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Don’t bother with these guys!
Just finish the job!
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And how’s that any different
than usual?
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How could we build this with
Compose Ul?
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And how’s that any different
than usual?
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And how’s that any different
than usual?
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s comin’, it'll be today.

I'm so nervous..
Same... | can’t focus on class at all.

And how’s that any different
than usual?
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PersonaRed = Color(0OxFFC41001)

Box(
modifier = Modifier
fillMaxSize ()
background(color = PersonaRed)

) o
1
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PersonaRed = Color(0OxFFC41001)

Box(
modifier = Modifier
fillMaxSize ()
background(color = PersonaRed)

) o
1
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3:00 ¥3G41

Box (
modifier = Modifier
.fillMaxSize()
o .background(color = PersonaRed)
) 1
Image(
painter = painterResource(R.drawable.bg_splatter),
contentDescription = null,
. contentScale = ContentScale.Fil1lWidth,
modifier = Modifier.statusBarsPadding()
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3:00 ¥3G41

e Box (
modifier = Modifier
.FilWMaxSize()
.background(color = PersonaRed)
) o
Image(
painter = painterResource(R.drawable.bg_splatter),
o contentDescription = null,

contentScale = ContentScale.FillWidth,
modifier = Modifier.statusBarsPadding()

)

. Image(
painter = painterResource(R.drawable.logo_im),
contentDescription = null,
modifier = Modifier
.height(100.dp)
.statusBarsPadding()
.offset(x = 8.dp, v = (-4).dp),
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fun outerBox(): Shape = GenericShape { size —

}.
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Aren't we meeting up today? outerBox(): Shape = GenericShape { size —

I'm at the underground mall

in Shibuya right now. mOVGTO(31.7 3.1)
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outerBox(): Shape = GenericShape { size —
moveTo(31.7, 3.1)
lineTo(size.width, 0f)

Aren’'t we meeting up today?
I'm at the underground mall
in Shibuya right now.
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&

outerBox(): Shape = GenericShape { size —
moveTo(31.7, 3.1)

lineTo(size.width, 0Of)

lineTo(size.width - 23, size.height)

Aren’'t we meeting up today?
I'm at the underground mall
in Shibuya right now.

‘ ©ATLUS ©SEGA



outerBox(): Shape = GenericShape { size —
moveTo(31.7, 3.1)
lineTo(size.width, 0f)
lineTo(size.width - 23, size.height)
lineTo(0f, size.height - 8)
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outerBox(): Shape = GenericShape { size —
moveTo(31.7, 3.1)

fon at the udergrod mah LineTo(size.width, Of)

in Shibuya right now. lineTo(size.width - 23, size.height)
lineTo(0f, size.height - 8)
close()
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fun outerBox(): Shape = GenericShape { size -

moveTo(31.7, 3.1)

lineTo(size.width, 0Of)
lineTo(size.width - 23, size.height)
lineTo(0f, size.height - 8)

close()
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fun Density.outerBox(): Shape = GenericShape { :
moveTo(31.7.dp.toPx(), 3.1.dp.toPx())

lineTo(size.width, Of)
lineTo(size.width - 23.dp.toPx(), size.height

1ineTo(O0Ff, size.height - 8.dp.toPx())
close()
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Density.outerBox(): Shape = GenericShape { size —
moveTo(31.7.dp.toPx(), 3.1.dp.toPx())
lineTo(size.width, 0f)
lineTo(size.width - 23.dp.toPx(), size.height)
1lineTo(0f, size.height - 8.dp.toPx())
close()

Density.innerBox(): Shape = GenericShape { size —
moveTo(33.dp.toPx(), 7.7.dp.toPx())
lineTo(size.width - 13.dp.toPx(), 3.7.dp.toPx())

. e lineTo(size.width - 25.7.dp.toPx(), size.height - 4.6.dp.toPx
1ineTo(20.4.dp.toPx(), size.height - 12.dp.toPx())
close()
1
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O coinco / shape-composer-figma

(=)006eC

Shape Composer B2 4 cups of four

Export custom Shapes for Jetpack Compose

Modifier.clip(SquircleShape())
Modifier.shadow(elevation, PillCutoutShape())
Modifier.background(primaryColor, BottlecapShape())




Text(

Aren’'t we meeting up today? text = Mmessage Text

) G819 OIS fuw] style = MaterialTheme.typography.bodyMedium
in Shibuya right now. .
color = Color.White

fontFamily = OptimaNova
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Text(
Text = message.text
style = MaterialTheme.typography.bodyMedium
color = Color.White

Aren't we meeting up today? fontFam l-Ly — Up timaNova
I'm at the underground mall - o
in Shibuya right now. modifier = Modifier
drawBehind {
outerBox = outerBox()
innerBox = innerBox()
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Text(
Text = message.text
style = MaterialTheme.typography.bodyMedium
color = Color.White
fontFamily = OptimaNova
o e oot nodifier = Modifier
in Shibuya right now. drawBehind {
outerBox = outerBox()
innerBox = innerBox()
drawShape(outerBox, color

- ¢ drawShape(innerBox, color

Color.White)
Color.Black)
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Aren’'t we meeting up today?
I'm at the underground mall
in Shibuya right now.

Text(
Text = message.text

style = MaterialTheme.typography.bodyMedium

color = Color.White

fontFamily = OptimaNova

modifier = Modifier
drawBehind {

outerBox = Outline(outerBox())
innerBox = Outline(innerBox())

drawOutline (outerBox
drawOutline(innerBox

color
color

Color.White)
Color.Black)
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Text(
Text = message.text,
style = MaterialTheme.typography.bodyMedium,
color = Color.White,
fontFamily = OptimaNova,
modifier = Modifier
.drawBehind {
val outerBox = Outline(outerBox())
val innerBox = Outline(innerBox())
drawOutline(outerBox, color = Color.White)
drawOutline(innerBox, color = Color.Black)

1
.padding(...)
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3:00

®3G40

Aren't we meeting up today? I'm at
the underground mall in Shibuya
right now.

Text(

Text = message.text

style = MaterialTheme.typography.bodyMedium

color = Color.White

fontFamily

mod

}

1fier =

padding(

= OptimaNova

Modifier

drawBehind {
outerBox
1nnerBox

)

OQutline(outerBox())
OQutline(innerBox())
drawOutline(outerBox, color
drawOutline(innerBox, color

Color.White)
Color.Black)
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3:00 ®3G40 3:00 ¥ 3G4B

Aren't we meeting up today? I'm at

Aren't we meeting

the underground mall in Shibuya
right now. up tOdaY? I'm at
the underground
mall in Shibuya

right now.
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1 Prepare for meeting with Maruki

G WD
O Auto
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] Row {
) TextBox ()

. h

‘ O©ATLUS ©SEGA



Row 4

Image(
) painter = painterResource(R.drawable.ann)
) contentDescription =
. )
TextBox ()

}
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Row 4

Image(
3:00 ®3G4n painter = painterResource(R.drawable.ann)
contentDescription =
)
TextBox ()

}

4 @ ©ATLUS ©SEGA



Box(
modifier = Modifier
drawBehind A{
drawOutline(avatarBlackBox(), Color.Black)
drawOutline(avatarWhiteBox(), Color.White)
drawOutline(avatarColoredBox (), pink)
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Box(
modifier = Modifier
drawBehind {
drawOutline(avatarBlackBox(), Color.Black)
drawOutline(avatarWhiteBox(), Color.White)
drawOutline(avatarColoredBox (), pink)
drawOutline(avatarClipBox(), Color.Magenta)

}.
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Box(
modifier = Modifier
drawBehind A{
drawOutline(avatarBlackBox(), Color.Black)
drawOutline(avatarWhiteBox(), Color.White)
drawOutline(avatarColoredBox (), pink)

clip(avatarClipBox())
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Row 4
Avatar ()
TextBox ()

}.
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Row {

3:00 ®3G40 Avatar ()
. ® - Stem()?
TextBox ()
1

What are we doing today?

4 ® ©ATLUS ©SEGA



3:00

What are we doing today?
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3:00

What are we doing today?
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3:00

O©ATLUS ©SEGA



Row 4
Avatar ()
TextBox ()

3:00 ¥3G418

}.

4 @ ©ATLUS ©SEGA



Row {
Avatar()
TextBox(
modifier = Modifier.offset(x = (-40).dp)
)
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Row {

Avatar()

TextBox(

modifier = Modifier.offset(x = (-40).dp)
)
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Aren’'t we meeting up today?
I'm at the underground mall
in Shibuya right now.

3:00 ¥ 3G4HR Row {
— Avatar ()
TextBox ()

}.

Aren't we meeting up today? I'm
at the underground mall in
Shibuya right now.

4 ® ©ATLUS ©SEGA



What are we doing today?

VA

Aren’'t we meeting up today?
I'm at the underground mall
in Shibuya right now.

3:00 ¥ 3G4AB ROW {
— Avatar()
TextBox ()

}.

Aren't we meeting up today? I'm
at the underground mall in
Shibuya right now.

4 @ ©ATLUS ©SEGA



' Aren’'t we meeting up today?

I'm at the underground mall
in Shibuya right now.

3:00 ¥ 3G4dNR ROW {
— Avatar ()
TextBox ()

}.

Aren't we meeting up today? I'm
at the underground mall in
Shibuya right now.

4 @ ©ATLUS ©SEGA



Layout(
content = {
// Composables...

}.

) { measurables, constraints —

}.



Layout(
content = {
// Composables...
1

) { measurables, constraints -

val placeables = measurables.map {
it.measure(constraints)

}.
}.



Layout(
content = {
// Composables...

}.

) { measurables, constraints —

val placeables = measurables.map {
it.measure(constraints)

}.

layout(width, height) A{
placeables.forEach { it.place(x, y) }

}
}



Aren't we meeting up today? I'm at

the underground mall in Shibuya
right now.

Layout(
content = {
// Composables...

}.

) { measurables, constraints -

placeables = measurables.map {
it.measure(constraints)

}.

layout(width, height) A{
placeables.forEach { it.place(x, y) }

}
}

©ATLUS ©SEGA



Aren't we meeting up today? I'm at

the underground mall in Shibuya
right now.

Layout (
content = {
Avatar()
TextBox ()
1

) { (avatarMeasurable, textMeasurable), constraints =

©ATLUS ©SEGA



Aren't we meeting up today? I'm at

the underground mall in Shibuya
right now.

(avatarMeasurable, textMeasurable)
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Aren't we meeting up today? I'm at

the underground mall in Shibuya
right now.

Layout (
content = {
Avatar()
TextBox ()

}.

) { (avatarMeasurable, textMeasurable), constraints —

O avatarPlaceable = avatarMeasurable.measure(constraints)

}.

©ATLUS ©SEGA



Aren't we meeting up today? I'm at

the underground mall in Shibuya
right now.

Layout(
content = {
Avatar ()
TextBox ()
1

) { (avatarMeasurable, textMeasurable), constraints =

O avatarPlaceable = avatarMeasurable.measure(constraints)
textMaxWidth = constraints.maxWidth - avatarPlaceable.width + 18.dp

}.
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' Aren't we meeting up today? I'm at
the underground mall in Shibuya

Y
' right now.

Layout(
content = {
Avatar()
TextBox ()
1

) { (avatarMeasurable, textMeasurable), constraints —

@ val avatarPlaceable = avatarMeasurable.measure(constraints)
val textMaxWidth = constraints.maxWidth - avatarPlaceable.width + 18.dp
val textConstraints = constraints.copy(maxWidth = textMaxWidth)

@ val textPlaceable = textMeasurable.measure(textConstraints)

}
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Aren't we meeting up today? I'm at
the underground mall in Shibuya

right now.

Layout(
content = {
Avatar()
TextBox ()

}.

) { (avatarMeasurable, textMeasurable), constraints —

val avatarPlaceable = avatarMeasurable.measure(constraints)

val textMaxWidth = constraints.maxWidth - avatarPlaceable.width + 18.dp
val textConstraints = constraints.copy(maxWidth = textMaxWidth)

val textPlaceable = textMeasurable.measure(textConstraints)

val width = avatarPlaceable.width + textPlaceable.width - 18.dp

val height = max0f(avatarPlaceable.height, textPlaceable.height)

©ATLUS ©SEGA



Aren't we meeting up today? I'm at

La you T ( the underground mall in Shibuya
content = -{ right now.
Avatar()
TextBox ()
}.

) { (avatarMeasurable, textMeasurable), constraints —

val avatarPlaceable = avatarMeasurable.measure(constraints)

val textMaxWidth = constraints.maxWidth - avatarPlaceable.width + 18.dp
val textConstraints = constraints.copy(maxWidth = textMaxWidth)

val textPlaceable = textMeasurable.measure(textConstraints)

val width = avatarPlaceable.width + textPlaceable.width - 18.dp

val height = max0f(avatarPlaceable.height, textPlaceable.height)

layout(width, height) A
@ avatarPlaceable.place(0, 0)

}.
}.
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}.
) { (avatarMeasurable, textMeasurable), constra e@a Aren'twemeetinguPtoday?I'mat
N

the underground mall in Shibuya

right now.

val avatarPlaceable = avatarMeasurable.measur
val textMaxWidth = constraints.maxWidth - ava

val textConstraints = constraints.copy(maxWid QQ» , .

val textPlaceable = textMeasurable.measure(te L *4
val width = avatarPlaceable.width + textPlace
val height = max0f(avatarPlaceable.height, textPlaceable.height)

layout(width, height) A{
@ avatarPlaceable.place(0, 0)
val textBoxX = avatarPlaceable.width - textBoxOverlap

val textBoxY =
if (textPlaceable.height > avatarPlaceable.height) 0O

else helght - textPlaceable.height

® textPlaceable.place(textBoxX, textBoxY)
1
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3:00 ®3Gd4a1

We have to find them tomorrow for
sure. This is the only lead we have

right now.

as.
ooooo
Ly

Yes. Itis highly likely that this
part-time solicitor is somehow

LazyColumn(
verticalArrangement = Arrangement.spacedBy(16.dp)
o contentPadding = WindowInsets.systemBars
o his b add(WindowInsets(top = 100.dp, bottom = 100.dp))
asPaddingValues()
modifier = Modifier.fillMaxSize()

related to the mafia.

straight back to his boss.

as.
ooooo
.

Indeed, it seems that is where our
target waits. But then... who should
be the one to go?

Morgana, I choose you.

©ATLUS ©SEGA






s comin’, it'll be today.

I'm so nervous..
Same... | can’t focus on class at all.

And how’s that any different
than usual?

/

é

G FFWD
X Auto
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Centres itself to the first item
=D 7 A T IICHRICHIZ S

Alternates left and right by a random

offset
EAXBICT VY LBRAT7EY S

Centres itself to the last item
2D 71 T ALICHRRICHZD

Jumps to a final position before
animating
VA= 3 VDRICREMUEBICI v

95
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And how’s that any different
than usual?

F—5EFI

Modelling data

Int

Color(OxFFD53359))
Color(OXxFFFOEA40))

. Sender(
@DrawableRes image:
color: Color
) {
Kasumi(R.drawable.kasumi
Ryuji(R.drawable.ryuji
Ann(R.drawable.ann, Color(OxFFFE93C9))
1
Message (
sender: Sender
text: String
)

O©ATLUS ©SEGA



Modelling data
F—5ETI

% LineCoordinates(
leftPoint: Offset
rightPoint: Offset

Entry(
message: Message
And how’s that any different lineCoordinates: LineCoordinates
than usual? )

O©ATLUS ©SEGA



Where to store these data?
ECICFRETDH?

Ul state is another option

scrollState rememberScrollState()

pagerState = rememberPagerState()

textState = rememberTextFieldState()

O©ATLUS ©SEGA



ViewModel Ul state

Current list of messages Entries
SETOXYE—IHNYRKNIC

Background line coordinates
Bamkd—7T 4 R*—hK

ltem animation progress
PATL ZX—23200D
ETTIAL




ViewModel =» Ul state =% LazyColumn




@Composable
fun rememberTranscriptState(): TranscriptState {
val density = LocalDensity.current
val coroutineScope = rememberCoroutineScope()
return remember(density) { TranscriptState(density, coroutineScope) }

}.



@Composable
fun rememberTranscriptState(): TranscriptState {
val density = LocalDensity.current
val coroutineScope = rememberCoroutineScope()
return remember(density) { TranscriptState(density, coroutineScope) }

}.



@Stable

class TranscriptState internal constructonr(
private val density: Density,
private val coroutineScope: CoroutineScope,

) A
private val _entries = mutableStateOf<List<Entry>>(emptylList())

val entries: List<Entry> by _entries

}.



messagelext

entries: List<Entry> _entries

O©ATLUS ©SEGA



messagelext ’ messagelext

entries: List<Entry> _entries
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messagelext

entries: List<Entry> _entries

messagelext ’ messagelext ’ messagelext
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data class Entry(
val message: Message,
val 1lineCoordilnates: LineCoordilnates,

)

® val leftX = (AvatarSize.width / 2f) - (lineWidth / 2f)
® val rightX = leftX + 1lineWidth

® val y = AvatarSize.height / 2f

val lineCoordinates = LineCoordinates(
leftPoint = Offset(leftX, vy),
rightPoint = Offset(rightX, vy),

)

©ATLUS ©SEGA



data class Entry(
val message: Message,
val 1lineCoordilnates: LineCoordilnates,

)

val leftX = (AvatarSize.width / 2f) - (lineWidth / 2f)
val rightX = leftX + 1lineWidth

val y = AvatarSize.height / 2f

val lineCoordinates = LineCoordinates(
leftPoint = Offset(leftX, vy),
rightPoint = Offset(rightX, vy),

)

©ATLUS ©SEGA



data class Entry(
val message: Message,
val 1lineCoordilnates: LineCoordilnates,

)

val leftX = (AvatarSize.width / 2f) - (lineWidth / 2f)
val rightX = leftX + 1lineWidth

val y = AvatarSize.height / 2f

val direction = if (message.index % 2 — 0) 1f else -1f
val horizontalShift = randomBetween(MinShift, MaxShift) * direction

val lineCoordinates = LineCoordinates(
leftPoint = Offset(leftX + horizontalShift, vy),
rightPoint = Offset(leftX + horizontalShift, y),

)

©ATLUS ©SEGA



LineCoordinates: LineCoordinates

leftX = (AvatarSize.width / 2f) - (lineWidth / 2f)
rightX = leftX + lineWidth

y = AvatarSize.height / 2f

direction = (message.index % 2 = 0) 1f -1f
horizontalShift = randomBetween(MinShift, MaxShift) * direction

lineCoordinates = LineCoordinates(
leftPoint = Offset(leftX + horizontalShift, y)
rightPoint = Offset(leftX + horizontalShift, vy)

)
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3:00 ¥3G4dN

We have to find them tomorrow for
sure. This is the only lead we have
right now.

as.
ooooo
L0

Yes. Itis highly likely that this
part-time solicitor is somehow

related to the mafia.

ae.
ooooo

If we tail him, he may lead us

straight back to his boss.

He talked to lida and Nishiyama
over at Central Street, right?

as.
ooooo
.

Indeed, it seems that is where our
target waits. But then... who should
be the one to go?

Morgana, I choose you.

listState = rememberLazylListState()

LazyColumn(state = 1listState)
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3:00 ¥3G4dN

We have to find them tomorrow for
sure. This is the only lead we have
right now.

as.
ooooo
Ly

Yes. Itis highly likely that this
part-time solicitor is somehow

related to the mafia.

ae.
ooooo

If we tail him, he may lead us

straight back to his boss.

He talked to lida and Nishiyama
over at Central Street, right?

as.
-----
.

Indeed, it seems that is where our
target waits. But then... who should
be the one to go?

Morgana, I choose you.

listState = rememberLazylListState()
transcriptState = rememberTranscriptState()
entries = transcriptState.entries

LazyColumn(state = 1listState)
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3:00 ¥3G4dN

We have to find them tomorrow for
sure. This is the only lead we have
right now.

as.
ooooo
Ly

Yes. Itis highly likely that this
part-time solicitor is somehow

related to the mafia.

ae.
ooooo

If we tail him, he may lead us

straight back to his boss.

He talked to lida and Nishiyama
over at Central Street, right?

as.
-----
.

Indeed, it seems that is where our
target waits. But then... who should
be the one to go?

Morgana, I choose you.

listState = rememberLazylListState()
transcriptState = rememberTranscriptState()
entries = transcriptState.entries

LazyColumn(state = 1listState) {
items(entries) { entry —
Entry(entry)

O©ATLUS ©SEGA



3:00 ¥ 3G41

We have to find them tomorrow for
sure. This is the only lead we have
right now.

Yes. Itis highly likely that this
part-time solicitor is somehow
related to the mafia.

BackgroundLine(listState, entries)

If we tail him, he may lead us
straight back to his boss.

He talked to lida and Nishiyama
over at Central Street, right?

Indeed, it seems that is where our
target waits. But then... who should

be the one to go?
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3:00 ¥3G4dN

We have to find them tomorrow for
sure. This is the only lead we have
right now.

as.
ooooo
L0

Yes. Itis highly likely that this
part-time solicitor is somehow

related to the mafia.

~ LazyListItemInfo {

If we tail him, he may lead us

straight back to his boss.
/ xK

* The maln axls offset of the item 1n pixels.
* It 1s relative to the start of the lazy 1list contailner.
*/

O offset: Int

He talked to lida and Nishiyama
over at Central Street, right?

as.
ooooo
.

Indeed, it seems that is where our
target waits. But then... who should
be the one to go?

Morgana, I choose you.
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®3G4N

We have to find them tomorrow for
sure. This is the only lead we have
right now.

as.
ooooo
L0

Yes. Itis highly likely that this
part-time solicitor is somehow
related to the mafia.

ae.
ooooo

If we tail him, he may lead us

straight back to his boss.

LazyListItemInfo {

He talked to lida and Nishiyama
over at Central Street, right?

[ %%
A" deed it seems that i where our * The maln axis offset of the i1tem 1n pixels.
* It 1s relative to the start of the lazy 1list contailner.
*/
O offset: Int

target waits. But then... who should
be the one to go?

That's not a bad idea. Cats have
nine lives, right? Morgana can
spare one for this.

O©ATLUS ©SEGA



3:00 ¥ 3G41

We have to find them tomorrow for
sure. This is the only lead we have
right now.

as.
.....
L0

Yes. Itis highly likely that this
part-time solicitor is somehow

related to the mafia.

ae.
ooooo

If we tail him, he may lead us

straight back to his boss.

He talked to lida and Nishiyama
over at Central Street, right?

as.
ooooo
.

Indeed, it seems that is where our
target waits. But then... who should
be the one to go?

Morgana, I choose you.

@Composable
BackgroundLine(
entries: List<Entry>
listState: LazyListState

) 1

visibleIltemInfos = listState.layoutInfo.visibleltemsInfo

Canvas(modifier = Modifier.fillMaxSize()) A
(info visibleItemInfos) {
drawPath(getPoints(info, entries[info.index])

}

Color.Black)
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3:00 ¥3G48

We have to find them tomorrow for
sure. This is the only lead we have
right now.

Yes. Itis highly likely that this
part-time solicitor is somehow

related to the mafia.

If we tail him, he may lead us

straight back to his boss.

He talked to lida and Nishiyama
over at Central Street, right?

Indeed, it seems that is where our
target waits. But then... who should
be the one to go?

Morgana, I choose you.

That's not a bad ide
nine lives, right?M

spare one for this.
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3:00 ¥ 3G41

We have to find them tomorrow for
sure. This is the only lead we have
right now.

Yes. Itis highly likely that this
part-time solicitor is somehow
related to the mafia.

If we tail him, he may lead us
straight back to his boss.

He talked to lida and Nishiyama
over at Central Street, right?

Indeed, it seems that is where our
target waits. But then... who should

be the one to go?
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3:00 ¥ 3G41

We have to find them tomorrow for
sure. This is the only lead we have

Total height

right now.

Yes. Itis highly likely that this
part-time solicitor is somehow
related to the mafia.

If we tail him, he may lead us
straight back to his boss.

He talked to lida and Nishiyama
over at Central Street, right?

Indeed, it seems that is where our
target waits. But then... who should

be the one to go?
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3:00 ¥ 3G41

We have to find them tomorrow for
sure. This is the only lead we have
right now.

Yes. Itis highly likely that this
part-time solicitor is somehow
related to the mafia.

If we tail him, he may lead us
straight back to his boss.

He talked to lida and Nishiyama
over at Central Street, right?

Indeed, it seems that is where our
target waits. But then... who should
be the one to go?

Morgana, | choose you.
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3:00 ¥ 3G41

We have to find them tomorrow for
sure. This is the only lead we have
right now.

Yes. Itis highly likely that this
part-time solicitor is somehow
related to the mafia.

If we tail him, he may lead us
straight back to his boss.

He talked to lida and Nishiyama
over at Central Street, right?

Indeed, it seems that is where our
target waits. But then... who should
be the one to go?

Morgana, | choose you.
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3:00 ¥ 3G41

We have to find them tomorrow for
sure. This is the only lead we have

right now.

Yes. Itis highly likely that this
part-time solicitor is somehow
related to the mafia.

If we tail him, he may lead us
straight back to his boss.

Modifier.drawConnectingLine(entryl: Entry, entry2: Entry?): Modifier {

He talked to lida and Nishiyama
over at Central Street, right?

as.
ooooo
.

Indeed, it seems that is where our
target waits. But then... who should
be the one to go?

Morgana, I choose you.
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3:00 ¥ 3G41

We have to find them tomorrow for
sure. This is the only lead we have

right now.

Yes. Itis highly likely that this
part-time solicitor is somehow
related to the mafia.

If we tail him, he may lead us
straight back to his boss.

He talked to lida and Nishiyama
over at Central Street, right?

as.
ooooo
.

Indeed, it seems that is where our
target waits. But then... who should
be the one to go?

Morgana, I choose you.

(entry2 = )
drawWithCache {

onDrawBehind {

}
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We have to find them tomorrow for

sure. This is the only lead we have
right now.

fun Modifier.drawConnectingLine(entryl: Entry, entry2: Entry?): Modifier {

if (entry2 = null) return this
' i Yes. Itis highly likely that this
N part-time solicitor is somehow

y related to the mafia. return drawWithCache {

e val linePath = Path()

val topLeft = entryl.lineCoordinates.leftPoint
val topRight = entryl.lineCoordinates.rightPolnt

val bottomLeft = entry2.lineCoordinates.leftPoint + bottomOffset
val bottomRight = entry2.lineCoordinates.rightPoint + bottomOffset

onDrawBehind {

Indeed, it seems that is where our
target waits. But then... who should
be the one to go? }

)
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fun Modifier.drawConnectingLine(entryl: Entry, entry2: Entry?): Modifier {
if (entry2 = null) return this

We have to find them tomorrow for

sure. This is the only lead we have return drawWithCache {
right now. val linePath = Path()
val topLeft = entryl.lineCoordinates.leftPoint
' s,.tishigh.y.ike.ythaﬂhis val topRight = entryl.lineCoordinates.rightPoint
’ Feedtomhemata | | |
‘L val bottomLeft = entry2.lineCoordinates. leftPoint + bottomOffset

val bottomRight = entry2.lineCoordinates.rightPolint + bottomOffset

onDrawBehind {
with(linePath) {
rewind()
moveTo(topLeft.x, topLeft.y)
lineTo(topRight.x, topRight.y)
Indeed, it seems that is where our lineTo(bottomRight.x, bottomRight.y)

target waits. But then... who should

be the one to go? lineTo(bottomLeft.x, bottomLeft.y)

close()
}
drawPath(linePath, Color.Black)

}
}.
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We have to find them tomorrow for
sure. This is the only lead we have
right now.

Yes. Itis highly likely that this
part-time solicitor is somehow
related to the mafia.

If we tail him, he may lead us
straight back to his boss.

Indeed, it seems that is where our
target waits. But then... who should
be the one to go?

Morgana, I choose you.

}

val bottomRight

val shadowPalnt =

entry2.lineCoordinates.rightPoint + bottomOffset

Paint() .apply {

color = Color.Black

alpha = 0.5f

asFrameworkPaint() .maskFilter = BlurMaskFilter(4.dp.toPx(), NORMAL)

}

onDrawBehind {

with(linePath) {

rewind()

moveTo(topLeft.x, topLeft.y)

LineTo(topRig
lineTo(bottom
lineTo(bottom
close()

}.

translate(top =

nt.x, topRight.y)
Right.x, bottomRight.y)

eft.x, bottomLeft.y)

16.dp.toPx()) {

drawIntoCanvas {

1t.drawPath

}
}.

(linePath, shadowPaint)

drawPath(linePath, Color.Black)

}.
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We have to find them tomorrow for
sure. This is the only lead we have
right now.

Yes. Itis highly likely that this
part-time solicitor is somehow

related to the mafia.

If we tail him, he may lead us

straight back to his boss.

He talked to lida and Nishiyama
over at Central Street, right?

Indeed, it seems that is where our
target waits. But then... who should
be the one to go?

That's not a bad ide
nine lives, right?M
spare one for this.
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Animations
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Entry(
message: Message
LineCoordinates: LineCoordinates

And how’s that any different
than usual?
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LineProgress: State<Float>

And how’s that any different
than usual?
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avatarBackgroundScale: State<Float>
And how’s that any different avatarfForegroundScale: State<Float>

than usual?
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messageHorizontalScale: State<Float>

And how’s that dif f t .
hanoesalt. messageVerticalScale: State<Float>

messagelextAlpha: State<Float>
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Same... | can’t focus on class at al

avatarBackgroundScale = Animatable(initialValue = 0.6f)

And how’s that any different
than usual?
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avatarBackgroundScale = Animatable(initialValue = 0.67)
apply {
coroutineScope.launch {
animateTo(

targetValue = 1f

animationSpec = tween(
durationMillis = 300
easing = EaseOutBack

)

And how’s that any different
than usual? )
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avatarBackgroundScale: Animatable<Float, AnimationVectorlD> = Animatable(initialValue = 0.6F)
.apply A
coroutineScope.launch {
animateTo(

targetValue = 17,

animationSpec = tween(
durationMillis = 300,
easing = EaselOutBack,

),
)
1
1
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avatarBackgroundScale: State<Float> = Animatable(initialValue

.apply {
coroutineScope.launch {
animateTo(
targetValue = 17,
animationSpec = tween(
durationMillis = 300,
easing = EaselOutBack,

),
)
}.

1
.asState()

0.6f)
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avatarForegroundScale = Animatable(initialValue = 0.0f)
apply {
coroutineScope.launch {
delay(160L)
Same... | can’t focus on class at al snapTlo (0.8f)
animateTo(
targetValue = 1f
animationSpec = tween(
durationMillis = 150
easing = EaseOutBack

And how’s that any different
than usual?

)
)
}.

1
asState()
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initialValue = 0.0f

delay(160L)

snapTo(0.8F)

animateTo(
targetValue = 1f
animationSpec = tween(

And how’'s that any different . . . .
than usual? durationMillis = 150

easing = EaseOutBack

)
)
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Box(
modifier = Modifier
size(AvatarSize)
drawBehind {

)
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Box(
modifier = Modifier
size(AvatarSize)

scale(entry.avatarBackgroundScale.value)
drawBehind {

) 1
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Box (
modifier = Modifier
size(AvatarSize)

scale(entry.avatarBackgroundScale.value)
drawBehind {

}.

) o
Image(
painter = painterResource(entry.message.sender.image)

)
1
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Box (
modifier = Modifier
size(AvatarSize)

scale(entry.avatarBackgroundScale.value)
drawBehind {

!
) 1
Image (
painter = painterResource(entry.message.sender.image)
modifier = Modifier.graphicsLayer A{
transformOrigin = TransformOrigin(
pivotFractionX = 0.5f
pivotFractionY = 1.15f
)
scaleX = entry.avatarForegroundScale.value
scaleY = entry.avatarForegroundScale.value
!
)
}
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Box(
modifier = Modifier
.size(AvatarSize)
.scale(entry.avatarBackgroundScale.value)
.drawBehind {
// Previous drawing code

!
) o
Image(
painter = painterResource(entry.message.sender.image),
modifier = Modifier.graphicsLayer A{
transformOrigin = TransformOrigin(
® plvotFractionX = 0.5f,
® pivotFractionY = 1.15f,
),
scaleX = entry.avatarForegroundScale.value
scaleY = entry.avatarForegroundScale.value
!
)
1
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bottomLeft = entry2.lineCoordinates.leftPoint
bottomRight = entry2.lineCoordinates.rightPoint

lineTo(bottomRight.x, bottomRight.y)
lineTo(bottomLeft.x, bottomLeft.y)

And how’s that any different
than usual?

Design property of Atlus Co., Ltd



currentBottomLeft = Tlerp(
start = topLeft D
stop = bottomLeft
fraction = entryl.lineProgress.value

currentBottomRight = Tlerp(
start = topRight I
stop = bottomRight
fraction = entryl.lineProgress.value

And how’s that any different
than usual?

lineTo(currentBottomRight.x, currentBottomRight.y)
lineTo(currentBottomLeft.x, currentBottomLeft.y)
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currentBottomLeft: O0ffset = lerp(
start = topLeft D
stop = bottomLeft
fraction = entryl.lineProgress.value

currentBottomRight: Offset = lerp(
start = topRight I
stop = bottomRight
fraction = entryl.lineProgress.value

And how’s that any different
than usual?

lineTo(currentBottomRight.x, currentBottomRight.y)
lineTo(currentBottomLeft.x, currentBottomLeft.y)
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Compose Ul tacilitates creativity
Compose UIHVHE|4 Z =6 5

Some Uls should be boring, but not all of them
—ESDUNTIBIETH BNEZEH. INTTIERLN

I\/Igegbe we lost some magic with all the consistency
—EBMENEL BRI ET YUY IDREKRDODNTULE TcOHH LN,

Video games can be source of inspiration
/7_ Acigp\ézku\ /}% fd\%




gameuidatabase.com

00 (5) () Game Ul Database 2.0 | Welcor X+
<« > C O B https://www.gameuidatabase.com o
U((/ GAME UI DATABASE Games - Screens & Videos ¥ About (@
Browse 1,357 Games , 55,934 Screens and 1,808 Videos
The Ultimate reference tool for game designers.
Created by ¥ Edd Coates > YouTube PADC‘;-RAFTER

RECENTLY ADDED BROWSE ALL GAMES BROWSE ALL SCREENS
Screen Categories A

All Gameplay & HUDs
Maps

Items & Unlocks
Tutorials

Buttons & Controls

Title & System Menus A

TITLE

The DioField Chronicle Another Code: Recollection Mass Effect 2 Kingdom Come: Deliveran... Another Cr

Title Screen

Mode & Screen Select
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We have to find them tomorrow for
sure. This is the only lead we have
right now.

Yes. Itis highly likely that this
part-time solicitor is somehow
related to the mafia.

If we tail him, he may lead us

straight back to his boss.

He talked to lida and Nishiyama
over at Central Street, right?

How to draw an owl

1. Draw some circles

2. Draw the rest of the fllking owl
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http://gameuidatabase.com

Creative Uls with Compose

O github.com/chris-horner/persona-im

@ chrishorner@androiddev.social

All art and character designs in this presentation are the property of Atlus Co.,
Ltd. Material used for reference and educational purposes only.
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