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AliExpress

‘ text/text_primary

isPaused = true
animationView?.pause()

func resume() %
isPaused = false
play(fromProgress: minProgress, to: maxProgress)
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Button

sizeToFit

48



OOy

Button

=)

controls/bg_cta

AQa Inter 40 525 72 1
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BpaLleH e

val by molecule(Vexrsion(xelease = 1)) 1

Image 3
rotation 3 90.0.c ?}
%




VsmeHeHWnAa 0SS

view.frame = frame

view.bounds.size = frame.size
view.center = CGPoint(x: frame.midX, y: frame.midY)

TenbilueB AneKcen



VsmeHeHWAa 0SS

child.frame.origin = origin

if child.transform == .identity £
return child.frame.origin = origin

5

let transformedBounds = child.bounds.applying(child.transfoxrm)

let center = CGPoint(x: origin.x + transformedBounds.width / 2, y: origin.y + transformedBounds.height / 2)
child.center = center

TenbilueB AneKcen



for child in self.fillParentChildren 3
let frame = £fill(child: child)
sendNonFatalLogIfNeeded(rect: frame, logPrefix: "fillParentChildren itexration")

child.frame = frame.isCalculableValues() ? frame : .zero

if frame.isCalculableValues() 3%

child.bounds.size = frame.size

child.centexr = CGPoint(x: frame.midX, y: frame.midY)
t else %

child.frame = .zero

h

TenbilueB AneKcen



VsmeHeHWAa 0SS

impoxrt Foundation

extension CGAffineTransform 3
static func rotatedBy(degrees: CGFloat) -> Self 3
CGAffineTransform(rotationAngle: degrees.radians)

h

TenbilueB AneKcen



VsvmeHeHWMA 0SS

var radians: CGFloat 3
self x .pi / 180

L

TenbilueB AneKcen



VsmeHeHWAa 0SS

if node.viewAttributes.rotationIsChanged, let rotation = node.rotation.map(f CGFloat(truncating: $0) %) {
let transform: CGAffineTransform = .rotatedBy(degrees: rotation)
if view.transform != transform {
view.transform = transform

5

TenbilueB AneKcen



VaveHeHVAa ANadrold

if (rotation.isChanged()) %
view.rotation = rotation.value?.toFloat() ?: Of

h



Tammep

state.counter.set(0.c)

LaunchTimer(
stepMillis = 100.c,
initialDelayMillis = 1000.c

) 1
state.counter.set(state.counter.plus(l.c))

h



Fusion

fun FunctionScope.launchTimex (
stepMillis: FInt,
initialDelayMillis: FInt = O.c,
maxStepsCount: FInt = Long.MAX_VALUE.c,
onResult: () -> FAny,

): FAny = anyFunction(
id = BizFunctionIds.timer,
hasSideEffect = false,
stepMillis,
executeBlock 3 onResult() }%,
initialDelayMillis,
maxStepsCount



internal object Timer : FusionFunction % n
override val id = BizFunctionIds.timerx
override val isPure: Boolean = true u S I O n
override fun eval(
args: FusionFunction.Args,
context: FusionContext,
scope: FusionScope?
): Any? {
val stepDelay = args.eval(0, scope).fusionInt()

val initialDelayMillis = args.eval(2, scope).fusionInt() ?: OL
val maxStepsCount = args.eval(3, scope).fusionInt() ?: Long.MAX_VALUE

coroutineScope.launch {

delay(initialDelayMillis)

var currentStep = 0

while (coroutineScope.isActive && currentStep < maxStepsCount) 1
currentStep++
args.eval(1l, scope)
context.reRendexIfNeeded ()
delay(stepDelay)

h

return null






| ottl

currentFrame: O
currentProgress: 0.0
isAnimationPlaying: true
resizeMode: aspectFit

aspectFit scaleToFill aspectFill
direction: forward
forward backward auto reverse
isPlaying: false
true false
animationSpeed: 1.0
-1.0 +1.0
min: progress(0.0)
0 frame 0.1 progress 0.2 progress
max: progress(1.0)
80 frame 100 frame 1.0 progress
repeat: -1
5 1 loop




(505

MpoBecTn uccnepgoBaHne 6UGNUOTEKMU

lottie aHumauyum Ha Android m
PeanusoBatb obwun cnou i0S pns
Lottie aToma
- DSL yacTb 3anycKa aHumMauuu 2
Hanucatb B md aitn onucaHue y L
. C pasHbIX TOYeK
lottie aHumauum Dsl Jlo6aBUTb aHMMALUKW B BUAKET
NokpbiTb AOKyMeHTauuen DSL kop Dsl AocCTaBku
PeanusoeaTtb dsl atoma lottie [ Fusion | (305
PeanusoBaTtb snapshot TecTnl Ucnpasutb oTobpakeHne nepsoro
[Fusion JUBE xanpa
JlopaboTaTb YCTAHOBKY TeKcCTa
PeanusoBaTb obwuit runtime cnom m B JIOTTU aHuUMaLUU
pna Lottie aTtoma

MNopknwuntb lottie Bo fusion

B OCHOBHOE MpPUIOKEHMUE CocTaBuTb AOKYMeHTauuw C npuMmepom

co3paHua monekynol ¢ lottie
BcTpouTb ANSA npuMepa aHUMaLUKW TR
PeanusoBaTtb ob6wuit cnon Android c lottie B KapTouky

pna Lottie aToma

(505 i0s

MNoppepkaTb paboTy 3anycka He BkawuaeTca play nocne stop

aHMMaUuuUn C pa3HbIX TOoYeK Android

Noaknwuntb lottie B 1.69 6amn
BeTKe

Heob6xogumMo nNpoBepuTb NoBepeHue
HenpaBunbHboie id y LottieStructure lottie B cnoxHbIX cnuckax

i0s

BKNWUMTb NOTTU ANAA MPUIIOKEHUN
HaumHaa ¢ 8.46.1



val state = LottieAnimationState(context)

LottieAnimation(state) 3%
width § f£fill ?
height { 200.np %
source i "https://st.aestatic.net/resources/test/lottie/test-01.json".c %
backgroundBehavior § pauseAndRestore }
resizeMode ¢
aspectFit // (scaleToFill / aspectFill) .
} Lott
isPlaying 1 true.c % O Ie
animationSpeed { 1.0.c }

loopMode { An i m atiO n

direction
forward // (backward / autoReverse)

h

repeat { 5.c }

$
onTap { state.reset() %



| ottie Animation

viewAttributes = viewAttributes(),

layoutAttributes = layoutAttributes(),

tapAttributes = tapAttributes(),

source = attrOrUndefined(attrs, source) { fusionStringValue() %,

placeholder = attrOxUndefined(attxrs, placeholdexr, LottieAnimationNode.Placeholder::paxse),
placeholdexTintColor = attrOrxUndefined(attrs, placeholdexTintColor) { parseColorAttxr(this) %,
erroxrPlaceholder = attrOrUndefined(attrs, errorPlaceholder, LottieAnimationNode.Placeholder::parse),
errorPlaceholdexTintColoxr = attrOxUndefined(attrs, errorPlaceholdexrTintColoxr) { parseColorxrAttr(this) 3%,
resizeMode = attrOrlindefined(attrs. resizeMade. lLottieAnimationNaode.ResizeMade: :narse).

an1mat10n$peed attrOrUndefined(attrs, animationSpeed) 3% fusionFloat()?.toFloatk) :,

NAOVNGLUUITUDCITAY 4UVL & L LiavivIiVLLdlIIVCU UL LLOy VNOLVLRgLUUWNIUULCITITAV LULy EVLELLUAITAINIIACAVITITIVUL ¢« UOUVINNGLUVUIIVUGITAY LUL e o VUL IV g

onAnimationStateChanged = onAnimationStateChanged(),

repeat = attrOrUndefined(attrs, repeat, LottieAnimationNode.Repeat::pazxse),
direction = attrOxUndefined(attrs, direction, LottieAnimationNode.Direction::parse),
isPlaying = attrOrUndefined(attrs, isPlaying) { fusionBooleanValue() %,

min = attrOxUndefined(attxrs, min, LottieAnimationNode.Boundary: :parse),

max = attrOxUndefined(attrs, max, LottieAnimationNode.Boundary::parse),

textReplacer = attrOrUndefined(attrs, textReplacer) { parseTextReplacexr(this) %,



Lottie Animation

internal object LottieAnimation : ViewRendering<LottieAnimationView, LottieAnimationNode>(),
FusionStateHolder<LottieAnimationView, LottieAnimationNode, LottieAnimationAtomState> $

override fun makeView(fusionView: FusionView, node: LottieAnimationNode): LottieAnimationView =
LottieAnimationView(fusionView.context) .apply %

val fontAssetDelegate = LottieFontAssetDelegate(this.context)
this.setFontAssetDelegate (fontAssetDelegate)

val emptyTextDelegate = LottieTextDelegate(this, map0£f())
this.setTextDelegate(emptyTextDelegate)



internal class LottieFontAssetDelegate(val context: Context) : FontAssetDelegate() 1
override fun fetchFont(fontFamily: String, fontStyle: String, fontName: String): Typeface 3
val font = fontName.toFontStyle()
return font.typeface(context)

5

private fun String.toFontStyle(): FontStyle {
return when (this) 3

"Inter-Regular" -> FontStyle.Regular F t A t
"Inter-Bold" -> FontStyle.Bold On SSe
"Inter-BoldItalic" -> FontStyle.BoldItalic
"Inter-ExtraBoldItalic" -> FontStyle.ExtraBoldItalic
Inter-Semisold" <> Fonttyle. semiBotd Delegate
"Inter-Medium" -> FontStyle.Medium
"Ali-Bold" -> FontStyle.AliBold
"Ali-Regular" -> FontStyle.AliRegular

"Ali-Light" -> FontStyle.AlilLight
else -> FontStyle.Regular



Resume

func pause() %
isPaused = true
animationView?.pause()

h

func resume() 3
isPaused = false
play(fromProgress: minProgress, to: maxProgress)



private fun LottieAnimationView.setRepeat(
repeatValue: Int,
repeatIsChanged: Boolean,
directionValue: LottieAnimationNode.Direction,
directionIsChanged: Boolean

) 1

if (repeatlIsChanged && !restartNeeded) {
cancelAnimation()
progress = 0Of
restartNeeded = true

§

if (repeatIsChanged || directionIsChanged) 1{ AUtO I Reve rse
if (repeatValue == 0) retuxn

repeatCount = when (directionValue) %
LottieAnimationNode.Dirxection.Forward, LottieAnimationNode.Direction.Backward -> {
if (repeatValue == LottieDrawable.INFINITE) LottieDrawable.INFINITE else repeatValue - 1

LottieAnimationNode.Direction.AutoReverse

if (repeatValue == LottieDrawable.INFINITE) LottieDrawable.INFINITE else 2 * repeatValue - 1



Reverse

When the animation reaches the end and repeatCount is INFINITE
or a positive value, the animation restarts from the beginning.

public static final int RESTART = 1;

When the animation reaches the end and repeatCount is INFINITE
or a positive value, the animation reverses direction on every iteration.

public static final int REVERSE = 2;

This value used used with the setRepeatCount(int) property to repeat
the animation indefinitely.

public static final int INFINITE = -1;



private fun LottieAnimationView.setSpeedAndDirection(
animationSpeed: FusionAttribute<Float?>,
directionValue: LottieAnimationNode.Direction,
directionIsChanged: Boolean,
) 1
val speedValue = animationSpeed.value ?: 1f
if (animationSpeed.isChanged() || directionIsChanged) 1
when (directionValue) 1
LottieAnimationNode.Direction.Forward -> $
repeatMode = LottieDrawable.RESTART
speed = speedValue

$

Auto Reverse

LottieAnimationNode.Direction.Backward -> {
repeatMode = LottieDrawable.RESTART
speed = -speedValue

$
LottieAnimationNode.Direction.AutoReverse -> 3

repeatMode LottieDrawable.REVERSE
speed = speedValue

5



private fun LottieAnimationView.setRepeat(
repeatValue: Int,
repeatIsChanged: Boolean,
directionValue: LottieAnimationNode.Direction,
directionIsChanged: Boolean

) 1

if (repeatIsChanged && !restartNeeded) {
cancelAnimation()
progress = 0Of
restartNeeded = true

h

if (repeatIsChanged || directionIsChanged) 1%
if (xepeatValue == 0) return
repeatCount = when (directionValue) {

Repeat Value

LottieAnimationNode.Direction.Forward, LottieAnimationNode.Direction.Backward -> $
if (repeatValue == LottieDrawable.INFINITE) LottieDrawable.INFINITE else repeatValue - 1

h

LottieAnimationNode.Direction.AutoReverse -> {

repeatValue - 1

if (repeatValue == LottieDrawable.INFINITE) LottieDrawable.INFINITE else 2 x repeatValue - 1



private fun LottieAnimationView.setAnimationParams(

) &

isPlaying: FusionAttribute<Boolean?>,

animationSpeed: FusionAttribute<Float?>,

direction: FusionAttribute<LottieAnimationNode.Direction?>,
repeat: FusionAttribute<LottieAnimationNode.Repeat?>,

min: FusionAttribute<LottieAnimationNode.Boundary?>,

max: FusionAttribute<LottieAnimationNode.Boundary?>,

val isPlayingValue = isPlaying.value ?: false

val directionValue = direction.value ?: LottieAnimationNode.Direction.Forward
val directionIsChanged = direction.isChanged()

val repeatValue = repeat.value.toInt()

setRepeat (repeatValue, repeat.isChanged(), directionValue, directionIsChanged)
setMinBoundary(min)
setMaxBoundary (max)

setSpeedAndDirection(animationSpeed, directionValue, directionIsChanged)

if (isPlaying.isChanged()) %
if (isPlayingValue) {
if (!animationEnded && repeatValue != 0) {
if (animationPaused) resumeAnimation() else playAnimation()
animationPaused = false
%
t else {
if (!restartNeeded) {
if (isAnimating) animationPaused = true
pauseAnimation ()

5
? else §
if (isPlayingValue && restartNeeded && repeatValue != 0) playAnimation()

5

restartNeeded = false

Restart Needed



private fun LottieAnimationView.setRepeat(
repeatValue: Int,
repeatIsChanged: Boolean,
directionValue: LottieAnimationNode.Direction,
directionIsChanged: Boolean

) 1

if (repeatIsChanged && !restartNeeded) 3
cancelAnimation()
progress = 0f

, restartNeeded = true Restart Needed

repeatCount = when (directionValue) {
LottieAnimationNode.Direction.Forward, LottieAnimationNode.Direction.Backward -> {
if (repeatValue == LottieDrawable.INFINITE) LottieDrawable.INFINITE else repeatValue - 1

5

LottieAnimationNode.Direction.AutoReverse -> {
if (repeatValue == LottieDrawable.INFINITE) LottieDrawable.INFINITE else 2 * repeatValue - 1

5
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Blur npumep

Box {
Box {
isBlurred { viewModel.isViewShouldBlur(node) % e e T
isVisible { isBluxSupported() 3%
3
Box {
isVisible { isBluxSupported().not() %}
Image 1 MHe ecTb 18 netr
width § fill %
height §{ £ill %}
isVisible § viewModel.isViewShouldBlur(node) %
3
3



internal object IsBluxSupported : FusionFunction 3%
override val id: FunctionId = Functionlds.isBluxSupported

override val isPurxe: Boolean = true

override fun eval(
args: FusionFunction.Axgs,
context: FusionContext, f
scope: FusionScope? FUSIOn
): Boolean 3%

return isBlurSuppoxrted() IS Blur Supported

5
h

[ *%
* Returns true if blur supported on platform
*/

internal expect fun isBluxSupported(): Boolean



[ %%
* Returns
*/

actual fun

[ %%

* Retuzrns

*/

actual fun
return

h

KMM Is Blur Supported

true if blur supported on ios

isBluxSupported(): Boolean = true

true if blur supported on android

isBlurSupported(): Boolean 3
(getAndroidSdkVersion() ?: 0) >= Build.VERSION_CODES.S



Blur iOS

extension UIVisualEffectView 3%
fileprivate static func makeBlurringView() -> UIVisualEffectView 3}
let effect = UIVisualEffectView(effect: UIBluxEffect(style: .systemThinMaterial))
return effect




Blur iOS

private func configureBlux() 3
if node.isBlurred 3%

if let blurringView %
addSubview(blurringView)

$ else §
let blurringView = UIVisualEffectView.makeBlurringView()
self.blurringView = blurringView
addSubview(blurringView)

$
t else 3

blurringView?.xemoveFromSuperview()

h




Blur iOS

/// Provides common logic for subclasses.
func nodeUpdated(updateChildxrenViewsClosure: UpdateChildrenViewsClosuzre)
performUpdates {
blurringView?.xremoveFromSupexview()
configureChildrenViews (updateChildrenViewsClosuzre)
configureBlux()




VEZ:

* Designed for container views. Blurs content. Works starting with Android 12

* @param isEnable turns the effect on or off
**/
@RequiresApi(Build.VERSION_CODES.S)
fun View.blurEffect(isEnable: Boolean) 3
val effect = if (isEnable) 3%
val radius = 180f)
setTag (CLIP_TO_OUTLINE_TAG, clipToOutline)
(this.clipToOutline = true)
RenderEffect.createBlurEffect(

radius,
radius,
Shader.TileMode.CLAMP),
)
$ else {

Blur Android

(getTag (CLIP_TO_OUTLINE_TAG) as? Boolean)?.let i this.clipToOutline = it }

null

¢
this.setRendexrEffect(effect)



Blur Android

private fun View.rendexrBluxIfSupported(node: LayoutNode) 1
if (Build.VERSION.SDK INT < Build.VERSION_CODES.S) return
if (!node.children.isBlurred.isChanged()) return
blurEffect(node.children.isBlurred.value == true)



Blur Android

override fun updateView(
view: TView,
node: TNode,
fusionView: FusionView,

) 1

super.updateView(view, node, fusionView)

view.renderBlurIfSupported(node)

if (!node.children.isChanged()) retuxn

if (node.children.islLoading.value == true) 3}
updateChildren(view, node.children.loadingItems.value, fusionView, node.atomUniqueId)
$ else }

updateChildrxen(view, node.children.children.value, fusionView, node.atomUniqueld)

h
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MixerViews MixerAPI Widget 1 backend Widget 2 backend

3anpoc wabnoHa

3anpoc AaHHbIX MEepBOro BuAKeTa
Ha 3KpaHe KpyTuika

3anpocC AaHHbIX BTOPOro BupxeTa

A 4

AaHHble Onda nepBoro BuagXeTa

< ........................................................ -
’ OaHHble ONa BTOPOro BugxeTa
template co Bcemu paHHbIMU
MixerViews MixerAPI Widget 1 backend Widget 2 backend

oTobpaxeHne wabnoHa C CUHXPOHHbIMM Buaketamu (noapep)



MixerViews MixerAPI Widget 1 backend Widget 2 backend

3anpoc wabnoHa

Ha 3KpaHe wabnoH 6e3 JaHHbIX

3anpoc wabnoHa

3anpocC gaHHbIX NMepBoro BunpxeTa

3anpocC AaHHbIX BTOPOro BupxeTa

A 4

AaHHble Ona nepBoro BuagXeTa

< ........................................................ -
’ OaHHble [Ans BTOPOro BuAkeTa
template co Bcemu paHHbIMM
MixerViews MixerAPI Widget 1 backend Widget 2 backend

oTobpaxeHne meTawabnoHa c nocnenywuwen NOArpysKom paHHbiX (NnaBHbIA nepexopn,)



MeTa LLlabnoH

val MyScreen by molecule(
Version(...),
includeInMetaTemplate = true,

) 1%



MeTa LLlabnoH

class MyViewModel(...) : BaseViewModel(context) %
init 3§

onAsyncBackendStateAvailable 3
loadMetaTemplate (FEATURE_PATH)

h
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