Aquarium 
    



      
Fish swimming and turning in a tank, bubbles and weed.
A fish tank. Fish of a few kinds swim its length, drift between depths and
turn about, bubbles stream up from a stone, and weed sways.
Ported from src/pieces/aquarium.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Butterfly 
    



      
A butterfly flapping and gliding along a wandering path.
Seen from above, beating its wings in bursts and gliding between them. As
a wing rises it turns edge on and narrows, its tip nearer the eye.
Ported from src/pieces/butterfly.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Cat 
    



      
A tabby asleep on its paws, breathing slowly.
A tabby asleep on its side, head down on its front paws. Its back rises
and falls with each breath, the tail tip lifts now and then, an ear
twitches, and a z drifts up.
Ported from src/pieces/cat.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Fox 
    



      
A fox asleep on its tail, breathing, peeking now and then.
A fox asleep, curled up with its chin on its tail. Its flank rises and
falls; now and then it opens one eye and looks about, or flicks an ear.
Ported from src/pieces/fox.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Jellyfish 
    



      
A jellyfish pulsing upward, its tentacles trailing late.
A moon jelly swimming up through dark water. The bell squeezes and
relaxes, the tentacles follow the rim a beat late, and specks drift by.
Ported from src/pieces/jellyfish.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Owl 
    



      
An owl on a branch, blinking slowly and turning its head.
A horned owl on a branch at night. It blinks slowly, and now and then turns
its head to look off to one side before facing front again.
Ported from src/pieces/owl.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Snake 
    



      
A snake slithering along an s-curve, flicking its tongue.
A diamondback seen from above, sliding along its own S-shaped track and
flicking its tongue. It leaves the right edge and comes back on the left.
Ported from src/pieces/snake.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Spider 
    



      
A spider lowering itself on silk, then climbing back up.
A spider drops from the hub of its web in the corner on a line of silk,
bounces at the end of it with its legs going, then climbs back up.
Ported from src/pieces/spider.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Starlings 
    



      
A murmuration wheeling about, split by a passing falcon.
A murmuration. Each bird matches its neighbours' heading, keeps to their
middle and makes room for the one beside it, while a slow drift wheels the
cloud about the middle. Every so often a falcon cuts through it.
The simulation's state is threaded through frame/3: like upstream it
runs fixed steps, at most twelve a frame, up to the step t asks for, and
holds when t goes back. Upstream marks "no falcon" with fx = NaN, which
makes every comparison with it false; here the falcon is nil then, and
the flight from it and its drawing are skipped.
Ported from src/pieces/starlings.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Whale 
    



      
A whale blows, arches its back and dives, fluke last.
A whale swimming left comes up, blows, rolls its back over and dives,
lifting its tail fluke clear of the water before it slips under.
Ported from src/pieces/whale.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.AnalogClock 
    



      
A round clock face showing the local time, seconds ticking.
A round wall clock keeping local time. A lit bezel, a tick for every minute
and hour, and hour, minute and ticking second hands.
Reads the clock from env.now (see Ascii.Kit.Clock). Upstream notes
the wall clock when the piece is made; this port notes it at the first
frame, which is the same moment when a piece is played as soon as it is
made.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them, at the time it reads.
	seconds - the second hand: a fine line with a ring at its tip and a
weight on its tail, ticking once a second. Default true; false
leaves the hour and minute hands.
	numerals - 12, 3, 6 and 9 at the quarters, in place of their ticks.
Default true; false puts a tick at every hour.

The picture is always 47 by 23. Like any piece that reads the clock, it
takes now: in Ascii.frame/3 to draw a given moment.
Colours
In one ink, or a gradient, with :ink and :gradient (see Ascii.Ink),
or on a page a CSS variable. On a light page, give it paper: true: its
shading reads from the other end of its ramp, so dense characters still mean
dark. It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "analog clock: a round clock
face showing the local time, seconds ticking". A player's or a component's
label gives words of your own, as "the time".
Example
now = DateTime.new!(~D[2026-03-14], ~T[15:09:26], "Etc/UTC")
plain = Ascii.new!("analog-clock", options: %{numerals: false, seconds: false})
{frame, _} = Ascii.frame(plain, 0.0, now: now)
{frame.cols, frame.rows, frame.text =~ "12"}
#=> {47, 23, false}
<Ascii.Phoenix.player socket={@socket} id="clock" piece="analog-clock" options={%{numerals: false}} label="the time" />
Ported from src/pieces/analog-clock.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Candle 
    



      
A flickering candle burning down in its holder, then renewed.
A candle in a brass candlestick. The flame flickers and sways, its glow
lighting the wax and the metal, and the candle burns slowly down; when it
gutters out the stub is lifted away and a fresh one is set in and lit.
The candlestick is turned on a lathe once, in init/1, onto a grid two
columns and four rows to a cell; each frame lights what it holds, and the
wax, which moves, is traced afresh in the few columns it can cover.
Ported from src/pieces/candle.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Coffee 
    



      
Steam curling up from a cup of coffee on its saucer.
A cup of coffee on its saucer, lit from the upper left, with a few thin
wisps of steam lifting off the surface and curling as they climb.
The cup and saucer are a still picture, traced once in init/1 on a grid
of two looks across and four down to a cell; each frame only draws the
steam over it.
Ported from src/pieces/coffee.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.FerrisWheel 
    



      
A wheel turning on its a-frame, cabins hanging upright.
A wheel of eight spokes turning slowly on a braced A-frame, its cabins
hanging upright from the rim and passing the boarding deck.
Ported from src/pieces/ferris-wheel.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.HawaMahal 
    



      
Jaipur's palace of winds at night, lamps behind the jali.
The palace of winds in Jaipur at night. Five storeys of narrow and wide
bays step up to a domed crown, with kiosks on every terrace. The windows
are jali screens, and lamps behind them come and go.
Ported from src/pieces/hawa-mahal.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Hourglass 
    



      
Sand running through the neck, then turned over.
An hourglass on its stand. Sand runs through the neck a grain at a time, a
crater opening above and a heap rising below; when the top runs dry it is
lifted, turned over on its side and set down the other way up.
Ported from src/pieces/hourglass.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Kite 
    



      
A diamond kite riding the wind, its string sagging in lulls.
A diamond kite on a long string from off the bottom left. Gusts lift it and
pull the string straight, lulls let it sag, and the tail flutters.
Ported from src/pieces/kite.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.LavaLamp 
    



      
Wax blobs rising, merging and sinking in a lit glass.
A lava lamp on its base. Wax pools on the floor of the glass, blobs swell
off it, climb, meet and part, and sink again, lit from the bulb
underneath.
Ported from src/pieces/lava-lamp.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Lighthouse 
    



      
A beam sweeping over night sea from a lighthouse on rocks.
A banded lighthouse on a heap of rocks at night. Its beam turns round the
lantern, long when it crosses the frame and a flash when it faces us,
lighting the haze and the waves beneath; surf bursts on the rocks.
Ported from src/pieces/lighthouse.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Skyline 
    



      
A city at night, windows going on and off, a blinking mast.
A city at night across a river. Office windows go on and off, sometimes a
whole floor at once, the mast on the tallest tower blinks, and the low
lights and the moon are drawn down into the water as streaks.
Ported from src/pieces/skyline.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Sundial 
    



      
Jaipur's samrat yantra, its shadow set by your local time.
The Samrat Yantra at Jantar Mantar, Jaipur, seen from the south. The
gnomon's shadow lies on the quadrants where the sun at Jaipur would put it
at this hour of the viewer's own clock (not Jaipur solar time).
Reads the clock from env.now (see Ascii.Kit.Clock) every frame, and
redraws the face when the minute changes, as upstream does. The day of the
year counts from local midnight on 1 January.
Ported from src/pieces/sundial.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Train 
    



      
A steam train crossing on its track, smoke puffing behind.
A steam train crossing the frame on its track, a coach and tender behind
the engine. Smoke puffs from the stack in time with the beat of the
wheels, whose rods turn as they roll; it leaves on the right and comes
back.
Ported from src/pieces/train.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Vinyl 
    



      
A record turning under the tonearm, seen from above.
A record turning on a turntable, seen from above. The label and a few
specks of dust turn at 33 1/3 rpm, the sheen on the grooves stays put, and
a J-shaped tonearm rests in the outer grooves.
Only the label and the dust move, so everything else is drawn once in
init/1, for ink and for paper.
Ported from src/pieces/vinyl.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Windmill 
    



      
Four lattice sails turning on a dutch mill, clouds passing.
A Dutch smock mill on a low rise, its four lattice sails turning in front
of the cap, a stage round its waist and clouds drifting behind.
Ported from src/pieces/windmill.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Epicycles 
    



      
A chain of turning circles whose tip traces a star.
A five-pointed star as a Fourier series. Each circle turns at a whole
multiple of the first while riding the rim of the one before, and the tip
of the chain traces the star.
Ported from src/pieces/epicycles.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.FlowField 
    



      
Particle trails gathering into winding, merging streams.
Particles carried left to right by a smooth noise field whose currents
pull them together, so their fading trails gather into a few winding
streams that merge and part as the field slowly changes.
Ported from src/pieces/flow-field.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.GliderGun 
    



      
Gosper's gun firing a glider every 30 generations.
Gosper's glider gun in Conway's life, two cells to a character so every
cell is square. It fires a glider every 30 generations, and an eater below
the frame swallows each one, so the field repeats exactly.
Ported from src/pieces/glider-gun.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.HilbertCurve 
    



      
A closed loop of two hilbert curves, with two lit runners.
Two Hilbert curves, each through every point of an 8 by 8 grid, joined end
to end into one closed loop. Two lit runners circle it.
Ported from src/pieces/hilbert-curve.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.JuliaSet 
    



      
A julia set changing shape as its constant c goes round.
The Julia set of z*z + c, drawn as a glow on its edge, with c going round a
circle so the set melts from one shape into the next.
Ported from src/pieces/julia-set.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.LangtonsAnt 
    



      
Order, then chaos, then the ant builds its highway.
An ant that turns right on a blank square and left on an inked one,
flipping each square it leaves. Two squares to a character.
Ported from src/pieces/langtons-ant.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Mandelbrot 
    



      
A slow zoom into seahorse valley and back out again.
The Mandelbrot set, zooming slowly into seahorse valley, the crack between
the main cardioid and the disc to its left, then back out.
Ported from src/pieces/mandelbrot.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Maze 
    



      
A maze carved by backtracking, then solved, then remade.
A recursive backtracker carving a maze out of a grid, its stack shown as a
dotted trail, then the way through drawn in, then the walls close up and a
new maze starts.
Ported from src/pieces/maze.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Plasma 
    



      
Soft interference blobs drifting and pulsing.
The old demo-scene effect. Four sine fields, one a set of rings round a
wandering centre, summed and read as soft blobs of density.
Ported from src/pieces/plasma.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.ReactionDiffusion 
    



      
Gray-scott spots and stripes dying back and growing out.
A Gray-Scott reaction whose spots on the left give way to stripes on the
right. Every few seconds the kill rate rises, the pattern dies back to a
few survivors, and they grow out again.
Ported from src/pieces/reaction-diffusion.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Rule30 
    



      
One cell grows a row at a time under rules 30, 90 and 110.
An elementary cellular automaton grown from one live cell, each generation
a row, scrolling up. It runs rule 30, then 90, then 110, each from a fresh
seed. Two generations to a character, so cells are square.
Ported from src/pieces/rule-30.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Sierpinski 
    



      
The chaos game filling a sierpinski triangle point by point.
The chaos game. A point jumps halfway to a corner picked at random, over
and over, and every spot it lands on stays lit.
Ported from src/pieces/sierpinski.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Voronoi 
    



      
Cells of ground nearest each drifting seed.
The plane split into cells, each the ground nearest one drifting seed.
Every border is a straight edge, drawn one stroke thick.
Ported from src/pieces/voronoi.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.DoomFire 
    



      
The psx fire spread, tongues climbing off a white-hot bed.
The PSX fire spread. Each step every cell climbs one row, drifts a column
either way and cools a little, on a grid of square cells two across and
four down to a character. Columns cool at different rates, so the fire
stands up in separate tongues over a bed that never dims.
Ported from src/pieces/doom-fire.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Fireworks 
    



      
Shells climb and burst as peonies, rings, willows and palms.
Shells climb on a sparkling trail and burst. Every spark follows a
closed-form path under air drag and gravity, so any moment can be drawn
straight from the clock, and each shell is one of several kinds of burst.
Ported from src/pieces/fireworks.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.MatrixRain 
    



      
Streams of glyphs falling, heavy at the head, thin behind.
Streams of code falling down a screen, each column at its own pace. The head
of a stream is the heaviest glyph and the tail thins behind.
Ported from src/pieces/matrix-rain.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Rotozoomer 
    



      
A brick wall texture turning and zooming about the centre.
The demo-scene classic. A wall of bevelled bricks set in deep mortar,
turned and scaled about the middle of the screen every frame.
Ported from src/pieces/rotozoomer.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Sparks 
    



      
An angle grinder throwing sparks that arc, skip and cool.
An angle grinder biting into a steel plate. Sparks leave the cut in a
tight hot cone, arc under gravity, skip on the plate and cool.
Ported from src/pieces/sparks.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Synthwave 
    



      
A grid rolling toward a striped sun behind a mountain ridge.
The eighties horizon. A grid floor rolls toward the viewer under a setting
sun cut by thinning stripes, behind a ridge of mountains.
Ported from src/pieces/synthwave.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Tunnel 
    



      
Flying down a tiled tube that bends and twists.
The demo-scene tunnel. Each cell casts a ray down a tiled tube that bends
away out of sight, so the far end swings about, while the tiles wind round
it in a slow spiral and fade into the dark.
Ported from src/pieces/tunnel.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.TvStatic 
    



      
Snow on an old set that tunes into a test card and loses it.
An old set showing snow, with a hum bar rolling through it. The dial clicks
over, a test card rolls into place and holds, then is lost.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	set - the old set around the screen, its cabinet, dial and knobs.
Default true; false fills the whole frame with the screen.

The picture is always 58 by 26.
Colours
In one ink, or a gradient, with :ink and :gradient (see Ascii.Ink),
or on a page a CSS variable. On a light page, give it paper: true: its
shading reads from the other end of its ramp, so dense characters still mean
dark. It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "tv static: snow on an old
set that tunes into a test card and loses it". A player's or a component's
label gives words of your own, as "static on an old television".
Example
{frame, _} = "tv-static" |> Ascii.new!(options: %{set: false}) |> Ascii.frame(1.0)
{frame.cols, frame.rows}
#=> {58, 26}
<Ascii.Phoenix.player socket={@socket} id="snow" piece="tv-static" options={%{set: false}} />
Ported from src/pieces/tv-static.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.BootLog 
    



      
A self test counts memory, then the boot log scrolls by.
A machine starting up. The firmware tests its memory and probes its
devices, the kernel prints timestamped lines, services start, and a login
waits. That is upstream's boot, which it plays by default; give it
steps and it is your app's own log instead: a deploy, a setup wizard,
a CI run.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): new
steps take their place at once, and as the stars and the cursor keep play
time, nothing jumps.
	steps - the log, a list of %{text: "...", status: "..."}, a line
each, systemd style: "ok" is [ OK ] text, "warn"
[ WARN ] text, "fail" [FAILED] text, and "busy", a step under
way, has three stars sweeping in its brackets; any other status (or
none) is the text alone. The newest steps are at the bottom, older
ones scrolled away as upstream scrolls its boot, with a cursor
blinking on the line after the last. Default [].
	title - a heading over a rule, which stays put as the steps scroll
under it. Default "". With no steps and no title (the
defaults) it plays upstream's boot; a title alone is an empty log,
for an app with no steps yet.
	cols, rows - the frame's size, 24 to 200 by 3 to 60; upstream's
64 by 16 by default. Upstream's boot lays its self test out to the
width, and lines longer than the frame are cut at its edge.

Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	title - the firmware's heading, or the log's title.
	rule - the rule under it, grey.
	status.ok - ok, link up and [ OK ], green; status.warn,
[ WARN ], yellow; status.fail, [FAILED], red; and
status.busy, a test or probe under way, or a start job's or a busy
step's stars, cyan.
	message - a kernel or service line's text, or a step's.
	label, detail - a self test row's device, and what was found.
	bar, track - the memory test's done, blue, and to do, grey; with
its address, grey, and percent.
	key, hint - the keys the firmware offers, yellow, and what they
do, grey.
	time - a kernel line's timestamp, grey.
	prompt, cursor - the login prompt, and the cursor at the login or
after the steps.

Keys and clicks
It takes none: it shows a log, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still
tells your LiveView where it was clicked, and on which part
(Ascii.part_at/4): a step's status.fail, say, or its message
and its text, to show what went wrong.
Screen readers
Ascii.describe/1 counts the steps by status, naming a failed or a
running one, as "deploy web: 4 steps, 2 ok, 1 warning, 1 failed (health
check)"; with a title and no steps, "deploy web: no steps yet". Playing
upstream's boot, it gives the piece's name and note.
Example
steps = [
  %{text: "built release 1.4.2", status: "ok"},
  %{text: "disk 81% full", status: "warn"},
  %{text: "migrating database", status: "busy"}
]

log = Ascii.new!("boot-log", options: %{title: "deploy web", steps: steps}, parts: true)
Ascii.describe(log)
#=> "deploy web: 3 steps, 1 ok, 1 warning, 1 running (migrating database)"

done = List.replace_at(steps, 2, %{text: "migrated database", status: "ok"})
log = Ascii.put_options!(log, steps: done ++ [%{text: "health check", status: "fail"}])
{frame, _log} = Ascii.frame(log, 1.0)
frame.text =~ "[FAILED] health check"
#=> true
<Ascii.Phoenix.live_player id="deploy" piece="boot-log" options={%{title: "deploy web", steps: @steps}} parts />
Ported from src/pieces/boot-log.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.BoxFrames 
    



      
Twelve frame styles to copy, each one labelled.
A sheet of twelve frame styles, from box drawing lines to half blocks, a
title in the edge, a drop shadow and bare corners. To draw one of these
boxes around a frame of your own, a piece's or your own text's, see
Ascii.Compose.panel/2.
Options
It takes no options: the sheet is always the same twelve frames, 78 by
20, and still (0 frames a second).
Colours
It has no parts to colour one by one: in one ink, or a gradient, with
:ink and :gradient (see Ascii.Ink). A diagonal gradient runs
from corner to corner of the sheet.
Keys and clicks
It takes none: it is a sheet to copy from, and Ascii.handle_event/2
ignores every event. A Phoenix player given interactive and notify
still tells your LiveView where it was clicked.
Screen readers
Ascii.describe/1 gives the piece's name and note: "box frames:
twelve frame styles to copy, each one labelled".
Example
{:ok, sheet} = Ascii.still("box-frames", ink: ["#58a6ff", "#a371f7"], gradient: :diagonal)
{sheet.cols, sheet.rows}
#=> {78, 20}

# One of its boxes, around a frame of your own.
{:ok, gauge} = Ascii.still("gauge", options: %{value: 40})
panel = Ascii.Compose.panel(gauge, title: "load", style: :double)
panel.lines |> hd() |> String.starts_with?("╔═ load ═")
#=> true
<Ascii.Phoenix.Components.ascii piece="box-frames" ink="#8b949e" />
Ported from src/pieces/box-frames.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Calendar 
    



      
This month like cal, today bracketed, time ticking below.
This month laid out like the cal command, today in brackets, with the
weekday and the running time along the bottom: upstream's calendar,
which it is by default. Give it a date and it shows that month and day
instead, and is a date picker that keys and clicks move.
Reads the clock from env.now (see Ascii.Kit.Clock), for today and
the running time.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the page
is drawn anew from them.
	date - a day to show, as "2026-10-12": its month, the day
bracketed as the one selected, and along the bottom its weekday (and
the time, if time). "2026-10" shows a month with nothing
selected. Default "", as is any string that is not a date: this
month, today bracketed, as upstream.
	marks - days to mark, as ["2026-10-03", "2026-10-19"]: those in
the month shown wear a · after their number (a bracketed one, only
where its cell has room). Default [].
	monday - weeks start on Monday rather than Sunday. Default false.
	time - the running time at the right of the bottom line, from the
clock, with a date too. Default true; false for a plain date
picker.
	months, weekdays - the names to use, twelve from January and
seven from Sunday; the heading shows each weekday's first two
letters. English by default; a list of another length is ignored.
	cols, rows - the frame's size, 32 to 200 by 13 to 60; 32 by 13
by default. The days' cells widen to fill the width, and the page
sits in the middle.

Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	title - the month and year.
	rule - the rules above and below the weeks, grey.
	weekday - the heading's days, grey; weekday.weekend, Saturday's
and Sunday's, cyan.
	day - a date; day.weekend, one on a weekend, cyan; and
day.marked, one in marks, yellow.
	today - today, bracketed, blue; or selected, the date given,
blue.
	date, time - the weekday and day, and the time, along the bottom.

Keys and clicks
With a date, it is a date picker: Ascii.handle_event/2 takes keys
and clicks, and the day chosen is the new date, from which the app
reads it:
	← and → move the selection a day, ↑ and ↓ a week.
	Page up and page down move it a month (to that month's last day, if
it is shorter).
	Home and end go to the month's first and last day.
	A click on a day selects it.
	From a month with nothing selected ("2026-10"), a key selects its
first day (end, its last), and page up and page down change the
month.

Years stay within 1 to 9999. Without a date, the clock says which
month it is, so there is none to move in: it takes none, and keys and
clicks are ignored. In Phoenix, give the player interactive (and
notify to be told of each key and click); in ExRatatui,
Ascii.ExRatatui.handle_event/3; in a terminal,
mix ascii.play calendar --option date=2026-10-08 --option time=false --interactive.
Screen readers
Ascii.describe/1 tells the month shown, the day selected and the
days marked in it, as "calendar: october 2026, 8 selected, marked 24",
the month in the names given. Showing this month from the clock, it
gives the piece's name and note.
Example
options = %{date: "2026-10-08", time: false, marks: ["2026-10-24"]}
picker = Ascii.new!("calendar", options: options, parts: true)
Ascii.describe(picker)
#=> "calendar: october 2026, 8 selected, marked 24"

{:ok, picker} = Ascii.handle_event(picker, {:key, "right"})
{:ok, picker} = Ascii.handle_event(picker, {:key, "page_down"})
picker.options.date
#=> "2026-11-09"

# Upstream's: this month, at a given moment.
now = DateTime.new!(~D[2026-03-14], ~T[15:09:26], "Etc/UTC")
{frame, _} = Ascii.new!("calendar") |> Ascii.frame(0.0, now: now)
frame.text =~ "[14]"
#=> true
<Ascii.Phoenix.live_player id="day" piece="calendar" options={%{date: @today, time: false, marks: @deadlines}} parts interactive notify />
Ported from src/pieces/calendar.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.DigitalClock 
    



      
The local time in seven-segment digits, colon blinking.
The local time as big seven-segment digits, HH:MM:SS, with the colon
blinking each second and the date set small underneath, as upstream
draws it. Give it a timer and it is a countdown or a stopwatch
instead, which keeps play time rather than the clock.
Reads the clock from env.now (see Ascii.Kit.Clock), as a clock.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): a timer
runs on through a new label or look, and starts again from from when
timer or from change.
	timer - "down" counts down from from to zero, where the digits
flash; "up" counts up from from, as a stopwatch, to 99:59:59.
Both start with play. Default "", as is any other string: the
clock.
	from - the seconds a timer starts at, 0 to 359,999 (99:59:59).
Default 0.
	label - a line beneath a timer, where the clock has its date.
Default "".
	seconds - the seconds' pair of digits; false shows hours and
minutes alone. Default true.
	hour12 - a 12-hour clock: its first digit dark rather than a zero,
and am or pm after the date. Default false.
	date - the clock's date beneath the digits, as "saturday 14 march
2026"; without it the digits sit a row lower. Default true.

A timer shows hours, minutes and seconds (with seconds: false, hours
and minutes), its colons blinking while it runs. The frame is always 70
by 11.
Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	digit.on - the digits' lit segments; digit.off, the unlit ones,
faintly showing like the glass of a real display, grey.
	colon.on - the colons lit; colon.off, dark as they blink, grey.
	date - the clock's date beneath the digits; label, a timer's
line.
	ampm - a 12-hour clock's am or pm, cyan.

Keys and clicks
It takes none: it tells the time, and Ascii.handle_event/2 ignores
every event; start a timer again with a new from
(Ascii.put_options/2). A Phoenix player given interactive and
notify still tells your LiveView where it was clicked, and on which
part (Ascii.part_at/4).
Screen readers
Ascii.describe/1 tells a timer, with its label, as "tea: countdown
from 5:00" or "stopwatch"; not the time left, which changes every
second. As a clock, it gives the piece's name and note.
Example
tea = Ascii.new!("digital-clock", options: %{timer: "down", from: 300, label: "tea"}, parts: true)
Ascii.describe(tea)
#=> "tea: countdown from 5:00"

# A minute in, four minutes to go, with its label beneath.
{frame, _tea} = Ascii.frame(tea, 60.0)
frame.text =~ "tea"
#=> true

# The clock, at a given moment.
now = DateTime.new!(~D[2026-03-14], ~T[15:09:26], "Etc/UTC")
clock = Ascii.new!("digital-clock", options: %{hour12: true})
{frame, _clock} = Ascii.frame(clock, 0.0, now: now)
frame.text =~ "saturday 14 march 2026  pm"
#=> true
<Ascii.Phoenix.live_player id="tea" piece="digital-clock" options={%{timer: "down", from: 300, label: "tea"}} parts />
Ported from src/pieces/digital-clock.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Dividers 
    



      
Rules and ornaments for between sections, plain to fancy.
A sheet of rules to set between sections of a page, from a plain line
through short centred rules down to ornaments, chains and waves. For one
rule of your own, as wide as you like and with a label in it, see
Ascii.Compose.divider/2.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the
sheet is drawn anew at the new measure.
	width - the rules' measure in cells, 13 to the sheet's 63; the
ornaments run a fraction of it each, so they shrink with it. Default
59; 0 takes the default.

The sheet is always 63 by 25, its rules centred, and still (0 frames a
second).
Colours
It has no parts to colour one by one: in one ink, or a gradient, with
:ink and :gradient (see Ascii.Ink). A vertical gradient gives
each rule a colour of its own.
Keys and clicks
It takes none: it is a sheet to copy from, and Ascii.handle_event/2
ignores every event. A Phoenix player given interactive and notify
still tells your LiveView where it was clicked.
Screen readers
Ascii.describe/1 gives the piece's name and note: "dividers: rules
and ornaments for between sections, plain to fancy".
Example
{:ok, sheet} = Ascii.still("dividers", options: %{width: 31}, ink: "#8b949e")
sheet.lines |> Enum.at(1) |> String.trim()
#=> "───────────────────────────────"

# One rule of your own, with a label in it.
Ascii.Compose.divider(24, label: "logs", style: :dashed).lines
#=> ["┄┄ logs ┄┄┄┄┄┄┄┄┄┄┄┄┄┄┄┄"]
<Ascii.Phoenix.Components.ascii piece="dividers" options={%{width: 41}} ink="#8b949e" />
Ported from src/pieces/dividers.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.FileTree 
    



      
A tree listing opened folder by folder, then closed again.
A project listed the way tree -F prints it. As upstream draws it, a
cursor walks down the list opening one folder at a time, then closes them
from the bottom up. With walk: false it is a tree to use instead: your
files, the folders you open, and a cursor that keys and clicks move, in a
terminal UI or a LiveView.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the tree
is laid out anew from them.
	root - the first line, above the listing. Default ".".
	entries - the listing as text: one entry a line, two spaces of
indent a level, folders ending in "/". Default: upstream's small web
project. Being text, it is cut at 256 characters: for a real tree,
give paths.
	paths - the entries as a list of paths, as Path.wildcard/1 gives
them, in place of entries: each path's folders are made from it, a
path ending in "/" is a folder, and every folder's entries come in the
order first given (sort them for tree's order). Up to 256 paths.
Default [], for entries. entries/1 gives the text for paths.
	walk - true (the default) plays upstream's walk; false draws the
tree still, as open and cursor say, and takes keys and clicks.
	open - with walk: false, the paths of the open folders, as
["src/", "src/lib/"]. An entry's path is its name after its
folders', "src/lib/fetch.ts", a folder's ending in "/". Default []:
only the root's entries show.
	cursor - with walk: false, the path of the entry under the cursor,
drawn as the walk draws it, the branch turned arrow. One inside a
closed folder sits on the nearest folder shown; "" (the default), or
a path not in the tree, is no cursor. A listing longer than its rows
scrolls to keep the cursor in the middle of them.
	cols, rows - the frame's size, 12 to 200 by 4 to 100; 36 by 23 by
default. The listing is centred in the width, between the root and a
blank row over the count.

Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	root - the first line.
	branch - the tree's lines, grey.
	cursor - the branch turned arrow, yellow.
	folder - a folder's name, blue.
	file, and file.<extension> - a file's name, and by its extension
in lowercase (file.ts for index.ts; a name without one, or a
dotfile, is just file). Suggested: file.ex and file.exs purple,
file.ts blue, file.js and file.json yellow, file.css pink,
file.md grey; any other in the ink. %{"file.rs" => "#dea584"}
colours a kind of your own.
	marker - the + on a closed folder, yellow.
	summary - the count on the last row, grey.

Keys and clicks
With walk: false, Ascii.handle_event/2 takes keys and clicks,
changing cursor and open, from which the app reads the choice:
	↑ and ↓ move the cursor, as do home, end, page up and page down;
with no cursor, any of them puts it on the first entry (end, the
last).
	→ or enter opens a closed folder, and → on an open one moves into it;
← closes an open folder, or moves to the folder an entry is in; enter
and space open and close a folder.
	A click on an entry's row puts the cursor on it, and opens or closes
it if it is a folder.
	Enter on a file is ignored, as is a key that would change nothing:
the app has the key, and the file in cursor.

Walking, it takes none. In Phoenix, give the player interactive (and
notify to be told of each key and click); in ExRatatui,
Ascii.ExRatatui.handle_event/3; in a terminal,
mix ascii.play file-tree --option walk=false --interactive.
Screen readers
Ascii.describe/1 tells the tree and where the cursor is, as "file
tree of my_app: 2 folders, 4 files; at lib/my_app.ex". Walking, it gives
the piece's name and note.
Example
paths = ["lib/my_app.ex", "lib/my_app/repo.ex", "mix.exs", "README.md"]
options = %{walk: false, paths: paths, root: "my_app", open: ["lib/"], cursor: "lib/"}
tree = Ascii.new!("file-tree", options: options, parts: true)

{:ok, tree} = Ascii.handle_event(tree, {:key, "down"})
tree.options.cursor
#=> "lib/my_app.ex"

Ascii.describe(tree)
#=> "file tree of my_app: 2 folders, 4 files; at lib/my_app.ex"
<Ascii.Phoenix.live_player id="files" piece="file-tree" options={%{walk: false, paths: @paths}} parts interactive notify />
Ported from src/pieces/file-tree.ts in bas3line/ascii (MIT).
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path's folders are made from it, a path ending in "/" (or holding others)
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          @spec entries(paths :: [String.t()]) :: String.t()


      


entries text for a list of paths, as the paths option takes them: each
path's folders are made from it, a path ending in "/" (or holding others)
is a folder, and every folder's entries come in the order first given.
iex> Ascii.Pieces.FileTree.entries(["lib/app.ex", "lib/app/repo.ex", "mix.exs", "priv/"])
"lib/\n  app.ex\n  app/\n    repo.ex\nmix.exs\npriv/"

  


        

      


  

    
Ascii.Pieces.FormControls 
    



      
A terminal style form being filled in, field by field.
A settings form drawn the way a terminal app draws one. As upstream
draws it, a focus marker tabs down through a text input, a select, radio
buttons, a checkbox, a switch and a slider, changes each, saves, then
changes them back. Give it fields and it draws your form instead, for
a reader to fill in with keys and clicks.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the form
is drawn anew from them. Give only what you mean to change: what a reader
has filled in is in its options already, and giving back older values
would undo keys typed since.
	fields - your form, a list of maps, each with a type and a
label, and its type's own keys. Default []: upstream's tour.
	"text" - an input holding text.
	"select" - one of choices, the one at index choice.
	"radio" - choices as radio buttons, choice the one set.
	"checkbox" - choices as checkboxes, checked a boolean for
each; with no choices, one box.
	"switch" - on or off.
	"slider" - value from min to max (0 to 100 by default), in
steps of step (1; 0 for a hundredth of the range), with its
unit after it ("%", " ms").

A field with no type is a text field; one of a type it does not
know is its label alone.

	buttons - the buttons' names, at the right under the fields.
Default ["cancel", "save"].

	focus - the field, or after them the button, in focus, from 0;
-1 for none. Default 0.

	status - a note at the left of the buttons, such as "saved".
Default "".

	title - the form's name, in its top edge. Default "preferences".

	cols - the frame's width, 32 to 200; 54 by default.


All but title are for a form of your own: the tour is always 54 by 16.
A form's fields take two rows each, so its frame is
2 * length(fields) + 4 rows. Controls are cut at the right edge, and
buttons that do not fit left out; a focused text field shows the end of
its text, so the caret stays in view. Control characters in its strings
are shown as spaces.
Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	frame - the border, grey; and the controls' own, frame.input,
frame.select (with its arrow) and frame.menu, the tour's open
list.
	title - the form's name in the border.
	focus - the marker at the focused field or button (or the list's
chosen item, or a row's checkbox that keys tick), yellow.
	label - a field's name; label.focus, the focused one's, yellow.
	field - what a field holds: its text, the choices' names, on or
off.
	cursor - a text field's caret, yellow.
	checked, unchecked - radio buttons' and checkboxes' marks, green
and grey.
	bar, knob, track - a switch's and a slider's filled cells,
blue; the knob; and the empty cells and the switch's ends, grey.
	value, unit - a slider's reading.
	button - a button; button.focus, the focused one, yellow.
	status - a form's note; status.ok, the tour's saved note, green.
	key, hint - the keys along the bottom, yellow, and what they do,
grey.

Keys and clicks
A form of your own takes keys and clicks with
Ascii.handle_event/2, changing fields and focus, from which the
app reads what was filled in and where the focus is:
	Tab and back tab move the focus round the fields and buttons; up and
down move it and stop at the ends; home and end go to the first and
last; enter on a field goes on to the next.
	A text field in focus takes printable characters, up to 256, and
backspace.
	Space steps a select or radio buttons on, flips a switch, and ticks
the checkbox marked >.
	Left and right step a select or radio buttons, move the checkbox
mark, turn a switch off and on, move a slider a step (page up and
page down, ten), and move along the buttons.
	Enter or space on a button is the app's: it is ignored, and focus
says which button.
	A click takes the focus to the field or button it lands on, and
picks the radio button, ticks the checkbox, flips the switch or sets
the slider where it lands; on a select already in focus, it steps it
on.

The tour takes none. In Phoenix, give the player interactive (and
notify to be told of each key and click); there Tab is the page's, to
move on from the form, so up and down move between fields. In
ExRatatui, Ascii.ExRatatui.handle_event/3; in a terminal,
mix ascii.play form-controls --option 'fields=[{"label": "name"}]' --interactive.
Screen readers
Ascii.describe/1 reads the form, each field's label and value and
where the focus is, as "account: email ada@example.com, plan free,
volume 40%; focus on plan"; past 160 characters it ends ", and N more".
Playing its tour, it gives the piece's name and note.
Example
fields = [
  %{type: "text", label: "email", text: "ada@example.com"},
  %{type: "radio", label: "plan", choices: ["free", "team"], choice: 1},
  %{type: "slider", label: "volume", value: 40, unit: "%"}
]

form = Ascii.new!("form-controls", options: %{title: "account", fields: fields}, parts: true)
{:ok, form} = Ascii.handle_event(form, {:key, "tab"})
{:ok, form} = Ascii.handle_event(form, {:key, "left"})
Enum.at(form.options.fields, 1).choice
#=> 0

Ascii.describe(form)
#=> "account: email ada@example.com, plan free, volume 40%; focus on plan"
<Ascii.Phoenix.live_player id="account" piece="form-controls" options={%{title: "account", fields: @fields}} parts interactive notify />
Ported from src/pieces/form-controls.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.NotFound 
    



      
A block-letter 404 with a small ghost drifting beneath it.
A 404 page. The code in heavy block digits with a double-line shadow, a
small ghost drifting to and fro beneath it, and a line of copy: your
error page's, in your words, for any code.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the page
is drawn anew from them, the ghost drifting on.
	code - the digits set big: the first three digits in it, as
"500"; with none, 404. Default "404".
	title - the first line of copy, centred under the ghost. Default
"page not found".
	message - the line under it. Default "the page you asked for has moved or never existed".

Lines of copy longer than the frame's 60 columns are cut. The frame is
60 by 21, and the ghost's drift comes round every 9 seconds.
Colours
It has no parts to colour one by one: in one ink, or a gradient, with
:ink and :gradient (see Ascii.Ink). A vertical gradient sets
the digits, the ghost and the copy in colours of their own.
Keys and clicks
It takes none: it is a page to read, and Ascii.handle_event/2
ignores every event. A Phoenix player given interactive and notify
still tells your LiveView where it was clicked.
Screen readers
Ascii.describe/1 reads the code and the copy, as "404: page not
found; the page you asked for has moved or never existed".
Example
options = %{code: "500", title: "server error", message: "we are on it"}
page = Ascii.new!("not-found", options: options, ink: "#f85149")
Ascii.describe(page)
#=> "500: server error; we are on it"
<Ascii.Phoenix.Components.ascii piece="not-found" options={%{code: "503", title: "back soon"}} />
Ported from src/pieces/not-found.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.ProgressBar 
    



      
Five bar styles filling at uneven paces, percent at right.
Five progress bar styles stacked. Each fills at its own uneven pace, easing
into short stalls the way real jobs do, holds at 100%, restarts. As
upstream draws it, the bars play runs of their own; give it values and
it shows your jobs' progress instead, for a dashboard or a terminal UI.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them, and values given are drawn as they are, so each new
reading shows at once.
	values - a percentage for each bar, 0 to 100 (outside it, held to
it): one bar for each, up to 32, shown as given rather than played.
Default []: upstream's five bars, each filling at its own pace.
	labels - each bar's label, in order, cut to 9 characters; a bar
without one has none. Default ["fetching", "unpacking", "indexing", "building", "linking"].
	style - one of the five styles, 0 to 4, for every bar: 0 [===> ],
1 a smooth bar of eighth blocks, 2 [###...], 3 lamps that light in
whole steps, 4 a heavy line running on into a light one. Default
nil: each bar its own, in turn.
	cols - the frame's width, 24 to 200; the bars take all but 20 of
it. Default 48. The frame is two rows a bar and one more.

Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	label - a bar's label.
	frame - a bar's ends where its style has them (brackets, or
edges), grey.
	bar - its filled cells (and the arrow head, the part filled cell, a
half step), blue; bar.done when it reads 100%, green.
	track - its empty cells, grey.
	value, unit - the percent, its % grey.

Keys and clicks
It takes none: it shows progress, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still
tells your LiveView where it was clicked, and on which part
(Ascii.part_at/4): which bar's label, say.
Screen readers
Ascii.describe/1 reads each bar's label and percent, as the bars
show them: "progress: copying 42%, verifying 100%"; past eight bars,
"and N more". Playing its own runs, it gives the piece's name and note.
Example
options = %{values: [42, 100], labels: ["copying", "verifying"], style: 1}
bars = Ascii.new!("progress-bar", options: options, parts: true)
{frame, _bars} = Ascii.frame(bars, 0.0)
{frame.cols, frame.rows}
#=> {48, 5}

Ascii.describe(bars)
#=> "progress: copying 42%, verifying 100%"

bars = Ascii.put_options!(bars, values: [80, 100])
Ascii.describe(bars)
#=> "progress: copying 80%, verifying 100%"
<Ascii.Phoenix.live_player id="jobs" piece="progress-bar" options={%{values: @progress, labels: @jobs}} parts />
Ported from src/pieces/progress-bar.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Skeleton 
    



      
A loading card in shade blocks with a shimmer passing over.
The loading placeholder for a card. An avatar, a name and a byline, an
image and lines of text in light shade, with a shimmer sweeping across
them while the content is on its way. Its options shape the card to the
one it stands in for.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the card
is laid out anew from them, and the shimmer carries on, being a function
of play time.
	avatar - a round avatar, with a name and a byline beside it; false
leaves a title and a shorter line in its place. Default true.
	image - an image block under the head. Default true.
	lines - lines of text under them, the last cut short like the end
of a paragraph; taken as its integer part, as upstream floors it, and
as many as fit: three under an avatar and an image, six without the
image, four without the avatar, eight with neither. Default 3.

The frame is always 52 by 23, the card as tall as its blocks and centred
in it.
Colours
It has no parts to colour one by one: in one ink, or a gradient, with
:ink and :gradient (see Ascii.Ink). On a light page (paper: true) the shimmer lifts the shade toward the page rather than darkening
it.
Keys and clicks
It takes none: it stands in for content, and Ascii.handle_event/2
ignores every event. A Phoenix player given interactive and notify
still tells your LiveView where it was clicked.
Screen readers
Ascii.describe/1 gives the piece's name and note, "skeleton: a
loading card in shade blocks with a shimmer passing over"; give a player
a label of your own, as "loading the profile", to say what is coming.
Example
card = Ascii.new!("skeleton", options: %{avatar: false, lines: 2}, ink: "#8b949e")
{frame, _card} = Ascii.frame(card, 0.5)
{frame.cols, frame.rows}
#=> {52, 23}

Enum.count(frame.lines, &(&1 =~ ~r/[░▒▓]/u))
#=> 10
<Ascii.Phoenix.live_player id="loading" piece="skeleton" options={%{image: false}} label="loading the profile" />
Ported from src/pieces/skeleton.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Spinners 
    



      
Twelve loading spinners side by side, each with its name.
Twelve classic loading spinners in a grid, each drawn in a three-row box
with its name underneath. Pick some of them with names, and the frame
shrinks to fit just those: one spinner is an 11-column widget for a
terminal UI or a page.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it is laid
out anew, at its new size, and the spinners carry on, being a function of
play time.
	names - the spinners to show, in that order: line, dots, pipe,
arc, bounce, clock, bar, loop, scan, wave, slide and
orbit. Names it does not know are left out, and if none is left it
shows all twelve (upstream would draw nothing, which a frame cannot
be). Default []: all twelve.
	labels - each spinner's name under it. With names, false leaves
the names out and the frame two rows a line shorter. Default true.
	speed - how fast they turn, upstream's pace times this, -60 to 60:
0 holds them, and a negative speed turns them backwards. Default 1.

The frame is 11 columns a spinner, six to a line, and 6 rows a line of
them with names (4 without), and one more; all twelve fill 66 by 13.
Colours
It has no parts to colour one by one: in one ink, or a gradient, with
:ink and :gradient (see Ascii.Ink). A gradient across several
spinners gives each its own colour.
Keys and clicks
It takes none: it says something is loading, and
Ascii.handle_event/2 ignores every event. A Phoenix player given
interactive and notify still tells your LiveView where it was
clicked.
Screen readers
Ascii.describe/1 gives the piece's name and note, "spinners: twelve
loading spinners side by side, each with its name"; give a player a
label of your own, as "saving", to say what is loading.
Example
spinner = Ascii.new!("spinners", options: %{names: ["dots"]}, ink: "#58a6ff")
{frame, _spinner} = Ascii.frame(spinner, 0.5)
{frame.cols, frame.rows}
#=> {11, 7}

two = Ascii.new!("spinners", options: %{names: ["dots", "clock"], labels: false, speed: 2})
{frame, _two} = Ascii.frame(two, 0.0)
{frame.cols, frame.rows}
#=> {22, 5}
<Ascii.Phoenix.live_player id="saving" piece="spinners" options={%{names: ["dots"], labels: false}} label="saving" />
Ported from src/pieces/spinners.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Terminal 
    



      
A shell session: typed commands, output, scrolling, clear.
A shell session in a rounded frame. Each command is typed a key at a time,
its output prints line by line and scrolls, and a clear starts over. As
upstream draws it, it plays a session of its own; give it a history
and it shows yours: commands and their output, or a log's tail.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options). New
history carries on from what is on screen: with typing, what has been
typed stays, new entries are typed from then on, and new lines of output
under the last command print; without, the history is shown as it stands.
	history - what the terminal shows instead of upstream's session: a
list of %{command: "...", output: ["...", ...]}, each command after
the prompt with the lines it printed under it. An entry without a
command is output alone, so a log's tail is
history: [%{output: lines}]. The newest lines are at the bottom,
older ones scrolled away, and lines too long for the width are cut.
After a command the prompt comes back, the cursor blinking after it;
after output alone the cursor waits at the start of the next line, as
it does while a command runs. Default []: upstream's session.
	typing - with history, play it out: each command typed a key at a
time and its output printed a line at a time, once through, and then
hold. Default false: the history shown at once.
	prompt - before each command; a space follows it. Default
"~/notes $".
	title - in the top of the frame; "" for none. Default "~/notes".
	cols, rows - the frame's size, the border included, 12 to 200 by
3 to 60; upstream's 62 by 18 by default.

Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	frame - the window's border, grey; title, its title.
	prompt - the prompt, blue.
	command - what is typed after it.
	output - what the commands print; a todo list's items marked
checked ([x]), green, or unchecked ([ ]), grey.
	cursor - the cursor, yellow.

A line that reads as both a command and output (a prompt made to look
like output) is in no part.
Keys and clicks
It takes none: it shows a session, and Ascii.handle_event/2 ignores
every event. To make it a shell of your own, take the keys in your app
and give it the new history. A Phoenix player given interactive and
notify still tells your LiveView where it was clicked, and on which
part (Ascii.part_at/4), a command or a line of output, say.
Screen readers
Ascii.describe/1 tells the history: "terminal my_app: 1 command, the
last mix test", or for output alone "terminal ~/notes: 2 lines of output,
the last: two". Playing upstream's session, it gives the piece's name and
note.
Example
history = [%{command: "mix test", output: ["...........", "11 tests, 0 failures"]}]
options = %{title: "my_app", prompt: "$", history: history, cols: 40, rows: 8}
term = Ascii.new!("terminal", options: options, parts: true)
{frame, _term} = Ascii.frame(term, 0.0)
Enum.at(frame.lines, 3)
#=> "│ 11 tests, 0 failures                 │"

Ascii.describe(term)
#=> "terminal my_app: 1 command, the last mix test"
<Ascii.Phoenix.live_player id="log" piece="terminal" options={%{title: "deploy", history: [%{output: @log}]}} parts />
Ported from src/pieces/terminal.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.BarChart 
    



      
Bars easing between three datasets, values riding on top.
A vertical bar chart with a value axis, gridlines and category labels. The
bars ease from one dataset to the next with their values on top. As
upstream draws it, three weeks of visits take turns; give it datasets of
your own and it charts them, one standing still or several in turn.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the bars
ease from what they showed to the new values, so new data as it comes
reads as a change rather than a jump.
	title - the heading, over the chart on the left. Default
"visits by day".
	labels - the categories under the bars, a bar each, from the left.
Default the days of the week.
	datasets - each a map of its name and its values, a number a
label, up to a billion either way. One dataset stands still; several
take turns, their names in a legend on the right, the one shown in
brackets. A dataset without values draws zeros, and no datasets draw
no bars. Default upstream's three weeks.
	cols - the frame's width, 30 to 200; upstream's 60 by default, for
more bars than that holds. It is always 19 rows tall. A line longer
than the width is cut at its edge.

Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	title - the heading.
	legend - the datasets' names, grey; legend.active, the one shown,
in its brackets, blue.
	scale - the numbers up the side, grey.
	axis - the axis, grey.
	grid - the dashed gridlines, grey.
	bar - the bars, blue; bar.1, bar.2 and on, a bar each from the
left, to colour them one by one.
	value - the numbers riding on the bars.
	label - the categories under them.

Keys and clicks
It takes none: it shows data, and Ascii.handle_event/2 ignores every
event. A Phoenix player given interactive and notify still tells your
LiveView where it was clicked, and on which part (Ascii.part_at/4):
bar.3, say, for the third bar, or its label.
Screen readers
Ascii.describe/1 reads its title and data, its options being its
data even as upstream gives them: one dataset's bars, as "signups: mon
12, tue 30, wed 18" (the first eight, then how many more), or each of
several datasets' highest, as "visits by day, 3 datasets in turn: week 1,
highest fri 540; …".
Example
signups = %{name: "this week", values: [12, 30, 18]}
options = %{title: "signups", labels: ~w(mon tue wed), datasets: [signups]}
chart = Ascii.new!("bar-chart", options: options, parts: true)

Ascii.describe(chart)
#=> "signups: mon 12, tue 30, wed 18"

chart = Ascii.put_options!(chart, datasets: [%{signups | values: [12, 30, 41]}])
{frame, _chart} = Ascii.frame(chart, 2.0)
frame.text =~ "41"
#=> true
<Ascii.Phoenix.live_player id="signups" piece="bar-chart" options={%{title: "signups", labels: @days, datasets: [%{name: "this week", values: @counts}]}} parts />
Ported from src/pieces/bar-chart.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Candlesticks 
    



      
Hollow up candles, solid down ones, the last one forming live.
A price chart of five-minute candles, hollow when the price rose and solid
when it fell. As upstream draws it, a made-up market trades: the last
candle forms live, then the chart steps. Give it candles and it charts
your prices instead, standing still until you give it more.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the chart
is drawn anew from them, so give the whole list again as candles come and
close.
	candles - your prices, each [open, high, low, close], oldest
first, the last being the one now forming. The last 15 show, against
the axis. Default []: upstream's market.
	times - a label a candle, as "09:30", its first five characters
shown under every fourth candle. Default [].
	digits - decimals in the prices, 0 to 8. Default 2.
	start - the price upstream's market starts from. Default 100.
	seed - the seed of upstream's market, for another walk. Default 3.

With candles given, the price scale steps by 1, 2, 2.5 or 5 times a power
of ten, whatever the prices; upstream's steps stop at 100. A price too wide
for its place, which upstream writes past the frame's edge, is written to
fit (see Ascii.Kit.Number): on the axis, and the last price beside
it, with fewer decimals, then compactly (16.6M), the axis's prices all
alike; in the quote, the four prices alike, when it would run past the
frame. start and the candles take prices up to 10^15 either way. The
frame is always 70 by 22.
Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	label - the quote's names for its prices, o, h, l and c,
grey.
	value - the quote's prices.
	change.up, change.down - the quote's change by its sign, green
and red (just change for an open of zero).
	candle.up, candle.down - each candle, wicks and all, hollow and
green as the price rose, solid and red as it fell.
	price - the last price's line out to the axis and its figure, blue.
	axis - the axis and its ticks, grey.
	scale - the prices and times along it, grey.

A wick whose body is off the chart, as a far-off start can put it, is in
no part.
Keys and clicks
It takes none: it shows prices, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still tells
your LiveView where it was clicked, and on which part
(Ascii.part_at/4): a candle.up, say, or the price.
Screen readers
Ascii.describe/1 reads the candles given, how many, and the last
one's time, prices and change: "candlesticks: 2 candles, the last at
09:35: open 103.00, high 105.00, low 101.00, close 102.50, -0.49%".
Playing upstream's market, it gives the piece's name and note.
Example
candles = [[100, 104, 96, 103], [103, 105, 101, 102.5]]
chart = Ascii.new!("candlesticks", options: %{candles: candles, times: ["09:30", "09:35"]}, parts: true)

{frame, _chart} = Ascii.frame(chart, 0.0)
frame.text =~ "c 102.50"
#=> true

Ascii.describe(chart)
#=> "candlesticks: 2 candles, the last at 09:35: open 103.00, high 105.00, low 101.00, close 102.50, -0.49%"
<Ascii.Phoenix.live_player id="price" piece="candlesticks" options={%{candles: @candles, times: @times}} parts />
Ported from src/pieces/candlesticks.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.CpuMeters 
    



      
Htop-style core, memory and swap meters over a process list.
The top of an htop screen. Eight cores split into user and kernel time,
memory and swap bars, load and uptime, and the busiest processes. As
upstream draws it, a made-up machine is busy; each reading you give
replaces that part of it, and the rest plays on.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options), as the
readings change: the simulation carries on under them, so the parts not
given keep moving rather than start over. Ascii.BEAM.cpu_meters/1
gives this BEAM's own readings, its schedulers as cores.
	cores - each core's use, in percent: a meter each, in two columns.
More than eight make the frame taller; up to 32 show. Default []:
upstream's eight.
	memory, swap - [used, total], in gigabytes. Default [].
	load - the load averages, up to three. Default [].
	tasks - the number of tasks, up to a million. Default nil.
	uptime - seconds up at play time 0, up to a billion; it counts on as
play goes. Default nil.
	processes - rows of %{pid, user, cpu, mem, virt, res, time, state, command} (cpu and mem in percent, virt and res in gigabytes, time in
seconds, state a letter as "R" or "S"; any may be left out), of
which the five busiest are shown. Default [].
	commands - the names of upstream's made-up processes. Default
["build", "indexer", "server", "backup", "sync", "editor", "shell"];
new ones start its simulation afresh.

The frame is 66 wide, and 16 rows tall, or more for more than eight
cores. Every row of the table is the frame's width, whatever it holds. A
reading too wide for its column is written shorter: a pid takes room
from the user's name, a size from 100G is in whole gigabytes and from
1000G in terabytes (1.95T) or petabytes, a percentage loses its
decimal, then goes to thousands (12k) or millions, and a CPU time from
a thousand hours is in days and hours (41d16h). Each reading has a
range of its own: a pid up to 4,294,967,295, CPU% up to ten million,
MEM% up to 100, sizes up to a billion gigabytes and times up to a
billion seconds, none below zero. Upstream's own readings always fit,
and are written as upstream writes them, but for CPU times past a
thousand hours, which upstream's simulation reaches after some ten days
of play.
Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here, htop's own:
	label - a meter's or a reading's name, cyan: a core's number,
Mem, Swp, Tasks:, Load average:, Uptime:.
	frame - a meter's brackets, grey; track, its empty cells, grey.
	bar.user, bar.system - a core's user and kernel time (| and
#), green and red; a core's use given is all bar.user.
	bar.used, bar.buffers, bar.cache - memory's and swap's (|,
# and *), green, blue and yellow.
	value - a reading, and in the table value.virt, value.res,
value.cpu, value.mem and value.time.
	header - the table's, green.
	pid, user, command - a process's.
	status.running (R), green, or status.sleeping (S), grey, a
process's state; or for a state given, status.waiting (D),
status.zombie (Z), status.stopped (T), status.idle (I),
or just status.

Keys and clicks
It takes none: it shows readings, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still tells
your LiveView where it was clicked, and on which part
(Ascii.part_at/4): a process's pid or command, say, to show more
of it.
Screen readers
Ascii.describe/1 reads the readings given: the cores' average,
memory and swap, the load, tasks, uptime and the busiest process, as
"cpu meters: 2 cores 52% busy on average, memory 5.3 of 15.5 gb, load
0.50 0.25 0.13, 142 tasks". With none given, it gives the piece's name
and note.
Example
readings = %{cores: [72, 31], memory: [5.3, 15.5], load: [0.5, 0.25, 0.13], tasks: 142}
meters = Ascii.new!("cpu-meters", options: readings, parts: true)

Ascii.describe(meters)
#=> "cpu meters: 2 cores 52% busy on average, memory 5.3 of 15.5 gb, load 0.50 0.25 0.13, 142 tasks"

# This BEAM's own, measured between two samples.
sample = Ascii.BEAM.sample(Ascii.BEAM.sample())
meters = Ascii.put_options!(meters, Ascii.BEAM.cpu_meters(sample))
length(meters.options.cores) == System.schedulers_online()
#=> true
<Ascii.Phoenix.live_player id="top" piece="cpu-meters" options={Ascii.BEAM.cpu_meters(@sample)} parts />
Ported from src/pieces/cpu-meters.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Equalizer 
    



      
Spectrum bars bouncing to a beat, peak caps falling slowly.
A spectrum analyser over a short drum and bass loop. Bars jump to each
band's level and sink back, and peak caps hold, then drop slowly. As
upstream draws it, it plays its own loop; give it levels and it shows
yours, from real audio.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the bars
carry on from where they were, jumping to the new levels and sinking
back, the caps holding and dropping, as they do to the loop.
	levels - each band's level from 0 to 1, low to high, spread over
the nineteen bars whatever their number. Default []: upstream's
loop.
	bpm - the loop's tempo, 60 to 180. Default 120.

The frame is always 62 by 16.
Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	bar - the bars, by height as on a meter: bar.low, the bottom
seven rows, green; bar.mid, the three above them, yellow; and
bar.high, the top two, red.
	peak - the caps.
	axis - the axis, grey.
	scale - the frequencies, grey.

Keys and clicks
It takes none: it shows levels, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still tells
your LiveView where it was clicked, and on which part
(Ascii.part_at/4): a bar, or the scale under it.
Screen readers
Ascii.describe/1 reads the levels given, low to high, the first
eight then how many more: "equalizer: 3 levels, low to high: 100%, 50%,
25%". Playing its loop, it gives the piece's name and note.
Example
eq = Ascii.new!("equalizer", options: %{levels: [1.0, 0.5, 0.25]}, parts: true)

Ascii.describe(eq)
#=> "equalizer: 3 levels, low to high: 100%, 50%, 25%"

eq = Ascii.put_options!(eq, levels: [0.2, 0.9, 0.6])
Ascii.describe(eq)
#=> "equalizer: 3 levels, low to high: 20%, 90%, 60%"
<Ascii.Phoenix.live_player id="audio" piece="equalizer" options={%{levels: @levels}} parts />
Ported from src/pieces/equalizer.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Gauge 
    



      
Semicircle dial, the needle overshoots each new reading.
A semicircle dial in half-block pixels, a band filled up to the reading,
and a needle that springs to each new value, overshoots, and settles. As
upstream draws it, it plays readings of its own; give it a value and it
shows yours, for a dashboard or a terminal UI.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): a new
value swings the needle from wherever it is, at its speed, overshooting
and settling on the reading.
	value - the reading, in min..max units; the readout shows it as
given (rounded). Default nil: upstream's own readings, a new one
every few seconds.
	label - the line under the readout. Default "load".
	unit - after the readout: % and ° close up to it, anything else
takes a space. Default "%".
	min, max - the scale's ends; numbers stand at each fifth of the
way between them. Defaults 0 and 100.
	cols, rows - the frame's size, 43 to 200 by 15 to 100; upstream's
55 by 18 by default. The dial is drawn as large as fits, centred, its
ticks, band and needle the same distance inside the rim as ever: to
fill a pane in a terminal UI or a cell of a grid.

Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	dial - the rim, grey.
	axis - the ticks at every tenth, grey; axis.minor, the dots
between.
	scale - the numbers, grey.
	bar - the band filled up to the needle, blue; track, the rest of
it, grey.
	needle - the needle, yellow; needle.hub, the pivot it turns on.
	value, unit - the readout.
	label - the line under it.

Where the needle crosses a tick without showing on it, the cell is the
needle's or the tick's as the needle's angle, as far as the picture
tells it, says; in the few frames it cannot tell, the cell is in no part.
Keys and clicks
It takes none: it shows a reading, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still tells
your LiveView where it was clicked, and on which part
(Ascii.part_at/4), the needle, say, or the readout.
Screen readers
Ascii.describe/1 reads the reading, as the readout shows it: "load:
72%". Playing its own readings, it gives the piece's name and note.
Example
gauge = Ascii.new!("gauge", options: %{label: "cpu", value: 35}, parts: true)
gauge = Ascii.put_options!(gauge, value: 80)
{frame, _gauge} = Ascii.frame(gauge, 2.0)
frame.text =~ "80%"
#=> true

Ascii.describe(gauge)
#=> "cpu: 80%"
<Ascii.Phoenix.live_player id="cpu" piece="gauge" options={%{label: "cpu", value: @cpu}} parts />
Ported from src/pieces/gauge.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Heartbeat 
    



      
An ecg trace sweeping over its last pass, with a bpm readout.
An ECG monitor. A PQRST trace sweeps left to right over a dotted grid and
its last pass, erasing a few columns ahead, beside a rate readout.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the
monitor starts afresh at the new rate.
	bpm - the heart rate, beats a minute, 30 to 199: the trace's pace,
and the readout in large digits. Default 72.

The frame is always 72 by 15.
Colours
It has no parts to colour one by one: in one ink, or a gradient, with
:ink and :gradient (see Ascii.Ink). A green ink makes the
monitor's own.
Keys and clicks
It takes none: it shows a rate, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still tells
your LiveView where it was clicked.
Screen readers
Ascii.describe/1 reads the rate, as the readout shows it: "heartbeat:
72 bpm".
Example
monitor = Ascii.new!("heartbeat", options: %{bpm: 90}, ink: "#3fb950")

Ascii.describe(monitor)
#=> "heartbeat: 90 bpm"

{frame, _monitor} = Ascii.frame(monitor, 1.0)
{frame.cols, frame.rows, frame.palette}
#=> {72, 15, ["#3fb950"]}
<Ascii.Phoenix.live_player id="pulse" piece="heartbeat" options={%{bpm: @bpm}} ink="#3fb950" />
Ported from src/pieces/heartbeat.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Heatmap 
    



      
Contribution calendar, a day at a time, weeks scrolling left.
A contribution calendar, weeks across and weekdays down, shaded by how busy
each day was. As upstream draws it, days fill in one at a time and a full
week moves it left; give it counts and it shows your activity instead,
standing still.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the
calendar is drawn anew from them, a day's new count as soon as it comes.
	counts - each day's count, oldest first, the last being date, up
to a billion either way. Days are shaded in four steps of the busiest
day's count, as GitHub does; days before the first are blank. Default
[]: upstream's made-up activity, filling in a day at a time.
	date - the last count's day, as "2026-10-07". Default "": today,
from the clock (or now:, see Ascii.frame/3).
	weeks - how many weeks show, 12 to 97; the frame is two columns a
week and six more wide, and always 12 rows tall. Default 30.
	unit - what is counted, after the total under the calendar. Default
"contributions".
	months, weekdays - the names to use, twelve from January and
seven from Sunday, of which the scale shows the first three letters
(months along the top, Monday, Wednesday and Friday down the side).
English by default; a list of another length is ignored.
	seed - the seed of upstream's made-up activity. Default 7.

Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here, GitHub's greens:
	scale - the months and weekdays, grey.
	level.0 - an empty day, grey.
	level.1, level.2, level.3, level.4 - the days by their shade,
quietest to busiest: dark green, green, bright green and brightest
green.
	value, unit - the total under the calendar, and its unit.
	legend - the key's words, grey; its shades are in their levels.

Keys and clicks
It takes none: it shows activity, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still tells
your LiveView where it was clicked, and on which part
(Ascii.part_at/4): a day's level.3, say.
Screen readers
Ascii.describe/1 reads the counts given, their total, unit and span,
and the busiest day's count: "heatmap: 19 commits in the last 12 weeks,
busiest day 9". With a date, the total is the frame's own; without one
it takes the last weeks of counts. Without counts, it gives the
piece's name and note.
Example
options = %{counts: [0, 1, 2, 4, 9, 3], date: "2026-10-07", unit: "commits", weeks: 12}
map = Ascii.new!("heatmap", options: options, parts: true)

{frame, _map} = Ascii.frame(map, 0.0)
{frame.cols, frame.rows}
#=> {30, 12}

Ascii.describe(map)
#=> "heatmap: 19 commits in the last 12 weeks, busiest day 9"
<Ascii.Phoenix.live_player id="commits" piece="heatmap" options={%{counts: @counts, unit: "commits"}} parts />
Ported from src/pieces/heatmap.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Radar 
    



      
Rotating sweep with afterglow, contacts fade between passes.
A round scope with range rings and a sweep turning clockwise. Its
afterglow trails behind; contacts light as the beam crosses them, then
fade. As upstream draws it, contacts cross on made-up tracks over a
coast; give it contacts and it shows yours.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options), as your
contacts move: the scope is drawn anew from them, the beam where play
time puts it.
	contacts - each a map of its bearing, in degrees clockwise from
north, its range, in the scope's units, and optionally its size,
1 or 2 cells wide. They light as the beam crosses them and fade until
it comes round again, as upstream's do, over the land too; one beyond
the scope's range, or without a bearing or range, is not shown, and
one at its very edge is drawn just inside the bezel. Default []:
contacts cross the scope on upstream's tracks.
	range - the scope's reach, in the top corner; its rings are a third
of it apart, in the bottom one. Default 24.
	unit - the range's unit. Default "nm".
	land - false leaves out the coast that lies to the south-west.
Default true.

The frame is always 53 by 25.
Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	bezel - the rim, grey.
	ring - the range rings' dots and the centre's +, grey.
	scale - the bearings at the rim, grey.
	land - the coast's land, orange; land.coast, its edge, which
flares as the beam passes, as the land's unless given its own.
	sweep - the beam's afterglow, green; sweep.beam, the beam itself,
as the sweep's unless given its own.
	contact - the contacts, green.
	readout - the texts in the corners.

Each frame's parts are drawn again from its time, so they are exact.
Keys and clicks
It takes none: it shows contacts, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still tells
your LiveView where it was clicked, and on which part
(Ascii.part_at/4): a contact, say.
Screen readers
Ascii.describe/1 reads the contacts given and the scope's range:
"radar: 2 contacts within 24 nm". Playing upstream's tracks, it gives the
piece's name and note.
Example
contacts = [%{bearing: 40, range: 9}, %{bearing: 130, range: 18, size: 2}]
scope = Ascii.new!("radar", options: %{contacts: contacts, land: false}, parts: true)

Ascii.describe(scope)
#=> "radar: 2 contacts within 24 nm"

{frame, _scope} = Ascii.frame(scope, 2.0)
frame.text =~ "contacts 2"
#=> true
<Ascii.Phoenix.live_player id="scope" piece="radar" options={%{contacts: @contacts, land: false}} parts />
Ported from src/pieces/radar.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Sparkline 
    



      
Three live block sparklines scrolling left, values at right.
Live metrics as one-row block sparklines, scrolling left as new samples
arrive, each with its label, its latest value and the span's range. As
upstream draws it, three made-up signals play; give each series its
values and it shows yours.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options) as
samples come: a series' values show as given, the newest at the right.
Ascii.Telemetry.sparkline/2 gives a series a metric from your app's
telemetry, and Ascii.BEAM.sparkline/2 this BEAM's memory, processes
and run queue.
	series - up to five, each a map of:
	label - its name, on the left.
	values - its samples, oldest first, up to 10^15 either way; the
newest that fit show. Without, it plays a sample signal.
	lo, hi - the scale's ends; without, it fits what is shown.
	unit, digits - after the latest value, and its decimals.

Spaced a row apart when there are three or fewer. Default upstream's
cpu, memory and requests. Upstream's format function is not taken:
options are data.

	range - false drops the min and max columns, and the lines grow
longer. Default true.

	rate - samples a second, 0 to 100, which labels the time axis.
Default 4.

	cols - the frame's width, 40 to 200; the lines take what the label,
value and range leave. Default 72.

	rows - the frame's height, 3 to 32, never fewer than the series and
their header and axis need. Default 9.


A value too wide for its column, which upstream writes past it, is
written to fit: with fewer decimals, then compactly, in thousands,
millions and on (17.5M, 3.02G; see Ascii.Kit.Number).
Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	title - the headings over the range, grey.
	label - a series' name.
	spark - the sparklines, blue, and spark.1 to spark.5, one series
each from the top: spark.1 as spark, spark.2 cyan, spark.3
purple, spark.4 pink, spark.5 orange.
	axis - the mark closing each line at now, grey.
	value, unit - a series' latest value.
	value.min, value.max - its range, grey.
	scale - the time axis under them, grey.

Keys and clicks
It takes none: it shows samples, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still tells
your LiveView where it was clicked, and on which part
(Ascii.part_at/4): spark.2, say, for the second series.
Screen readers
Ascii.describe/1 reads each series given values, its label and
latest value: "sparkline: cpu 34%, memory 2.1 gb". With no series given
values, it gives the piece's name and note.
Example
cpu = %{label: "cpu", unit: "%", lo: 0, hi: 100, values: [12, 30, 25, 60]}
spark = Ascii.new!("sparkline", options: %{series: [cpu], range: false, rows: 3}, parts: true)

spark = Ascii.put_options!(spark, series: [%{cpu | values: cpu.values ++ [45]}])
Ascii.describe(spark)
#=> "sparkline: cpu 45%"

{frame, _spark} = Ascii.frame(spark, 1.0)
frame.text =~ "45%"
#=> true
<Ascii.Phoenix.live_player id="history" piece="sparkline" options={%{series: [%{label: "cpu", unit: "%", values: @cpu}]}} parts />
Ported from src/pieces/sparkline.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.UptimeBar 
    



      
60-day uptime bars for three services, a new day slides in.
A status page's 60-day uptime bars, one thin bar a day, for up to three
services. A degraded day is a short bar, a down day flat. As upstream
draws it, made-up days slide in one at a time; give each service its
history and it stands still on yours, for a real status board.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the
board is drawn anew from them, a new day added to a history showing at
once.
	services - the services' names, up to three (more are cut), each
cut to 24 characters. Fewer sit in the middle of the frame. Default
["api", "website", "database"].
	history - for each service, in the order of services, its daily
uptime in percent, oldest first, the last being today: a day of 99.95%
or more is up, of 97% or more degraded, and less is an outage. Days
before the first are left blank, and a service without a history (or
an empty one) plays upstream's. Its state today, its headline and its
footer's uptime follow the days shown. Default [].
	days - how many days the bars span, 20 to 196; the frame is four
columns wider, 15 rows tall, and labels that do not fit are cut.
Default 60.

Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	title.ok, title.warn, title.fail - the headline ("all systems
operational", "degraded performance", "partial outage"), by the worst
state today: green, yellow and red.
	label - a service's name.
	status.ok, status.warn, status.fail - its state today
(operational, degraded, outage): green, yellow and red.
	day.up, day.degraded, day.down - its days: green, yellow and
red.
	scale - under the bar, the span's ends ("60 days ago", "today"),
grey.
	rule - the dotted leaders between them, grey.
	value - the uptime over the days shown; the word "uptime" after it
is a label.

A state cut at the frame's edge to a letter that could begin two words
(o) is in no part.
Keys and clicks
It takes none: it shows uptime, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still
tells your LiveView where it was clicked, and on which part
(Ascii.part_at/4): a service's state, say, or one of its days.
Screen readers
Ascii.describe/1 tells each service given a history its state today
and its uptime over the days shown: "uptime: api operational, 100.00%
over 60 days; database outage, 99.85% over 60 days". Without a history,
it gives the piece's name and note.
Example
up = List.duplicate(100, 59)
history = [up ++ [100], up ++ [98.5], up ++ [91.0]]
options = %{services: ["api", "website", "database"], history: history}
board = Ascii.new!("uptime-bar", options: options, parts: true)

{frame, board} = Ascii.frame(board, 0.0)
frame.text =~ "partial outage"
#=> true

Ascii.describe(board)
#=> "uptime: api operational, 100.00% over 60 days; website degraded, 99.97% over 60 days; database outage, 99.85% over 60 days"

# The next day: the database is back.
board = Ascii.put_options!(board, history: [up ++ [100], up ++ [98.5], up ++ [91.0, 100]])
{frame, _board} = Ascii.frame(board, 1.0)
frame.text =~ "degraded performance"
#=> true
<Ascii.Phoenix.live_player id="status" piece="uptime-bar" options={%{services: @names, history: @history}} parts />
Ported from src/pieces/uptime-bar.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.BigText 
    



      
A block-letter banner with a line shadow and a passing glint.
A banner in a hand-made five-row block font with a drop shadow drawn in
double lines, and a glint that sweeps across now and then: a heading, in
your words and, letter by letter, your colours.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with the new text, the glint carrying on, being a function of play
time.
	text - the words, in capitals whatever their case. The font has
A to Z, 0 to 9, ., ,, !, ?, ', :, -, +, =,
/, _ and the space; any other character is left out. A pixel is
two columns wide (square, as cells are twice as tall as wide) when
the text fits, about six letters, and one column when it does not,
about twelve; past that, it is cut at the frame's edge. Default
"hello".

The frame is always 66 by 8, the banner centred in it.
Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	letter - the letters' ink, glint and all; and letter.<n>, each
letter by its place in the text from 1, counting every character,
spaces too (so w is letter.7 in "hello world"). Colours for the
numbered letters set a heading in your own palette.
	shadow - the double-line shadow, grey.

Keys and clicks
It takes none: it is a heading, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still
tells your LiveView where it was clicked, and on which part
(Ascii.part_at/4): which letter, say.
Screen readers
Ascii.describe/1 reads the text, its spaces closed up: "big text:
hello". A text of only spaces gives the piece's name and note.
Example
colours = %{"letter.1" => "#3fb950", "letter.2" => "#58a6ff", "shadow" => "#8b949e"}
banner = Ascii.new!("big-text", options: %{text: "ok!"}, parts: colours)
{frame, _banner} = Ascii.frame(banner, 0.0)
frame.palette
#=> [nil, "#3fb950", "#58a6ff", "#8b949e"]

Ascii.describe(banner)
#=> "big text: ok!"
<Ascii.Phoenix.live_player id="heading" piece="big-text" options={%{text: @title}} ink="#ff5f6d,#ffc371" />
Ported from src/pieces/big-text.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Dissolve 
    



      
Words that crumble to dust and condense into the next.
A word in smooth stroked capitals crumbles letter by letter, its dust
sinking out of each letter, while the next word's dust gathers onto its
strokes. Give it your own words: a greeting in many languages, the
stages of a job, a rotating tagline.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with the new words.
	words - the words, in turn, each held 1.6 seconds and then
dissolving into the next over 2.6, the last into the first. A list,
or comma-separated text ("build,ship,rest", as from a form). In
capitals whatever their case: the font has A to Z, 0 to 9,
., ,, !, ?, ', - and the space, and draws ? for any other
character. The letters shrink to fit the longest word in the width.
Empty words are dropped; with none left it says "hello". Default
["hello", "hola", "ciao", "salut"].

The frame is always 64 by 13.
Colours
It has no parts to colour one by one: in one ink, or a gradient, with
:ink and :gradient (see Ascii.Ink). Its dust is in lighter
shades than its strokes, so one ink still reads as solid letters and
their dust.
Keys and clicks
It takes none: it is words to read, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still
tells your LiveView where it was clicked.
Screen readers
Ascii.describe/1 reads the words, in turn: "dissolve: build, ship,
rest"; past six, "and N more". With no words but blanks it gives the
piece's name and note.
Example
words = Ascii.new!("dissolve", options: %{words: ["build", "ship", "rest"]}, ink: "#7fdbca")
{frame, _words} = Ascii.frame(words, 0.0)
{frame.cols, frame.rows}
#=> {64, 13}

Ascii.describe(words)
#=> "dissolve: build, ship, rest"
<Ascii.Phoenix.live_player id="hello" piece="dissolve" options={%{words: @greetings}} ink="#7fdbca" />
Ported from src/pieces/dissolve.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Glitch 
    



      
A pixel word that tears into sliding slices in short bursts.
A word set in a blocky pixel face holds clean, then breaks up in short
digital bursts: slices slide sideways and lose registration, cells
corrupt. Three bursts in every seven seconds, then it comes round again.
Your word, for an error page, a "no signal" or a heading with some edge.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with the new text, the bursts keeping their time, being a function
of play time.
	text - the word or words, in capitals whatever their case. The face
has A to Z, 0 to 9, the space and . , : ! ? - ' " / & + · * # ( ) @ % = _, and draws ? for any other character. A pixel is two
columns wide when the text fits, about five letters, and one column
when it does not; past about twelve letters it is cut at the frame's
edge. Default "noise".

The frame is always 64 by 13, the word centred in it.
Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	letter - the word's pixels, wherever a slice slides them, a smear
drags them or a block copies them; and letter.<n>, each letter by
its place in the text from 1, counting every character, spaces too
(so s is letter.4 in "no signal").
	ghost - the copy a slid slice leaves behind where it was, cyan.
	noise - corrupted cells and a block's static, red.
	tear - the line torn through the word, grey.

Each frame is labelled as it was drawn, from its time.
Keys and clicks
It takes none: it is a word to read, and Ascii.handle_event/2
ignores every event. A Phoenix player given interactive and notify
still tells your LiveView where it was clicked, and on which part
(Ascii.part_at/4): which letter, say.
Screen readers
Ascii.describe/1 reads the text, its spaces closed up: "glitch:
error 404". A text of only spaces gives the piece's name and note.
Example
word = Ascii.new!("glitch", options: %{text: "error 404"}, parts: true)
{frame, _word} = Ascii.frame(word, 3.0)
frame.palette
#=> [nil, "#39c5cf", "#8b949e", "#f85149"]

Ascii.describe(word)
#=> "glitch: error 404"

heading = Ascii.new!("glitch", options: %{text: "ok"}, parts: %{"letter.1" => "#3fb950", "letter.2" => "#58a6ff"})
{frame, _heading} = Ascii.frame(heading, 0.0)
frame.palette
#=> [nil, "#3fb950", "#58a6ff"]
<Ascii.Phoenix.live_player id="oops" piece="glitch" options={%{text: "error 500"}} parts />
Ported from src/pieces/glitch.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Marquee 
    



      
A scrolling led sign framed by chasing bulbs.
A theatre sign. Its text scrolls across an LED panel a pixel at a time and
loops without a seam, while the bulbs round the edge chase. Give it your
own text: an announcement, a status line, a headline.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the sign
starts afresh with them, its text from the start.
	text - what scrolls, in a 5×7 pixel face, upper case: letters,
digits and common punctuation, any other character drawn as ?.
Space at either end is trimmed, and a gap of 12 pixel columns closes
the loop, so end the text with a separator (·) to part one pass
from the next. Default "now showing · doors open at 7:30 ·".
	speed - pixel columns a second the text moves. Default 12.

The sign is always 61 by 10.
Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	bulb.on, bulb.off - the bulbs round the edge, lit (o, yellow)
and dark (·, grey).
	frame - the sign's double-line border, grey.
	text - the lit pixels of the scrolling text.

Keys and clicks
It takes none: it is a sign, and Ascii.handle_event/2 ignores every
event. A Phoenix player given interactive and notify still tells your
LiveView where it was clicked, and on which part (Ascii.part_at/4):
the text, say, or a bulb.
Screen readers
Ascii.describe/1 reads the text, the · that part its messages as
commas: "marquee: doors at 8, bar open". Without text, it gives the
piece's name and note.
Example
sign = Ascii.new!("marquee", options: %{text: "doors at 8 · bar open ·", speed: 20}, ink: "#ffb000")
{frame, sign} = Ascii.frame(sign, 1.0)
frame.palette
#=> ["#ffb000"]

Ascii.describe(sign)
#=> "marquee: doors at 8, bar open"
<Ascii.Phoenix.live_player id="sign" piece="marquee" options={%{text: @headline <> " ·"}} parts />
Ported from src/pieces/marquee.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Morse 
    



      
A lamp keying morse, the marks on a tape, letters decoded.
A signal lamp keys out a message. The marks run off along a tape from the
head, and each letter is written beneath its group once it is complete.
Give it your own message.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the lamp
starts afresh on the new message.
	text - the message, in either case: letters, digits and
. , ? ! ' / - & are keyed, 0.12 seconds a dot, and written
beneath their groups in upper case; anything else, space
included, is a word gap. After the message a long rest, then it
starts again. Default "hello world".

The picture is always 64 by 19.
Colours
It has no parts to colour one by one: in one ink, or a gradient, with
:ink and :gradient (see Ascii.Ink). A vertical gradient tints
the lamp, the tape and the letters each their own.
Keys and clicks
It takes none: it keys its message, and Ascii.handle_event/2
ignores every event. A Phoenix player given interactive and notify
still tells your LiveView where it was clicked.
Screen readers
Ascii.describe/1 reads the message: "morse: sos". Without one, it
gives the piece's name and note.
Example
lamp = Ascii.new!("morse", options: %{text: "sos"}, ink: ["#ffd166", "#ef476f"], gradient: :vertical)
{frame, lamp} = Ascii.frame(lamp, 3.0)
frame.text =~ "S"
#=> true

Ascii.describe(lamp)
#=> "morse: sos"
<Ascii.Phoenix.live_player id="signal" piece="morse" options={%{text: @message}} ink="#ffd166" />
Ported from src/pieces/morse.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Scramble 
    



      
Phrases decoding left to right out of flickering glyphs.
A decode effect. Each phrase breaks into flickering glyphs from the left,
and the next one settles out of them a letter at a time. Give it your own
phrases: a login's "access granted", a rotating tagline.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it
starts afresh on the new phrases.
	phrases - the phrases, in turn, each centred on the middle row,
held settled for about two seconds, and cut to 40 characters; after
the last comes the first again. An empty list is a blank line.
Default ["hello, world", "decoding the signal", "nothing is lost", "see you on the other side"].

The line is always 44 by 3.
Colours
It has no parts to colour one by one: in one ink, or a gradient, with
:ink and :gradient (see Ascii.Ink). A horizontal gradient runs
through the phrase and the glyphs alike.
Keys and clicks
It takes none: it decodes its phrases, and Ascii.handle_event/2
ignores every event. A Phoenix player given interactive and notify
still tells your LiveView where it was clicked.
Screen readers
Ascii.describe/1 reads the phrases, four at most, their closing
stops dropped: "scramble: access granted; welcome back". With none, it
gives the piece's name and note.
Example
decode = Ascii.new!("scramble", options: %{phrases: ["access granted.", "welcome back"]}, ink: "#3fb950")
{frame, decode} = Ascii.frame(decode, 0.0)
frame.text =~ "access granted."
#=> true

Ascii.describe(decode)
#=> "scramble: access granted; welcome back"
<Ascii.Phoenix.live_player id="decode" piece="scramble" options={%{phrases: @phrases}} ink="#3fb950" />
Ported from src/pieces/scramble.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.SplitFlap 
    



      
A departures board whose flaps riffle to each new line.
An airport departures board. When a flight leaves, every row moves up and
each flap riffles through its drum, one card at a time, to land. Give it
your own departures: trains, buses, deploys, a queue.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the
board starts afresh with them, from its first board.
	title - the board's heading, in upper case, spaced out, up to 18
characters. Default "departures".
	start - the clock on the first board, "HH:MM"; after that the
clock follows the departures. Not a time, and the first board's clock
follows them too. Default "14:03".
	flights - the departures, in order, each [time, destination, gate, remark]: a time "HH:MM" (past midnight if it comes before the one
above), a destination of up to 9 characters, a gate of up to 3, and a
remark of up to 9. Flaps carry A to Z, 0 to 9 and . - / ' &; any
other character shows a blank card. A remark of "on time", or none,
turns to "gate open", "boarding" and "last call" as its time nears;
any other ("delayed", "cancelled") stays. Six rows show; every six
seconds the first leaves and the rest move up, the clock and remarks
moving on between, and the list comes round again. A flight without a time is left out, and with none left
the board plays upstream's. Default: twelve flights from 14:05.

The board is always 61 by 18.
Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	frame - the board's border, grey.
	title - the heading.
	clock - the clock at the top right, yellow.
	label - the columns' headings, grey.
	time, destination, gate - a flight's.
	remark, and remark.<text> by what it says once its flaps are
still, in lower case with runs of other characters as _:
remark.on_time green, remark.gate_open and remark.boarding
cyan, remark.last_call orange, remark.delayed yellow,
remark.cancelled red, and a remark of the options' own, whole, as
remark.gate_closed for "gate closed".
	flap - the split beneath each flap, grey.
	flipping - a flap mid-riffle, and the card falling over its split,
yellow.

Keys and clicks
It takes none: it is a board to read, and Ascii.handle_event/2
ignores every event. A Phoenix player given interactive and notify
still tells your LiveView where it was clicked, and on which part
(Ascii.part_at/4): a destination, say, and its text.
Screen readers
Ascii.describe/1 reads the title and clock, then the first three
flights, each its time, destination, gate and remark: "trains at 09:00:
09:10 berlin, gate a3; 09:25 madrid, gate b7, delayed; 09:40 rome, gate
c1, gate closed", with "and N more" after. Without flights, it says
"no flights".
Example
flights = [
  ["09:10", "berlin", "a3", ""],
  ["09:25", "madrid", "b7", "delayed"],
  ["09:40", "rome", "c1", "gate closed"]
]

board = Ascii.new!("split-flap", options: %{title: "trains", start: "09:00", flights: flights}, parts: true)
{frame, board} = Ascii.frame(board, 0.0)
frame.text =~ "B E R L I N"
#=> true

Ascii.describe(board)
#=> "trains at 09:00: 09:10 berlin, gate a3; 09:25 madrid, gate b7, delayed; 09:40 rome, gate c1, gate closed"
<Ascii.Phoenix.live_player id="board" piece="split-flap" options={%{title: "deploys", flights: @queue}} parts />
Ported from src/pieces/split-flap.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Typewriter 
    



      
Phrases typed and deleted in turn behind a blinking cursor.
Types each phrase a key at a time at an uneven human pace, now and then
fixing a typo, holds it under a blinking cursor, deletes it, types the
next. Give it your own: a hero line's "we make …", a list of features.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it
starts afresh with them.
	prefix - the text before every phrase, which stays as the phrases
come and go. Default "i make ".
	phrases - typed in turn, each held finished for about two seconds,
then deleted; after the last comes the first again. Each is cut to
what fits after the prefix in the line's 40 characters, and the line
is centred on its longest. A typo now and then is a key beside the
right one on the keyboard, typed and taken back. An empty list types
nothing. Default ["small tools.", "quiet websites.", "things that last.", "notes for later."].

The line is always 44 by 3.
Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	prefix - the prefix.
	phrase - the phrase as typed so far, slips and all, blue.
	cursor - the blinking cursor, yellow.

Keys and clicks
It takes none: it types for itself, and Ascii.handle_event/2
ignores every event. A Phoenix player given interactive and notify
still tells your LiveView where it was clicked, and on which part
(Ascii.part_at/4): the phrase, say, and the text typed so far.
Screen readers
Ascii.describe/1 reads each phrase after the prefix, four at most,
their closing stops dropped: "typewriter: we ship on fridays; we ship
with tests". With no phrase, it gives the piece's name and note.
Example
line = Ascii.new!("typewriter", options: %{prefix: "we ship ", phrases: ["on fridays.", "with tests."]}, parts: true)
{frame, line} = Ascii.frame(line, 0.0)
frame.text =~ "we ship on fridays."
#=> true

Ascii.describe(line)
#=> "typewriter: we ship on fridays; we ship with tests"
<Ascii.Phoenix.live_player id="hero" piece="typewriter" options={%{prefix: "we make ", phrases: @things}} parts />
Ported from src/pieces/typewriter.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.WaveText 
    



      
A swell running through a line of text, left to right.
A swell rolls into a line of text from the left, lifts and drops each
letter in turn, runs off the right, and the line settles level again.
Give it your own text, and shape its swell; its letters take colours one
by one, for a heading in your palette.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): the line
starts afresh with them, the swell where play time puts it.
	text - the line, centred; as many characters as fit in the 36
columns (with spacing, fewer). Default "making waves".
	amp - rows from the level line to a crest, up to 2.45; 0 is a level
line. Default 1.25.
	wavelength - letters from crest to crest, at least 4 (0 takes the
default). Default 18.
	speed - letters a second the swell travels, at least 0.5 (0 takes
the default). Default 8.
	spacing - blank columns between letters, a whole number. Default 0.
	settle - true (the default) lets the line lie level between
swells; false runs one endless swell.

The line is always 36 by 5.
Colours
In one ink, or a gradient, with :ink and :gradient (see
Ascii.Ink); part by part with :parts (see Ascii.Parts),
parts: true taking the colours suggested here:
	letter, and letter.<n> - the letters, and each by its place in
the text from 1, counting every character, spaces too: letter.1,
letter.2 and on, so w is letter.7 in "making waves". Wherever
the swell has carried a letter, it keeps its colour. letter colours
every one without a colour of its own.
	trail - the dot a letter leaves on the level line as it lifts off,
grey.

Keys and clicks
It takes none: it is a heading, and Ascii.handle_event/2 ignores
every event. A Phoenix player given interactive and notify still
tells your LiveView where it was clicked, and on which part
(Ascii.part_at/4): which letter, as letter.3.
Screen readers
Ascii.describe/1 reads the text: "wave text: hello". Without text,
it gives the piece's name and note.
Example
colours = %{"letter" => "#58a6ff", "letter.1" => "#ff5f6d", "trail" => "#8b949e"}
heading = Ascii.new!("wave-text", options: %{text: "hello", amp: 2, speed: 6}, parts: colours)
{frame, heading} = Ascii.frame(heading, 0.0)

# The first letter in its own colour, the rest in the letters'.
Ascii.part_at(heading, frame, 15, 2)
#=> {"letter.1", "h"}
Ascii.Frame.color_at(frame, 15, 2)
#=> "#ff5f6d"
Ascii.Frame.color_at(frame, 16, 2)
#=> "#58a6ff"

Ascii.describe(heading)
#=> "wave text: hello"
<Ascii.Phoenix.live_player id="heading" piece="wave-text" options={%{text: @title}} parts={%{"letter" => "var(--brand)"}} />
Ported from src/pieces/wave-text.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.C 
    



      
A c on a blue hexagon, glinting now and then.
The C logo, a C on a hexagon, with a glint crossing it every few seconds.
Drawn from devicon's c-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from c-plain.svg. The logo
is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 49 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "c: a c on a blue hexagon,
glinting now and then". A player's or a component's label gives words of
your own, as "the C logo".
Example
still = Ascii.new!("c", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("c", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {49, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="c" label="the C logo" />
<Ascii.Phoenix.player socket={@socket} id="c" piece="c" options={%{shine: 10}} />
Ported from src/pieces/c.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Clojure 
    



      
A lambda in a green and blue circle, glinting now and then.
The Clojure logo, a lambda in a green and blue circle, with a glint crossing
it every few seconds.
Drawn from devicon's clojure-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is the same drawing. The
logo is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "clojure: a lambda in a green
and blue circle, glinting now and then". A player's or a component's label
gives words of your own, as "the Clojure logo".
Example
still = Ascii.new!("clojure", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("clojure", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="clojure" label="the Clojure logo" />
<Ascii.Phoenix.player socket={@socket} id="clojure" piece="clojure" options={%{shine: 10}} />
Ported from src/pieces/clojure.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Cpp 
    



      
C++ on a blue hexagon, glinting now and then.
C++: the C++ logo, a C and two plus signs on a hexagon, with a glint
crossing it every few seconds.
Drawn from devicon's cplusplus-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from
cplusplus-plain.svg. The logo is a trademark of its owner, shown here to
name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 50 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "c++: c++ on a blue hexagon,
glinting now and then". A player's or a component's label gives words of
your own, as "the C++ logo".
Example
still = Ascii.new!("cpp", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("cpp", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {50, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="cpp" label="the C++ logo" />
<Ascii.Phoenix.player socket={@socket} id="cpp" piece="cpp" options={%{shine: 10}} />
Ported from src/pieces/cpp.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Csharp 
    



      
C# on a purple hexagon, glinting now and then.
C#: the C# logo, a C and a sharp sign on a hexagon, with a glint crossing it
every few seconds.
Drawn from devicon's csharp-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from
csharp-plain.svg. The logo is a trademark of its owner, shown here to name
the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 49 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "c#: c# on a purple hexagon,
glinting now and then". A player's or a component's label gives words of
your own, as "the C# logo".
Example
still = Ascii.new!("csharp", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("csharp", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {49, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="csharp" label="the C# logo" />
<Ascii.Phoenix.player socket={@socket} id="csharp" piece="csharp" options={%{shine: 10}} />
Ported from src/pieces/csharp.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Css 
    



      
The blue shield with a 3, glinting now and then.
The CSS logo, a blue shield with a 3, with a glint crossing it every few
seconds.
Drawn from devicon's css3-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from css3-plain.svg. The
logo is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 50 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "css: the blue shield with a
3, glinting now and then". A player's or a component's label gives words
of your own, as "the CSS logo".
Example
still = Ascii.new!("css", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("css", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {50, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="css" label="the CSS logo" />
<Ascii.Phoenix.player socket={@socket} id="css" piece="css" options={%{shine: 10}} />
Ported from src/pieces/css.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Dart 
    



      
The dart, in blue and teal, glinting now and then.
The Dart logo, the dart, in blue and teal, with a glint crossing it every
few seconds.
Drawn from devicon's dart-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from dart-plain.svg. The
logo is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "dart: the dart, in blue and
teal, glinting now and then". A player's or a component's label gives
words of your own, as "the Dart logo".
Example
still = Ascii.new!("dart", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("dart", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="dart" label="the Dart logo" />
<Ascii.Phoenix.player socket={@socket} id="dart" piece="dart" options={%{shine: 10}} />
Ported from src/pieces/dart.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Elixir 
    



      
The purple drop, glinting now and then.
The Elixir logo, a purple drop, with a glint crossing it every few seconds.
Drawn from devicon's elixir-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is the same drawing. The
logo is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 38 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "elixir: the purple drop,
glinting now and then". A player's or a component's label gives words of
your own, as "the Elixir logo".
Example
still = Ascii.new!("elixir", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("elixir", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {38, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="elixir" label="the Elixir logo" />
<Ascii.Phoenix.player socket={@socket} id="elixir" piece="elixir" options={%{shine: 10}} />
Ported from src/pieces/elixir.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Erlang 
    



      
The red e in brackets, glinting now and then.
The Erlang logo, an e between brackets, with a glint crossing it every few
seconds.
Drawn from devicon's erlang-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from
erlang-plain.svg. The logo is a trademark of its owner, shown here to name
the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 70 by 23.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "erlang: the red e in
brackets, glinting now and then". A player's or a component's label gives
words of your own, as "the Erlang logo".
Example
still = Ascii.new!("erlang", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("erlang", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {70, 23, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="erlang" label="the Erlang logo" />
<Ascii.Phoenix.player socket={@socket} id="erlang" piece="erlang" options={%{shine: 10}} />
Ported from src/pieces/erlang.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Go 
    



      
Go with its speed lines, glinting now and then.
The Go logo, the word GO with speed lines, with a glint crossing it every
few seconds.
Drawn from devicon's go-original-wordmark.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is the same drawing. The
logo is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 79 by 16.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "go: go with its speed lines,
glinting now and then". A player's or a component's label gives words of
your own, as "the Go logo".
Example
still = Ascii.new!("go", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("go", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {79, 16, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="go" label="the Go logo" />
<Ascii.Phoenix.player socket={@socket} id="go" piece="go" options={%{shine: 10}} />
Ported from src/pieces/go.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Haskell 
    



      
An angle, a lambda and an equals sign, glinting now and then.
The Haskell logo, an angle, a lambda and an equals sign, with a glint
crossing it every few seconds.
Drawn from devicon's haskell-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from
haskell-plain.svg. The logo is a trademark of its owner, shown here to name
the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 69 by 25.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "haskell: an angle, a lambda
and an equals sign, glinting now and then". A player's or a component's
label gives words of your own, as "the Haskell logo".
Example
still = Ascii.new!("haskell", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("haskell", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {69, 25, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="haskell" label="the Haskell logo" />
<Ascii.Phoenix.player socket={@socket} id="haskell" piece="haskell" options={%{shine: 10}} />
Ported from src/pieces/haskell.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Html 
    



      
The orange shield with a 5, glinting now and then.
The HTML logo, an orange shield with a 5, with a glint crossing it every few
seconds.
Drawn from devicon's html5-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from html5-plain.svg. The
logo is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 50 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "html: the orange shield with
a 5, glinting now and then". A player's or a component's label gives words
of your own, as "the HTML logo".
Example
still = Ascii.new!("html", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("html", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {50, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="html" label="the HTML logo" />
<Ascii.Phoenix.player socket={@socket} id="html" piece="html" options={%{shine: 10}} />
Ported from src/pieces/html.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Java 
    



      
The steaming cup, glinting now and then.
The Java logo, a steaming cup, with a glint crossing it every few seconds.
Drawn from devicon's java-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from java-plain.svg. The
logo is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 42 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "java: the steaming cup,
glinting now and then". A player's or a component's label gives words of
your own, as "the Java logo".
Example
still = Ascii.new!("java", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("java", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {42, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="java" label="the Java logo" />
<Ascii.Phoenix.player socket={@socket} id="java" piece="java" options={%{shine: 10}} />
Ported from src/pieces/java.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Javascript 
    



      
Js on a yellow square, glinting now and then.
The JavaScript logo, a yellow square lettered JS, with a glint crossing it
every few seconds.
Drawn from devicon's javascript-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from
javascript-plain.svg. The logo is a trademark of its owner, shown here to
name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "javascript: js on a yellow
square, glinting now and then". A player's or a component's label gives
words of your own, as "the JavaScript logo".
Example
still = Ascii.new!("javascript", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("javascript", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="javascript" label="the JavaScript logo" />
<Ascii.Phoenix.player socket={@socket} id="javascript" piece="javascript" options={%{shine: 10}} />
Ported from src/pieces/javascript.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Julia 
    



      
Three dots, green, red and purple, glinting now and then.
The Julia logo, three dots, green, red and purple, with a glint crossing it
every few seconds.
Drawn from devicon's julia-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from julia-plain.svg. The
logo is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 60 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "julia: three dots, green,
red and purple, glinting now and then". A player's or a component's label
gives words of your own, as "the Julia logo".
Example
still = Ascii.new!("julia", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("julia", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {60, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="julia" label="the Julia logo" />
<Ascii.Phoenix.player socket={@socket} id="julia" piece="julia" options={%{shine: 10}} />
Ported from src/pieces/julia.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Kotlin 
    



      
The k, in violet and pink, glinting now and then.
The Kotlin logo, a K cut from a square, with a glint crossing it every few
seconds.
Drawn from devicon's kotlin-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from
kotlin-plain.svg. The logo is a trademark of its owner, shown here to name
the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "kotlin: the k, in violet and
pink, glinting now and then". A player's or a component's label gives
words of your own, as "the Kotlin logo".
Example
still = Ascii.new!("kotlin", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("kotlin", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="kotlin" label="the Kotlin logo" />
<Ascii.Phoenix.player socket={@socket} id="kotlin" piece="kotlin" options={%{shine: 10}} />
Ported from src/pieces/kotlin.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Lua 
    



      
A planet and its moon, glinting now and then.
The Lua logo, a moon beside a planet lettered Lua, with a glint crossing it
every few seconds.
Drawn from devicon's lua-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from lua-plain.svg. The logo
is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "lua: a planet and its moon,
glinting now and then". A player's or a component's label gives words of
your own, as "the Lua logo".
Example
still = Ascii.new!("lua", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("lua", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="lua" label="the Lua logo" />
<Ascii.Phoenix.player socket={@socket} id="lua" piece="lua" options={%{shine: 10}} />
Ported from src/pieces/lua.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Ocaml 
    



      
The camel on an orange square, glinting now and then.
The OCaml logo, a camel on an orange square, with a glint crossing it every
few seconds.
Drawn from devicon's ocaml-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from ocaml-plain.svg. The
logo is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 64 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "ocaml: the camel on an
orange square, glinting now and then". A player's or a component's label
gives words of your own, as "the OCaml logo".
Example
still = Ascii.new!("ocaml", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("ocaml", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {64, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="ocaml" label="the OCaml logo" />
<Ascii.Phoenix.player socket={@socket} id="ocaml" piece="ocaml" options={%{shine: 10}} />
Ported from src/pieces/ocaml.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Perl 
    



      
The onion, glinting now and then.
The Perl logo, an onion, with a glint crossing it every few seconds.
Drawn from devicon's perl-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from perl-plain.svg. The
logo is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "perl: the onion, glinting
now and then". A player's or a component's label gives words of your own,
as "the Perl logo".
Example
still = Ascii.new!("perl", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("perl", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="perl" label="the Perl logo" />
<Ascii.Phoenix.player socket={@socket} id="perl" piece="perl" options={%{shine: 10}} />
Ported from src/pieces/perl.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Php 
    



      
Php in its purple oval, glinting now and then.
The PHP logo, php in an oval, with a glint crossing it every few seconds.
Drawn from devicon's php-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from php-plain.svg. The logo
is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 69 by 19.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "php: php in its purple oval,
glinting now and then". A player's or a component's label gives words of
your own, as "the PHP logo".
Example
still = Ascii.new!("php", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("php", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {69, 19, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="php" label="the PHP logo" />
<Ascii.Phoenix.player socket={@socket} id="php" piece="php" options={%{shine: 10}} />
Ported from src/pieces/php.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Python 
    



      
Two snakes, blue and yellow, glinting now and then.
The Python logo, two snakes, one blue and one yellow, with a glint crossing
it every few seconds.
Drawn from devicon's python-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from
python-plain.svg. The logo is a trademark of its owner, shown here to name
the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 51 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "python: two snakes, blue and
yellow, glinting now and then". A player's or a component's label gives
words of your own, as "the Python logo".
Example
still = Ascii.new!("python", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("python", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {51, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="python" label="the Python logo" />
<Ascii.Phoenix.player socket={@socket} id="python" piece="python" options={%{shine: 10}} />
Ported from src/pieces/python.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.R 
    



      
A blue r over a grey ring, glinting now and then.
The R logo, a blue R over a grey ring, with a glint crossing it every few
seconds.
Drawn from devicon's r-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from r-plain.svg. The logo
is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 69 by 27.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "r: a blue r over a grey
ring, glinting now and then". A player's or a component's label gives
words of your own, as "the R logo".
Example
still = Ascii.new!("r", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("r", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {69, 27, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="r" label="the R logo" />
<Ascii.Phoenix.player socket={@socket} id="r" piece="r" options={%{shine: 10}} />
Ported from src/pieces/r.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Ruby 
    



      
The cut red gem, glinting now and then.
The Ruby logo, a cut red gem, with a glint crossing it every few seconds.
Drawn from devicon's ruby-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from ruby-plain.svg. The
logo is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "ruby: the cut red gem,
glinting now and then". A player's or a component's label gives words of
your own, as "the Ruby logo".
Example
still = Ascii.new!("ruby", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("ruby", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="ruby" label="the Ruby logo" />
<Ascii.Phoenix.player socket={@socket} id="ruby" piece="ruby" options={%{shine: 10}} />
Ported from src/pieces/ruby.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Rust 
    



      
The r in its cog, in ferris orange, glinting now and then.
The Rust logo, an R in a cog, in Ferris orange, with a glint crossing it
every few seconds.
Drawn from devicon's rust-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is the same drawing. The logo is a
trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 64 by 32.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "rust: the r in its cog, in
ferris orange, glinting now and then". A player's or a component's label
gives words of your own, as "the Rust logo".
Example
still = Ascii.new!("rust", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("rust", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {64, 32, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="rust" label="the Rust logo" />
<Ascii.Phoenix.player socket={@socket} id="rust" piece="rust" options={%{shine: 10}} />
Ported from src/pieces/rust.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Scala 
    



      
The red spiral stair, glinting now and then.
The Scala logo, a red spiral stair, with a glint crossing it every few
seconds.
Drawn from devicon's scala-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from scala-plain.svg. The
logo is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 37 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "scala: the red spiral stair,
glinting now and then". A player's or a component's label gives words of
your own, as "the Scala logo".
Example
still = Ascii.new!("scala", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("scala", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {37, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="scala" label="the Scala logo" />
<Ascii.Phoenix.player socket={@socket} id="scala" piece="scala" options={%{shine: 10}} />
Ported from src/pieces/scala.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Swift 
    



      
The swift on an orange square, glinting now and then.
The Swift logo, a swift on an orange square, with a glint crossing it every
few seconds.
Drawn from devicon's swift-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from swift-plain.svg. The
logo is a trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 58 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "swift: the swift on an
orange square, glinting now and then". A player's or a component's label
gives words of your own, as "the Swift logo".
Example
still = Ascii.new!("swift", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("swift", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {58, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="swift" label="the Swift logo" />
<Ascii.Phoenix.player socket={@socket} id="swift" piece="swift" options={%{shine: 10}} />
Ported from src/pieces/swift.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Typescript 
    



      
Ts on a blue square, glinting now and then.
The TypeScript logo, a blue square lettered TS, with a glint crossing it
every few seconds.
Drawn from devicon's typescript-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from
typescript-plain.svg. The logo is a trademark of its owner, shown here to
name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "typescript: ts on a blue
square, glinting now and then". A player's or a component's label gives
words of your own, as "the TypeScript logo".
Example
still = Ascii.new!("typescript", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("typescript", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="typescript" label="the TypeScript logo" />
<Ascii.Phoenix.player socket={@socket} id="typescript" piece="typescript" options={%{shine: 10}} />
Ported from src/pieces/typescript.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Zig 
    



      
The slanted z in brackets, glinting now and then.
The Zig logo, a slanted Z between brackets, with a glint crossing it every
few seconds.
Drawn from devicon's zig-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is the same drawing. The logo is a
trademark of its owner, shown here to name the language.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	shine - seconds from one glint to the next, 0 to 3600; default 5. A
glint takes two seconds to cross the logo, so it comes at most every two
and a half; 0 keeps the logo still. At the default the piece closes a
loop every 5 seconds, which a player draws once and repeats (see
Ascii.loop/1).

The picture is always 61 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the glint lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "zig: the slanted z in
brackets, glinting now and then". A player's or a component's label gives
words of your own, as "the Zig logo".
Example
still = Ascii.new!("zig", options: %{shine: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("zig", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {61, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="zig" label="the Zig logo" />
<Ascii.Phoenix.player socket={@socket} id="zig" piece="zig" options={%{shine: 10}} />
Ported from src/pieces/zig.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Almalinux 
    



      
Five coloured figures in a ring, scanned now and then.
The AlmaLinux logo, five coloured figures in a ring, with a scan line
running down it every few seconds that scrambles what it passes.
Drawn from devicon's almalinux-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from devicon's
almalinux-plain.svg (MIT). The logo is a trademark of its owner, shown here
to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "almalinux: five coloured
figures in a ring, scanned now and then". A player's or a component's
label gives words of your own, as "the AlmaLinux logo".
Example
still = Ascii.new!("almalinux", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("almalinux", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="almalinux" label="the AlmaLinux logo" />
<Ascii.Phoenix.player socket={@socket} id="almalinux" piece="almalinux" options={%{scan: 10}} />
Ported from src/pieces/almalinux.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.AlpineLinux 
    



      
The mountain in a hexagon, scanned now and then.
The Alpine Linux logo, a mountain in a hexagon, with a scan line running
down it every few seconds that scrambles what it passes.
Drawn from Simple Icons' alpinelinux.svg (CC0): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is the same drawing. The
logo is a trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 64 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "alpine linux: the mountain
in a hexagon, scanned now and then". A player's or a component's label
gives words of your own, as "the Alpine Linux logo".
Example
still = Ascii.new!("alpine-linux", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("alpine-linux", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {64, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="alpine-linux" label="the Alpine Linux logo" />
<Ascii.Phoenix.player socket={@socket} id="alpine-linux" piece="alpine-linux" options={%{scan: 10}} />
Ported from src/pieces/alpine-linux.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.ArchLinux 
    



      
The blue arch, scanned now and then.
The Arch Linux logo, the blue arch, with a scan line running down it every
few seconds that scrambles what it passes.
Drawn from devicon's archlinux-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is the same drawing. The
logo is a trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 59 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "arch linux: the blue arch,
scanned now and then". A player's or a component's label gives words of
your own, as "the Arch Linux logo".
Example
still = Ascii.new!("arch-linux", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("arch-linux", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {59, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="arch-linux" label="the Arch Linux logo" />
<Ascii.Phoenix.player socket={@socket} id="arch-linux" piece="arch-linux" options={%{scan: 10}} />
Ported from src/pieces/arch-linux.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Centos 
    



      
Four coloured squares in a star, scanned now and then.
The CentOS logo, four coloured squares in a star, with a scan line running
down it every few seconds that scrambles what it passes.
Drawn from devicon's centos-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from devicon's
centos-plain.svg (MIT). The logo is a trademark of its owner, shown here to
name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "centos: four coloured
squares in a star, scanned now and then". A player's or a component's
label gives words of your own, as "the CentOS logo".
Example
still = Ascii.new!("centos", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("centos", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="centos" label="the CentOS logo" />
<Ascii.Phoenix.player socket={@socket} id="centos" piece="centos" options={%{scan: 10}} />
Ported from src/pieces/centos.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Debian 
    



      
The red swirl, scanned now and then.
The Debian logo, the swirl, with a scan line running down it every few
seconds that scrambles what it passes.
Drawn from devicon's debian-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from devicon's
debian-plain.svg (MIT). The logo is a trademark of its owner, shown here to
name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 46 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "debian: the red swirl,
scanned now and then". A player's or a component's label gives words of
your own, as "the Debian logo".
Example
still = Ascii.new!("debian", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("debian", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {46, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="debian" label="the Debian logo" />
<Ascii.Phoenix.player socket={@socket} id="debian" piece="debian" options={%{scan: 10}} />
Ported from src/pieces/debian.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Deepin 
    



      
The swirl in a blue ring, scanned now and then.
The deepin logo, a swirl in a ring, with a scan line running down it every
few seconds that scrambles what it passes.
Drawn from Simple Icons' deepin.svg (CC0): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is the same drawing. The logo is a
trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "deepin: the swirl in a blue
ring, scanned now and then". A player's or a component's label gives words
of your own, as "the deepin logo".
Example
still = Ascii.new!("deepin", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("deepin", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="deepin" label="the deepin logo" />
<Ascii.Phoenix.player socket={@socket} id="deepin" piece="deepin" options={%{scan: 10}} />
Ported from src/pieces/deepin.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.ElementaryOs 
    



      
The e in a ring, scanned now and then.
The elementary OS logo, an e in a ring, with a scan line running down it
every few seconds that scrambles what it passes.
Drawn from Simple Icons' elementary.svg (CC0): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is the same drawing. The logo is a
trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "elementary os: the e in a
ring, scanned now and then". A player's or a component's label gives words
of your own, as "the elementary OS logo".
Example
still = Ascii.new!("elementary-os", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("elementary-os", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="elementary-os" label="the elementary OS logo" />
<Ascii.Phoenix.player socket={@socket} id="elementary-os" piece="elementary-os" options={%{scan: 10}} />
Ported from src/pieces/elementary-os.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Endeavouros 
    



      
The violet sail, scanned now and then.
The EndeavourOS logo, a sail, with a scan line running down it every few
seconds that scrambles what it passes.
Drawn from Simple Icons' endeavouros.svg (CC0): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is the same drawing. The
logo is a trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 67 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "endeavouros: the violet
sail, scanned now and then". A player's or a component's label gives words
of your own, as "the EndeavourOS logo".
Example
still = Ascii.new!("endeavouros", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("endeavouros", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {67, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="endeavouros" label="the EndeavourOS logo" />
<Ascii.Phoenix.player socket={@socket} id="endeavouros" piece="endeavouros" options={%{scan: 10}} />
Ported from src/pieces/endeavouros.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Fedora 
    



      
The f in its blue bubble, scanned now and then.
The Fedora logo, an f in a blue speech bubble, with a scan line running down
it every few seconds that scrambles what it passes.
Drawn from devicon's fedora-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from devicon's
fedora-plain.svg (MIT). The logo is a trademark of its owner, shown here to
name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "fedora: the f in its blue
bubble, scanned now and then". A player's or a component's label gives
words of your own, as "the Fedora logo".
Example
still = Ascii.new!("fedora", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("fedora", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="fedora" label="the Fedora logo" />
<Ascii.Phoenix.player socket={@socket} id="fedora" piece="fedora" options={%{scan: 10}} />
Ported from src/pieces/fedora.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Gentoo 
    



      
The lavender g, scanned now and then.
The Gentoo logo, a lavender g like a bent stone, with a scan line running
down it every few seconds that scrambles what it passes.
Drawn from devicon's gentoo-plain.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is the same drawing. The logo is a
trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 54 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "gentoo: the lavender g,
scanned now and then". A player's or a component's label gives words of
your own, as "the Gentoo logo".
Example
still = Ascii.new!("gentoo", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("gentoo", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {54, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="gentoo" label="the Gentoo logo" />
<Ascii.Phoenix.player socket={@socket} id="gentoo" piece="gentoo" options={%{scan: 10}} />
Ported from src/pieces/gentoo.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.KaliLinux 
    



      
The blue dragon, scanned now and then.
The Kali Linux logo, the dragon, with a scan line running down it every few
seconds that scrambles what it passes.
Drawn from devicon's kalilinux-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is the same drawing. The
logo is a trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 71 by 27.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "kali linux: the blue dragon,
scanned now and then". A player's or a component's label gives words of
your own, as "the Kali Linux logo".
Example
still = Ascii.new!("kali-linux", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("kali-linux", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {71, 27, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="kali-linux" label="the Kali Linux logo" />
<Ascii.Phoenix.player socket={@socket} id="kali-linux" piece="kali-linux" options={%{scan: 10}} />
Ported from src/pieces/kali-linux.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.LinuxMint 
    



      
Lm in a green circle, scanned now and then.
The Linux Mint logo, lm in a green circle, with a scan line running down it
every few seconds that scrambles what it passes.
Drawn from devicon's linuxmint-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from Simple
Icons' linuxmint.svg (CC0). The logo is a trademark of its owner, shown here
to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "linux mint: lm in a green
circle, scanned now and then". A player's or a component's label gives
words of your own, as "the Linux Mint logo".
Example
still = Ascii.new!("linux-mint", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("linux-mint", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="linux-mint" label="the Linux Mint logo" />
<Ascii.Phoenix.player socket={@socket} id="linux-mint" piece="linux-mint" options={%{scan: 10}} />
Ported from src/pieces/linux-mint.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Manjaro 
    



      
Three green blocks, scanned now and then.
The Manjaro logo, three green blocks, with a scan line running down it every
few seconds that scrambles what it passes.
Drawn from Simple Icons' manjaro.svg (CC0): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is the same drawing. The logo is a
trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "manjaro: three green blocks,
scanned now and then". A player's or a component's label gives words of
your own, as "the Manjaro logo".
Example
still = Ascii.new!("manjaro", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("manjaro", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="manjaro" label="the Manjaro logo" />
<Ascii.Phoenix.player socket={@socket} id="manjaro" piece="manjaro" options={%{scan: 10}} />
Ported from src/pieces/manjaro.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Nixos 
    



      
The snowflake of lambdas, scanned now and then.
The NixOS logo, the snowflake of lambdas, with a scan line running down it
every few seconds that scrambles what it passes.
Drawn from devicon's nixos-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from devicon's
nixos-plain.svg (MIT). The logo is a trademark of its owner, shown here to
name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 64 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "nixos: the snowflake of
lambdas, scanned now and then". A player's or a component's label gives
words of your own, as "the NixOS logo".
Example
still = Ascii.new!("nixos", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("nixos", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {64, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="nixos" label="the NixOS logo" />
<Ascii.Phoenix.player socket={@socket} id="nixos" piece="nixos" options={%{scan: 10}} />
Ported from src/pieces/nixos.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Opensuse 
    



      
The green chameleon, scanned now and then.
The openSUSE logo, the green chameleon, with a scan line running down it
every few seconds that scrambles what it passes.
Drawn from devicon's opensuse-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is the same drawing. The
logo is a trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 69 by 18.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "opensuse: the green
chameleon, scanned now and then". A player's or a component's label gives
words of your own, as "the openSUSE logo".
Example
still = Ascii.new!("opensuse", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("opensuse", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {69, 18, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="opensuse" label="the openSUSE logo" />
<Ascii.Phoenix.player socket={@socket} id="opensuse" piece="opensuse" options={%{scan: 10}} />
Ported from src/pieces/opensuse.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.PopOs 
    



      
The p! in a teal circle, scanned now and then.
Pop!_os: the Pop!_OS logo, a p and a ! in a circle, with a scan line running
down it every few seconds that scrambles what it passes.
Drawn from Simple Icons' popos.svg (CC0): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is the same drawing. The logo is a
trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "pop!_os: the p! in a teal
circle, scanned now and then". A player's or a component's label gives
words of your own, as "the Pop!_OS logo".
Example
still = Ascii.new!("pop-os", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("pop-os", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="pop-os" label="the Pop!_OS logo" />
<Ascii.Phoenix.player socket={@socket} id="pop-os" piece="pop-os" options={%{scan: 10}} />
Ported from src/pieces/pop-os.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.RedHat 
    



      
The man in the red hat, scanned now and then.
The Red Hat logo, the man in the red hat, with a scan line running down it
every few seconds that scrambles what it passes.
Drawn from devicon's redhat-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is drawn from devicon's
redhat-plain.svg (MIT). The logo is a trademark of its owner, shown here to
name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "red hat: the man in the red
hat, scanned now and then". A player's or a component's label gives words
of your own, as "the Red Hat logo".
Example
still = Ascii.new!("red-hat", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("red-hat", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="red-hat" label="the Red Hat logo" />
<Ascii.Phoenix.player socket={@socket} id="red-hat" piece="red-hat" options={%{scan: 10}} />
Ported from src/pieces/red-hat.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.RockyLinux 
    



      
The mountain in a green circle, scanned now and then.
The Rocky Linux logo, a mountain cut from a green circle, with a scan line
running down it every few seconds that scrambles what it passes.
Drawn from devicon's rockylinux-original.svg (MIT): each cell holds the
character whose shape best matches the logo's edge through it, and 8 where
the logo is solid. In colour it takes the logo's colours, lifted on a dark
page where they would sink into it; in one ink it is the same drawing. The
logo is a trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "rocky linux: the mountain in
a green circle, scanned now and then". A player's or a component's label
gives words of your own, as "the Rocky Linux logo".
Example
still = Ascii.new!("rocky-linux", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("rocky-linux", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="rocky-linux" label="the Rocky Linux logo" />
<Ascii.Phoenix.player socket={@socket} id="rocky-linux" piece="rocky-linux" options={%{scan: 10}} />
Ported from src/pieces/rocky-linux.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Tux 
    



      
Tux the penguin, scanned now and then.
The Linux logo, Tux, the penguin, with a scan line running down it every few
seconds that scrambles what it passes.
Drawn from devicon's linux-original.svg (MIT): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is drawn from devicon's
linux-plain.svg (MIT). The logo is a trademark of its owner, shown here to
name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 49 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "tux: tux the penguin,
scanned now and then". A player's or a component's label gives words of
your own, as "Tux, the Linux penguin".
Example
still = Ascii.new!("tux", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("tux", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {49, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="tux" label="Tux, the Linux penguin" />
<Ascii.Phoenix.player socket={@socket} id="tux" piece="tux" options={%{scan: 10}} />
Ported from src/pieces/tux.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.Ubuntu 
    



      
The circle of friends, in orange, scanned now and then.
The Ubuntu logo, the circle of friends, with a scan line running down it
every few seconds that scrambles what it passes.
Drawn from Simple Icons' ubuntu.svg (CC0): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is the same drawing. The logo is a
trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 58 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "ubuntu: the circle of
friends, in orange, scanned now and then". A player's or a component's
label gives words of your own, as "the Ubuntu logo".
Example
still = Ascii.new!("ubuntu", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("ubuntu", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {58, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="ubuntu" label="the Ubuntu logo" />
<Ascii.Phoenix.player socket={@socket} id="ubuntu" piece="ubuntu" options={%{scan: 10}} />
Ported from src/pieces/ubuntu.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.VoidLinux 
    



      
The green ring, cut through, scanned now and then.
The Void Linux logo, a ring cut through, with a scan line running down it
every few seconds that scrambles what it passes.
Drawn from Simple Icons' voidlinux.svg (CC0): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is the same drawing. The logo is a
trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 56 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "void linux: the green ring,
cut through, scanned now and then". A player's or a component's label
gives words of your own, as "the Void Linux logo".
Example
still = Ascii.new!("void-linux", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("void-linux", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {56, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="void-linux" label="the Void Linux logo" />
<Ascii.Phoenix.player socket={@socket} id="void-linux" piece="void-linux" options={%{scan: 10}} />
Ported from src/pieces/void-linux.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Pieces.ZorinOs 
    



      
The z in blue stripes, scanned now and then.
The Zorin OS logo, a z in stripes, with a scan line running down it every
few seconds that scrambles what it passes.
Drawn from Simple Icons' zorin.svg (CC0): each cell holds the character
whose shape best matches the logo's edge through it, and 8 where the logo is
solid. In colour it takes the logo's colours, lifted on a dark page where
they would sink into it; in one ink it is the same drawing. The logo is a
trademark of its owner, shown here to name the distribution.
Options
Give them to Ascii.new/2 as options:, and new ones while it plays
with Ascii.put_options/2 (or a Phoenix player's options): it starts
afresh with them.
	scan - seconds from one scan to the next, 0 to 3600; default 5. A line
two rows deep takes two seconds to run down the logo, scrambling the
characters it covers, with five rows of afterglow behind it, so it comes
at most every two and a half; 0 keeps the logo still.

The picture is always 64 by 28.
Colours
In the logo's own colours, its palette: a set for a dark page, and with
paper: true one for a light page, the scan lifting them as it passes.
Drawn in one ink instead (color: false, or mono in Phoenix), :ink and
:gradient colour it, one colour, a gradient, or on a page a CSS variable
(see Ascii.Ink). It has no parts to colour one by one.
Screen readers
Ascii.describe/1 gives its name and note, "zorin os: the z in blue
stripes, scanned now and then". A player's or a component's label gives
words of your own, as "the Zorin OS logo".
Example
still = Ascii.new!("zorin-os", options: %{scan: 0})
{first, still} = Ascii.frame(still, 0.0)
{later, _still} = Ascii.frame(still, 4.0)
first.text == later.text
#=> true

{frame, _} = Ascii.new!("zorin-os", color: false, ink: "var(--brand, #7c3aed)") |> Ascii.frame(0.0)
{frame.cols, frame.rows, frame.palette}
#=> {64, 28, ["var(--brand, #7c3aed)"]}
<Ascii.Phoenix.Components.ascii piece="zorin-os" label="the Zorin OS logo" />
<Ascii.Phoenix.player socket={@socket} id="zorin-os" piece="zorin-os" options={%{scan: 10}} />
Ported from src/pieces/zorin-os.ts in bas3line/ascii (MIT).

      




  

    
Ascii.Int32 
    



      
JavaScript's 32-bit integer operators.
JS converts both operands of |, &, ^, <<, >> and >>> to 32 bits
and gives a signed 32-bit result (unsigned for >>>); Math.imul
multiplies modulo 2^32. Elixir integers never overflow, so the pieces' hashes
and PRNGs go through these functions rather than Bitwise directly.
Every function accepts any integer, or a float, which is truncated first
as JS's ToInt32 does.

      


      
        Summary


  
    Types
  


    
      
        int32()

      


        A signed 32-bit integer.



    


    
      
        uint32()

      


        An unsigned 32-bit integer.



    





  
    Functions
  


    
      
        band(a, b)

      


        a & b.



    


    
      
        bor(a, b)

      


        a | b.



    


    
      
        bxor(a, b)

      


        a ^ b.



    


    
      
        imul(a, b)

      


        Math.imul(a, b), without building a 64-bit product.



    


    
      
        mulberry32(state)

      


        One draw from mulberry32, the PRNG most pieces seed: given the state, the
next number in [0, 1) and the next state. Start from to_int32(seed).



    


    
      
        sar(a, n)

      


        a >> n.



    


    
      
        shl(a, n)

      


        a << n.



    


    
      
        to_int32(x)

      


        x | 0.



    


    
      
        to_uint32(x)

      


        x >>> 0.



    


    
      
        u32(x)

      


        x >>> 0 for a value already known to be an integer or a float, without
the sign handling: the fast path for hashes, which stay unsigned.



    


    
      
        umul(a, b)

      


        Math.imul(a, b) >>> 0 for two unsigned 32-bit integers.



    


    
      
        ushr(a, n)

      


        a >>> n.



    





      


      
        Types


        


  
    
      
    
    
      int32()



        
          
        

    

  


  

      

          @type int32() :: -2_147_483_648..2_147_483_647


      


A signed 32-bit integer.

  



  
    
      
    
    
      uint32()



        
          
        

    

  


  

      

          @type uint32() :: 0..4_294_967_295


      


An unsigned 32-bit integer.

  


        

      

      
        Functions


        


  
    
      
    
    
      band(a, b)



        
          
        

    

  


  

      

          @spec band(a :: number(), b :: number()) :: int32()


      


a & b.

  



  
    
      
    
    
      bor(a, b)



        
          
        

    

  


  

      

          @spec bor(a :: number(), b :: number()) :: int32()


      


a | b.

  



  
    
      
    
    
      bxor(a, b)



        
          
        

    

  


  

      

          @spec bxor(a :: number(), b :: number()) :: int32()


      


a ^ b.

  



  
    
      
    
    
      imul(a, b)



        
          
        

    

  


  

      

          @spec imul(a :: number(), b :: number()) :: int32()


      


Math.imul(a, b), without building a 64-bit product.

  



  
    
      
    
    
      mulberry32(state)



        
          
        

    

  


  

      

          @spec mulberry32(state :: int32()) :: {float(), int32()}


      


One draw from mulberry32, the PRNG most pieces seed: given the state, the
next number in [0, 1) and the next state. Start from to_int32(seed).
a = (a + 0x6d2b79f5) | 0;
let t = Math.imul(a ^ (a >>> 15), 1 | a);
t = (t + Math.imul(t ^ (t >>> 7), 61 | t)) ^ t;
return ((t ^ (t >>> 14)) >>> 0) / 4294967296;

  



  
    
      
    
    
      sar(a, n)



        
          
        

    

  


  

      

          @spec sar(a :: number(), n :: number()) :: int32()


      


a >> n.

  



  
    
      
    
    
      shl(a, n)



        
          
        

    

  


  

      

          @spec shl(a :: number(), n :: number()) :: int32()


      


a << n.

  



  
    
      
    
    
      to_int32(x)



        
          
        

    

  


  

      

          @spec to_int32(x :: number()) :: int32()


      


x | 0.

  



  
    
      
    
    
      to_uint32(x)



        
          
        

    

  


  

      

          @spec to_uint32(x :: number()) :: uint32()


      


x >>> 0.

  



  
    
      
    
    
      u32(x)



        
          
        

    

  


  

      

          @spec u32(x :: number()) :: uint32()


      


x >>> 0 for a value already known to be an integer or a float, without
the sign handling: the fast path for hashes, which stay unsigned.

  



  
    
      
    
    
      umul(a, b)



        
          
        

    

  


  

      

          @spec umul(a :: uint32(), b :: uint32()) :: uint32()


      


Math.imul(a, b) >>> 0 for two unsigned 32-bit integers.
A hash that only ever feeds ^, >>>, + and Math.imul with its
intermediate values can work in unsigned arithmetic throughout, since all
four agree modulo 2^32 whatever the signs; this skips imul/2's
conversions and is several times faster.

  



  
    
      
    
    
      ushr(a, n)



        
          
        

    

  


  

      

          @spec ushr(a :: number(), n :: number()) :: uint32()


      


a >>> n.

  


        

      


  

    
Ascii.JSMath 
    



      
JavaScript's number semantics where they differ from Elixir's.
Math.round (halves up, toward +infinity), % (the dividend's sign),
Math.fround, typed-array stores (u8/1, clamp_u8/1, i8/1, ...),
Number.prototype.toFixed and String(number), V8's Math.hypot (which
scales and sums with Kahan's compensation), and two functions :math does
not have, Math.cbrt and Math.log1p, as fdlibm computes them. All of
these agree with V8 bit for bit.
For Math.sin, Math.exp, Math.pow and the other transcendental
functions the pieces call :math directly. It uses the platform's libm,
which can differ from V8's fdlibm in the last bit for a few percent of
inputs; a character rarely sits that close to a threshold, and every
piece's golden frames still match upstream's (see PORTING.md).
Erlang floats have no infinity and no NaN. Where JS would answer with one,
these functions raise ArithmeticError, as :math and Erlang arithmetic
do, and the pieces guard such cases where upstream relies on them.
Rounding functions (round/1, floor/1, ceil/1, trunc/1) return
integers, which is what the pieces index with.

      


      
        Summary


  
    Functions
  


    
      
        cbrt(x)

      


        Math.cbrt (fdlibm).



    


    
      
        ceil(x)

      


        Math.ceil, as an integer.



    


    
      
        clamp_u8(x)

      


        A write to a Uint8ClampedArray: clamped to 0..255, halves to even.



    


    
      
        floor(x)

      


        Math.floor, as an integer.



    


    
      
        fround(x)

      


        Math.fround: the nearest single-precision value, as a Float32Array stores it.



    


    
      
        hypot(a, b)

      


        Math.hypot, as V8 computes it: each term scaled by the largest and summed
with Kahan's compensation. Not the same bits as sqrt(a*a + b*b).



    


    
      
        hypot(a, b, c)

      


        Math.hypot of three numbers: hypot_list/1's steps, unrolled.



    


    
      
        hypot_list(xs)

      


        Math.hypot of any count of numbers.



    


    
      
        i8(x)

      


        A write to an Int8Array.



    


    
      
        i16(x)

      


        A write to an Int16Array.



    


    
      
        log1p(x)

      


        Math.log1p (fdlibm).



    


    
      
        mod(a, b)

      


        JS %: the remainder of truncated division, with the dividend's sign
(C's fmod). Integers stay integers.



    


    
      
        round(x)

      


        Math.round: halves round up, toward +infinity. Returns an integer.



    


    
      
        sign(x)

      


        Math.sign: -1, 0 or 1.



    


    
      
        sqrt(x)

      


        Math.sqrt, exactly rounded on every platform.



    


    
      
        to_fixed(x, digits)

      


        Number.prototype.toFixed: rounds the exact binary value, halves away from
zero, which is not what :erlang.float_to_binary/2 does on a tie.



    


    
      
        to_string(x)

      


        String(x) for a number: the shortest digits that read back as x, laid out as JS does.



    


    
      
        trunc(x)

      


        Math.trunc, as an integer.



    


    
      
        u8(x)

      


        A write to a Uint8Array: truncated, then wrapped modulo 256.



    


    
      
        u16(x)

      


        A write to a Uint16Array.



    





      


      
        Functions


        


  
    
      
    
    
      cbrt(x)



        
          
        

    

  


  

      

          @spec cbrt(x :: number()) :: float()


      


Math.cbrt (fdlibm).

  



  
    
      
    
    
      ceil(x)



        
          
        

    

  


  

      

          @spec ceil(x :: number()) :: integer()


      


Math.ceil, as an integer.

  



  
    
      
    
    
      clamp_u8(x)



        
          
        

    

  


  

      

          @spec clamp_u8(x :: number()) :: 0..255


      


A write to a Uint8ClampedArray: clamped to 0..255, halves to even.

  



  
    
      
    
    
      floor(x)



        
          
        

    

  


  

      

          @spec floor(x :: number()) :: integer()


      


Math.floor, as an integer.

  



  
    
      
    
    
      fround(x)



        
          
        

    

  


  

      

          @spec fround(x :: number()) :: float()


      


Math.fround: the nearest single-precision value, as a Float32Array stores it.

  



  
    
      
    
    
      hypot(a, b)



        
          
        

    

  


  

      

          @spec hypot(a :: number(), b :: number()) :: float()


      


Math.hypot, as V8 computes it: each term scaled by the largest and summed
with Kahan's compensation. Not the same bits as sqrt(a*a + b*b).

  



  
    
      
    
    
      hypot(a, b, c)



        
          
        

    

  


  

      

          @spec hypot(a :: number(), b :: number(), c :: number()) :: float()


      


Math.hypot of three numbers: hypot_list/1's steps, unrolled.

  



  
    
      
    
    
      hypot_list(xs)



        
          
        

    

  


  

      

          @spec hypot_list(xs :: [number()]) :: float()


      


Math.hypot of any count of numbers.

  



  
    
      
    
    
      i8(x)



        
          
        

    

  


  

      

          @spec i8(x :: number()) :: -128..127


      


A write to an Int8Array.

  



  
    
      
    
    
      i16(x)



        
          
        

    

  


  

      

          @spec i16(x :: number()) :: -32768..32767


      


A write to an Int16Array.

  



  
    
      
    
    
      log1p(x)



        
          
        

    

  


  

      

          @spec log1p(x :: number()) :: float()


      


Math.log1p (fdlibm).

  



  
    
      
    
    
      mod(a, b)



        
          
        

    

  


  

      

          @spec mod(a :: number(), b :: number()) :: number()


      


JS %: the remainder of truncated division, with the dividend's sign
(C's fmod). Integers stay integers.

  



  
    
      
    
    
      round(x)



        
          
        

    

  


  

      

          @spec round(x :: number()) :: integer()


      


Math.round: halves round up, toward +infinity. Returns an integer.

  



  
    
      
    
    
      sign(x)



        
          
        

    

  


  

      

          @spec sign(x :: number()) :: -1 | 0 | 1


      


Math.sign: -1, 0 or 1.

  



  
    
      
    
    
      sqrt(x)



        
          
        

    

  


  

      

          @spec sqrt(x :: number()) :: float()


      


Math.sqrt, exactly rounded on every platform.

  



  
    
      
    
    
      to_fixed(x, digits)



        
          
        

    

  


  

      

          @spec to_fixed(x :: number(), digits :: non_neg_integer()) :: String.t()


      


Number.prototype.toFixed: rounds the exact binary value, halves away from
zero, which is not what :erlang.float_to_binary/2 does on a tie.

  



  
    
      
    
    
      to_string(x)



        
          
        

    

  


  

      

          @spec to_string(x :: number()) :: String.t()


      


String(x) for a number: the shortest digits that read back as x, laid out as JS does.

  



  
    
      
    
    
      trunc(x)



        
          
        

    

  


  

      

          @spec trunc(x :: number()) :: integer()


      


Math.trunc, as an integer.

  



  
    
      
    
    
      u8(x)



        
          
        

    

  


  

      

          @spec u8(x :: number()) :: 0..255


      


A write to a Uint8Array: truncated, then wrapped modulo 256.

  



  
    
      
    
    
      u16(x)



        
          
        

    

  


  

      

          @spec u16(x :: number()) :: 0..65535


      


A write to a Uint16Array.

  


        

      


  

    
Ascii.Registry 
    



      
Every piece, by its upstream file name.
An explicit map from slug to module, written out rather than discovered, so
the set of pieces is what this file says and a slug from input is only ever
looked up, never turned into an atom or a module name.

      


      
        Summary


  
    Functions
  


    
      
        all()

      


        Every {slug, module}, sorted by slug.



    


    
      
        fetch(slug)

      


        The module for a slug.



    


    
      
        slug(module)

      


        The slug of a registered module.



    


    
      
        slugs()

      


        Every slug, sorted.



    





      


      
        Functions


        


  
    
      
    
    
      all()



        
          
        

    

  


  

      

          @spec all() :: [{String.t(), module()}]


      


Every {slug, module}, sorted by slug.

  



  
    
      
    
    
      fetch(slug)



        
          
        

    

  


  

      

          @spec fetch(slug :: String.t()) :: {:ok, module()} | :error


      


The module for a slug.

  



  
    
      
    
    
      slug(module)



        
          
        

    

  


  

      

          @spec slug(module :: module()) :: {:ok, String.t()} | :error


      


The slug of a registered module.

  



  
    
      
    
    
      slugs()



        
          
        

    

  


  

      

          @spec slugs() :: [String.t()]


      


Every slug, sorted.

  


        

      


  

    
Ascii.Kit.Clock 
    



      
The wall clock for clock: true pieces, from env.now.
Upstream reads Date.now() and the local time from Date. Here env.now
is a DateTime, whose own offset says what local time it is, or nil for
the system clock in the system's time zone.

      


      
        Summary


  
    Functions
  


    
      
        local(env, ms)

      


        The local wall time at ms milliseconds since the epoch, as new Date(ms)
reads it: in env.now's offset, or the system's time zone.



    


    
      
        now_ms(env)

      


        Milliseconds since the epoch: Date.now().



    


    
      
        weekday(date)

      


        getDay(): 0 for Sunday to 6 for Saturday.



    





      


      
        Functions


        


  
    
      
    
    
      local(env, ms)



        
          
        

    

  


  

      

          @spec local(env :: Ascii.Env.t(), ms :: number()) :: NaiveDateTime.t()


      


The local wall time at ms milliseconds since the epoch, as new Date(ms)
reads it: in env.now's offset, or the system's time zone.

  



  
    
      
    
    
      now_ms(env)



        
          
        

    

  


  

      

          @spec now_ms(env :: Ascii.Env.t()) :: integer()


      


Milliseconds since the epoch: Date.now().

  



  
    
      
    
    
      weekday(date)



        
          
        

    

  


  

      

          @spec weekday(date :: Date.t() | NaiveDateTime.t()) :: 0..6


      


getDay(): 0 for Sunday to 6 for Saturday.

  


        

      


  

    
Ascii.Kit.Distro 
    



      
A Linux distribution's logo with a scan line running down it now and then:
every upstream distro piece.
Every scan seconds (0 keeps it still) a line two rows deep runs from the
logo's first row to past its last, scrambling the characters it covers,
with five rows of afterglow behind it; on a canvas those rows take the
lifted colours.
A distro piece holds its meta and drawings (see Ascii.Kit.Mark) and
hands init/1 and frame/3 to init/5 and frame/3 here.

      


      
        Summary


  
    Functions
  


    
      
        frame(state, t, env)

      


        The logo at t.



    


    
      
        init(meta, scan, mono, art, ink)

      


        Precomputes from the piece's meta, its scan option and drawings.



    





      


      
        Functions


        


  
    
      
    
    
      frame(state, t, env)



        
          
        

    

  


  

      

          @spec frame(state :: map(), t :: float(), env :: Ascii.Env.t()) ::
  {iodata(), binary() | nil, map()}


      


The logo at t.

  



  
    
      
    
    
      init(meta, scan, mono, art, ink)



        
          
        

    

  


  

      

          @spec init(
  meta :: Ascii.Meta.t(),
  scan :: number(),
  mono :: String.t(),
  art :: String.t(),
  ink :: String.t()
) :: map()


      


Precomputes from the piece's meta, its scan option and drawings.

  


        

      


  

    
Ascii.Kit.Grid 
    



      
A picture being drawn cell by cell: upstream's string[][] filled with
spaces and written into, here a sparse map over a blank.
Writes out of range are ignored, as most pieces' put helpers do; later
writes win. Each cell holds one character as a binary.

      


      
        Summary


  
    Types
  


    
      
        t()

      


    





  
    Functions
  


    
      
        get(grid, x, y, default \\ " ")

      


        The character at x, y, or default where nothing was written (or outside).



    


    
      
        new(cols, rows)

      


        A blank grid.



    


    
      
        put(grid, x, y, ch)

      


        Writes one character at column x, row y, if that is inside.



    


    
      
        put_string(grid, x, y, s)

      


        Writes a string's characters from column x along row y.



    


    
      
        to_iodata(grid, blank \\ " ")

      


        The picture: rows lines joined by newlines, blank where nothing was written.



    


    
      
        written?(grid, x, y)

      


        Whether anything was written at x, y.



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: %Ascii.Kit.Grid{
  cells: %{required(non_neg_integer()) => String.t()},
  cols: pos_integer(),
  rows: pos_integer()
}


      



  


        

      

      
        Functions


        


    

  
    
      
    
    
      get(grid, x, y, default \\ " ")



        
          
        

    

  


  

      

          @spec get(grid :: t(), x :: integer(), y :: integer(), default :: term()) ::
  String.t() | term()


      


The character at x, y, or default where nothing was written (or outside).

  



  
    
      
    
    
      new(cols, rows)



        
          
        

    

  


  

      

          @spec new(cols :: pos_integer(), rows :: pos_integer()) :: t()


      


A blank grid.

  



  
    
      
    
    
      put(grid, x, y, ch)



        
          
        

    

  


  

      

          @spec put(grid :: t(), x :: integer(), y :: integer(), ch :: String.t()) :: t()


      


Writes one character at column x, row y, if that is inside.

  



  
    
      
    
    
      put_string(grid, x, y, s)



        
          
        

    

  


  

      

          @spec put_string(grid :: t(), x :: integer(), y :: integer(), s :: String.t()) :: t()


      


Writes a string's characters from column x along row y.

  



    

  
    
      
    
    
      to_iodata(grid, blank \\ " ")



        
          
        

    

  


  

      

          @spec to_iodata(grid :: t(), blank :: String.t()) :: iodata()


      


The picture: rows lines joined by newlines, blank where nothing was written.

  



  
    
      
    
    
      written?(grid, x, y)



        
          
        

    

  


  

      

          @spec written?(grid :: t(), x :: integer(), y :: integer()) :: boolean()


      


Whether anything was written at x, y.

  


        

      


  

    
Ascii.Kit.Hash 
    



      
The integer hashes that many upstream pieces share, word for word.
Each returns upstream's value: a float in [0, 1) or, for distro/3, the
unsigned integer. Arguments may be integers or floats (truncated, as JS's
Math.imul and | 0 truncate). They run in unsigned arithmetic with the
multiply inlined, since ^, >>>, + and Math.imul agree modulo 2^32
whatever the signs; that makes them several times faster than the same
steps through Ascii.Int32, which matters for scenes that hash tens of
thousands of times a frame.
A piece whose hash is not one of these writes its own with
Ascii.Int32.

      


      
        Summary


  
    Functions
  


    
      
        distro(x, y, k)

      


        The distros' scan noise, as an unsigned integer



    


    
      
        murmur(x, y)

      


        A murmur-style hash of two (aurora, doom-fire, lightning, saptarishi,
aquarium, campfire, cherry-blossom)



    


    
      
        murmur(a, b, c)

      


        The same of three (sunrise, tv-static, wind)



    


    
      
        scene(x, y)

      


        The scenes' hash (night-coast, alpine-dawn and every other scene, and
dissolve)



    


    
      
        short(x, y)

      


        One round of the murmur-style hash (lighthouse, train, windmill,
fractal-tree, landscape)



    





      


      
        Functions


        


  
    
      
    
    
      distro(x, y, k)



        
          
        

    

  


  

      

          @spec distro(x :: number(), y :: number(), k :: number()) :: non_neg_integer()


      


The distros' scan noise, as an unsigned integer:
let h = Math.imul(x, 73856093) ^ Math.imul(y, 19349663) ^ Math.imul(k, 83492791);
h = Math.imul(h ^ (h >>> 13), 1274126177);
return (h ^ (h >>> 16)) >>> 0;

  



  
    
      
    
    
      murmur(x, y)



        
          
        

    

  


  

      

          @spec murmur(x :: number(), y :: number()) :: float()


      


A murmur-style hash of two (aurora, doom-fire, lightning, saptarishi,
aquarium, campfire, cherry-blossom):
let h = Math.imul(x, 0x27d4eb2d) ^ Math.imul(y, 0x165667b1);
h = Math.imul(h ^ (h >>> 15), 0x85ebca6b);
h = Math.imul(h ^ (h >>> 13), 0xc2b2ae35);
return ((h ^ (h >>> 16)) >>> 0) / 4294967296;

  



  
    
      
    
    
      murmur(a, b, c)



        
          
        

    

  


  

      

          @spec murmur(a :: number(), b :: number(), c :: number()) :: float()


      


The same of three (sunrise, tv-static, wind):
let h = Math.imul(a, 0x27d4eb2d) ^ Math.imul(b, 0x165667b1) ^ Math.imul(c, 0x2545f491);
then as murmur/2.

  



  
    
      
    
    
      scene(x, y)



        
          
        

    

  


  

      

          @spec scene(x :: number(), y :: number()) :: float()


      


The scenes' hash (night-coast, alpine-dawn and every other scene, and
dissolve):
let h = Math.imul(x | 0, 374761393) + Math.imul(y | 0, 668265263);
h = Math.imul(h ^ (h >>> 13), 1274126177);
return ((h ^ (h >>> 16)) >>> 0) / 4294967296;

  



  
    
      
    
    
      short(x, y)



        
          
        

    

  


  

      

          @spec short(x :: number(), y :: number()) :: float()


      


One round of the murmur-style hash (lighthouse, train, windmill,
fractal-tree, landscape):
let h = Math.imul(x, 0x27d4eb2d) ^ Math.imul(y, 0x165667b1);
h = Math.imul(h ^ (h >>> 15), 0x85ebca6b);
return ((h ^ (h >>> 13)) >>> 0) / 4294967296;

  


        

      


  

    
Ascii.Kit.Logo 
    



      
A language's logo, glinting now and then: every upstream logo piece.
A glint crosses the logo's ink, leaning like a slash, every shine seconds
(0 keeps it still). Where it is bright, solid characters turn to slashes,
and on a canvas the cells it passes take the lifted colours.
A logo piece holds its meta and drawings (see Ascii.Kit.Mark) and
hands init/1 and frame/3 to init/5 and frame/3 here.

      


      
        Summary


  
    Functions
  


    
      
        frame(state, t, env)

      


        The logo at t.



    


    
      
        init(meta, shine, mono, art, ink)

      


        Precomputes from the piece's meta, its shine option and drawings.



    





      


      
        Functions


        


  
    
      
    
    
      frame(state, t, env)



        
          
        

    

  


  

      

          @spec frame(state :: map(), t :: float(), env :: Ascii.Env.t()) ::
  {iodata(), binary() | nil, map()}


      


The logo at t.

  



  
    
      
    
    
      init(meta, shine, mono, art, ink)



        
          
        

    

  


  

      

          @spec init(
  meta :: Ascii.Meta.t(),
  shine :: number(),
  mono :: String.t(),
  art :: String.t(),
  ink :: String.t()
) :: map()


      


Precomputes from the piece's meta, its shine option and drawings.

  


        

      


  

    
Ascii.Kit.Mark 
    



      
What the logos and distros share: three drawings of the same mark.
mono is the mark in one ink, for a <pre> or a terminal; art the same
mark drawn for colour; and ink gives each cell of art its colour, as a
base-36 digit. A palette holds n colours per variant, six variants in
turn: for a light page as drawn, then lifted once and twice for the
effect, then the same three for a dark page.
Each drawing is upstream's raw string without its first character (the
newline after the opening backtick), as a heredoc, whose own closing
newline stands for the one before the closing backtick. Lines are padded
to the frame's width, as upstream pads them.

      


      
        Summary


  
    Types
  


    
      
        picture()

      


    





  
    Functions
  


    
      
        at(pic, x, y)

      


        The character at x, y.



    


    
      
        index(n, paper, level, ink)

      


        The palette index of a cell: the variant for the page (light first) and
the effect's level (0 to 2), then the ink digit. A cell whose ink is
not a digit (JS's parseInt gives NaN, which a Uint8Array stores as



    


    
      
        per_variant(meta)

      


        Colours per variant: a sixth of the palette.



    


    
      
        picture(raw, cols)

      


        A drawing as a tuple of rows, each a tuple of one-character binaries.



    





      


      
        Types


        


  
    
      
    
    
      picture()



        
          
        

    

  


  

      

          @type picture() :: tuple()


      



  


        

      

      
        Functions


        


  
    
      
    
    
      at(pic, x, y)



        
          
        

    

  


  

      

          @spec at(pic :: picture(), x :: non_neg_integer(), y :: non_neg_integer()) ::
  String.t()


      


The character at x, y.

  



  
    
      
    
    
      index(n, paper, level, ink)



        
          
        

    

  


  

      

          @spec index(
  n :: non_neg_integer(),
  paper :: boolean(),
  level :: 0..2,
  ink :: String.t()
) :: byte()


      


The palette index of a cell: the variant for the page (light first) and
the effect's level (0 to 2), then the ink digit. A cell whose ink is
not a digit (JS's parseInt gives NaN, which a Uint8Array stores as
	takes 0.


  



  
    
      
    
    
      per_variant(meta)



        
          
        

    

  


  

      

          @spec per_variant(meta :: Ascii.Meta.t()) :: non_neg_integer()


      


Colours per variant: a sixth of the palette.

  



  
    
      
    
    
      picture(raw, cols)



        
          
        

    

  


  

      

          @spec picture(raw :: String.t(), cols :: pos_integer()) :: picture()


      


A drawing as a tuple of rows, each a tuple of one-character binaries.

  


        

      


  

    
Ascii.Kit.Number 
    



      
Numbers written to fit a column: as given if they fit, with fewer
decimals if that does, else compactly, in thousands (k), millions
(M), billions (G), then T, P and E.
This port's own, for readings bigger than upstream's columns were made
for: a value of 3,020,463,651 in five cells is 3.02G rather than
30204, cut at the edge.
iex> Ascii.Kit.Number.fit(3_020_463_651, 0, 5)
"3.02G"
iex> Ascii.Kit.Number.fit(1234.5678, 2, 7)
"1234.57"
iex> Ascii.Kit.Number.fit(42, 1, 5)
"42.0"

      


      
        Summary


  
    Functions
  


    
      
        compact(x, width)

      


        x in thousands, millions and on, with as many decimals as width
leaves, trailing zeros dropped: 17.5M, -3.02G, 999k. A number too
long for width however it is written comes as short as it can be.



    


    
      
        fit(x, digits, width)

      


        x in at most width characters: x.toFixed(digits) if it fits, else
with as many of those decimals as fit, else compact/2.



    


    
      
        fit_all(xs, digits, width)

      


        Numbers for one column or one line, each in at most width characters
and all alike: with as many of digits decimals as let every one fit;
else all in the unit of the largest, with as many decimals as fit but
for zeros they all end in; else each compact/2.



    





      


      
        Functions


        


  
    
      
    
    
      compact(x, width)



        
          
        

    

  


  

      

          @spec compact(x :: number(), width :: pos_integer()) :: String.t()


      


x in thousands, millions and on, with as many decimals as width
leaves, trailing zeros dropped: 17.5M, -3.02G, 999k. A number too
long for width however it is written comes as short as it can be.
iex> Ascii.Kit.Number.compact(17_500_073, 5)
"17.5M"
iex> Ascii.Kit.Number.compact(-999_950, 4)
"-1M"
iex> Ascii.Kit.Number.compact(1_000_000, 7)
"1M"

  



  
    
      
    
    
      fit(x, digits, width)



        
          
        

    

  


  

      

          @spec fit(x :: number(), digits :: non_neg_integer(), width :: pos_integer()) ::
  String.t()


      


x in at most width characters: x.toFixed(digits) if it fits, else
with as many of those decimals as fit, else compact/2.

  



  
    
      
    
    
      fit_all(xs, digits, width)



        
          
        

    

  


  

      

          @spec fit_all(xs :: [number()], digits :: non_neg_integer(), width :: pos_integer()) ::
  [String.t()]


      


Numbers for one column or one line, each in at most width characters
and all alike: with as many of digits decimals as let every one fit;
else all in the unit of the largest, with as many decimals as fit but
for zeros they all end in; else each compact/2.
iex> Ascii.Kit.Number.fit_all([9999.5, 10_000], 2, 7)
["9999.5", "10000.0"]
iex> Ascii.Kit.Number.fit_all([98_931_000, 98_930_000, 98_929_000], 2, 7)
["98.931M", "98.930M", "98.929M"]
iex> Ascii.Kit.Number.fit_all([18_000_000, 17_500_000], 2, 7)
["18.0M", "17.5M"]

  


        

      


  

    
Ascii.Kit.Palette 
    



      
Colours: #rrggbb parsing and the scenes' nearest-palette lookup.
Every upstream scene shades each cell as an RGB colour, then draws it in
the palette colour nearest that hue, by a weighted distance, cached on a
32-step colour cube. The cache is upstream's Uint8Array(32768): the
first colour to land in a step of the cube decides that step's answer for
every later one. So it is part of a scene's state, filled in the same order
as upstream fills it, and two colours in one step can get a different
answer depending on which came first.

      


      
        Summary


  
    Types
  


    
      
        lut()

      


        The cache: the palette as RGB in 0..1, and the answers so far, keyed by
key/3. The shape is part of this module's contract: a scene's frame may
look an answer up in answers itself (and compute the key inline), since a
call to another module cannot be inlined into a loop over 20,000 cells.



    





  
    Functions
  


    
      
        cached(arg, key)

      


        The cached answer for a key, if a colour in that step has been looked up.



    


    
      
        key(r, g, b)

      


        A colour's step of the 32-step cube, as upstream packs it:
min(31, trunc(v * 31.99)) a channel, red in the high bits.



    


    
      
        nearest(lut, r, g, b)

      


        The palette index nearest r, g, b (each in 0..1), and the cache.



    


    
      
        nearest_lut(palette)

      


        An empty cache for a palette.



    


    
      
        rgb255(arg)

      


        #rrggbb as {r, g, b} in 0..255.



    


    
      
        rgb(arg)

      


        #rrggbb as {r, g, b} in 0..1.



    





      


      
        Types


        


  
    
      
    
    
      lut()



        
          
        

    

  


  

      

          @type lut() ::
  {palette :: tuple(),
   answers :: %{required(non_neg_integer()) => non_neg_integer()}}


      


The cache: the palette as RGB in 0..1, and the answers so far, keyed by
key/3. The shape is part of this module's contract: a scene's frame may
look an answer up in answers itself (and compute the key inline), since a
call to another module cannot be inlined into a loop over 20,000 cells.

  


        

      

      
        Functions


        


  
    
      
    
    
      cached(arg, key)



        
          
        

    

  


  

      

          @spec cached(lut :: lut(), key :: non_neg_integer()) ::
  {:ok, non_neg_integer()} | :error


      


The cached answer for a key, if a colour in that step has been looked up.

  



  
    
      
    
    
      key(r, g, b)



        
          
        

    

  


  

      

          @spec key(r :: number(), g :: number(), b :: number()) :: 0..32767


      


A colour's step of the 32-step cube, as upstream packs it:
min(31, trunc(v * 31.99)) a channel, red in the high bits.

  



  
    
      
    
    
      nearest(lut, r, g, b)



        
          
        

    

  


  

      

          @spec nearest(lut :: lut(), r :: number(), g :: number(), b :: number()) ::
  {non_neg_integer(), lut()}


      


The palette index nearest r, g, b (each in 0..1), and the cache.

  



  
    
      
    
    
      nearest_lut(palette)



        
          
        

    

  


  

      

          @spec nearest_lut(palette :: [String.t()]) :: lut()


      


An empty cache for a palette.

  



  
    
      
    
    
      rgb255(arg)



        
          
        

    

  


  

      

          @spec rgb255(hex :: String.t()) :: {byte(), byte(), byte()}


      


#rrggbb as {r, g, b} in 0..255.

  



  
    
      
    
    
      rgb(arg)



        
          
        

    

  


  

      

          @spec rgb(hex :: String.t()) :: {float(), float(), float()}


      


#rrggbb as {r, g, b} in 0..1.

  


        

      


  

    
Ascii.Kit.Ramp 
    



      
Shading ramps, light to dense, and their flip on paper.
On a dark page a dense character is bright; on paper (env.paper) it is
dark, so shaded pieces read their ramp from the other end. A ramp here is
a tuple of one-character binaries, made once from upstream's string.

      


      
        Summary


  
    Functions
  


    
      
        at(ramp, i, bool)

      


        The i-th character, counted from the dense end on paper.



    


    
      
        new(chars)

      


        A ramp from upstream's string: ".,-~:;=!*#$@".



    





      


      
        Functions


        


  
    
      
    
    
      at(ramp, i, bool)



        
          
        

    

  


  

      

          @spec at(ramp :: tuple(), i :: non_neg_integer(), paper :: boolean()) :: String.t()


      


The i-th character, counted from the dense end on paper.

  



  
    
      
    
    
      new(chars)



        
          
        

    

  


  

      

          @spec new(chars :: String.t()) :: tuple()


      


A ramp from upstream's string: ".,-~:;=!*#$@".

  


        

      


  

    
Ascii.Kit.Rand 
    



      
mulberry32, the seeded PRNG most pieces use, as a value to thread.
Upstream makes const rand = mulberry32(seed) and calls rand() wherever
it needs a number; the order of those calls is the sequence. Here the
state is passed along: {x, rand} = Rand.next(rand). Calls must happen
in upstream's order, including those skipped by && and ?:.

      


      
        Summary


  
    Types
  


    
      
        t()

      


        The generator's state.



    





  
    Functions
  


    
      
        first(seed)

      


        The first number from a fresh generator: mulberry32(seed)().



    


    
      
        next(rand)

      


        The next number in [0, 1), and the generator after it.



    


    
      
        seed(seed)

      


        A generator seeded as mulberry32(seed) seeds it (seed | 0).



    


    
      
        take(rand, n)

      


        The next n numbers, in order, and the generator after them.



    





      


      
        Types


        


  
    
      
    
    
      t()



        
          
        

    

  


  

      

          @type t() :: Ascii.Int32.int32()


      


The generator's state.

  


        

      

      
        Functions


        


  
    
      
    
    
      first(seed)



        
          
        

    

  


  

      

          @spec first(seed :: number()) :: float()


      


The first number from a fresh generator: mulberry32(seed)().

  



  
    
      
    
    
      next(rand)



        
          
        

    

  


  

      

          @spec next(rand :: t()) :: {float(), t()}


      


The next number in [0, 1), and the generator after it.

  



  
    
      
    
    
      seed(seed)



        
          
        

    

  


  

      

          @spec seed(seed :: number()) :: t()


      


A generator seeded as mulberry32(seed) seeds it (seed | 0).

  



  
    
      
    
    
      take(rand, n)



        
          
        

    

  


  

      

          @spec take(rand :: t(), n :: non_neg_integer()) :: {[float()], t()}


      


The next n numbers, in order, and the generator after them.

  


        

      


  

    
Ascii.Kit.Scene 
    



      
The shading helpers every upstream scene defines, word for word: clamp,
smooth (smoothstep from a to b), mix, and value noise and fBm over
Ascii.Kit.Hash.scene/2.
clamp/1, smooth/3 and mix/3 run for nearly every cell of every
frame, and a call to another module cannot be inlined, so a scene that
uses them in its frame keeps local copies with @compile :inline, as each
upstream scene keeps its own; these are the reference, and serve init.
noise/3 wraps every period lattice cells in x when period is not 0;
with 0 it is the scenes' two-argument noise, and fbm/4 with period 0
their three-argument fbm. (desert-night's fBm shifts each octave and
keeps its own.)

      


      
        Summary


  
    Functions
  


    
      
        clamp(v)

      


        v < 0 ? 0 : v > 1 ? 1 : v.



    


    
      
        fbm(x, y, octaves, period \\ 0)

      


        Fractal noise: octaves of noise/3, each twice the frequency and half the weight.



    


    
      
        mix(a, b, k)

      


        a + (b - a) * k.



    


    
      
        noise(x, y, period \\ 0)

      


        Value noise, wrapping every period lattice cells in x when period is not 0.



    


    
      
        smooth(a, b, v)

      


        Smoothstep from a to b: k = clamp((v - a) / (b - a)); k * k * (3 - 2 * k).



    





      


      
        Functions


        


  
    
      
    
    
      clamp(v)



        
          
        

    

  


  

      

          @spec clamp(v :: number()) :: number()


      


v < 0 ? 0 : v > 1 ? 1 : v.

  



    

  
    
      
    
    
      fbm(x, y, octaves, period \\ 0)



        
          
        

    

  


  

      

          @spec fbm(x :: number(), y :: number(), octaves :: pos_integer(), period :: number()) ::
  float()


      


Fractal noise: octaves of noise/3, each twice the frequency and half the weight.

  



  
    
      
    
    
      mix(a, b, k)



        
          
        

    

  


  

      

          @spec mix(a :: number(), b :: number(), k :: number()) :: number()


      


a + (b - a) * k.

  



    

  
    
      
    
    
      noise(x, y, period \\ 0)



        
          
        

    

  


  

      

          @spec noise(x :: number(), y :: number(), period :: number()) :: float()


      


Value noise, wrapping every period lattice cells in x when period is not 0.

  



  
    
      
    
    
      smooth(a, b, v)



        
          
        

    

  


  

      

          @spec smooth(a :: number(), b :: number(), v :: number()) :: number()


      


Smoothstep from a to b: k = clamp((v - a) / (b - a)); k * k * (3 - 2 * k).

  


        

      


  

    
Ascii.Kit.Text 
    



      
JS string operations, on code points.
JS strings index UTF-16 code units, and every character a piece draws is in
the BMP, where a code unit is a code point. These count and cut by code
point, not by grapheme (as String.length/1 does) nor by byte.

      


      
        Summary


  
    Functions
  


    
      
        chars(s)

      


        The characters of s, each a binary: [...s].



    


    
      
        length(s)

      


        s.length.



    


    
      
        pad_end(s, n, pad \\ " ")

      


        s.padEnd(n, pad).



    


    
      
        pad_start(s, n, pad \\ " ")

      


        s.padStart(n, pad).



    


    
      
        repeat(s, n)

      


        s.repeat(n), where a negative or fractional count is taken as JS would floor it.



    


    
      
        slice(s, from, to \\ nil)

      


        s.slice(from, to), negative indices counting from the end.



    





      


      
        Functions


        


  
    
      
    
    
      chars(s)



        
          
        

    

  


  

      

          @spec chars(s :: String.t()) :: [String.t()]


      


The characters of s, each a binary: [...s].

  



  
    
      
    
    
      length(s)



        
          
        

    

  


  

      

          @spec length(s :: String.t()) :: non_neg_integer()


      


s.length.

  



    

  
    
      
    
    
      pad_end(s, n, pad \\ " ")



        
          
        

    

  


  

      

          @spec pad_end(s :: String.t(), n :: integer(), pad :: String.t()) :: String.t()


      


s.padEnd(n, pad).

  



    

  
    
      
    
    
      pad_start(s, n, pad \\ " ")



        
          
        

    

  


  

      

          @spec pad_start(s :: String.t(), n :: integer(), pad :: String.t()) :: String.t()


      


s.padStart(n, pad).

  



  
    
      
    
    
      repeat(s, n)



        
          
        

    

  


  

      

          @spec repeat(s :: String.t(), n :: number()) :: String.t()


      


s.repeat(n), where a negative or fractional count is taken as JS would floor it.

  



    

  
    
      
    
    
      slice(s, from, to \\ nil)



        
          
        

    

  


  

      

          @spec slice(s :: String.t(), from :: integer(), to :: integer() | nil) :: String.t()


      


s.slice(from, to), negative indices counting from the end.

  


        

      


  

    
mix ascii.golden 
    



      
Regenerates test/fixtures/golden/*.json and test/fixtures/js_math.json
from an upstream checkout, by running tools/gen_golden.mjs and
tools/gen_js_math.mjs under Node.
mix ascii.golden                 # every piece
mix ascii.golden donut cube      # some pieces
Options
	--upstream DIR - the upstream checkout (default tmp/upstream)
	--node PATH - the Node to run (default $NODE, then node). It must
be an x64 build of Node 22.18 or later; see PORTING.md.

This is a development tool: mix test reads the committed fixtures and
never needs Node.

      




  

    
mix ascii.perf 
    



      
Plays each piece as upstream's scripts/check.ts times it, a fresh
instance stepped every 1/fps seconds from 0 to 6, and prints the average
and worst time a frame took (the first frame aside), against upstream's
budgets: text pieces 4 ms on average and 30 ms at worst, scenes 10 ms on
average and 40 ms at worst.
mix ascii.perf                # every piece
mix ascii.perf donut night-coast
A piece more than three times over its average budget is marked SLOW;
mix test --only perf fails on those.

      


      
        Summary


  
    Functions
  


    
      
        measure(slug, mod)

      


        Times a piece: %{slug, category, avg, max, init, budget, worst} in ms.



    





      


      
        Functions


        


  
    
      
    
    
      measure(slug, mod)



        
          
        

    

  


  

      

          @spec measure(slug :: String.t(), module :: module()) :: map()


      


Times a piece: %{slug, category, avg, max, init, budget, worst} in ms.

  


        

      


  

    
mix ascii.play 
    



      
Plays a piece in the terminal, in colour, until you press q or Ctrl-C.
mix ascii.play donut
mix ascii.play night-coast --fps 10 --mode ansi256
mix ascii.play typewriter --option "prefix=we make " --option phrases=tools,sites
mix ascii.play big-text --ink ff5f6d,ffc371
mix ascii.play boot-log --parts
mix ascii.play file-tree --part folder=58a6ff --part file.md=d29922
mix ascii.play MyApp.Pieces.Wave
The piece is a slug or the name of a module implementing Ascii.Piece
in this project or its dependencies.
Options
	--fps N - frames a second (default: the piece's own)

	--mono - draw a coloured piece in one ink

	--ink COLOURS - the colour of a piece drawn in one ink: rrggbb
(a leading # is optional, but quote it in a shell), or several,
comma-separated, for a gradient (see Ascii.Ink)

	--gradient horizontal|vertical|diagonal - which way several inks run
(default horizontal)

	--parts - colour the parts of a piece that knows them (see
Ascii.Parts) as it suggests

	--part name=COLOUR - a colour for one part, over --parts if given;
repeat for more

	--paper - dark ink on a light terminal: shaded pieces flip their ramps

	--mode truecolor|ansi256|mono - how colour is written (default
truecolor; use ansi256 where 24-bit colour is not supported)

	--option key=value - one of the piece's options; repeat for more. Keys
must be the piece's own (see Ascii.meta/1); a list takes
comma-separated values or JSON.

	--seconds S - stop after S seconds instead of waiting for a key

	--interactive - keys go to a piece that can be used (see
Ascii.handle_event/2): arrows, enter, space, tab, typing. Ctrl-C
stops it, as q would be a key for the piece.
  mix ascii.play file-tree --option walk=false --interactive
  mix ascii.play calendar --option date=2026-10-08 --interactive


After the first frame only the cells that change are written, so it plays
well over SSH or a serial console. The cursor is hidden while it plays and
shown again below the picture, with the colours reset, when it stops.

      




  

    
mix ascii.svg 
    



      
Writes one frame of a piece as an SVG picture (Ascii.Render.SVG),
for a README, an email or a social preview.
mix ascii.svg night-coast
mix ascii.svg big-text --option text=hello --ink ff5f6d,ffc371 --output hello.svg
mix ascii.svg gauge --option value=72 --parts --background 0d1117 --foreground c9d1d9
The piece is a slug or a module, as for mix ascii.play, and takes
the same --option, --mono, --ink, --gradient, --parts, --part
and --paper. It is labelled for screen readers with what it shows
(Ascii.describe/1).
Options
	--t S - the time to draw, in seconds (default 0: frame 0)
	--output FILE - where to write it (default <piece>.svg; - for
standard output)
	--font-size PX - the font's size in pixels (default 14)
	--background COLOUR, --foreground COLOUR - behind the picture,
and for its uncoloured text (defaults: the piece's ground, and the
colour of the text around it)


      




  

    
mix ascii.top 
    



      
This VM in the terminal, htop-style, until you press q or Ctrl-C: its
schedulers as cores, its memory, its run queue as the load, its busiest
processes, and the last two minutes of memory, processes and run queue.
mix ascii.top
mix ascii.top --interval 2 --mode ansi256
Run in your project, it starts your application first, so what it
watches is your app at work. It is made of the pieces themselves: a
cpu-meters and a sparkline fed by Ascii.BEAM, in panels put
together by Ascii.Compose, side by side when the terminal is wide
enough, and only the cells that change are written.
Options
	--interval S - seconds between samples (default 1)
	--mode truecolor|ansi256|mono - how colour is written (default
truecolor)
	--no-parts - in the terminal's own colours, not the pieces'
suggested ones
	--paper - colours for a light terminal
	--seconds S - stop after S seconds instead of waiting for a key


      




  OEBPS/dist/epub-4WIP524F.js
(()=>{var s=document.querySelector.bind(document),o=document.querySelectorAll.bind(document);function r(e){document.readyState!=="loading"?e():document.addEventListener("DOMContentLoaded",e)}var l="hll";window.addEventListener("exdoc:loaded",t);function t(){o("[data-group-id]").forEach(e=>{e.addEventListener("mouseenter",i),e.addEventListener("mouseleave",i)})}function i(e){let n=e.currentTarget,a=e.type==="mouseenter",c=n.getAttribute("data-group-id");n.parentElement.querySelectorAll(`[data-group-id="${c}"]`).forEach(u=>{u.classList.toggle(l,a)})}r(()=>{t()});})();




