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    Quick Simple Component Guide

Simple components display data with minimal interaction. Follow these 4 steps:
Step 1: Create Elixir Component
defmodule SaladUI.MyComponent do
  use SaladUI, :component

  attr :id, :string, required: true
  attr :data, :any, required: true

  def my_component(assigns) do
    ~H"""
    <div
      id={@id}
      phx-hook="SaladUI"
      data-component="my-component"
      data-part="root"
      data-options={Jason.encode!(%{data: @data})}
    >
      <!-- Your HTML here -->
    </div>
    """
  end
end
Step 2: Create JavaScript Component
import Component from "../core/component";
import SaladUI from "../index";

class MyComponent extends Component {
  constructor(el, hookContext) {
    super(el, { hookContext });
    this.data = JSON.parse(this.el.dataset.options).data;
    this.initialize();
  }

  getComponentConfig() {
    return {
      stateMachine: {
        idle: { transitions: { update: "idle" } }
      }
    };
  }

  initialize() {
    // Initialize your component
    console.log("Data:", this.data);
  }

  handleCommand(command, params) {
    if (command === "update") {
      this.data = params.data;
      this.initialize();
      return true;
    }
    return super.handleCommand(command, params);
  }

  destroy() {
    // Cleanup here
  }
}

SaladUI.register("my-component", MyComponent);
export default MyComponent;
Step 3: Add Import
In lib/salad_ui.ex:
import SaladUI.MyComponent
In assets/js/app.js:
import "./salad_ui/components/my-component";
Step 4: Use Component
<.my_component id="example" data={%{value: 123}} />
Chart Example
Elixir:
defmodule SaladUI.Chart do
  use SaladUI, :component

  attr :id, :string, required: true
  attr :"chart-data", :map, required: true

  def chart(assigns) do
    ~H"""
    <canvas
      id={@id}
      phx-hook="SaladUI"
      data-component="chart"
      data-part="root"
      data-chart-data={Jason.encode!(assigns[:"chart-data"])}
    >
    </canvas>
    """
  end
end
JavaScript:
import Component from "../core/component";
import SaladUI from "../index";
import Chart from "chart.js/auto";

class ChartComponent extends Component {
  constructor(el, hookContext) {
    super(el, { hookContext });
    this.initChart();
  }

  getComponentConfig() {
    return {
      stateMachine: {
        idle: { transitions: { update: "idle" } }
      }
    };
  }

  initChart() {
    const data = JSON.parse(this.el.dataset.chartData);
    this.chart = new Chart(this.el, {
      type: "line",
      data: data
    });
  }

  handleCommand(command, params) {
    if (command === "update") {
      this.chart.data = params.data;
      this.chart.update();
      return true;
    }
  }

  destroy() {
    this.chart?.destroy();
  }
}

SaladUI.register("chart", ChartComponent);
Usage:
<.chart
  id="sales-chart"
  chart-data={%{
    labels: ["Jan", "Feb", "Mar"],
    datasets: [%{
      label: "Sales",
      data: [10, 20, 30]
    }]
  }}
/>
Key Requirements
	phx-hook="SaladUI" - Required
	data-component="name" - Component identifier, match with component name registered with SaladUI
	data-part="root" - On main element
	SaladUI.register() - Register component
	getComponentConfig() - Return state machine config

That's it! Simple components just need these basics.
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    Quick Complex Component Guide

Complex components have multiple parts, states, and interactions. Follow this pattern:
Step 1: Create Elixir Component
defmodule SaladUI.Dialog do
  use SaladUI, :component

  # Main container
  attr :id, :string, required: true
  attr :open, :boolean, default: false
  attr :"on-open", :any, default: nil
  attr :"on-close", :any, default: nil
  slot :inner_block, required: true

  def dialog(assigns) do
    event_map = event_mappings(assigns)

    assigns = assign(assigns, :event_map, json(event_map))

    ~H"""
    <div
      id={@id}
      data-component="dialog"
      data-part="root"
      data-event-mappings={@event_map}
      phx-hook="SaladUI"
    >
      {render_slot(@inner_block)}
    </div>
    """
  end

  # Trigger element
  def dialog_trigger(assigns) do
    ~H"""
    <div data-part="trigger" data-action="open">
      {render_slot(@inner_block)}
    </div>
    """
  end

  # Content element
  def dialog_content(assigns) do
    ~H"""
    <div data-part="content" hidden>
      <div data-part="overlay"></div>
      <div data-part="content-panel">
        {render_slot(@inner_block)}
        <button data-part="close-trigger" data-action="close">×</button>
      </div>
    </div>
    """
  end
end
Step 2: Create JavaScript Component
import Component from "../core/component";
import SaladUI from "../index";
import FocusTrap from "../core/focus-trap";

class DialogComponent extends Component {
  constructor(el, hookContext) {
    super(el, { hookContext });
    this.content = this.getPart("content");
    this.contentPanel = this.getPart("content-panel");
  }

  getComponentConfig() {
    return {
      // State machine
      stateMachine: {
        closed: {
          enter: "onClosedEnter",
          transitions: { open: "open" }
        },
        open: {
          enter: "onOpenEnter",
          transitions: { close: "closed" }
        }
      },

      // Events by state
      events: {
        closed: {
          mouseMap: {
            trigger: { click: "open" }
          }
        },
        open: {
          mouseMap: {
            "close-trigger": { click: "close" },
            overlay: { click: "close" }
          },
          keyMap: {
            Escape: "close"
          }
        }
      },

      // Visibility control
      hiddenConfig: {
        closed: { content: true },
        open: { content: false }
      },

      // Accessibility
      ariaConfig: {
        trigger: {
          all: { haspopup: "dialog" },
          open: { expanded: "true" },
          closed: { expanded: "false" }
        },
        content: {
          all: { role: "dialog" }
        }
      }
    };
  }

  // State handlers
  onOpenEnter() {
    if (!this.focusTrap) {
      this.focusTrap = new FocusTrap(this.contentPanel);
    }
    this.focusTrap.activate();
    this.pushEvent("open");
  }

  onClosedEnter() {
    this.focusTrap?.deactivate();
    this.pushEvent("close");
  }

  beforeDestroy() {
    this.focusTrap?.destroy();
  }
}

SaladUI.register("dialog", DialogComponent);
Step 3: Usage
<.dialog id="my-dialog" on-open={JS.push("dialog_opened")}>
  <.dialog_trigger>
    <.button>Open Dialog</.button>
  </.dialog_trigger>
  <.dialog_content>
    <h2>Dialog Title</h2>
    <p>Dialog content here.</p>
  </.dialog_content>
</.dialog>
Key Complex Component Elements
Multiple Parts
data-part="root"          # Main container
data-part="trigger"       # Opens the component
data-part="content"       # Main content area
data-part="close-trigger" # Closes the component
Actions
data-action="open"   # Triggers open transition
data-action="close"  # Triggers close transition
data-action="toggle" # Toggles between states
State Machine Pattern
stateMachine: {
  state1: {
    enter: "onState1Enter",        // Called when entering state
    exit: "onState1Exit",          // Called when leaving state
    transitions: {
      event: "state2"              // event -> new state
    }
  }
}
Event Handling
events: {
  stateName: {
    mouseMap: {
      partName: { eventType: "action" }
    },
    keyMap: {
      KeyName: "action"
    }
  }
}
Server Communication
# In template
data-event-mappings={json(event_mappings(assigns))}}
// In JavaScript
this.pushEvent("open", { data: value });
Common Complex Patterns
Dropdown/Select
	Parts: trigger, content, item
	States: closed, open
	Features: positioning, keyboard navigation

Tabs
	Parts: list, trigger, content
	States: per tab (active/inactive)
	Features: keyboard navigation, ARIA

Accordion
	Parts: item, trigger, content
	States: collapsed, expanded
	Features: single/multiple open

Modal/Sheet
	Parts: trigger, content, overlay
	States: closed, open
	Features: focus trap, click outside

Complex components follow this pattern but scale up with more parts, states, and interactions.
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    SaladUI Component Configuration Reference

This document defines the configuration structure for SaladUI components returned by getComponentConfig().
Overview
getComponentConfig() {
  return {
    stateMachine: { /* State definitions and transitions */ },
    events: { /* Event handlers by state */ },
    hiddenConfig: { /* Visibility control by state */ },
    ariaConfig: { /* ARIA attributes by part and state */ }
  };
}
State Machine Configuration
Defines component states, transitions, and lifecycle handlers.
Structure
stateMachine: {
  stateName: {
    enter: "handlerMethod" | handlerFunction,    // Called when entering state
    exit: "handlerMethod" | handlerFunction,     // Called when leaving state
    transitions: {
      eventName: "targetState" | transitionFunction
    }
  }
}
Example
stateMachine: {
  closed: {
    enter: "onClosedEnter",
    exit: "onClosedExit",
    transitions: {
      open: "open",
      toggle: "open"
    }
  },
  open: {
    enter: "onOpenEnter",
    transitions: {
      close: "closed",
      toggle: "closed"
    }
  },
  loading: {
    enter: () => console.log("Loading started"),
    transitions: {
      complete: "idle",
      error: "error"
    }
  }
}
State Handler Methods
// Method referenced by string
onOpenEnter(params) {
  console.log("Dialog opened with", params);
  this.pushEvent("open");
}

// Inline function
enter: (params) => {
  this.setupComponent(params);
}
Transition Functions
transitions: {
  // Simple transition
  open: "open",

  // Conditional transition
  toggle: (params) => {
    return this.state === "open" ? "closed" : "open";
  },

  // Complex transition logic
  submit: (params) => {
    if (params.isValid) {
      return "success";
    } else {
      return "error";
    }
  }
}
Events Configuration
Defines event handlers for different states, organized by event type and target part.
Structure
events: {
  stateName: {
    mouseMap: {
      partName: {
        eventType: "action" | handlerFunction
      }
    },
    keyMap: {
      keyName: "action" | handlerFunction
    },
    keyEventTarget: "partName"  // Optional: which part receives key events
  },
  _all: {  // Special state: applies to all states
    // Event handlers that work in any state
  }
}
Mouse Events
events: {
  closed: {
    mouseMap: {
      trigger: {
        click: "open",                    // Trigger transition
        mouseenter: "handleMouseEnter",   // Call method
        mouseleave: (event) => {          // Inline function
          this.clearHover();
        }
      },
      "menu-item": {
        click: "selectItem",
        mouseenter: "highlightItem"
      }
    }
  },
  open: {
    mouseMap: {
      overlay: { click: "close" },
      "close-button": { click: "close" },
      content: {
        click: (event) => event.stopPropagation()
      }
    }
  }
}
Keyboard Events
events: {
  open: {
    keyEventTarget: "content",  // Keys are listened on content part
    keyMap: {
      Escape: "close",
      Enter: "confirm",
      ArrowDown: () => this.navigateNext(),
      ArrowUp: () => this.navigatePrev(),
      " ": "toggle",
      Tab: (event) => {
        // Custom tab handling
        this.handleTabNavigation(event);
      }
    }
  },
  _all: {
    keyMap: {
      "?": () => this.showHelp()  // Help works in any state
    }
  }
}
Key Names
Any valid event.key value can be used:
keyMap: {
  "a": "actionA",
  "Enter": "confirm",
  "Escape": "cancel",
  "ArrowDown": "next",
  " ": "toggle",           // Space key
  "F1": "help",
  "Delete": "remove",
  "Backspace": "back",
  "Meta": "showMenu",      // Cmd/Windows key
  "Control": "multiSelect"
}
Mouse Events
Any valid DOM mouse event can be used:
mouseMap: {
  partName: {
    "click": "action",
    "dblclick": "doubleClick",
    "mousedown": "startDrag",
    "mouseup": "endDrag",
    "mouseenter": "hover",
    "mouseleave": "unhover",
    "mouseover": "over",
    "mouseout": "out",
    "contextmenu": "showContext",
    "focus": "focused",
    "blur": "blurred",
    "focusin": "focusIn",
    "focusout": "focusOut"
  }
}
Hidden Configuration
Controls part visibility based on component state.
Structure
hiddenConfig: {
  stateName: {
    partName: boolean  // true = hidden, false = visible
  }
}
Example
hiddenConfig: {
  closed: {
    content: true,        // Hide content when closed
    overlay: true,
    "loading-spinner": true
  },
  open: {
    content: false,       // Show content when open
    overlay: false,
    "close-button": false
  },
  loading: {
    content: true,
    "loading-spinner": false,  // Show spinner when loading
    "error-message": true
  },
  error: {
    content: true,
    "loading-spinner": true,
    "error-message": false     // Show error when in error state
  }
}
How It Works
When component transitions to a state:
	Gets visibility rules for that state
	For each part in the rules:	Sets element.hidden = true if rule is true
	Sets element.hidden = false if rule is false


	Parts not mentioned in rules keep their current visibility

ARIA Configuration
Sets accessibility attributes on parts based on state.
Structure
ariaConfig: {
  partName: {
    all: { attribute: "value" },        // Always applied
    stateName: { attribute: "value" }   // Applied in specific state
  }
}
Basic Example
ariaConfig: {
  trigger: {
    all: { role: "button", haspopup: "dialog" },
    open: { expanded: "true" },
    closed: { expanded: "false" }
  },
  content: {
    all: { role: "dialog" },
    open: { hidden: "false" },
    closed: { hidden: "true" }
  }
}
Attribute Mapping
// Config -> HTML
role: "button"           // -> role="button"
expanded: "true"         // -> aria-expanded="true"
hidden: "true"           // -> aria-hidden="true"
labelledby: "title-id"   // -> aria-labelledby="title-id"
Dynamic Values
ariaConfig: {
  slider: {
    all: {
      role: "slider",
      valuemin: () => this.min.toString(),
      valuenow: () => this.value.toString()
    }
  }
}
Common Patterns
// Dialog
ariaConfig: {
  trigger: {
    all: { haspopup: "dialog" },
    open: { expanded: "true" },
    closed: { expanded: "false" }
  },
  content: {
    all: { role: "dialog" }
  }
}

// Menu
ariaConfig: {
  trigger: {
    all: { haspopup: "menu" },
    open: { expanded: "true" }
  },
  content: { all: { role: "menu" } },
  item: { all: { role: "menuitem" } }
}

// Tabs
ariaConfig: {
  list: { all: { role: "tablist" } },
  trigger: {
    all: { role: "tab" },
    active: { selected: "true" }
  },
  content: { all: { role: "tabpanel" } }
}
Complete Example
getComponentConfig() {
  return {
    stateMachine: {
      closed: {
        enter: "onClosedEnter",
        transitions: {
          open: "open",
          toggle: "open"
        }
      },
      open: {
        enter: "onOpenEnter",
        transitions: {
          close: "closed",
          toggle: "closed",
          select: "closed"
        }
      }
    },

    events: {
      closed: {
        mouseMap: {
          trigger: { click: "open" }
        },
        keyMap: {
          Enter: "open",
          " ": "open",
          ArrowDown: "open"
        }
      },
      open: {
        keyEventTarget: "content",
        mouseMap: {
          overlay: { click: "close" },
          item: { click: "selectItem" }
        },
        keyMap: {
          Escape: "close",
          ArrowDown: () => this.navigateNext(),
          ArrowUp: () => this.navigatePrev()
        }
      }
    },

    hiddenConfig: {
      closed: {
        content: true,
        overlay: true
      },
      open: {
        content: false,
        overlay: false
      }
    },

    ariaConfig: {
      trigger: {
        all: { haspopup: "listbox" },
        open: { expanded: "true" },
        closed: { expanded: "false" }
      },
      content: {
        all: { role: "listbox" }
      },
      item: {
        all: { role: "option" },
        selected: { selected: "true" },
        unselected: { selected: "false" }
      }
    }
  };
}
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    SaladUI Communication Guide

This document explains how communication works between different parts of the SaladUI system: client-to-server, server-to-client, and client-to-client.
Overview
SaladUI uses a hybrid architecture with multiple communication channels:
	Client → Server: JavaScript components send events to LiveView
	Server → Client: LiveView sends commands to JavaScript components
	Client → Client: JavaScript components communicate directly with each other

Client → Server Communication
JavaScript components send events to the Phoenix LiveView server.
1. Event Mapping Configuration
In your Elixir component, collect assigned on-* handlers. Attribute name suffixes are client event names:
defmodule SaladUI.Dialog do
  def dialog(assigns) do
    event_map = event_mappings(assigns)

    assigns = assign(assigns, :event_map, json(event_map))

    ~H"""
    <div
      data-component="dialog"
      data-event-mappings={@event_map}
      phx-hook="SaladUI"
    >
      <!-- component content -->
    </div>
    """
  end
end
2. Sending Events from JavaScript
In your JavaScript component, use pushEvent() to send data to the server:
class DialogComponent extends Component {
  onOpenEnter() {
    // Send simple event
    this.pushEvent("open");

    // Send event with data
    this.pushEvent("open", {
      dialogId: this.el.id,
      timestamp: Date.now()
    });
  }

  selectItem(item) {
    // Send structured data
    this.pushEvent("select", {
      value: item.value,
      label: item.textContent,
      index: this.items.indexOf(item)
    });
  }
}
3. Handling Events in LiveView
Handle the events in your LiveView module:
defmodule MyAppWeb.PageLive do
  use MyAppWeb, :live_view

  # Event handler matching the event mapping
  def handle_event("dialog_opened", params, socket) do
    %{"dialogId" => dialog_id, "timestamp" => timestamp} = params

    IO.puts("Dialog #{dialog_id} opened at #{timestamp}")
    {:noreply, socket}
  end

  def handle_event("item_selected", params, socket) do
    %{"value" => value, "label" => label} = params

    socket =
      socket
      |> assign(:selected_item, value)
      |> put_flash(:info, "Selected: #{label}")

    {:noreply, socket}
  end
end
4. Using Phoenix.LiveView.JS
For simple interactions, use JS commands directly in templates:
<.dialog on-open={JS.push("dialog_opened")} on-close={JS.push("dialog_closed")}>
  <.dialog_trigger>
    <.button>Open Dialog</.button>
  </.dialog_trigger>
  <.dialog_content>
    <.button phx-click={JS.push("action_clicked", value: %{action: "save"})}>
      Save
    </.button>
  </.dialog_content>
</.dialog>
Server → Client Communication
The server sends commands to JavaScript components to control their behavior.
1. Using SaladUI.LiveView.send_command/4
Send commands from LiveView to specific components:
defmodule MyAppWeb.PageLive do
  def handle_event("open_dialog", _params, socket) do
    # Send command to component
    socket = SaladUI.LiveView.send_command(socket, "user-dialog", "open")
    {:noreply, socket}
  end

  def handle_event("update_chart", _params, socket) do
    new_data = get_chart_data()

    # Send command with parameters
    socket = SaladUI.LiveView.send_command(socket, "sales-chart", "update", %{
      data: new_data,
      options: %{animation: true}
    })

    {:noreply, socket}
  end

  def handle_event("close_all_dialogs", _params, socket) do
    # Send commands to multiple components
    socket =
      socket
      |> SaladUI.LiveView.send_command("dialog-1", "close")
      |> SaladUI.LiveView.send_command("dialog-2", "close")
      |> SaladUI.LiveView.send_command("dialog-3", "close")

    {:noreply, socket}
  end
end
2. Handling Commands in JavaScript
Components handle commands in the handleCommand() method:
class ChartComponent extends Component {
  handleCommand(command, params) {
    switch (command) {
      case "update":
        this.updateChart(params.data, params.options);
        return true;

      case "reset":
        this.resetChart();
        return true;

      case "highlight":
        this.highlightDataPoint(params.index);
        return true;

      default:
        return super.handleCommand(command, params);
    }
  }

  updateChart(data, options = {}) {
    this.chart.data = data;
    if (options.animation) {
      this.chart.update('active');
    } else {
      this.chart.update('none');
    }
  }
}
Client → Client Communication
Components can communicate directly with each other using JavaScript commands without server involvement.
Using SaladUI.JS.dispatch_command/3
Send commands directly between components using JavaScript actions in templates:
<!-- Button that opens a dialog -->
<.button phx-click={SaladUI.JS.dispatch_command("open", to: "#user-dialog")}>
  Open Dialog
</.button>

<!-- Button that updates a chart -->
<.button phx-click={SaladUI.JS.dispatch_command("update",
  to: "#sales-chart",
  detail: %{data: @new_chart_data})}>
  Refresh Chart
</.button>

<!-- Toggle multiple components -->
<.button phx-click={
  %JS{}
  |> SaladUI.JS.dispatch_command("toggle", to: "#sidebar")
  |> SaladUI.JS.dispatch_command("close", to: "#dropdown")
}>
  Toggle Layout
</.button>
How Client-to-Client Works
When you use SaladUI.JS.dispatch_command/3, here's what happens:
	JavaScript Generation: The function generates JavaScript that dispatches a custom DOM event
	Event Dispatch: The browser fires a salad_ui:command event with the command details
	Component Reception: The target component automatically receives and processes the command
	No Server Round-trip: Everything happens in the browser without contacting the server

Under the Hood
// What SaladUI.JS.dispatch_command generates
document.dispatchEvent(new CustomEvent('salad_ui:command', {
  detail: {
    command: 'open',
    params: { data: newData },
    target: 'user-dialog'
  }
}));

// Components automatically listen for this event from both client and server
class Component {
  setupEvents() {
    document.addEventListener('salad_ui:command', (event) => {
      const { command, params, target } = event.detail;

      if (target === this.el.id) {
        this.handleCommand(command, params);
      }
    });
  }
}
Command Parameters
You can pass data between components using the detail parameter:
<!-- Pass simple data -->
<.button phx-click={SaladUI.JS.dispatch_command("highlight",
  to: "#data-table",
  detail: %{row_id: @selected_row})}>
  Highlight Row
</.button>

<!-- Pass complex data -->
<.button phx-click={SaladUI.JS.dispatch_command("filter",
  to: "#product-list",
  detail: %{
    filters: %{
      category: @category,
      price_range: %{min: @min_price, max: @max_price},
      in_stock: true
    }
  })}>
  Apply Filters
</.button>
Chaining Commands
Execute multiple commands in sequence:
<.button phx-click={
  %JS{}
  |> SaladUI.JS.dispatch_command("close", to: "#main-dialog")
  |> SaladUI.JS.dispatch_command("open", to: "#confirmation-dialog")
  |> SaladUI.JS.dispatch_command("focus", to: "#cancel-button")
}>
  Show Confirmation
</.button>
Handling Commands in Components
Components receive commands through their handleCommand method the same way it handle server command:
class DataTableComponent extends Component {
  handleCommand(command, params) {
    switch (command) {
      case "highlight":
        this.highlightRow(params.row_id);
        return true;

      case "filter":
        this.applyFilters(params.filters);
        return true;

      case "reset":
        this.clearFilters();
        this.clearHighlight();
        return true;

      default:
        return super.handleCommand(command, params);
    }
  }

  highlightRow(rowId) {
    // Remove previous highlights
    this.el.querySelectorAll('.highlighted').forEach(row => {
      row.classList.remove('highlighted');
    });

    // Highlight specific row
    const targetRow = this.el.querySelector(`[data-row-id="${rowId}"]`);
    if (targetRow) {
      targetRow.classList.add('highlighted');
    }
  }

  applyFilters(filters) {
    this.currentFilters = filters;
    this.filterRows();
    this.updateUI();
  }
}
Communication Patterns Summary
When to Use Each Pattern
Client → Server:
	User actions that need server processing
	Form submissions and validation
	Data persistence
	Navigation changes
	Real-time updates to other users

Server → Client:
	Update component state based on server events
	Show/hide components based on permissions
	Update data displays after server processing
	Coordinate multiple components from server logic

Client → Client:
	Immediate UI feedback without server round-trip
	Filter/search interactions
	Component coordination and synchronization
	Local state management
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    JavaScript Documentation Index

Complete guide to SaladUI's JavaScript component system documentation.
Quick Start
New to SaladUI JavaScript components? Start here:
	Architecture Overview - Understand the big picture
	Simple Component Guide - Build your first component
	Complex Component Guide - Add interactivity
	Component Patterns - Learn best practices

Documentation Structure
Core Concepts
JavaScript Architecture Overview
Comprehensive overview of the JavaScript architecture and how it integrates with Phoenix LiveView.
Topics:
	Architecture overview and diagrams
	Core system components (Component, StateMachine, Registry, Hook)
	Data flow patterns (server-to-client, client-to-server, client-to-client)
	Component lifecycle (initialization, updates, destruction)
	Integration with Phoenix LiveView
	Best practices and advanced topics

Read this if:
	You're new to SaladUI's JavaScript architecture
	You want to understand how components work under the hood
	You need to debug component behavior
	You're designing new components

Component Lifecycle
The authoritative reference for Component's mount → transition → update →
destroy lifecycle, and the extension-hook contract subclasses must follow.
Topics:
	Mount phase (construction, setupEvents(), afterMount())
	Runtime state transitions (pointer to State Machine Flow)
	Update flow (LiveView patch destroys and recreates the instance)
	Destroy flow (beforeDestroy(), removeAllEvents(), teardownComponentEvents())
	Extension hook reference table
	Rules — and the real bug each one prevents
	Worked DialogComponent example
	Common pitfalls (a leaked document listener, explained end-to-end)

Read this if:
	You're overriding setupComponentEvents(), afterMount(), or beforeDestroy()
	You're adding a listener or utility (monitor, trap, observer) that outlives a single event
	You're debugging a listener/memory leak
	You want to know exactly when a given hook runs and what's safe to assume at that point

State Machine Flow
Visual diagrams showing state transition execution flow with and without animations.
Topics:
	Transition flow without animation
	Transition flow with animation
	Timing of visibility updates

Read this if:
	You need to understand transition timing
	You're implementing animations
	You're debugging state transition issues

Implementation Guides
Simple Component Guide
Quick guide for creating simple, non-interactive components.
Topics:
	4-step component creation process
	Elixir component setup
	JavaScript component basics
	Chart component example
	Key requirements checklist

Read this if:
	You're creating a new simple component
	You need a quick reference
	You're wrapping a third-party library (Chart.js example)

Complex Component Guide
Guide for creating complex components with multiple parts, states, and interactions.
Topics:
	Multi-part component structure
	State machine patterns
	Event handling (mouse, keyboard)
	Visibility control
	ARIA configuration
	Common complex patterns (dialogs, dropdowns, tabs, accordions)

Read this if:
	You're building an interactive component
	You need multiple states and transitions
	You need keyboard navigation
	You need accessibility features

Component Configuration Guide
Complete reference for the configuration object returned by getComponentConfig().
Topics:
	State machine configuration structure
	Events configuration (mouseMap, keyMap)
	Hidden configuration for visibility control
	ARIA configuration for accessibility
	Complete examples

Read this if:
	You need detailed config reference
	You're defining state machines
	You're setting up event handlers
	You're configuring ARIA attributes

Best Practices
Component Patterns
Collection of common patterns, best practices, and solutions for building components.
Topics:
	Component structure patterns
	State management patterns (binary, multi-state, conditional)
	Event handling patterns (mouse, keyboard, debouncing)
	Accessibility patterns (dialog, menu, select, tabs)
	Integration patterns (commands, events, options)
	Common component types (toggle, overlay, collection)

Read this if:
	You're looking for proven solutions
	You need patterns for specific scenarios
	You want to improve component quality
	You're implementing accessibility features

Communication
Component Communications Guide
Explains how communication works between different parts of the system.
Topics:
	Client → Server communication (events)
	Server → Client communication (commands)
	Client → Client communication (direct commands)
	Event mapping configuration
	Phoenix.LiveView.JS usage
	When to use each pattern

Read this if:
	You need to send data to the server
	You need to control components from LiveView
	You need component-to-component communication
	You're confused about communication patterns

Reference
Component Reference
Quick reference for all JavaScript components and their APIs.
Topics:
	Core classes (Component, StateMachine, Registry, Hook)
	All interactive components with:	States
	Options
	Events
	Parts
	Keyboard shortcuts
	ARIA roles
	Special features


	Utility classes (FocusTrap, ClickOutsideMonitor)
	Common patterns and code snippets
	Testing and debugging
	Performance tips

Read this if:
	You need a quick API reference
	You're looking for specific component details
	You need keyboard shortcut reference
	You need debugging tips

Learning Paths
Path 1: Beginner (Creating Your First Component)
	Read: Architecture Overview - Sections: "Architecture Overview" and "Core System Components"
	Read: Simple Component Guide
	Build: Create a simple display component (chart, badge, avatar)
	Read: Component Communications Guide
	Practice: Add server communication to your component

Path 2: Intermediate (Building Interactive Components)
	Read: Architecture Overview - Complete
	Read: Complex Component Guide
	Read: Component Configuration Guide
	Build: Create a toggle, dropdown, or accordion
	Read: Component Patterns - State and Event sections
	Practice: Add keyboard navigation and ARIA

Path 3: Advanced (Mastering Component Development)
	Read: Component Patterns - Complete
	Study: Existing component implementations in assets/salad_ui/components/
	Read: State Machine Flow
	Build: Complex component with animations (dialog, sheet, popover)
	Read: Component Reference - Testing and Performance sections
	Practice: Optimize and test your components

Path 4: Debugging and Troubleshooting
	Read: Component Lifecycle - Complete
	Read: Component Reference - "Testing" and "Common Pitfalls" sections
	Review: Component Communications Guide
	Check: Component Configuration Guide for config issues

Common Questions
How do I...?
Create a new component?
→ See Simple Component Guide or Complex Component Guide
Send data to the server?
→ See Component Communications Guide - "Client → Server Communication"
Control a component from LiveView?
→ See Component Communications Guide - "Server → Client Communication"
Add keyboard navigation?
→ See Component Patterns - "Keyboard Navigation Pattern"
Make my component accessible?
→ See Component Patterns - "Accessibility Patterns"
Handle state transitions?
→ See Component Configuration Guide - "State Machine Configuration"
Debug component issues?
→ See Component Reference - "Testing Components"
Clean up resources?
→ See Component Patterns - "Component with External Dependencies"
Add animations?
→ See Architecture Overview - "Animation Integration"
Handle multiple instances?
→ See Architecture Overview - "Multi-Instance Components"
Code Examples
Minimal Component
import Component from "../core/component";
import SaladUI from "../index";

class MinimalComponent extends Component {
  getComponentConfig() {
    return {
      stateMachine: {
        idle: { transitions: {} }
      }
    };
  }
}

SaladUI.register("minimal", MinimalComponent);
Toggle Component
class ToggleComponent extends Component {
  constructor(el, hookContext) {
    super(el, { hookContext, initialState: "off" });
  }

  getComponentConfig() {
    return {
      stateMachine: {
        off: {
          enter: "onOffEnter",
          transitions: { toggle: "on" }
        },
        on: {
          enter: "onOnEnter",
          transitions: { toggle: "off" }
        }
      },
      events: {
        _all: {
          mouseMap: {
            root: { click: "toggle" }
          },
          keyMap: {
            " ": "toggle"
          }
        }
      },
      ariaConfig: {
        root: {
          all: { role: "switch" },
          on: { checked: "true" },
          off: { checked: "false" }
        }
      }
    };
  }

  onOnEnter() {
    this.pushEvent("toggled", { value: true });
  }

  onOffEnter() {
    this.pushEvent("toggled", { value: false });
  }
}
Dialog Component
import FocusTrap from "../core/focus-trap";

class DialogComponent extends Component {
  constructor(el, hookContext) {
    super(el, { hookContext, initialState: "closed" });
    this.contentPanel = this.getPart("content-panel");
    this.config.preventDefaultKeys = ["Escape"];
  }

  getComponentConfig() {
    return {
      stateMachine: {
        closed: {
          enter: "onClosedEnter",
          transitions: { open: "open" }
        },
        open: {
          enter: "onOpenEnter",
          transitions: { close: "closed" }
        }
      },
      events: {
        closed: {
          mouseMap: {
            trigger: { click: "open" }
          }
        },
        open: {
          keyMap: { Escape: "close" }
        }
      },
      hiddenConfig: {
        closed: { content: true },
        open: { content: false }
      },
      ariaConfig: {
        trigger: {
          all: { haspopup: "dialog" },
          open: { expanded: "true" },
          closed: { expanded: "false" }
        },
        content: {
          all: { role: "dialog", modal: "true" }
        }
      }
    };
  }

  onOpenEnter() {
    if (!this.focusTrap) {
      this.focusTrap = new FocusTrap(this.contentPanel);
    }
    this.focusTrap.activate();
    this.pushEvent("open");
  }

  onClosedEnter() {
    this.focusTrap?.deactivate();
    this.pushEvent("close");
  }

  beforeDestroy() {
    this.focusTrap?.destroy();
  }
}
File Locations
assets/salad_ui/
├── index.js                           # Main export
├── core/                              # See core/README.md for the full file-by-file breakdown
│   ├── README.md                      # Core module overview
│   ├── component.js                   # Base Component class
│   ├── state-machine.js               # State machine
│   ├── hook.js                        # LiveView hook
│   ├── factory.js                     # Registry & factory
│   ├── utils.js                       # Animation/class/DOM utilities
│   ├── collection.js                  # Selectable/focusable item collection
│   ├── focus-trap.js                  # Focus trap utility
│   ├── click-outside.js               # Click outside monitor
│   ├── portal.js                      # DOM re-parenting utility
│   ├── positioner.js                  # Floating-element position math
│   ├── positioned-element.js          # Popover/select/tooltip positioning
│   └── scroll-manager.js              # Scroll/resize repositioning
└── components/
    ├── accordion.js
    ├── chart.js
    ├── collapsible.js
    ├── command.js
    ├── dialog.js
    ├── dropdown_menu.js
    ├── hover-card.js
    ├── menu.js
    ├── popover.js
    ├── radio_group.js
    ├── select.js
    ├── slider.js
    ├── switch.js
    ├── tabs.js
    └── tooltip.js

docs/
├── js_documentation_index.md          # This file
├── js_architecture_overview.md        # Architecture guide
├── component_lifecycle.md             # Component lifecycle reference
├── js_component_patterns.md           # Patterns & best practices
├── js_component_reference.md          # API reference
├── js_state_transition_flow.md        # State transition diagrams
├── implement_simple_component.md      # Simple component guide
├── complex_component_guide.md         # Complex component guide
├── component_config_guide.md          # Config reference
└── component_communications_explain.md # Communication guide
Contributing
When adding new components or patterns, please:
	Add component to Component Reference
	Document new patterns in Component Patterns
	Add examples to relevant guides
	Update this index if adding new documentation files

Getting Help
	Search this documentation for your specific question
	Review component implementations in assets/salad_ui/components/
	Check the Common Pitfalls section
	Use the storybook app to test components: cd storybook && mix phx.server
	Open an issue on GitHub with your question

Related Documentation
	CLAUDE.md - Overview for AI assistants
	README.md - Project overview and installation
	Elixir Component Docs - Server-side component documentation
	Phoenix LiveView Hooks Documentation


Last Updated: November 2024
Version: 1.0.0-beta.3
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    JavaScript Architecture Overview

This document provides a comprehensive overview of SaladUI's JavaScript architecture and how it integrates with Phoenix LiveView.
Table of Contents
	Architecture Overview
	Core System Components
	Data Flow
	Component Lifecycle
	Integration with Phoenix LiveView

Architecture Overview
SaladUI uses a hybrid client-server architecture that combines:
	Phoenix Function Components (Elixir) for server-side rendering
	JavaScript State Machines for client-side behavior
	LiveView Hooks for seamless bidirectional communication
	Component Registry System for dynamic component instantiation

┌─────────────────────────────────────────────────────────────┐
│                     Phoenix LiveView                         │
│  ┌──────────────┐         ┌──────────────┐                 │
│  │   Elixir     │◄───────►│  SaladUIHook │                 │
│  │  Component   │         │  (LiveView)  │                 │
│  └──────────────┘         └──────────────┘                 │
└──────────────────────────────┬──────────────────────────────┘
                               │ phx-hook="SaladUI"
                               │ data-component="dialog"
                               ▼
┌─────────────────────────────────────────────────────────────┐
│              JavaScript Component System                     │
│  ┌──────────────┐    ┌──────────────┐   ┌──────────────┐  │
│  │   Registry   │───►│   Factory    │──►│  Component   │  │
│  │   (Map)      │    │   .create()  │   │   Instance   │  │
│  └──────────────┘    └──────────────┘   └──────────────┘  │
│                                              │              │
│                            ┌─────────────────┴─────────┐    │
│                            ▼                           ▼    │
│                    ┌──────────────┐           ┌──────────┐ │
│                    │StateMachine  │           │   ARIA   │ │
│                    │   (States &  │           │ Manager  │ │
│                    │ Transitions) │           │          │ │
│                    └──────────────┘           └──────────┘ │
└─────────────────────────────────────────────────────────────┘
Core System Components
1. Component Base Class (core/component.js)
The foundation of all interactive components. Provides:
	State Management: Integration with state machine for component behavior
	Event Handling: Automatic setup of mouse and keyboard events based on configuration
	ARIA Management: Automatic accessibility attribute handling
	Part Management: Query and manage component sub-elements via data-part attributes
	Lifecycle Hooks: setupComponentEvents()/teardownComponentEvents() (paired listener setup/teardown), afterMount() (post-mount, listeners live), beforeDestroy() (pre-teardown cleanup) — see the Component Lifecycle doc for the full contract
	Server Communication: pushEvent() for sending events to LiveView

Key Properties:
this.el              // Root DOM element
this.hook            // LiveView hook context
this.stateMachine    // State machine instance
this.options         // Parsed from data-options attribute
this.allParts        // All queryable parts within component
this.ariaManager     // ARIA attribute manager
Key Methods:
getComponentConfig()          // Override to define component behavior (must return a fresh object each call)
transition(event, params)     // Trigger state transitions
getPart(name)                 // Get single part by name
getAllParts(name)             // Get all parts with name
pushEvent(event, data)        // Send event to server
setupComponentEvents()        // Override: one-time listener setup, called once by setupEvents()
teardownComponentEvents()     // Override: undo setupComponentEvents(), called from removeAllEvents()
afterMount()                  // Override: runs once, right after setupEvents()
beforeDestroy()               // Override: cleanup before listeners are removed
destroy()                     // Cleanup and remove listeners
2. StateMachine (core/state-machine.js)
Manages component states and transitions with support for:
	State Definitions: Each state with enter/exit handlers
	Transition Logic: Event → Next State mappings
	Conditional Transitions: Function-based next state determination
	Animation Support: Returns promises for async transitions
	Lifecycle Callbacks: onStateChanged hook for side effects

Structure:
{
  stateName: {
    enter: handlerFunction,     // Called when entering state
    exit: handlerFunction,      // Called when leaving state
    transitions: {
      eventName: nextState      // or function returning next state
    }
  }
}
Flow:
Event Triggered
    ↓
Determine Next State (from transitions map)
    ↓
Execute Exit Handler (current state)
    ↓
Update State (prevState → nextState)
    ↓
Call onStateChanged Hook (with animation support)
    ↓
Execute Enter Handler (new state)
    ↓
Update UI & Visibility
3. Component Registry & Factory (core/factory.js)
Provides centralized component registration and instantiation:
Registry:
registry.register(type, ComponentClass)  // Register component type
registry.create(type, el, hook)          // Create instance
Usage Pattern:
// Register (in component file)
import SaladUI from "../index";
import Component from "../core/component";

class MyComponent extends Component {
  // ...
}

SaladUI.register("my-component", MyComponent);
// Instantiate (automatic via hook)
// When LiveView mounts element with:
//   phx-hook="SaladUI"
//   data-component="my-component"
4. SaladUIHook (core/hook.js)
Phoenix LiveView hook that bridges server and client:
Responsibilities:
	Mount component instances when elements are added to DOM
	Setup server event listeners for commands
	Reinitialize components on LiveView updates
	Cleanup components on element destruction

Lifecycle:
mounted()    → initComponent() + setupServerEvents()
updated()    → destroy() + initComponent()
destroyed()  → destroy()
Command Handling:
// Receives "saladui:command" events from server
this.handleEvent("saladui:command", ({command, params, target}) => {
  if (target === this.el.id) {
    this.component.handleCommand(command, params);
  }
});
5. AriaManager (in core/component.js)
Automatic ARIA attribute management:
	Applies role attributes directly
	Prefixes other attributes with aria-
	Supports dynamic values via functions
	Updates attributes on state changes
	Handles multiple parts with same name

Example:
ariaConfig: {
  trigger: {
    all: { role: "button", haspopup: "dialog" },
    open: { expanded: "true" },
    closed: { expanded: "false" }
  }
}

// Results in:
// <div data-part="trigger"
//      role="button"
//      aria-haspopup="dialog"
//      aria-expanded="true">  <!-- when state is "open" -->
Data Flow
1. Server to Client (Commands)
LiveView
    ↓ SaladUI.LiveView.send_command(socket, "dialog-id", "open")
Phoenix push_event("saladui:command", {command, target, params})
    ↓
SaladUIHook.handleEvent("saladui:command")
    ↓
Component.handleCommand(command, params)
    ↓
Component.transition(command, params)
    ↓
StateMachine executes transition
    ↓
UI Updates (visibility, ARIA, data-state)
2. Client to Server (Events)
User Interaction (click, keypress, etc.)
    ↓
Event Handler (mouseMap or keyMap)
    ↓
Component.transition(event, params)
    ↓
State Machine transition
    ↓
State Enter Handler calls pushEvent("open")
    ↓
Component.pushEvent() checks eventMappings
    ↓
hook.pushEventTo(el, eventHandler, payload)
    ↓
LiveView handle_event("dialog_opened", params, socket)
3. Client to Client (Direct Commands)
User clicks button with phx-click={SaladUI.JS.dispatch_command(...)}
    ↓
JavaScript dispatches "salad_ui:command" DOM event
    ↓
Component.onClientCommand() receives event
    ↓
Component.handleCommand(command, params)
    ↓
Component.transition(command, params)
    ↓
UI Updates (no server round-trip)
Component Lifecycle
Full reference: Component Lifecycle covers
every phase in detail, the extension-hook contract (setupComponentEvents/
teardownComponentEvents/afterMount/beforeDestroy), the rules behind
that contract, and a worked DialogComponent example. Summary below.

Initialization Flow
1. LiveView mounts element with phx-hook="SaladUI"
2. SaladUIHook.mounted() called
3. registry.create(componentType, el, hookContext):
   a. new ComponentClass(el, hookContext) — Component constructor:
      - parseOptions() from data-options
      - initEventMappings() from data-event-mappings (binds
        onClientCommand/handleActionClick once, for the instance's lifetime)
      - initConfig() calls getComponentConfig()
      - initStateMachine() creates state machine
      - queryParts() finds all data-part elements
      - updateUI() sets initial ARIA and data-state
      - updatePartsVisibility() shows/hides parts
      // then the subclass's own constructor body runs (cache parts, etc.)
      // no DOM listeners exist yet
   b. instance.setupEvents() — called once, by the factory:
      - Add data-action click handler
      - Add salad_ui:command listener
      - Setup mouse event handlers from mouseMap
      - Setup keyboard handlers from keyMap
      - Call setupComponentEvents() hook
   c. instance.afterMount() — called once, right after setupEvents():
      - No-op by default; override for logic needing both the subclass's
        own fields and live listeners (e.g. an initial state transition)
Subclasses must not call setupEvents() themselves — see
Component Lifecycle → Rules for why.
Update Flow (LiveView Patch)
1. LiveView patches DOM
2. SaladUIHook.updated() called
3. component.destroy() (full destroy phase, see below)
4. Reinitialize component (full initialization flow again, on a new instance)
Every patch to a component's root element destroys and fully recreates the
component instance — it does not diff/preserve the old one.
Destruction Flow
1. Element removed from DOM (or hook.updated() about to recreate it)
2. SaladUIHook.destroyed() called
3. component.destroy():
   a. beforeDestroy() hook — cleanup needing el/parts/hook still valid
      (e.g. FocusTrap)
   b. removeAllEvents():
      - Remove mouse event listeners
      - Remove keyboard event listeners
      - Remove command listener
      - teardownComponentEvents() hook — undo setupComponentEvents()
   c. Clear all references for garbage collection
State Transition Flow
1. transition(event, params) called
2. StateMachine.transition(event, params):
   - Look up transition in current state config
   - Determine next state (string or function result)
   - Execute current state's exit handler
   - Update state (prevState → nextState)
   - Call onStateChanged callback
3. Component.onStateChanged(prevState, nextState):
   - Check for animation config
   - Update UI (data-state, ARIA)
   - If animation: animate then updatePartsVisibility()
   - If no animation: updatePartsVisibility() immediately
4. Execute new state's enter handler
5. Component is now in new state
See State Machine Flow for the diagrammed
version of this sequence, with and without animation.
Integration with Phoenix LiveView
Component Registration Pattern
Elixir Side:
defmodule SaladUI.Dialog do
  use SaladUI, :component

  def dialog(assigns) do
    ~H"""
    <div
      id={@id}
      phx-hook="SaladUI"
      data-component="dialog"
      data-part="root"
      data-options={json(%{closeOnOutsideClick: true})}
      data-event-mappings={json(%{open: "dialog_opened"})}
    >
      {render_slot(@inner_block)}
    </div>
    """
  end
end
JavaScript Side:
// assets/salad_ui/components/dialog.js
import Component from "../core/component";
import SaladUI from "../index";

class DialogComponent extends Component {
  constructor(el, hookContext) {
    super(el, { hookContext, initialState: "closed" });
  }

  getComponentConfig() {
    return {
      stateMachine: { /* ... */ },
      events: { /* ... */ },
      hiddenConfig: { /* ... */ },
      ariaConfig: { /* ... */ }
    };
  }
}

SaladUI.register("dialog", DialogComponent);
export default DialogComponent;
LiveView Integration Points
	Mount: phx-hook="SaladUI" triggers SaladUIHook.mounted()
	Commands: SaladUI.LiveView.send_command() → saladui:command event
	Events: Component.pushEvent() → hook.pushEventTo() → handle_event()
	Updates: LiveView patches DOM → SaladUIHook.updated() → reinitialize
	Cleanup: Element removed → SaladUIHook.destroyed() → cleanup

Communication Patterns
Pattern 1: User Action → Server
<.dialog on-open={JS.push("dialog_opened")} on-close={JS.push("dialog_closed")}>
Component pushes events when state changes.
Pattern 2: Server → Component Control
def handle_event("open_dialog", _, socket) do
  socket = SaladUI.LiveView.send_command(socket, "my-dialog", "open")
  {:noreply, socket}
end
Pattern 3: Client → Client Direct
<.button phx-click={SaladUI.JS.dispatch_command("open", to: "#my-dialog")}>
  Open
</.button>
Data Attributes
Components use specific data attributes for configuration and behavior:
	Attribute	Purpose	Example
	phx-hook="SaladUI"	Attach LiveView hook	Required on root
	data-component="type"	Component type for registry	"dialog", "select"
	data-part="name"	Sub-element identifier	"trigger", "content"
	data-action="event"	Click triggers transition	"open", "close"
	data-state="current"	Current component state	Auto-updated
	data-options="{...}"	JSON configuration	Options object
	data-event-mappings="{...}"	Event → Server mapping	Event handlers

Best Practices
Component Development
	Always extend Component base class for consistency
	Define getComponentConfig() with complete state machine, events, and ARIA
	Use data-part for all interactive sub-elements
	Provide keyboard navigation via keyMap
	Include ARIA configuration for accessibility
	Pair setup with teardown: anything created in setupComponentEvents() must be undone in teardownComponentEvents(); use beforeDestroy() for cleanup that doesn't originate there (see Component Lifecycle)
	Use pushEvent() for server communication
	Return true from handleCommand() if command was handled

State Machine Design
	Start with clear state definitions (closed/open, idle/loading/error, etc.)
	Define all possible transitions for each state
	Use enter handlers for setup (focus trap, monitors)
	Use exit handlers for teardown (deactivate, cleanup)
	Keep state logic separate from UI updates
	Use params to pass data through transitions

Event Handling
	Use mouseMap for mouse/touch events per state
	Use keyMap for keyboard shortcuts per state
	Use data-action for simple click transitions
	Specify keyEventTarget if keys should target specific part
	Use _all state for events that work in any state
	Return false from executeHandler to prevent default

Performance
	Query parts once in constructor, cache references
	Use setupComponentEvents() for custom event setup
	Remove those listeners in the matching teardownComponentEvents() to prevent leaks
	Avoid re-querying DOM in event handlers
	Use event delegation where appropriate
	Minimize state machine complexity for simple components

Advanced Topics
Custom State Machine Logic
transitions: {
  submit: (params) => {
    // Conditional transitions
    if (params.isValid) return "success";
    if (params.hasErrors) return "error";
    return "idle"; // fallback
  }
}
Animation Integration
// In Elixir component
data-options={json(%{
  animations: %{
    closed_to_open: %{
      target_part: "content",
      duration: 200,
      start: "opacity-0 scale-95",
      run: "opacity-100 scale-100",
      end: ""
    }
  }
})}
Multi-Instance Components
Components automatically handle multiple instances via unique IDs:
<.dialog id="dialog-1">...</.dialog>
<.dialog id="dialog-2">...</.dialog>
Each gets its own component instance, state machine, and event handlers.
Dynamic Values in ARIA
ariaConfig: {
  slider: {
    all: {
      valuemin: () => this.min.toString(),
      valuemax: () => this.max.toString(),
      valuenow: () => this.value.toString()
    }
  }
}
Functions receive the part element and can access component state.
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    JavaScript Component Patterns

This guide covers common patterns, best practices, and solutions for building SaladUI JavaScript components.
For the lifecycle rules behind the setup/teardown pairing used throughout
this guide, see Component Lifecycle.

Table of Contents
	Component Structure Patterns
	State Management Patterns
	Event Handling Patterns
	Accessibility Patterns
	Integration Patterns
	Common Component Types

Component Structure Patterns
Basic Component Template
import Component from "../core/component";
import SaladUI from "../index";

class MyComponent extends Component {
  constructor(el, hookContext) {
    super(el, {
      hookContext,
      initialState: "idle",
      ignoreItems: true  // Exclude data-part="*-item" from queryParts
    });

    // Cache frequently accessed parts
    this.trigger = this.getPart("trigger");
    this.content = this.getPart("content");

    // Component-specific initialization
    this.value = null;
  }

  getComponentConfig() {
    return {
      stateMachine: this.getStateMachineConfig(),
      events: this.getEventConfig(),
      hiddenConfig: this.getHiddenConfig(),
      ariaConfig: this.getAriaConfig()
    };
  }

  getStateMachineConfig() {
    return {
      idle: {
        enter: "onIdleEnter",
        transitions: { activate: "active" }
      },
      active: {
        enter: "onActiveEnter",
        exit: "onActiveExit",
        transitions: { deactivate: "idle" }
      }
    };
  }

  getEventConfig() {
    return {
      idle: {
        mouseMap: {
          trigger: { click: "activate" }
        }
      },
      active: {
        keyMap: {
          Escape: "deactivate"
        }
      }
    };
  }

  getHiddenConfig() {
    return {
      idle: { content: true },
      active: { content: false }
    };
  }

  getAriaConfig() {
    return {
      trigger: {
        all: { role: "button" },
        active: { expanded: "true" },
        idle: { expanded: "false" }
      }
    };
  }

  // State handlers
  onIdleEnter() {
    this.cleanup();
  }

  onActiveEnter() {
    this.setup();
    this.pushEvent("activated");
  }

  onActiveExit() {
    this.cleanup();
  }

  // Helper methods
  setup() {
    // Setup logic
  }

  cleanup() {
    // Cleanup logic
  }

  beforeDestroy() {
    this.cleanup();
    // Additional cleanup
  }
}

SaladUI.register("my-component", MyComponent);
export default MyComponent;
Component with External Dependencies
import Component from "../core/component";
import SaladUI from "../index";
import FocusTrap from "../core/focus-trap";
import ClickOutsideMonitor from "../core/click-outside";

class ModalComponent extends Component {
  constructor(el, hookContext) {
    super(el, { hookContext, initialState: "closed" });

    this.contentPanel = this.getPart("content-panel");
    this.config.preventDefaultKeys = ["Escape"];
  }

  getComponentConfig() {
    return {
      stateMachine: {
        closed: {
          enter: "onClosedEnter",
          transitions: { open: "open" }
        },
        open: {
          enter: "onOpenEnter",
          transitions: { close: "closed" }
        }
      },
      events: {
        open: {
          keyMap: { Escape: "close" }
        }
      },
      hiddenConfig: {
        closed: { content: true },
        open: { content: false }
      }
    };
  }

  setupComponentEvents() {
    super.setupComponentEvents();

    // Setup click outside detection
    if (this.options.closeOnOutsideClick) {
      this.clickOutsideMonitor = new ClickOutsideMonitor(
        [this.contentPanel],
        (event) => {
          if (event.target.dataset.part === "overlay") {
            this.transition("close");
          }
        }
      );
    }
  }

  // Pair teardown with setup, not beforeDestroy() — teardownComponentEvents()
  // is guaranteed to run whenever setupComponentEvents() does (including if
  // setupEvents() is ever re-invoked), so it's the only safe place to undo
  // what setup created. See docs/component_lifecycle.md#common-pitfalls.
  teardownComponentEvents() {
    super.teardownComponentEvents();

    this.clickOutsideMonitor?.destroy();
    this.clickOutsideMonitor = null;
  }

  onOpenEnter() {
    // Initialize focus trap
    if (!this.focusTrap) {
      this.focusTrap = new FocusTrap(this.contentPanel);
    }
    this.focusTrap.activate();

    // start()/stop() just pause/resume the monitor created in
    // setupComponentEvents() above — they don't create or destroy it.
    this.clickOutsideMonitor?.start();

    this.pushEvent("open");
  }

  onClosedEnter() {
    this.focusTrap?.deactivate();
    this.clickOutsideMonitor?.stop();
    this.pushEvent("close");
  }

  beforeDestroy() {
    // FocusTrap isn't created in setupComponentEvents(), so its cleanup
    // stays here rather than in teardownComponentEvents().
    this.focusTrap?.destroy();
    this.focusTrap = null;
  }
}

SaladUI.register("modal", ModalComponent);
export default ModalComponent;
State Management Patterns
Binary State (Open/Closed)
getStateMachineConfig() {
  return {
    closed: {
      enter: "onClosedEnter",
      transitions: {
        open: "open",
        toggle: "open"
      }
    },
    open: {
      enter: "onOpenEnter",
      transitions: {
        close: "closed",
        toggle: "closed"
      }
    }
  };
}
Multi-State with Loading
getStateMachineConfig() {
  return {
    idle: {
      transitions: {
        submit: "loading",
        reset: "idle"
      }
    },
    loading: {
      enter: "onLoadingEnter",
      transitions: {
        success: "success",
        error: "error",
        cancel: "idle"
      }
    },
    success: {
      enter: "onSuccessEnter",
      transitions: {
        reset: "idle"
      }
    },
    error: {
      enter: "onErrorEnter",
      transitions: {
        retry: "loading",
        reset: "idle"
      }
    }
  };
}

onLoadingEnter() {
  this.pushEvent("loading");
  // Show loading spinner
}

onSuccessEnter() {
  this.pushEvent("success");
  // Show success message
  setTimeout(() => this.transition("reset"), 2000);
}

onErrorEnter(params) {
  this.pushEvent("error", { message: params.error });
  // Show error message
}
Conditional Transitions
getStateMachineConfig() {
  return {
    editing: {
      transitions: {
        save: (params) => {
          // Validate before transitioning
          if (this.validate(params.data)) {
            return "saved";
          } else {
            return "error";
          }
        },
        cancel: "idle"
      }
    },
    saved: {
      enter: (params) => {
        this.pushEvent("saved", params.data);
      },
      transitions: { edit: "editing" }
    },
    error: {
      enter: (params) => {
        this.showErrors(params.errors);
      },
      transitions: { retry: "editing" }
    }
  };
}

validate(data) {
  // Validation logic
  return data && data.value;
}
State with History
constructor(el, hookContext) {
  super(el, { hookContext });
  this.stateHistory = [];
}

onStateChanged(prevState, nextState) {
  this.stateHistory.push({
    from: prevState,
    to: nextState,
    timestamp: Date.now()
  });

  // Keep last 10 transitions
  if (this.stateHistory.length > 10) {
    this.stateHistory.shift();
  }

  return super.onStateChanged(prevState, nextState);
}

handleCommand(command, params) {
  if (command === "undo") {
    const lastTransition = this.stateHistory[this.stateHistory.length - 2];
    if (lastTransition) {
      return this.transition("revert", { toState: lastTransition.from });
    }
  }
  return super.handleCommand(command, params);
}
Event Handling Patterns
Mouse Event Patterns
getEventConfig() {
  return {
    idle: {
      mouseMap: {
        trigger: {
          click: "open",
          mouseenter: (event) => {
            this.preload(); // Preload content on hover
          }
        },
        item: {
          click: (event) => {
            const value = event.target.dataset.value;
            this.selectItem(value);
          },
          mouseenter: "highlightItem",
          mouseleave: "unhighlightItem"
        }
      }
    },
    open: {
      mouseMap: {
        overlay: {
          click: "close"
        },
        content: {
          click: (event) => {
            // Prevent closing when clicking content
            event.stopPropagation();
          }
        }
      }
    }
  };
}

highlightItem(event) {
  event.target.classList.add("highlighted");
}

unhighlightItem(event) {
  event.target.classList.remove("highlighted");
}
Keyboard Navigation Pattern
getEventConfig() {
  return {
    open: {
      keyEventTarget: "content",  // Keys are handled on content part
      keyMap: {
        Escape: "close",
        ArrowDown: (event) => {
          event.preventDefault();
          this.navigateNext();
        },
        ArrowUp: (event) => {
          event.preventDefault();
          this.navigatePrev();
        },
        Enter: (event) => {
          event.preventDefault();
          this.selectCurrent();
        },
        Home: (event) => {
          event.preventDefault();
          this.navigateFirst();
        },
        End: (event) => {
          event.preventDefault();
          this.navigateLast();
        },
        " ": "toggleCurrent"  // Space key
      }
    }
  };
}

constructor(el, hookContext) {
  super(el, { hookContext });
  this.currentIndex = 0;
  this.items = [];
}

setupComponentEvents() {
  super.setupComponentEvents();
  this.updateItems();
}

updateItems() {
  this.items = this.getAllParts("item");
}

navigateNext() {
  this.currentIndex = Math.min(this.currentIndex + 1, this.items.length - 1);
  this.focusCurrentItem();
}

navigatePrev() {
  this.currentIndex = Math.max(this.currentIndex - 1, 0);
  this.focusCurrentItem();
}

navigateFirst() {
  this.currentIndex = 0;
  this.focusCurrentItem();
}

navigateLast() {
  this.currentIndex = this.items.length - 1;
  this.focusCurrentItem();
}

focusCurrentItem() {
  const item = this.items[this.currentIndex];
  if (item) {
    item.focus();
    item.scrollIntoView({ block: "nearest" });
  }
}

selectCurrent() {
  const item = this.items[this.currentIndex];
  if (item) {
    const value = item.dataset.value;
    this.selectItem(value);
  }
}
Global Event Handlers (Active in All States)
getEventConfig() {
  return {
    _all: {
      keyMap: {
        "?": () => this.showHelp(),  // Help in any state
        F1: () => this.showHelp()
      }
    },
    idle: {
      mouseMap: {
        trigger: { click: "open" }
      }
    },
    open: {
      keyMap: {
        Escape: "close"
      }
    }
  };
}
Event Debouncing Pattern
constructor(el, hookContext) {
  super(el, { hookContext });
  this.searchTimeout = null;
}

getEventConfig() {
  return {
    open: {
      mouseMap: {
        "search-input": {
          input: (event) => {
            this.debouncedSearch(event.target.value);
          }
        }
      }
    }
  };
}

debouncedSearch(query) {
  clearTimeout(this.searchTimeout);
  this.searchTimeout = setTimeout(() => {
    this.performSearch(query);
  }, 300);
}

performSearch(query) {
  this.pushEvent("search", { query });
}

beforeDestroy() {
  clearTimeout(this.searchTimeout);
}
Accessibility Patterns
Dialog/Modal ARIA
getAriaConfig() {
  return {
    trigger: {
      all: {
        haspopup: "dialog",
        controls: () => this.getPartId("content")
      },
      open: { expanded: "true" },
      closed: { expanded: "false" }
    },
    content: {
      all: {
        role: "dialog",
        modal: "true"
      },
      open: { hidden: "false" },
      closed: { hidden: "true" }
    },
    "content-panel": {
      open: {
        labelledby: () => this.getPartId("title"),
        describedby: () => this.getPartId("description")
      }
    },
    title: {
      all: { role: "heading" }
    }
  };
}
Menu ARIA
getAriaConfig() {
  return {
    trigger: {
      all: {
        haspopup: "menu",
        controls: () => this.getPartId("content")
      },
      open: { expanded: "true" },
      closed: { expanded: "false" }
    },
    content: {
      all: { role: "menu" }
    },
    item: {
      all: {
        role: "menuitem",
        tabindex: "-1"
      }
    },
    separator: {
      all: { role: "separator" }
    }
  };
}
Select/Listbox ARIA
getAriaConfig() {
  return {
    trigger: {
      all: {
        role: "combobox",
        haspopup: "listbox",
        controls: () => this.getPartId("content")
      },
      open: { expanded: "true" },
      closed: { expanded: "false" }
    },
    content: {
      all: { role: "listbox" }
    },
    item: {
      all: {
        role: "option",
        tabindex: "-1"
      },
      selected: { selected: "true" },
      unselected: { selected: "false" }
    }
  };
}
Tabs ARIA
getAriaConfig() {
  return {
    list: {
      all: { role: "tablist" }
    },
    trigger: {
      all: {
        role: "tab",
        controls: (el) => {
          const value = el.dataset.value;
          return this.getPartId(`content-${value}`);
        }
      },
      active: {
        selected: "true",
        tabindex: "0"
      },
      inactive: {
        selected: "false",
        tabindex: "-1"
      }
    },
    content: {
      all: {
        role: "tabpanel",
        tabindex: "0"
      }
    }
  };
}
Dynamic ARIA Values
getAriaConfig() {
  return {
    slider: {
      all: {
        role: "slider",
        orientation: () => this.options.orientation || "horizontal",
        valuemin: () => this.min.toString(),
        valuemax: () => this.max.toString(),
        valuenow: () => this.value.toString(),
        valuetext: () => this.formatValue(this.value)
      }
    }
  };
}

formatValue(value) {
  if (this.options.format === "percentage") {
    return `${value}%`;
  }
  return value.toString();
}
Integration Patterns
Server Command Handling
handleCommand(command, params = {}) {
  switch (command) {
    case "open":
      return this.transition("open", params);

    case "close":
      return this.transition("close", params);

    case "update":
      this.updateData(params.data);
      return true;

    case "reset":
      this.reset();
      return true;

    case "highlight":
      this.highlightItem(params.index);
      return true;

    default:
      // Fallback to state machine transition
      return super.handleCommand(command, params);
  }
}

updateData(data) {
  this.data = data;
  this.render();
}

reset() {
  this.data = null;
  this.currentIndex = 0;
  this.transition("idle");
}

highlightItem(index) {
  const item = this.items[index];
  if (item) {
    item.classList.add("highlighted");
    setTimeout(() => {
      item.classList.remove("highlighted");
    }, 1000);
  }
}
Event Mapping to Server
onOpenEnter() {
  // Send simple event
  this.pushEvent("open");
}

onItemSelected(event) {
  const item = event.target.closest("[data-part='item']");
  const value = item.dataset.value;
  const label = item.textContent.trim();

  // Send event with data
  this.pushEvent("select", {
    value: value,
    label: label,
    index: this.items.indexOf(item),
    timestamp: Date.now()
  });

  this.transition("close");
}

onSearchPerformed(query) {
  // Send search event
  this.pushEvent("search", {
    query: query,
    resultCount: this.results.length
  });
}
Option-Based Behavior
constructor(el, hookContext) {
  super(el, { hookContext });

  // Read options from data-options attribute
  this.closeOnSelect = this.options.closeOnSelect !== false;
  this.clearable = this.options.clearable === true;
  this.searchable = this.options.searchable === true;
  this.multiple = this.options.multiple === true;
}

getComponentConfig() {
  const config = {
    stateMachine: { /* ... */ },
    events: {
      open: {
        mouseMap: {
          item: {
            click: (event) => {
              this.selectItem(event);

              // Only close if option is enabled
              if (this.closeOnSelect && !this.multiple) {
                this.transition("close");
              }
            }
          }
        }
      }
    }
  };

  // Add searchable events if enabled
  if (this.searchable) {
    config.events.open.mouseMap["search-input"] = {
      input: (event) => this.filterItems(event.target.value)
    };
  }

  return config;
}
Common Component Types
Toggle Components (Switch, Checkbox)
class ToggleComponent extends Component {
  constructor(el, hookContext) {
    super(el, { hookContext, initialState: "unchecked" });
    this.input = this.getPart("input");
  }

  getComponentConfig() {
    return {
      stateMachine: {
        unchecked: {
          enter: "onUncheckedEnter",
          transitions: {
            check: "checked",
            toggle: "checked"
          }
        },
        checked: {
          enter: "onCheckedEnter",
          transitions: {
            uncheck: "unchecked",
            toggle: "unchecked"
          }
        }
      },
      events: {
        _all: {
          mouseMap: {
            root: { click: "toggle" }
          },
          keyMap: {
            " ": "toggle",
            Enter: "toggle"
          }
        }
      },
      ariaConfig: {
        root: {
          all: { role: "checkbox" },
          checked: { checked: "true" },
          unchecked: { checked: "false" }
        }
      }
    };
  }

  onCheckedEnter() {
    if (this.input) this.input.checked = true;
    this.pushEvent("checked", { value: true });
  }

  onUncheckedEnter() {
    if (this.input) this.input.checked = false;
    this.pushEvent("checked", { value: false });
  }
}
Overlay Components (Popover, Tooltip, Dropdown)
class OverlayComponent extends Component {
  constructor(el, hookContext) {
    super(el, { hookContext, initialState: "closed" });
    this.contentPanel = this.getPart("content-panel");
    this.trigger = this.getPart("trigger");
  }

  getComponentConfig() {
    return {
      stateMachine: {
        closed: {
          transitions: { open: "open" }
        },
        open: {
          enter: "onOpenEnter",
          exit: "onOpenExit",
          transitions: { close: "closed" }
        }
      },
      events: {
        closed: {
          mouseMap: {
            trigger: { click: "open" }
          }
        },
        open: {
          keyMap: {
            Escape: "close"
          }
        }
      },
      hiddenConfig: {
        closed: { content: true },
        open: { content: false }
      }
    };
  }

  onOpenEnter() {
    this.positionContent();
    this.setupClickOutside();
  }

  onOpenExit() {
    this.teardownClickOutside();
  }

  positionContent() {
    // Position content relative to trigger
    const triggerRect = this.trigger.getBoundingClientRect();
    const contentRect = this.contentPanel.getBoundingClientRect();

    // Simple positioning (enhance with Floating UI, etc.)
    this.contentPanel.style.top = `${triggerRect.bottom + 8}px`;
    this.contentPanel.style.left = `${triggerRect.left}px`;
  }

  setupClickOutside() {
    this.clickOutsideHandler = (event) => {
      if (!this.contentPanel.contains(event.target) &&
          !this.trigger.contains(event.target)) {
        this.transition("close");
      }
    };
    document.addEventListener("click", this.clickOutsideHandler);
  }

  teardownClickOutside() {
    if (this.clickOutsideHandler) {
      document.removeEventListener("click", this.clickOutsideHandler);
      this.clickOutsideHandler = null;
    }
  }

  beforeDestroy() {
    this.teardownClickOutside();
  }
}
Collection Components (Accordion, Tabs)
class AccordionComponent extends Component {
  constructor(el, hookContext) {
    super(el, { hookContext, ignoreItems: false });
    this.items = this.getAllParts("item");
    this.allowMultiple = this.options.allowMultiple !== false;
    this.openItems = new Set();
  }

  getComponentConfig() {
    return {
      stateMachine: {
        idle: {
          transitions: {
            toggle: "idle"  // Stay in idle, handle internally
          }
        }
      },
      events: {
        idle: {
          mouseMap: {
            "item-trigger": {
              click: (event) => {
                const item = event.target.closest("[data-part='item']");
                this.toggleItem(item);
              }
            }
          }
        }
      },
      ariaConfig: {
        "item-trigger": {
          all: { role: "button" }
        },
        "item-content": {
          all: { role: "region" }
        }
      }
    };
  }

  toggleItem(item) {
    const itemId = item.dataset.value;
    const isOpen = this.openItems.has(itemId);

    if (isOpen) {
      this.closeItem(itemId);
    } else {
      if (!this.allowMultiple) {
        // Close all other items
        this.openItems.forEach(id => this.closeItem(id));
      }
      this.openItem(itemId);
    }
  }

  openItem(itemId) {
    this.openItems.add(itemId);
    const item = this.items.find(el => el.dataset.value === itemId);
    if (item) {
      const content = item.querySelector("[data-part='item-content']");
      const trigger = item.querySelector("[data-part='item-trigger']");

      if (content) content.hidden = false;
      if (trigger) trigger.setAttribute("aria-expanded", "true");

      this.pushEvent("item-opened", { value: itemId });
    }
  }

  closeItem(itemId) {
    this.openItems.delete(itemId);
    const item = this.items.find(el => el.dataset.value === itemId);
    if (item) {
      const content = item.querySelector("[data-part='item-content']");
      const trigger = item.querySelector("[data-part='item-trigger']");

      if (content) content.hidden = true;
      if (trigger) trigger.setAttribute("aria-expanded", "false");

      this.pushEvent("item-closed", { value: itemId });
    }
  }
}
These patterns provide a solid foundation for building robust, accessible, and maintainable SaladUI components.
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    JavaScript Component Reference

Quick reference guide for all JavaScript components in SaladUI, their states, events, and special features.
Core Classes
Component (core/component.js)
Base class for all interactive components.
Properties:
	el - Root DOM element
	hook - LiveView hook context
	stateMachine - State machine instance
	options - Parsed from data-options
	allParts - Array of queryable parts

Methods:
	getComponentConfig() - Override to define component behavior (must return a fresh object each call)
	transition(event, params) - Trigger state transition
	getPart(name) - Get single part by name
	getAllParts(name) - Get all parts with name
	getPartId(name) - Get or generate ID for part
	pushEvent(event, data) - Send event to server
	handleCommand(command, params) - Handle server commands
	setupComponentEvents() - Override for custom event setup, called once by setupEvents()
	teardownComponentEvents() - Override to undo setupComponentEvents(), called from removeAllEvents()
	afterMount() - Override for logic that needs live listeners, called once right after setupEvents()
	beforeDestroy() - Override for cleanup, called before listeners are removed
	destroy() - Cleanup and remove listeners

See Component Lifecycle for the full contract
between these hooks (which pair with which, and why).
StateMachine (core/state-machine.js)
State management with transitions.
Methods:
	transition(event, params) - Execute transition
	determineNextState(transition, params) - Resolve next state
	executeTransition(prev, next, params) - Execute full transition
	executeStateHandler(state, type, params) - Execute enter/exit handlers

Properties:
	state - Current state
	previousState - Previous state
	stateConfig - State machine configuration

ComponentRegistry (core/factory.js)
Component registration and factory.
Methods:
	register(type, ComponentClass) - Register component type
	create(type, el, hookContext) - Create component instance

SaladUIHook (core/hook.js)
Phoenix LiveView hook for component integration.
Lifecycle:
	mounted() - Initialize component
	updated() - Reinitialize on DOM update
	destroyed() - Cleanup component

Interactive Components
Accordion (components/accordion.js)
Collapsible sections with keyboard navigation.
States:
	idle - Normal state

Options:
	allowMultiple - Allow multiple items open (default: false)
	defaultValue - Initially opened items

Events:
	item-opened - Item was opened
	item-closed - Item was closed

Parts:
	root - Container
	item - Accordion item
	item-trigger - Item header/button
	item-content - Item content panel

ARIA:
	Triggers have role="button" and aria-expanded
	Content has role="region" and aria-labelledby

Command (components/command.js)
Command palette with search and keyboard navigation.
States:
	idle - Normal state
	searching - User is searching

Options:
	filter - Custom filter function
	placeholder - Search placeholder text

Events:
	select - Item was selected
	search - Search query changed

Parts:
	root - Container
	input - Search input
	list - Results list
	item - Result item
	empty - Empty state message

Keyboard:
	↓ - Navigate down
	↑ - Navigate up
	Enter - Select item
	Escape - Clear or close

Dialog (components/dialog.js)
Modal dialog with focus trap.
States:
	closed - Dialog is closed
	open - Dialog is open

Options:
	closeOnOutsideClick - Close on overlay click (default: true)
	animations - Animation configurations

Events:
	open - Dialog opened
	close - Dialog closed

Parts:
	root - Container
	trigger - Open button
	content - Dialog container
	content-panel - Dialog panel
	overlay - Backdrop
	close-trigger - Close button
	title - Dialog title
	description - Dialog description

Features:
	Focus trap when open
	Escape key to close
	Click outside to close (optional)

ARIA:
	role="dialog" on content
	aria-modal="true" when open
	aria-labelledby and aria-describedby

DropdownMenu (components/dropdown_menu.js)
Context menu with keyboard navigation.
States:
	closed - Menu closed
	open - Menu open

Options:
	positioning - Menu positioning config

Events:
	open - Menu opened
	close - Menu closed
	select - Item selected

Parts:
	root - Container
	trigger - Menu trigger
	content - Menu panel
	item - Menu item
	separator - Visual separator
	label - Section label

Keyboard:
	↓ - Navigate down
	↑ - Navigate up
	Enter/Space - Select item
	Escape - Close menu

ARIA:
	role="menu" on content
	role="menuitem" on items
	role="separator" on separators

HoverCard (components/hover-card.js)
Contextual information on hover.
States:
	closed - Card hidden
	open - Card visible

Options:
	openDelay - Delay before opening (default: 200ms)
	closeDelay - Delay before closing (default: 300ms)

Events:
	open - Card opened
	close - Card closed

Parts:
	root - Container
	trigger - Hover target
	content - Card content panel

Features:
	Delay timers for open/close
	Mouse enter/leave detection
	Positioning relative to trigger

Menu (components/menu.js)
Base menu component with navigation.
States:
	closed - Menu closed
	open - Menu open

Features:
	Keyboard navigation (arrow keys)
	Typeahead search
	Nested submenus
	Mouse and keyboard interaction

Parts:
	root - Container
	trigger - Menu trigger
	content - Menu panel
	item - Menu item
	submenu - Nested submenu
	separator - Visual divider

Popover (components/popover.js)
Floating content panel.
States:
	closed - Popover closed
	open - Popover open

Options:
	positioning - Positioning configuration
	closeOnOutsideClick - Close on outside click

Events:
	open - Popover opened
	close - Popover closed

Parts:
	root - Container
	trigger - Open button
	content - Popover panel
	close-trigger - Close button

Features:
	Auto-positioning
	Click outside detection
	Escape to close

RadioGroup (components/radio_group.js)
Radio button group with keyboard navigation.
States:
	idle - Normal state

Options:
	defaultValue - Initially selected value
	orientation - horizontal or vertical

Events:
	value-changed - Selection changed

Parts:
	root - Container
	item - Radio button
	indicator - Visual indicator

Keyboard:
	↓/→ - Next item
	↑/← - Previous item
	Space - Select item

ARIA:
	role="radiogroup" on root
	role="radio" on items
	aria-checked on selected item

ScrollArea (components/scroll_area.js)
Custom scrollbar component.
Features:
	Custom scrollbar styling
	Horizontal and vertical scrolling
	Auto-hide scrollbars

Parts:
	root - Container
	viewport - Scrollable area
	scrollbar - Scrollbar track
	thumb - Scrollbar thumb

Select (components/select.js)
Dropdown select with search and keyboard navigation.
States:
	closed - Select closed
	open - Select open

Options:
	searchable - Enable search (default: false)
	clearable - Show clear button (default: false)
	multiple - Multiple selection (default: false)
	placeholder - Placeholder text

Events:
	open - Select opened
	close - Select closed
	value-changed - Selection changed
	search - Search query changed

Parts:
	root - Container
	trigger - Select button
	value - Selected value display
	content - Options panel
	search-input - Search input (if searchable)
	item - Select option
	clear-button - Clear button (if clearable)

Keyboard:
	↓ - Navigate down
	↑ - Navigate up
	Enter/Space - Select item
	Escape - Close
	Type to search (if searchable)

ARIA:
	role="combobox" on trigger
	role="listbox" on content
	role="option" on items
	aria-selected on selected items

Slider (components/slider.js)
Range input slider.
States:
	idle - Not being dragged
	dragging - Currently dragging

Options:
	min - Minimum value (default: 0)
	max - Maximum value (default: 100)
	step - Step increment (default: 1)
	orientation - horizontal or vertical
	multiple - Multiple thumbs

Events:
	value-changed - Value changed
	drag-start - Drag started
	drag-end - Drag ended

Parts:
	root - Container
	track - Slider track
	range - Filled range
	thumb - Draggable handle

Keyboard:
	←/↓ - Decrease value
	→/↑ - Increase value
	Home - Minimum value
	End - Maximum value
	PageUp/PageDown - Large increment

ARIA:
	role="slider" on thumb
	aria-valuemin, aria-valuemax, aria-valuenow
	aria-orientation

Switch (components/switch.js)
Toggle switch component.
States:
	unchecked - Switch off
	checked - Switch on

Options:
	defaultChecked - Initial state

Events:
	checked - State changed

Parts:
	root - Container
	thumb - Switch thumb
	input - Hidden input

Keyboard:
	Space/Enter - Toggle

ARIA:
	role="switch" on root
	aria-checked reflects state

Tabs (components/tabs.js)
Tabbed content interface.
States:
	Per tab: active or inactive

Options:
	defaultValue - Initially active tab
	orientation - horizontal or vertical

Events:
	tab-changed - Active tab changed

Parts:
	root - Container
	list - Tab list container
	trigger - Tab button
	content - Tab panel

Keyboard:
	←/→ - Navigate tabs (horizontal)
	↑/↓ - Navigate tabs (vertical)
	Home - First tab
	End - Last tab

ARIA:
	role="tablist" on list
	role="tab" on triggers
	role="tabpanel" on content
	aria-selected on active tab
	aria-controls links trigger to panel

Tooltip (components/tooltip.js)
Hover tooltip with delay.
States:
	closed - Tooltip hidden
	open - Tooltip visible

Options:
	delay - Open delay (default: 200ms)
	closeDelay - Close delay (default: 0ms)

Events:
	open - Tooltip opened
	close - Tooltip closed

Parts:
	root - Container
	trigger - Hover target
	content - Tooltip content

Features:
	Delay timers
	Auto-positioning
	Mouse tracking

ARIA:
	role="tooltip" on content
	aria-describedby on trigger

Collapsible (components/collapsible.js)
Expandable content panel.
States:
	collapsed - Content hidden
	expanded - Content visible

Options:
	defaultOpen - Initially expanded

Events:
	open - Content expanded
	close - Content collapsed

Parts:
	root - Container
	trigger - Toggle button
	content - Collapsible content

Keyboard:
	Space/Enter - Toggle

ARIA:
	role="button" on trigger
	aria-expanded reflects state
	aria-controls links trigger to content

Chart (components/chart.js)
Chart.js integration component.
States:
	idle - Normal state
	loading - Loading data

Options:
	Chart.js configuration options

Events:
	chart-created - Chart initialized
	data-updated - Data refreshed

Commands:
	update - Update chart data
	resize - Resize chart
	destroy - Destroy chart instance

Features:
	Wraps Chart.js library
	Dynamic data updates
	Responsive sizing

Utility Classes
FocusTrap (core/focus-trap.js)
Traps focus within an element.
Methods:
	activate() - Enable focus trap
	deactivate() - Disable focus trap
	destroy() - Cleanup

ClickOutsideMonitor (core/click-outside.js)
Detects clicks outside elements.
Constructor:
new ClickOutsideMonitor(elements, callback)
Methods:
	start() - Start monitoring
	stop() - Stop monitoring
	destroy() - Cleanup

Positioning Utilities (core/utils.js)
Functions:
	animateTransition(config, element) - Apply CSS transitions
	queryDOM(root, filter) - Query DOM with filter function

Common Patterns
Basic Component Setup
import Component from "../core/component";
import SaladUI from "../index";

class MyComponent extends Component {
  constructor(el, hookContext) {
    super(el, { hookContext, initialState: "idle" });
  }

  getComponentConfig() {
    return {
      stateMachine: { /* ... */ },
      events: { /* ... */ },
      hiddenConfig: { /* ... */ },
      ariaConfig: { /* ... */ }
    };
  }
}

SaladUI.register("my-component", MyComponent);
export default MyComponent;
With Focus Trap
import FocusTrap from "../core/focus-trap";

onOpenEnter() {
  if (!this.focusTrap) {
    this.focusTrap = new FocusTrap(this.contentPanel);
  }
  this.focusTrap.activate();
}

onClosedEnter() {
  this.focusTrap?.deactivate();
}

beforeDestroy() {
  this.focusTrap?.destroy();
  this.focusTrap = null;
}
With Click Outside Detection
import ClickOutsideMonitor from "../core/click-outside";

setupComponentEvents() {
  super.setupComponentEvents();

  if (this.options.closeOnOutsideClick) {
    this.clickOutsideMonitor = new ClickOutsideMonitor(
      [this.contentPanel],
      () => this.transition("close")
    );
  }
}

// Pair teardown with setup — not beforeDestroy(). teardownComponentEvents()
// also runs if setupEvents() is ever re-invoked, so this is the only place
// guaranteed to undo what setupComponentEvents() created. See
// docs/component_lifecycle.md#common-pitfalls for what goes wrong if this
// cleanup lives in beforeDestroy() instead.
teardownComponentEvents() {
  super.teardownComponentEvents();
  this.clickOutsideMonitor?.destroy();
  this.clickOutsideMonitor = null;
}

onOpenEnter() {
  // start()/stop() just pause/resume the monitor — they don't create or
  // destroy it.
  this.clickOutsideMonitor?.start();
}

onClosedEnter() {
  this.clickOutsideMonitor?.stop();
}
With Keyboard Navigation
constructor(el, hookContext) {
  super(el, { hookContext });
  this.currentIndex = 0;
  this.items = [];
}

setupComponentEvents() {
  super.setupComponentEvents();
  this.items = this.getAllParts("item");
}

getEventConfig() {
  return {
    open: {
      keyMap: {
        ArrowDown: () => this.navigateNext(),
        ArrowUp: () => this.navigatePrev(),
        Enter: () => this.selectCurrent(),
        Escape: "close"
      }
    }
  };
}

navigateNext() {
  this.currentIndex = Math.min(
    this.currentIndex + 1,
    this.items.length - 1
  );
  this.focusCurrentItem();
}

navigatePrev() {
  this.currentIndex = Math.max(this.currentIndex - 1, 0);
  this.focusCurrentItem();
}

focusCurrentItem() {
  this.items[this.currentIndex]?.focus();
}
Testing Components
Manual Testing
Use the storybook application:
cd storybook
mix phx.server
# Visit http://localhost:4000

Console Testing
// In browser console
const dialog = document.querySelector("[data-component='dialog']");

// Access component instance (if exposed)
const component = dialog._saladui_component;

// Or send commands
dialog.dispatchEvent(new CustomEvent("salad_ui:command", {
  detail: { command: "open", params: {} }
}));
Debug Mode
Add logging to components:
onStateChanged(prev, next) {
  console.log(`State: ${prev} → ${next}`);
  return super.onStateChanged(prev, next);
}

transition(event, params) {
  console.log(`Transition: ${event}`, params);
  return super.transition(event, params);
}
Performance Tips
	Cache part references in constructor
	Use event delegation where possible
	Debounce expensive operations (search, positioning)
	Pair setup/teardown: undo setupComponentEvents() in teardownComponentEvents(), and other cleanup in beforeDestroy(), to prevent memory leaks
	Minimize DOM queries in event handlers
	Use requestAnimationFrame for animations
	Lazy initialize expensive features (focus trap, positioning)

Common Pitfalls
	Forgetting to register component - Always call SaladUI.register()
	Not cleaning up listeners - Anything created in setupComponentEvents() needs a matching teardownComponentEvents(); other cleanup goes in beforeDestroy()
	Querying parts too early - Parts may not be available in constructor
	Missing ARIA attributes - Define complete ariaConfig
	Calling setupEvents() yourself - It's called exactly once by the factory; use afterMount() if you need logic to run after listeners are live (see Component Lifecycle for the bug this caused historically)
	Not handling LiveView updates - Component is recreated on updates
	Circular event loops - Be careful with pushEvent triggering updates
	Missing error handling - Validate data in parseOptions()
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    Transition Execution flow

Here is execution flow for transtion with and without animation
Without animation
flowchart TD
    subgraph "Without Animation"
        A[Call transition\nevent, params] --> B[Determine next state]
        B --> C[Execute State A\nexit handler]
        C --> D[Update state\nA → B]
        D --> E[Execute State B\nenter handler]
        E --> F[Update element\nvisibility]
        F --> G[Update UI\ndata-state & ARIA]
    end
With animation
flowchart TD
    subgraph "With Animation"
        AA[Call transition\nevent, params] --> BB[Determine next state]
        BB --> CC[Check for animation config]
        CC --> DD[Execute State A\nexit handler]
        DD --> EE[Update state\nA → B]
        EE --> FF[Apply animation\nstart classes]
        FF --> GG[Apply animation\nrun classes]
        GG --> HH[Apply animation\nend classes]
        HH --> II[Wait for\nanimation duration]
        II --> JJ[Execute State B\nenter handler]
        JJ --> KK[Update element\nvisibility]
        KK --> LL[Update UI\ndata-state & ARIA]
    end
	Update visibility after animation to make sure the component is still visible during transition from open to closed.
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SaladUI - A comprehensive UI component library for Phoenix LiveView applications.
SaladUI provides a collection of accessible, customizable UI components that combine
server-side rendering with client-side interactivity. Built specifically for Phoenix
LiveView, it offers seamless integration between Elixir and JavaScript.
Features
	40+ UI Components - Buttons, forms, overlays, navigation, and data display
	Accessibility First - ARIA compliant with keyboard navigation and screen reader support
	LiveView Integration - Two-way communication between server and client
	Customizable - Tailwind CSS based with variant support
	Type Safe - Full attribute validation and documentation

Quick Start
Add SaladUI to your Phoenix application:
# In your core components module
use SaladUI

# In templates
<.button variant="primary" phx-click="save">
  Save Changes
</.button>
Component Categories
Layout & Structure
	card/1 - Content containers with headers and footers
	separator/1 - Visual dividers between content sections
	scroll_area/1 - Custom scrollable containers

Forms & Input
	button/1 - Interactive buttons with multiple variants
	input/1 - Text inputs with validation support
	textarea/1 - Multi-line text input areas
	checkbox/1 - Binary choice inputs
	radio_group/1 - Single choice from multiple options
	select/1 - Dropdown selection menus
	slider/1 - Range value selection
	switch/1 - Toggle controls
	form/1, form_item/1, form_label/1 - Form structure and validation

Navigation
	tabs/1 - Tabbed content navigation
	breadcrumb/1 - Hierarchical navigation paths
	pagination/1 - Page navigation controls
	sidebar/1 - Application navigation sidebars

Overlays & Dialogs
	dialog/1 - Modal dialogs and confirmations
	alert_dialog/1 - Alert and confirmation dialogs
	sheet/1 - Slide-out panels
	popover/1 - Contextual popup content
	tooltip/1 - Hover information displays
	hover_card/1 - Rich hover content
	dropdown_menu/1 - Contextual action menus

Feedback & Status
	alert/1 - Status messages and notifications
	badge/1 - Labels and status indicators
	progress/1 - Progress bars and loading states
	skeleton/1 - Loading placeholder content

Data Display
	table/1 - Data tables with sorting and selection
	chart/1 - Data visualization charts
	avatar/1 - User profile images
	accordion/1 - Collapsible content sections

Utility
	toggle/1, toggle_group/1 - Toggle controls and groups
	collapsible/1 - Expandable content areas
	command/1 - Command palette interfaces

Architecture
SaladUI uses a hybrid architecture combining:
	Phoenix Function Components - Server-side rendering with HEEx templates
	JavaScript State Machines - Client-side behavior and interactivity
	LiveView Hooks - Seamless server-client communication
	Automatic ARIA - Accessibility attributes managed by the framework

Usage Patterns
Basic Component Usage
<.button variant="outline" size="lg">
  Large Outline Button
</.button>
Form Integration
<.form for={@form} phx-change="validate" phx-submit="save">
  <.form_item>
    <.form_label>Email</.form_label>
    <.form_control>
      <.input field={@form[:email]} type="email" />
    </.form_control>
    <.form_message field={@form[:email]} />
  </.form_item>
</.form>
Interactive Components with Events
<.dialog id="user-dialog" on-open={JS.push("dialog_opened")}>
  <.dialog_trigger>
    <.button>Edit Profile</.button>
  </.dialog_trigger>
  <.dialog_content>
    <!-- Dialog content -->
  </.dialog_content>
</.dialog>
Server-Client Communication
# Send commands to components from LiveView
def handle_event("open_dialog", _params, socket) do
  socket = SaladUI.LiveView.send_command(socket, "user-dialog", "open")
  {:noreply, socket}
end
Customization
Components support extensive customization through:
	Variants - Pre-defined style variations (e.g., variant="destructive")
	Classes - Custom CSS classes via the class attribute
	Slots - Flexible content areas within components
	Attributes - Comprehensive configuration options

Accessibility
All components include:
	Proper ARIA attributes and roles
	Keyboard navigation support
	Focus management for overlays
	Screen reader announcements
	High contrast support

Development
When extending SaladUI:
	Follow naming conventions - Use kebab-case for data attributes
	Implement state machines - Define clear states and transitions
	Handle accessibility - Include ARIA configuration
	Test thoroughly - Verify keyboard and screen reader usage
	Document examples - Provide clear usage examples
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Implementation of the Accordion component.
Accordions are vertically stacked sections that can be expanded/collapsed
to reveal their content. They are useful for breaking down complex content
into digestible sections.
Examples:
<.accordion
  id="faq-accordion"
  type="single"
  default-value="item-1"
  on-value-changed={JS.push("accordion_changed")}
>
  <.accordion_item value="item-1">
    <.accordion_trigger>
      Is it accessible?
    </.accordion_trigger>
    <.accordion_content>
      Yes. It adheres to the WAI-ARIA design pattern.
    </.accordion_content>
  </.accordion_item>
  <.accordion_item value="item-2">
    <.accordion_trigger>
      Is it styled?
    </.accordion_trigger>
    <.accordion_content>
      Yes. It comes with default styles that matches the other components' aesthetic.
    </.accordion_content>
  </.accordion_item>
</.accordion>
Component events
	:on-value-changed - Maps the value-changed event. Fired when an item is expanded or collapsed.

Accordion is a pure client-side interaction (trigger click) and does not support
SaladUI.LiveView.send_command/4.
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        The main accordion component that manages the accordion state.
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        The content element of an accordion item that shows when expanded.
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        An accordion item that contains a trigger and content.
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        The trigger element that expands/collapses an accordion item.
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The main accordion component that manages the accordion state.
Options
	:id - Required unique identifier for the accordion.
	:type - Type of accordion: "single" or "multiple". Defaults to "single".
	:value - The currently expanded items. String for "single", list for "multiple".
	:default-value - The default expanded items. Used if :value is not provided.
	:disabled - Whether the accordion is disabled. Defaults to false.
	:on-value-changed - Handler for accordion value change event.
	:class - Additional CSS classes.

Component events
	:on-value-changed - Fired when an item is expanded or collapsed.

Attributes
	id (:string) (required) - Unique identifier for the accordion.
	type (:string) - Whether only one item can be open at a time. Defaults to "single". Must be one of "single", or "multiple".
	value (:any) - The value(s) of the currently expanded item(s). Defaults to nil.
	default-value (:any) - The default value(s) of the expanded item(s). Defaults to nil.
	disabled (:boolean) - Whether the accordion is disabled. Defaults to false.
	on-value-changed (:any) - Handler for accordion value change event. Defaults to nil.
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      accordion_content(assigns)



        
          
        

    

  


  

The content element of an accordion item that shows when expanded.
Options
	:class - Additional CSS classes.

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)
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An accordion item that contains a trigger and content.
Options
	:value - Required unique value for this accordion item.
	:disabled - Whether this item is disabled. Defaults to false.
	:class - Additional CSS classes.

Attributes
	value (:string) (required) - Unique value for this accordion item.
	disabled (:boolean) - Whether this item is disabled. Defaults to false.
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)
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The trigger element that expands/collapses an accordion item.
Options
	:class - Additional CSS classes.

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)
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Implementation of alert component for displaying important messages to users.
Alerts are used to communicate status, warnings, or contextual feedback to users.
They can be configured with different variants to indicate severity and typically
consist of a title and a description.
Examples:
<.alert>
  <.alert_title>Note</.alert_title>
  <.alert_description>This is a standard informational alert.</.alert_description>
</.alert>

<.alert variant="destructive">
  <.alert_title>Error</.alert_title>
  <.alert_description>
    There was a problem with your request. Please try again.
  </.alert_description>
</.alert>

<.alert>
  <span class="mr-3">
    <svg xmlns="http://www.w3.org/2000/svg" class="h-4 w-4" viewBox="0 0 24 24">
      <path fill="none" stroke="currentColor" stroke-linecap="round" stroke-width="2" d="M9 12l2 2l4-4"></path>
    </svg>
  </span>
  <.alert_title>Success</.alert_title>
  <.alert_description>Your changes have been saved successfully.</.alert_description>
</.alert>
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        Renders an alert title.
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Renders an alert container.
The alert component displays important messages or feedback to users with styling
appropriate for the context.
Options
	:variant - The visual style of the alert. Available variants:	"default" - Standard alert styling (default)
	"destructive" - Red-tinted styling for errors and warnings


	:class - Additional CSS classes to apply to the alert container.

Examples
<.alert>
  <.alert_title>Information</.alert_title>
  <.alert_description>This is an informational message.</.alert_description>
</.alert>

<.alert variant="destructive" class="mt-4">
  <.alert_title>Warning</.alert_title>
  <.alert_description>This action cannot be undone.</.alert_description>
</.alert>
Attributes
	variant (:string) - Defaults to "default". Must be one of "default", or "destructive".
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)
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Renders an alert description.
The description provides more detailed information about the alert message.
Options
	:class - Additional CSS classes to apply to the description.

Examples
<.alert_description>Your account has been updated successfully.</.alert_description>
<.alert_description class="text-gray-600">
  Please review the changes before continuing.
</.alert_description>
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["disabled", "form", "name", "value"].

Slots
	inner_block (required)
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Renders an alert title.
The title component is used to provide a concise heading for the alert message.
Options
	:class - Additional CSS classes to apply to the title.

Examples
<.alert_title>Success</.alert_title>
<.alert_title class="text-primary">Important Notice</.alert_title>
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["disabled", "form", "name", "value"].

Slots
	inner_block (required)
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Implementation of Alert Dialog component for SaladUI framework.
Alert Dialogs are modal dialogs that require a user action before they can be dismissed,
used to confirm user decisions or provide critical information.
Examples:
<.alert_dialog id="delete-confirmation">
  <.alert_dialog_trigger>
    <.button variant="destructive">Delete Account</.button>
  </.alert_dialog_trigger>
  <.alert_dialog_content>
    <.alert_dialog_header>
      <.alert_dialog_title>Are you absolutely sure?</.alert_dialog_title>
      <.alert_dialog_description>
        This action cannot be undone. This will permanently delete your
        account and remove your data from our servers.
      </.alert_dialog_description>
    </.alert_dialog_header>
    <.alert_dialog_footer>
      <.alert_dialog_cancel>Cancel</.alert_dialog_cancel>
      <.alert_dialog_action>Continue</.alert_dialog_action>
    </.alert_dialog_footer>
  </.alert_dialog_content>
</.alert_dialog>
Component events
	:on-open - Maps the open event. Fired when dialog enters open state.
	:on-close - Maps the close event. Fired when dialog enters closed state.

Server commands
	"open" - Opens the dialog.
	"close" - Closes the dialog.
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        The main alert dialog component.
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        The primary action button for the alert dialog.
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        The cancel button for the alert dialog.
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        The content container of the alert dialog.
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        The description of the alert dialog.
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        The footer section of the alert dialog containing action buttons.
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        The header section of the alert dialog.
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        The title of the alert dialog.
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        The trigger element that opens the alert dialog.
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The main alert dialog component.
Options
	:id - Required unique identifier for the alert dialog.
	:open - Whether the alert dialog is initially open. Defaults to false.
	:on-open - Handler for open event. Accepts a server event name or %Phoenix.LiveView.JS{}.
	:on-close - Handler for close event. Accepts a server event name or %Phoenix.LiveView.JS{}.
	:class - Additional CSS classes.

Component events
	:on-open - Fired when the dialog opens.
	:on-close - Fired when the dialog closes.

Server commands
	"open" - Opens the dialog.
	"close" - Closes the dialog.

Attributes
	id (:string) (required) - Unique identifier for the alert dialog.
	open (:boolean) - Whether the alert dialog is initially open. Defaults to false.
	on-open (:any) - Handler for alert dialog open event. Defaults to nil.
	on-close (:any) - Handler for alert dialog close event. Defaults to nil.
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)
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The primary action button for the alert dialog.
Attributes
	class (:string) - Defaults to nil.
	variant (:string) - Defaults to "default". Must be one of "default", "secondary", "destructive", "outline", "ghost", or "link".
	size (:string) - Defaults to "default". Must be one of "default", "sm", "lg", or "icon".
	Global attributes are accepted.

Slots
	inner_block (required)
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The cancel button for the alert dialog.
Attributes
	class (:string) - Defaults to nil.
	variant (:string) - Defaults to "outline". Must be one of "default", "secondary", "destructive", "outline", "ghost", or "link".
	size (:string) - Defaults to "default". Must be one of "default", "sm", "lg", or "icon".
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      alert_dialog_content(assigns)



        
          
        

    

  


  

The content container of the alert dialog.
Attributes
	class (:string) - Defaults to nil.
	aria-label (:string) - Defaults to "Alert dialog".
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      alert_dialog_description(assigns)



        
          
        

    

  


  

The description of the alert dialog.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      alert_dialog_footer(assigns)



        
          
        

    

  


  

The footer section of the alert dialog containing action buttons.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      alert_dialog_header(assigns)



        
          
        

    

  


  

The header section of the alert dialog.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      alert_dialog_title(assigns)



        
          
        

    

  


  

The title of the alert dialog.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      alert_dialog_trigger(assigns)



        
          
        

    

  


  

The trigger element that opens the alert dialog.
Attributes
	class (:string) - Defaults to nil.
	as (:any) - Defaults to "div".
	Global attributes are accepted.

Slots
	inner_block (required)
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Implementation of avatar component for user profile pictures with fallback support.
Avatars are visual representations of users, typically displaying a profile picture
or initials as a fallback. The component consists of a container, image, and fallback
elements to ensure consistent display even when images fail to load.
Examples:
<.avatar>
  <.avatar_image src="/images/profile.jpg" alt="User avatar" />
  <.avatar_fallback>JD</.avatar_fallback>
</.avatar>

<.avatar class="h-12 w-12">
  <.avatar_image src={@user.avatar_url} alt={@user.name} />
  <.avatar_fallback>
    <svg xmlns="http://www.w3.org/2000/svg" viewBox="0 0 24 24" fill="currentColor" class="w-6 h-6">
      <path fill-rule="evenodd" d="M18 10a8 8 0 1 1-16 0 8 8 0 0 1 16 0zm-5.5-2.5a2.5 2.5 0 1 1-5 0 2.5 2.5 0 0 1 5 0zM10 12a5.99 5.99 0 0 0-4.793 2.39A6.483 6.483 0 0 0 10 16.5a6.483 6.483 0 0 0 4.793-2.11A5.99 5.99 0 0 0 10 12z" clip-rule="evenodd" />
    </svg>
  </.avatar_fallback>
</.avatar>

      


      
        Summary


  
    Functions
  


    
      
        avatar(assigns)

      


        Renders an avatar container.



    


    
      
        avatar_fallback(assigns)

      


        Renders an avatar fallback element.



    


    
      
        avatar_image(assigns)

      


        Renders an avatar image.



    





      


      
        Functions


        


  
    
      
    
    
      avatar(assigns)



        
          
        

    

  


  

Renders an avatar container.
The avatar container is a wrapper that holds the avatar image and fallback content.
Options
	:class - Additional CSS classes to apply to the avatar container.

Examples
<.avatar>
  <.avatar_image src="/images/profile.jpg" alt="User avatar" />
  <.avatar_fallback>JD</.avatar_fallback>
</.avatar>

<.avatar class="h-16 w-16">...</.avatar>
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block


  



  
    
      
    
    
      avatar_fallback(assigns)



        
          
        

    

  


  

Renders an avatar fallback element.
The fallback is displayed when the avatar image is not available or during image loading.
This can contain text (like user initials) or an icon.
Options
	:class - Additional CSS classes to apply to the fallback element.

Examples
<.avatar_fallback>JD</.avatar_fallback>

<.avatar_fallback class="bg-primary text-primary-foreground">
  <svg><!-- User icon SVG --></svg>
</.avatar_fallback>
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block


  



  
    
      
    
    
      avatar_image(assigns)



        
          
        

    

  


  

Renders an avatar image.
The image is set to display only after it has loaded, preventing layout shifts
and allowing the fallback to show during loading.
Options
	:src - The URL of the avatar image.
	:alt - The alt text for the image for accessibility.
	:class - Additional CSS classes to apply to the image.

Examples
<.avatar_image src="/images/profile.jpg" alt="User profile" />
<.avatar_image src={@user.avatar_url} alt={@user.name} class="border-2" />
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["alt", "src"].
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Implementation of badge component for displaying short labels, statuses, or counts.
Badges are small UI elements typically used to highlight status, categories, or counts
in a compact format. They are designed to be visually distinct and draw attention to
important information.
Examples:
<.badge>New</.badge>
<.badge variant="secondary">Beta</.badge>
<.badge variant="destructive">Error</.badge>
<.badge variant="outline">Version 1.0</.badge>

<div class="flex gap-2">
  <.badge>Default</.badge>
  <.badge variant="secondary">Secondary</.badge>
  <.badge variant="destructive">Destructive</.badge>
  <.badge variant="outline">Outline</.badge>
</div>

      


      
        Summary


  
    Functions
  


    
      
        badge(assigns)

      


        Renders a badge component.



    





      


      
        Functions


        


  
    
      
    
    
      badge(assigns)



        
          
        

    

  


  

Renders a badge component.
Options
	:class - Additional CSS classes to apply to the badge.
	:variant - The visual style of the badge. Available variants:	"default" - Primary color with white text (default)
	"secondary" - Secondary color with contrasting text
	"destructive" - Typically red, for warning or error states
	"outline" - Bordered style with no background



Examples
<.badge>Badge</.badge>
<.badge variant="destructive">Warning</.badge>
<.badge variant="outline" class="text-sm">Custom</.badge>
Attributes
	class (:string) - Defaults to nil.
	variant (:string) - the badge variant style. Defaults to "default". Must be one of "default", "secondary", "destructive", or "outline".
	Global attributes are accepted.

Slots
	inner_block (required)
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Implementation of breadcrumb component from https://ui.shadcn.com/docs/components/breadcrumb
Breadcrumbs help users navigate through the application by showing the current location
and providing links to previous levels in the hierarchy.
Features
	Semantic HTML structure with proper ARIA attributes for accessibility
	Visual separators between navigation items
	Current page indication with proper styling
	Optional ellipsis for collapsed paths
	Responsive design capabilities

Examples
<.breadcrumb>
  <.breadcrumb_list>
    <.breadcrumb_item>
      <.breadcrumb_link href="/">Home</.breadcrumb_link>
    </.breadcrumb_item>
    <.breadcrumb_separator />
    <.breadcrumb_item>
      <.breadcrumb_link href="/components">Components</.breadcrumb_link>
    </.breadcrumb_item>
    <.breadcrumb_separator />
    <.breadcrumb_item>
      <.breadcrumb_page>Breadcrumb</.breadcrumb_page>
    </.breadcrumb_item>
  </.breadcrumb_list>
</.breadcrumb>
For responsive breadcrumbs that collapse on mobile:
<.breadcrumb>
  <.breadcrumb_list>
    <.breadcrumb_item>
      <.breadcrumb_link href="/">Home</.breadcrumb_link>
    </.breadcrumb_item>
    <.breadcrumb_separator />

    <!-- Show on desktop only -->
    <div class="hidden md:flex md:items-center">
      <.breadcrumb_item>
        <.breadcrumb_link href="/components">Components</.breadcrumb_link>
      </.breadcrumb_item>
      <.breadcrumb_separator />
    </div>

    <!-- Show on mobile only -->
    <div class="md:hidden">
      <.breadcrumb_ellipsis />
      <.breadcrumb_separator />
    </div>

    <.breadcrumb_item>
      <.breadcrumb_page>Breadcrumb</.breadcrumb_page>
    </.breadcrumb_item>
  </.breadcrumb_list>
</.breadcrumb>

      


      
        Summary


  
    Functions
  


    
      
        breadcrumb(assigns)

      


        Renders a breadcrumb.



    


    
      
        breadcrumb_ellipsis(assigns)

      


        Renders an ellipsis indicator for collapsed breadcrumb items.



    


    
      
        breadcrumb_item(assigns)

      


        Renders a breadcrumb item.



    


    
      
        breadcrumb_link(assigns)

      


        Renders a breadcrumb link.



    


    
      
        breadcrumb_list(assigns)

      


        Renders breadcrumb list.



    


    
      
        breadcrumb_page(assigns)

      


        Renders the current page breadcrumb item.



    


    
      
        breadcrumb_separator(assigns)

      


        Renders a separator between breadcrumb items.



    





      


      
        Functions


        


  
    
      
    
    
      breadcrumb(assigns)



        
          
        

    

  


  

Renders a breadcrumb.
Attributes
	:class - Additional CSS classes to apply to the breadcrumb container

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      breadcrumb_ellipsis(assigns)



        
          
        

    

  


  

Renders an ellipsis indicator for collapsed breadcrumb items.
Used in responsive designs to indicate that some breadcrumb items are hidden.
Typically used for middle items in a long breadcrumb path on mobile views.
Attributes
	:class - Additional CSS classes to apply to the ellipsis

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.


  



  
    
      
    
    
      breadcrumb_item(assigns)



        
          
        

    

  


  

Renders a breadcrumb item.
Individual item in the breadcrumb path that can contain a link or the current page.
Attributes
	:class - Additional CSS classes to apply to the item

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      breadcrumb_link(assigns)



        
          
        

    

  


  

Renders a breadcrumb link.
Used for all breadcrumb items except the current page.
Attributes
	:class - Additional CSS classes to apply to the link
	Standard HTML link attributes (href, target, etc.) are supported

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["download", "href", "hreflang", "ping", "referrerpolicy", "rel", "target", "type"].

Slots
	inner_block (required)


  



  
    
      
    
    
      breadcrumb_list(assigns)



        
          
        

    

  


  

Renders breadcrumb list.
Wraps the breadcrumb items in an ordered list to represent the hierarchical structure.
Attributes
	:class - Additional CSS classes to apply to the list

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      breadcrumb_page(assigns)



        
          
        

    

  


  

Renders the current page breadcrumb item.
Used for the final item in the breadcrumb path, representing the current page.
The current page is not a link but styled differently to indicate the current location.
Attributes
	:class - Additional CSS classes to apply to the current page element

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      breadcrumb_separator(assigns)



        
          
        

    

  


  

Renders a separator between breadcrumb items.
Visual indicator that separates items in the breadcrumb path.
By default, shows a chevron right icon.
Attributes
	:class - Additional CSS classes to apply to the separator

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.
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Button component for user interactions.
Provides a versatile button component with various styles, sizes, and states
to handle user interactions throughout the application.

      


      
        Summary


  
    Functions
  


    
      
        button(assigns)

      


        Renders a button with configurable styles and behaviors.



    





      


      
        Functions


        


  
    
      
    
    
      button(assigns)



        
          
        

    

  


  

Renders a button with configurable styles and behaviors.
Attributes
	:type - HTML button type attribute (e.g., "button", "submit")
	:class - Additional CSS classes
	:variant - Visual style variant of the button:	"default" - Primary action button
	"secondary" - Secondary action button
	"destructive" - Buttons for destructive actions
	"outline" - Button with outline style
	"ghost" - Button with minimal styling
	"link" - Button that appears as a link


	:size - Size of the button:	"default" - Standard size
	"sm" - Small size
	"lg" - Large size
	"icon" - Square button optimized for icons


	:rest - Additional HTML attributes including disabled, form, name, value

Examples
<.button>Send</.button>
<.button variant="destructive" phx-click="delete">Delete</.button>
<.button variant="outline" size="sm">Cancel</.button>
<.button variant="ghost" size="icon">
  <.icon name="hero-x-mark" />
</.button>
<.button type="submit" phx-disable-with="Saving...">Save Changes</.button>
Attributes
	type (:string) - Defaults to nil.
	class (:any) - Defaults to nil.
	variant (:string) - the button variant style. Defaults to "default". Must be one of "default", "secondary", "destructive", "outline", "ghost", or "link".
	size (:string) - Defaults to "default". Must be one of "default", "sm", "lg", or "icon".
	Global attributes are accepted. Supports all globals plus: ["disabled", "form", "name", "value"].

Slots
	inner_block (required)
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Card components for containing content and actions.
Cards provide a flexible container for displaying content with support for headers,
footers, and various content layouts. They organize information and actions consistently.

      


      
        Summary


  
    Functions
  


    
      
        card(assigns)

      


        Renders a card container.



    


    
      
        card_content(assigns)

      


        Renders the main content area of the card.



    


    
      
        card_description(assigns)

      


        Renders a card description within the header section.



    


    
      
        card_footer(assigns)

      


        Renders a footer section for the card, typically containing actions.



    


    
      
        card_header(assigns)

      


        Renders a card header section for title and description.



    


    
      
        card_title(assigns)

      


        Renders a card title within the header section.



    





      


      
        Functions


        


  
    
      
    
    
      card(assigns)



        
          
        

    

  


  

Renders a card container.
Examples:
<.card>
  <.card_header>
    <.card_title>Account Settings</.card_title>
    <.card_description>Manage your account settings.</.card_description>
  </.card_header>
  <.card_content>
    <p>Your account details and preferences.</p>
  </.card_content>
  <.card_footer>
    <.button variant="outline">Cancel</.button>
    <.button>Save</.button>
  </.card_footer>
</.card>
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      card_content(assigns)



        
          
        

    

  


  

Renders the main content area of the card.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      card_description(assigns)



        
          
        

    

  


  

Renders a card description within the header section.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      card_footer(assigns)



        
          
        

    

  


  

Renders a footer section for the card, typically containing actions.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      card_header(assigns)



        
          
        

    

  


  

Renders a card header section for title and description.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      card_title(assigns)



        
          
        

    

  


  

Renders a card title within the header section.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)
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Chart component.
This component displays a chart using a live component for real-time updates. Data and configuration are passed as attributes, and the rendering is managed on the client side through a hook called ChartHook. This hook initializes, manages the lifecycle, and renders the chart using a chart library. SaladUI comes with Chart.js as default, but you can rewrite ChartHook to integrate another chart library.
Chart options
The chart_options map defines the appearance and behavior of the chart:
	Special keys
	labels: A list of labels for the x-axis
	type: Chart type (e.g., "line", "bar") - must match the chart library's supported types
	options: A map of chart options following the chart library's API


	Dataset configuration:
Any additional keys in the options map define datasets. For example:
%{
  labels: ["Jan", "Feb"],
  type: "line",
  options: %{responsive: true},
  desktop: %{                    # Dataset configuration
    label: "Desktop Usage",      # Chart.js dataset options
    datakey: "desktop_value"     # Optional: custom key for data mapping
  }
}


Chart data
The chart_data must be a list of maps. Each map represents a data point:
[
  %{desktop: 10, mobile: 20},  # First data point
  %{desktop: 15, mobile: 25}   # Second data point
]
The data could be in any shape and you can map a dataset from the chart configuration to a data point in the chart data using the datakey key.
All data points that do not match any datasets will be ignored.

      


      
        Summary


  
    Functions
  


    
      
        chart(assigns)

      


        


    





      


      
        Functions


        


  
    
      
    
    
      chart(assigns)



        
          
        

    

  


  

Attributes
	id (:string) (required)
	name (:string) - name of the chart for screen readers. Defaults to "".
	chart-type (:string) - type of the chart (e.g., line, bar). Defaults to "line".
	chart-options (:map) (required)
	chart-data (:list) (required)
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Implementation of checkbox component from https://ui.shadcn.com/docs/components/checkbox
Examples:
<.checkbox name="terms" id="terms" />

<div class="flex items-center space-x-2">
  <.checkbox id="terms" name="terms" />
  <.label for="terms">Accept terms and conditions</.label>
</div>

<.checkbox id="remember_me" name="remember_me" label="Remember me" />

<.form for={@form} as={:user} phx-change="validate">
  <.checkbox field={@form[:accept_terms]} label="I accept the terms and conditions" />
</.form>

      


      
        Summary


  
    Functions
  


    
      
        checkbox(assigns)

      


        Renders a checkbox input with SaladUI styling.



    





      


      
        Functions


        


  
    
      
    
    
      checkbox(assigns)



        
          
        

    

  


  

Renders a checkbox input with SaladUI styling.
Options
	:id - The id to apply to the checkbox
	:name - The name to apply to the input field
	:value - The current value of the checkbox
	:default-value - The default value of the checkbox, either true, false, "true", "false"
	:disabled - Whether the checkbox is disabled
	:field - A Phoenix form field
	:class - Additional classes to add to the checkbox

Attributes
	name (:any) - Defaults to nil.
	value (:any) - Defaults to nil.
	default-value (:any) - Defaults to false.Must be one of true, false, "true", or "false".
	field (Phoenix.HTML.FormField)
	class (:string) - Defaults to nil.
	Global attributes are accepted.
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Implementation of Collapsible component for SaladUI framework.
This component allows content to be shown or hidden with smooth animations,
accessibility support, and keyboard navigation.
Examples:
<.collapsible id="collapsible-1" open>
  <.collapsible_trigger>
    <.button variant="outline">Show content</.button>
  </.collapsible_trigger>
  <.collapsible_content>
    <p>
      Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed do eiusmod tempor
      incididunt ut labore et dolore magna aliqua.
    </p>
  </.collapsible_content>
</.collapsible>
Component events
	:on-open - Maps the open event. Fired when the collapsible enters open state.
	:on-close - Maps the close event. Fired when the collapsible enters closed state.

Server commands
	"open" - Opens the collapsible.
	"close" - Closes the collapsible.
	"toggle" - Toggles the collapsible.


      


      
        Summary


  
    Functions
  


    
      
        collapsible(assigns)

      


        The main collapsible component.



    


    
      
        collapsible_content(assigns)

      


        The collapsible content that appears when triggered.



    


    
      
        collapsible_trigger(assigns)

      


        The trigger element that toggles the collapsible content.



    





      


      
        Functions


        


  
    
      
    
    
      collapsible(assigns)



        
          
        

    

  


  

The main collapsible component.
Options
	:id - Required unique identifier for the collapsible.
	:open - Whether the collapsible is initially open. Defaults to false.
	:on-open - Handler for collapsible open event.
	:on-close - Handler for collapsible close event.
	:class - Additional CSS classes.

Component events
	:on-open - Fired when the collapsible opens.
	:on-close - Fired when the collapsible closes.

Server commands
	"open" - Opens the collapsible.
	"close" - Closes the collapsible.
	"toggle" - Toggles the collapsible.

Attributes
	id (:string) (required) - Unique identifier for the collapsible.
	open (:boolean) - Whether the collapsible is initially open. Defaults to false.
	on-open (:any) - Handler for collapsible open event. Defaults to nil.
	on-close (:any) - Handler for collapsible close event. Defaults to nil.
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      collapsible_content(assigns)



        
          
        

    

  


  

The collapsible content that appears when triggered.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      collapsible_trigger(assigns)



        
          
        

    

  


  

The trigger element that toggles the collapsible content.
Attributes
	class (:string) - Defaults to nil.
	as (:any) - Defaults to "div".
	Global attributes are accepted.

Slots
	inner_block (required)
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Command palette components for SaladUI.
Provides a set of components to build a command palette or searchable menu, similar to those found in modern applications.
Example
<.command id="command" class="rounded-lg border border-border shadow-md md:min-w-[450px] w-full lg:max-w-[600px]">
  <.command_input placeholder="Type a command or search..." />
  <.command_empty>
    <span>No results found</span>
  </.command_empty>
  <.command_list>
    <.command_group heading="Suggestions">
      <.command_item phx-value-name="calendar" phx-click="select_command">
        <.calendar class="w-4 h-4"/>
        <span>Calendar</span>
      </.command_item>
      ...
    </.command_group>
    <.command_group heading="Settings">
      <.command_item phx-value-name="profile" phx-click="select_command">
        <.user class="w-4 h-4"/>
        <span>Profile</span>
        <.command_shortcut>⌘P</.command_shortcut>
      </.command_item>
      ...
    </.command_group>
  </.command_list>
</.command>

      


      
        Summary


  
    Functions
  


    
      
        command(assigns)

      


        Renders the root command palette container.



    


    
      
        command_dialog(assigns)

      


        Renders a command palette inside a dialog.



    


    
      
        command_empty(assigns)

      


        Renders a message when no command results are found.



    


    
      
        command_group(assigns)

      


        Renders a group of command items with a heading.



    


    
      
        command_input(assigns)

      


        Renders the input field for searching/filtering commands.



    


    
      
        command_item(assigns)

      


        Renders a single command item (button).



    


    
      
        command_list(assigns)

      


        Renders the list container for command items and groups.



    


    
      
        command_shortcut(assigns)

      


        Renders a keyboard shortcut hint for a command item.



    





      


      
        Functions


        


  
    
      
    
    
      command(assigns)



        
          
        

    

  


  

Renders the root command palette container.
Attributes
	:id (required) - The unique id for the command palette.
	:class - Additional classes to apply.

Slots
	:inner_block (required) - The content of the command palette.

Example
<.command id="my-command">
  ...
</.command>
Attributes
	id (:string) (required)
	class (:any) - Defaults to "".

Slots
	inner_block (required)


  



  
    
      
    
    
      command_dialog(assigns)



        
          
        

    

  


  

Renders a command palette inside a dialog.
Attributes
	:id (required) - The unique id for the command palette.
	:open - Whether the dialog is open.

Slots
	:inner_block (required) - The content of the command palette.

Example
<.command_dialog id="my-command" open={@show_command}>
  ...
</.command_dialog>
Attributes
	id (:string) (required)
	open (:boolean) - Defaults to false.

Slots
	inner_block (required)


  



  
    
      
    
    
      command_empty(assigns)



        
          
        

    

  


  

Renders a message when no command results are found.
Attributes
	:class - Additional classes to apply.

Slots
	:inner_block (required) - The content to display when empty.

Example
<.command_empty>
  <span>No results found</span>
</.command_empty>
Attributes
	class (:any) - Defaults to "".

Slots
	inner_block (required)


  



  
    
      
    
    
      command_group(assigns)



        
          
        

    

  


  

Renders a group of command items with a heading.
Attributes
	:heading (required) - The group heading.

Slots
	:inner_block (required) - The command items in the group.

Example
<.command_group heading="Settings">
  <.command_item>Profile</.command_item>
</.command_group>
Attributes
	heading (:string) (required)

Slots
	inner_block (required)


  



  
    
      
    
    
      command_input(assigns)



        
          
        

    

  


  

Renders the input field for searching/filtering commands.
Attributes
	:class - Additional classes to apply.
	All global attributes are passed to the <input> element.

Example
<.command_input placeholder="Type a command..." />
Attributes
	class (:any) - Defaults to "".
	Global attributes are accepted.


  



  
    
      
    
    
      command_item(assigns)



        
          
        

    

  


  

Renders a single command item (button).
Attributes
	:disabled - Whether the item is disabled.
	:selected - Whether the item is selected.
	All global attributes are passed to the <button> element.

Slots
	:inner_block (required) - The content of the command item.

Example
<.command_item phx-click="select_command">
  <.icon name="calendar" />
  <span>Calendar</span>
</.command_item>
Attributes
	disabled (:boolean) - Defaults to false.
	selected (:boolean) - Defaults to false.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      command_list(assigns)



        
          
        

    

  


  

Renders the list container for command items and groups.
Attributes
	:class - Additional classes to apply.

Slots
	:inner_block (required) - The content of the command list (groups/items).

Example
<.command_list>
  <.command_group heading="Actions">
    <.command_item>...</.command_item>
  </.command_group>
</.command_list>
Attributes
	class (:any) - Defaults to "".

Slots
	inner_block (required)


  



  
    
      
    
    
      command_shortcut(assigns)



        
          
        

    

  


  

Renders a keyboard shortcut hint for a command item.
Attributes
	:class - Additional classes to apply.

Slots
	:inner_block (required) - The shortcut text.

Example
<.command_shortcut>⌘P</.command_shortcut>
Attributes
	class (:any) - Defaults to "".

Slots
	inner_block (required)
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SaladUI.Dialog 
    



      
Implement of Dialog components from https://ui.shadcn.com/docs/components/dialog
Component events
	:on-open - Maps the open event. Fired when dialog enters open state.
	:on-close - Maps the close event. Fired when dialog enters closed state.

Server commands
	"open" - Opens the dialog.
	"close" - Closes the dialog.


      


      
        Summary


  
    Functions
  


    
      
        dialog(assigns)

      


        Dialog component



    


    
      
        dialog_content(assigns)

      


        


    


    
      
        dialog_description(assigns)

      


        


    


    
      
        dialog_footer(assigns)

      


        


    


    
      
        dialog_header(assigns)

      


        


    


    
      
        dialog_title(assigns)

      


        


    


    
      
        dialog_trigger(assigns)

      


        


    





      


      
        Functions


        


  
    
      
    
    
      dialog(assigns)



        
          
        

    

  


  

Dialog component
Component events
	:on-open - Fired when the dialog opens.
	:on-close - Fired when the dialog closes.

Server commands
	"open" - Opens the dialog.
	"close" - Closes the dialog.

Examples:
<.dialog id="pro-dialog" open={true}>
  <.dialog_trigger>Click me</.dialog_trigger>
  <.dialog_content class="sm:max-w-[425px]">
    <.dialog_header>
      <.dialog_title>Edit profile</.dialog_title>
      <.dialog_description>
        Make changes to your profile here click save when you're done
      </.dialog_description>
    </.dialog_header>
    <div class_name="grid gap-4 py-4">
      <div class_name="grid grid-cols_4 items-center gap-4">
        <.label for="name" class-name="text-right">
          name
        </.label>
        <input id="name" value="pedro duarte" class-name="col-span-3" />
      </div>
      <div class="grid grid-cols-4 items_center gap-4">
        <.label for="username" class="text-right">
          username
        </.label>
        <input id="username" value="@peduarte" class="col-span-3" />
      </div>
    </div>
    <.dialog_footer>
      <.button type="submit">save changes</.button>
    </.dialog_footer>
  </.dialog_content>
</.dialog>
Attributes
	id (:string) (required)
	open (:boolean) - Defaults to false.
	class (:string) - Defaults to nil.
	close-on-outside-click (:boolean) - Defaults to true.
	on-open (:any) - Handler for dialog open event. Support both server event handler and JS command struct. Defaults to nil.
	on-close (:any) - Handler for dialog closed event. Support both server event handler and JS command struct. Defaults to nil.

Slots
	inner_block (required)


  



  
    
      
    
    
      dialog_content(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.

Slots
	inner_block (required)


  



  
    
      
    
    
      dialog_description(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.

Slots
	inner_block (required)


  



  
    
      
    
    
      dialog_footer(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.

Slots
	inner_block (required)


  



  
    
      
    
    
      dialog_header(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.

Slots
	inner_block (required)


  



  
    
      
    
    
      dialog_title(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.

Slots
	inner_block (required)


  



  
    
      
    
    
      dialog_trigger(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.
	as (:any) - Defaults to "div".
	Global attributes are accepted.

Slots
	inner_block (required)
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SaladUI.DropdownMenu 
    



      
Implementation of dropdown menu component for SaladUI framework.
Dropdown menus display a list of options when a trigger element is clicked.
They provide a way to select from multiple options while conserving screen space.
Examples:
<.dropdown_menu id="user-menu">
  <.dropdown_menu_trigger as={&SaladUI.Button.button/1} variant="outline">
    Open Menu
  </.dropdown_menu_trigger>
  <.dropdown_menu_content>
    <.dropdown_menu_label>My Account</.dropdown_menu_label>
    <.dropdown_menu_separator />
    <.dropdown_menu_group>
      <.dropdown_menu_item on-select={JS.push("profile_selected")}>
        Profile
        <.dropdown_menu_shortcut>⌘P</.dropdown_menu_shortcut>
      </.dropdown_menu_item>
      <.dropdown_menu_item on-select={JS.push("settings_selected")}>
        Settings
        <.dropdown_menu_shortcut>⌘S</.dropdown_menu_shortcut>
      </.dropdown_menu_item>
      <.dropdown_menu_item disabled>
        Disabled Option
      </.dropdown_menu_item>
    </.dropdown_menu_group>
    <.dropdown_menu_separator />
    <.dropdown_menu_item variant="destructive" on-select={JS.push("logout")}>
      Log out
    </.dropdown_menu_item>
  </.dropdown_menu_content>
</.dropdown_menu>
Example with checkbox items
<.dropdown_menu id="options-menu">
  <.dropdown_menu_trigger as={&SaladUI.Button.button/1} variant="outline">
    Options
  </.dropdown_menu_trigger>
  <.dropdown_menu_content>
    <.dropdown_menu_checkbox_item
      checked={@is_bold}
      on-checked-change={JS.push("toggle_bold")}
    >
      Bold
    </.dropdown_menu_checkbox_item>
    <.dropdown_menu_checkbox_item
      checked={@is_italic}
      on-checked-change={JS.push("toggle_italic")}
    >
      Italic
    </.dropdown_menu_checkbox_item>
  </.dropdown_menu_content>
</.dropdown_menu>
Component events
	:on-open - Maps the open event. Fired when the dropdown menu enters open state.
	:on-close - Maps the close event. Fired when the dropdown menu enters closed state.
	:on-select - Maps the select event on a dropdown_menu_item. Fired when the item is activated.
	:on-checked-change - Maps the checked-change event on a dropdown_menu_checkbox_item.

Server commands
	"open" - Opens the dropdown menu.
	"close" - Closes the dropdown menu.
	"toggle" - Toggles the dropdown menu.


      


      
        Summary


  
    Functions
  


    
      
        dropdown_menu(assigns)

      


        The main dropdown menu component that manages state and positioning.



    


    
      
        dropdown_menu_checkbox_item(assigns)

      


        A checkbox item in the dropdown menu that can be toggled on/off.



    


    
      
        dropdown_menu_content(assigns)

      


        The dropdown menu content that appears when triggered.



    


    
      
        dropdown_menu_group(assigns)

      


        A group of related dropdown menu items.



    


    
      
        dropdown_menu_item(assigns)

      


        An item in the dropdown menu.



    


    
      
        dropdown_menu_label(assigns)

      


        A label for a section in the dropdown menu.



    


    
      
        dropdown_menu_link_item(assigns)

      


        An item in the dropdown menu.



    


    
      
        dropdown_menu_separator(assigns)

      


        A separator for visually dividing sections of the dropdown menu.



    


    
      
        dropdown_menu_shortcut(assigns)

      


        A keyboard shortcut hint displayed in a dropdown menu item.



    


    
      
        dropdown_menu_trigger(assigns)

      


        The trigger element that toggles the dropdown menu.



    





      


      
        Functions


        


  
    
      
    
    
      dropdown_menu(assigns)



        
          
        

    

  


  

The main dropdown menu component that manages state and positioning.
Options
	:id - Required unique identifier for the dropdown menu.
	:open - Whether the dropdown is initially open. Defaults to false.
	:use-portal - Whether to render the dropdown in a portal. Defaults to false.
	:portal-container - CSS selector for the portal container. Defaults to nil.
	:on-open - Handler for dropdown menu open event.
	:on-close - Handler for dropdown menu close event.
	:class - Additional CSS classes.

Component events
	:on-open - Fired when the dropdown menu opens.
	:on-close - Fired when the dropdown menu closes.

Server commands
	"open" - Opens the dropdown menu.
	"close" - Closes the dropdown menu.
	"toggle" - Toggles the dropdown menu.

Attributes
	id (:string) (required) - Unique identifier for the dropdown menu.
	open (:boolean) - Whether the dropdown menu is initially open. Defaults to false.
	use-portal (:boolean) - Whether to render the content in a portal. Defaults to false.
	portal-container (:string) - CSS selector for the portal container. Defaults to nil.
	on-open (:any) - Handler for dropdown menu open event. Defaults to nil.
	on-close (:any) - Handler for dropdown menu close event. Defaults to nil.
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      dropdown_menu_checkbox_item(assigns)



        
          
        

    

  


  

A checkbox item in the dropdown menu that can be toggled on/off.
Options
	:checked - Whether the item is initially checked. Defaults to false.
	:disabled - Whether the item is disabled. Defaults to false.
	:on-checked-change - Handler for when checked state changes.
	:on-select - Handler for item selection.
	:class - Additional CSS classes.

Attributes
	class (:string) - Defaults to nil.
	value (:string) - Defaults to nil.
	checked (:boolean) - Defaults to false.
	disabled (:boolean) - Defaults to false.
	on-select (:any) - Handler for item selected event. Defaults to nil.
	on-checked-change (:any) - Handler for when checked state changes. Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      dropdown_menu_content(assigns)



        
          
        

    

  


  

The dropdown menu content that appears when triggered.
Options
	:side - Placement of the dropdown menu relative to the trigger (top, right, bottom, left). Defaults to "bottom".
	:align - Alignment of the dropdown menu (start, center, end). Defaults to "start".
	:side-offset - Distance from the trigger in pixels. Defaults to 4.
	:align-offset - Offset along the alignment axis. Defaults to 0.
	:class - Additional CSS classes.

Attributes
	class (:string) - Defaults to nil.
	side (:string) - Defaults to "bottom". Must be one of "top", "right", "bottom", or "left".
	align (:string) - Defaults to "start". Must be one of "start", "center", or "end".
	side-offset (:integer) - Distance from the trigger in pixels. Defaults to 4.
	align-offset (:integer) - Offset along the alignment axis. Defaults to 0.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      dropdown_menu_group(assigns)



        
          
        

    

  


  

A group of related dropdown menu items.
Options
	:class - Additional CSS classes.

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      dropdown_menu_item(assigns)



        
          
        

    

  


  

An item in the dropdown menu.
Options
	:disabled - Whether the item is disabled. Defaults to false.
	:variant - Visual style variant of the item (default or destructive).
	:on-select - Handler for item selection.
	:class - Additional CSS classes.

Attributes
	class (:string) - Defaults to nil.
	value (:string) - Defaults to nil.
	variant (:string) - Defaults to "default". Must be one of "default", or "destructive".
	disabled (:boolean) - Defaults to false.
	on-select (:any) - Handler for item selection. Defaults to nil.
	as (:any) - Defaults to "div".
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      dropdown_menu_label(assigns)



        
          
        

    

  


  

A label for a section in the dropdown menu.
Options
	:inset - Whether to inset the label. Defaults to false.
	:class - Additional CSS classes.

Attributes
	class (:string) - Defaults to nil.
	inset (:boolean) - Defaults to false.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      dropdown_menu_link_item(assigns)



        
          
        

    

  


  

An item in the dropdown menu.
Options
	:disabled - Whether the item is disabled. Defaults to false.
	:variant - Visual style variant of the item (default or destructive).
	:on-select - Handler for item selection.
	:class - Additional CSS classes.

Attributes
	class (:string) - Defaults to nil.
	value (:string) - Defaults to nil.
	variant (:string) - Defaults to "default". Must be one of "default", or "destructive".
	disabled (:boolean) - Defaults to false.
	Global attributes are accepted. Supports all globals plus: ["href", "method"].

Slots
	inner_block (required)


  



  
    
      
    
    
      dropdown_menu_separator(assigns)



        
          
        

    

  


  

A separator for visually dividing sections of the dropdown menu.
Options
	:class - Additional CSS classes.

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block


  



  
    
      
    
    
      dropdown_menu_shortcut(assigns)



        
          
        

    

  


  

A keyboard shortcut hint displayed in a dropdown menu item.
Options
	:class - Additional CSS classes.

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      dropdown_menu_trigger(assigns)



        
          
        

    

  


  

The trigger element that toggles the dropdown menu.
Renders a native <button type="button"> by default. Set :as to an
HTML tag or function component to render another trigger root.
Options
	:class - Additional CSS classes.
	:as - The HTML tag or function component to use for the trigger. Defaults to "button".

Attributes
	as (:any) - Defaults to "button".
	type (:string) - Defaults to nil.
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)
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SaladUI.Form 
    



      
Form-related components that help build accessible forms.
SaladUI doesn't define its own form component, but instead provides a set of
form-related components to enhance the native Phoenix LiveView form.
Examples:
<.form
  class="space-y-6"
  for={@form}
  id="project-form"
  phx-target={@myself}
  phx-change="validate"
  phx-submit="save"
>
  <.form_item>
    <.form_label>What is your project's name?</.form_label>
    <.form_control>
      <.input field={@form[:name]} type="text" phx-debounce="500" />
    </.form_control>
    <.form_description>
      This is your public display name.
    </.form_description>
    <.form_message field={@form[:name]} />
  </.form_item>

  <div class="w-full flex flex-row-reverse">
    <.button
      class="btn btn-secondary btn-md"
      icon="inbox_arrow_down"
      phx-disable-with="Saving..."
    >
      Save project
    </.button>
  </div>
</.form>

      


      
        Summary


  
    Functions
  


    
      
        form_control(assigns)

      


        Form control component that wraps input elements.



    


    
      
        form_description(assigns)

      


        Form description component that provides additional context for a form field.



    


    
      
        form_item(assigns)

      


        Form item component that acts as a container for a form field.



    


    
      
        form_label(assigns)

      


        Form label component that renders a label for a form field.



    


    
      
        form_message(assigns)

      


        Form message component that displays validation errors for a form field.



    





      


      
        Functions


        


  
    
      
    
    
      form_control(assigns)



        
          
        

    

  


  

Form control component that wraps input elements.
This is a simple pass-through component that renders its inner block.
Examples:
<.form_control>
  <.input field={@form[:email]} type="email" />
</.form_control>
Slots
	inner_block (required)


  



  
    
      
    
    
      form_description(assigns)



        
          
        

    

  


  

Form description component that provides additional context for a form field.
Examples:
<.form_description>
  We'll only use your email for account-related purposes.
</.form_description>
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      form_item(assigns)



        
          
        

    

  


  

Form item component that acts as a container for a form field.
Examples:
<.form_item>
  <.form_label>Email</.form_label>
  <.form_control>
    <.input field={@form[:email]} type="email" />
  </.form_control>
  <.form_message field={@form[:email]} />
</.form_item>
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      form_label(assigns)



        
          
        

    

  


  

Form label component that renders a label for a form field.
Shows validation errors through text color when a field has errors.
Examples:
<.form_label>Email</.form_label>
<.form_label field={@form[:email]}>Email</.form_label>
Attributes
	class (:string) - Defaults to nil.
	field (Phoenix.HTML.FormField) - a form field struct retrieved from the form, for example: @form[:email]. Defaults to nil.
	for (:string) - Defaults to nil.
	error (:boolean) - whether the field has an error. Defaults to false.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      form_message(assigns)



        
          
        

    

  


  

Form message component that displays validation errors for a form field.
Examples:
<.form_message field={@form[:email]} />

<.form_message>
  Please enter a valid email address.
</.form_message>
Attributes
	field (Phoenix.HTML.FormField) - a form field struct retrieved from the form, for example: @form[:email]. Defaults to nil.
	errors (:any) - a list of error messages to display. Defaults to [].
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block
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SaladUI.HoverCard 
    



      
Implementation of hover card component with positioning and hover interactions.
When a user hovers over the trigger element, the content card appears with a small delay.
The card disappears when the user moves away from both the trigger and the content.
Examples:
<.hover_card id="user-hover-card">
  <.hover_card_trigger>
    <.button variant="link">@salad_ui</.button>
  </.hover_card_trigger>
  <.hover_card_content>
    <div class="flex flex-col gap-2">
      <div class="flex items-center gap-3">
        <img src="/images/avatar.png" alt="" class="h-10 w-10 rounded-full" />
        <div>
          <div class="font-semibold">SaladUI</div>
          <div class="text-sm text-muted-foreground">@salad_ui</div>
        </div>
      </div>
      <p class="text-sm">
        UI component library for modern web applications.
      </p>
    </div>
  </.hover_card_content>
</.hover_card>
Component events
	:on-open - Maps the open event. Fired when the hover card enters open state.
	:on-close - Maps the close event. Fired when the hover card enters closed state.

Hover card is a pure client-side interaction (hover/focus driven) and does not
support SaladUI.LiveView.send_command/4.

      


      
        Summary


  
    Functions
  


    
      
        hover_card(assigns)

      


        The main hover card component that manages state and positioning.



    


    
      
        hover_card_content(assigns)

      


        The hover card content that appears when triggered.



    


    
      
        hover_card_trigger(assigns)

      


        The trigger element that activates the hover card when hovered.



    





      


      
        Functions


        


  
    
      
    
    
      hover_card(assigns)



        
          
        

    

  


  

The main hover card component that manages state and positioning.
Options
	:id - Required unique identifier for the hover card.
	:open-delay - Delay in milliseconds before opening the hover card. Defaults to 300.
	:close-delay - Delay in milliseconds before closing the hover card. Defaults to 200.
	:on-open - Handler for hover card open event.
	:on-close - Handler for hover card close event.
	:class - Additional CSS classes.

Component events
	:on-open - Fired when the hover card opens.
	:on-close - Fired when the hover card closes.

Attributes
	id (:string) (required) - Unique identifier for the hover card.
	open-delay (:integer) - Delay in milliseconds before opening the hover card. Defaults to 300.
	close-delay (:integer) - Delay in milliseconds before closing the hover card. Defaults to 200.
	on-open (:any) - Handler for hover card open event. Defaults to nil.
	on-close (:any) - Handler for hover card close event. Defaults to nil.
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      hover_card_content(assigns)



        
          
        

    

  


  

The hover card content that appears when triggered.
Options
	:side - Placement of the hover card relative to the trigger (top, right, bottom, left). Defaults to "top".
	:align - Alignment of the hover card (start, center, end). Defaults to "center".
	:side-offset - Distance from the trigger in pixels. Defaults to 4.
	:align-offset - Offset along the alignment axis. Defaults to 0.
	:class - Additional CSS classes.

Attributes
	class (:string) - Defaults to nil.
	side (:string) - Defaults to "top". Must be one of "top", "right", "bottom", or "left".
	align (:string) - Defaults to "center". Must be one of "start", "center", or "end".
	side-offset (:integer) - Distance from the trigger in pixels. Defaults to 8.
	align-offset (:integer) - Offset along the alignment axis. Defaults to 0.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      hover_card_trigger(assigns)



        
          
        

    

  


  

The trigger element that activates the hover card when hovered.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)
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Renders a Heroicon.
Heroicons come in three styles – outline, solid, and mini.
By default, the outline style is used, but solid and mini may
be applied by using the -solid and -mini suffix.
You can customize the size and colors of the icons by setting
width, height, and background color classes.
Icons are extracted from your assets/vendor/heroicons directory and bundled
within your compiled app.css by the icon plugin in your Tailwind config.
Examples
<.icon name="hero-x-mark-solid" />
<.icon name="hero-arrow-path" class="ml-1 w-3 h-3 animate-spin" />

      


      
        Summary


  
    Functions
  


    
      
        icon(assigns)

      


        


    





      


      
        Functions


        


  
    
      
    
    
      icon(assigns)



        
          
        

    

  


  

Attributes
	name (:string) (required)
	class (:string) - Defaults to "".
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Implementation of an input component for various form input types.
Examples:
<.input type="text" placeholder="Enter your name" />
<.input type="email" placeholder="Enter your email" />
<.input type="password" placeholder="Enter your password" />
<.input field={f[:email]} type="email" placeholder="Enter your email" />

      


      
        Summary


  
    Functions
  


    
      
        input(assigns)

      


        Renders a form input field or a component that looks like an input field.



    





      


      
        Functions


        


  
    
      
    
    
      input(assigns)



        
          
        

    

  


  

Renders a form input field or a component that looks like an input field.
Options
	:id - The id to use for the input
	:name - The name to use for the input
	:value - The value to pre-populate the input with
	:type - The type of input (text, email, password, etc.)
	:default-value - The default value of the input
	:field - A form field struct to build the input from
	:class - Additional CSS classes to apply
	:placeholder - Placeholder text (passed through as rest)
	:disabled - Whether the input is disabled (passed through as rest)
	:required - Whether the input is required (passed through as rest)
	:readonly - Whether the input is readonly (passed through as rest)
	:autocomplete - Hints for form autofill feature (passed through as rest)

Attributes
	id (:any) - Defaults to nil.
	name (:any) - Defaults to nil.
	value (:any)
	type (:string) - Defaults to "text". Must be one of "date", "datetime-local", "email", "file", "hidden", "month", "number", "password", "tel", "text", "time", "url", or "week".
	default-value (:any)
	field (Phoenix.HTML.FormField) - a form field struct retrieved from the form, for example: @form[:email].
	class (:any) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["accept", "autocomplete", "capture", "cols", "disabled", "form", "list", "max", "maxlength", "min", "minlength", "multiple", "pattern", "placeholder", "readonly", "required", "rows", "size", "step"].
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Helper functions for controlling SaladUI components from Phoenix.LiveView.JS.

      


      
        Summary


  
    Functions
  


    
      
        dispatch_command(command_name)

      


        Dispatch a command to a SaladUI component using a LiveView JS command.



    


    
      
        dispatch_command(command_name, opts)

      


    


    
      
        dispatch_command(js, command_name, opts \\ [])

      


    





      


      
        Functions


        


  
    
      
    
    
      dispatch_command(command_name)



        
          
        

    

  


  

Dispatch a command to a SaladUI component using a LiveView JS command.
This is useful when client-side UI actions should control another SaladUI
component without a server round trip.
Parameters
	js - %Phoenix.LiveView.JS{} pipeline. Defaults to %JS{}.
	command_name - Command or state-machine transition name.
	opts - Options passed to JS.dispatch/3. Use :to to target a component
selector and :detail for command params. Client commands default to
bubbles: false so nested SaladUI components do not receive the same command.

How it works
This dispatches a "salad_ui:command" DOM custom event. The target SaladUI
component receives it and calls handleCommand(command, params), same as server
commands sent by SaladUI.LiveView.send_command/4.
Example
<.button phx-click={%JS{} |> SaladUI.JS.dispatch_command("open", to: "#dialog")}>
  Open dialog
</.button>
With params:
<.button
  phx-click={
    %JS{}
    |> SaladUI.JS.dispatch_command("update", to: "#chart", detail: %{series: @series})
  }
>
  Update chart
</.button>

  



  
    
      
    
    
      dispatch_command(command_name, opts)



        
          
        

    

  


  


  



  
    
      
    
    
      dispatch_command(js, command_name, opts \\ [])
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Helper functions for integrating SaladUI components with Phoenix LiveView.
SaladUI components communicate with LiveView in two directions:
Component events (client → server)
Interactive components expose on-* attributes such as on-open, on-close,
on-value-changed, and on-select. These attributes map component lifecycle or
interaction events to LiveView handlers.
Event attributes accept either:
	a server event name string, pushed with pushEventTo/3
	a %Phoenix.LiveView.JS{} command, executed on the component root

<.sheet
  id="profile-sheet"
  on-open="sheet_opened"
  on-close={JS.push("sheet_closed")}
>
  ...
</.sheet>
def handle_event("sheet_opened", params, socket) do
  # params include component metadata such as componentId and component
  {:noreply, socket}
end

def handle_event("sheet_closed", _params, socket) do
  {:noreply, socket}
end
Components emit their documented client events when state changes or user
interactions occur. Common dialog-like events are open and close.
Server commands (server → client)
Use send_command/4 inside LiveView callbacks to control a component by id.
Commands map to component state-machine transitions or component-specific commands.
Common commands are "open", "close", and "toggle".
def handle_event("open_profile", _params, socket) do
  socket = SaladUI.LiveView.send_command(socket, "profile-sheet", "open")
  {:noreply, socket}
end

def handle_event("close_profile", _params, socket) do
  socket = SaladUI.LiveView.send_command(socket, "profile-sheet", "close")
  {:noreply, socket}
end
send_command/4 pushes the LiveView event "saladui:command" to the browser.
SaladUI's hook receives it, matches target against the component root id, and calls
the component's handleCommand(command, params).
Client-side commands
Use SaladUI.JS.dispatch_command/3 when a LiveView JS command should control a
component directly in the browser.
<.button phx-click={%JS{} |> SaladUI.JS.dispatch_command("open", to: "#profile-sheet")}>
  Open
</.button>
This dispatches a DOM event named "salad_ui:command" on the target element.
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    Functions
  


    
      
        send_command(socket, component_id, command, params \\ %{})

      


        Send a command from a LiveView process to a SaladUI component.



    





      


      
        Functions


        


    

  
    
      
    
    
      send_command(socket, component_id, command, params \\ %{})



        
          
        

    

  


  

Send a command from a LiveView process to a SaladUI component.
Parameters
	socket - LiveView socket.
	component_id - ID of the target component root.
	command - Command or state-machine transition name, such as "open",
"close", or "toggle".
	params - Optional command payload. Defaults to %{}.

Example
socket = SaladUI.LiveView.send_command(socket, "dialog", "open")
With params:
socket = SaladUI.LiveView.send_command(socket, "chart", "update", %{series: data})

  


        

      


  

  
    
    SaladUI.Menu - SaladUI v1.0.0-rc.1
    
    

    


  
  

    
SaladUI.Menu 
    



      
Implement menu components

      


      
        Summary


  
    Functions
  


    
      
        menu(assigns)

      


        Render menu



    


    
      
        menu_group(assigns)

      


        


    


    
      
        menu_item(assigns)

      


        


    


    
      
        menu_label(assigns)

      


        


    


    
      
        menu_separator(assigns)

      


        


    


    
      
        menu_shortcut(assigns)

      


        


    





      


      
        Functions


        


  
    
      
    
    
      menu(assigns)



        
          
        

    

  


  

Render menu
Examples:
<.menu>
  <.menu_label>Account</.menu_label>
  <.menu_separator />

  <.menu_group>
    <.menu_item>
        Profile
      <.menu_shortcut>⌘P</.menu_shortcut>
    </.menu_item>

    <.menu_item>
        Billing
      <.menu_shortcut>⌘B</.menu_shortcut>
    </.menu_item>

    <.menu_item>
        Settings
      <.menu_shortcut>⌘S</.menu_shortcut>
    </.menu_item>
  </.menu_group>
</.menu>
Attributes
	class (:string) - Defaults to "top-0 left-full".
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      menu_group(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      menu_item(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.
	disabled (:boolean) - Defaults to false.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      menu_label(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.
	inset (:boolean) - Defaults to false.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      menu_separator(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.

Slots
	inner_block


  



  
    
      
    
    
      menu_shortcut(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)
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Implementation of pagination component for navigation between pages of content.
Examples:
<.pagination>
  <.pagination_content>
    <.pagination_item>
      <.pagination_previous href="#" />
    </.pagination_item>
    <.pagination_item>
      <.pagination_link href="#" is_active={@page == 1}>1</.pagination_link>
    </.pagination_item>
    <.pagination_item>
      <.pagination_link href="#" is_active={@page == 2}>2</.pagination_link>
    </.pagination_item>
    <.pagination_item>
      <.pagination_link href="#" is_active={@page == 3}>3</.pagination_link>
    </.pagination_item>
    <.pagination_item>
      <.pagination_ellipsis />
    </.pagination_item>
    <.pagination_item>
      <.pagination_next href="#" />
    </.pagination_item>
  </.pagination_content>
</.pagination>

      


      
        Summary


  
    Functions
  


    
      
        pagination(assigns)

      


        Renders a pagination component.



    


    
      
        pagination_content(assigns)

      


        Renders pagination content wrapper.



    


    
      
        pagination_ellipsis(assigns)

      


        Renders an ellipsis for page ranges.



    


    
      
        pagination_item(assigns)

      


        Renders a pagination item container.



    


    
      
        pagination_link(assigns)

      


        Renders a pagination link.



    


    
      
        pagination_next(assigns)

      


        Renders a next page button.



    


    
      
        pagination_previous(assigns)

      


        Renders a previous page button.



    





      


      
        Functions


        


  
    
      
    
    
      pagination(assigns)



        
          
        

    

  


  

Renders a pagination component.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["href", "navigate", "patch"].

Slots
	inner_block (required)


  



  
    
      
    
    
      pagination_content(assigns)



        
          
        

    

  


  

Renders pagination content wrapper.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["href", "navigate", "patch"].

Slots
	inner_block (required)


  



  
    
      
    
    
      pagination_ellipsis(assigns)



        
          
        

    

  


  

Renders an ellipsis for page ranges.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["href", "navigate", "patch"].


  



  
    
      
    
    
      pagination_item(assigns)



        
          
        

    

  


  

Renders a pagination item container.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["href", "navigate", "patch"].

Slots
	inner_block (required)


  



  
    
      
    
    
      pagination_link(assigns)



        
          
        

    

  


  

Renders a pagination link.
Options
	:is_active - Whether this link represents the current page
	:size - Link size variant (default, sm, lg, icon)

Attributes
	is-active (:boolean) - Defaults to false.
	size (:string) - Defaults to "icon". Must be one of "default", "sm", "lg", or "icon".
	class (:string) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["href", "navigate", "patch"].

Slots
	inner_block (required)


  



  
    
      
    
    
      pagination_next(assigns)



        
          
        

    

  


  

Renders a next page button.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["href", "navigate", "patch"].


  



  
    
      
    
    
      pagination_previous(assigns)



        
          
        

    

  


  

Renders a previous page button.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["href", "navigate", "patch"].
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Enhanced implementation of popover component from https://ui.shadcn.com/docs/components/popover
Example:
<.popover id="profile-popover">
  <.popover_trigger>Open Popover</.popover_trigger>
  <.popover_content side="bottom" align="center">
    <div class="p-4">
      <h3 class="font-medium">Profile</h3>
      <p class="mt-2">View and edit your profile details</p>
    </div>
  </.popover_content>
</.popover>
Component events
	:on-open - Maps the open event. Fired when the popover enters open state.
	:on-close - Maps the close event. Fired when the popover enters closed state.

Popover is a pure client-side interaction (trigger click/outside click) and does
not support SaladUI.LiveView.send_command/4.

      


      
        Summary


  
    Functions
  


    
      
        popover(assigns)

      


        The main popover component that manages state and positioning.



    


    
      
        popover_content(assigns)

      


        The popover content that appears when triggered.



    


    
      
        popover_trigger(assigns)

      


        The trigger element that toggles the popover.



    





      


      
        Functions


        


  
    
      
    
    
      popover(assigns)



        
          
        

    

  


  

The main popover component that manages state and positioning.
Options
	:id - Required unique identifier for the popover.
	:open - Whether the popover is initially open. Defaults to false.
	:use-portal - Whether to move content outside its root while open. Defaults to false.
	:portal-container - CSS selector for portal target. Used only when :use-portal is true.
	:on-open - Handler for popover open event.
	:on-close - Handler for popover close event.
	:class - Additional CSS classes.

Component events
	:on-open - Fired when the popover opens.
	:on-close - Fired when the popover closes.

Attributes
	id (:string) (required) - Unique identifier for the popover.
	open (:boolean) - Whether the popover is initially open. Defaults to false.
	use-portal (:boolean) - Whether to render the popover in a portal. Defaults to false.
	portal-container (:string) - Portal container selector when use-portal is enabled. Defaults to nil.
	class (:string) - Defaults to nil.
	on-open (:any) - Handler for popover open event. Defaults to nil.
	on-close (:any) - Handler for popover close event. Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      popover_content(assigns)



        
          
        

    

  


  

The popover content that appears when triggered.
Options
	:side - Placement of the popover relative to the trigger (top, right, bottom, left). Defaults to "bottom".
	:align - Alignment of the popover (start, center, end). Defaults to "center".
	:side-offset - Distance from the trigger in pixels. Defaults to 8.
	:align-offset - Offset along the alignment axis. Defaults to 0.
	:class - Additional CSS classes.

Attributes
	class (:string) - Defaults to nil.
	side (:string) - Defaults to "bottom". Must be one of "top", "right", "bottom", or "left".
	align (:string) - Defaults to "center". Must be one of "start", "center", or "end".
	side-offset (:integer) - Distance from the trigger in pixels. Defaults to 8.
	align-offset (:integer) - Offset along the alignment axis. Defaults to 0.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      popover_trigger(assigns)



        
          
        

    

  


  

The trigger element that toggles the popover.
Renders a native <button type="button"> by default. Set :as to an
HTML tag or function component to render another trigger root.
Attributes
	as (:any) - Defaults to "button".
	type (:string) - Defaults to nil.
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)
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Implementation of Progress component for displaying completion percentages or loading states.
Progress bars visually represent the completion status of an operation, providing
immediate feedback about how far along a task or process is.
Examples:
<.progress value={50} />
<.progress value={75} class="w-[60%]" />

      


      
        Summary


  
    Functions
  


    
      
        progress(assigns)

      


        Renders a progress bar.
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      progress(assigns)



        
          
        

    

  


  

Renders a progress bar.
Options
	:value - The current progress value (0-100)
	:class - Additional CSS classes

Attributes
	class (:string) - Defaults to nil.
	value (:integer) - Current progress value (0-100). Defaults to 0.
	max (:integer) - Maximum value. Defaults to 100.
	indeterminate (:boolean) - Whether the progress is indeterminate. Defaults to false.
	Global attributes are accepted.
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Implementation of radio group component from https://ui.shadcn.com/docs/components/radio-group
Examples:
<.radio_group
  name="subscription"
  default-value="monthly"
  on-value-changed={JS.push("plan_changed")}
  aria-label="Subscription"
>
  <div class="flex flex-col space-y-2">
    <div class="flex items-center space-x-2">
      <.radio_group_item value="monthly" id="monthly" />
      <.label for="monthly">Monthly</.label>
    </div>
    <div class="flex items-center space-x-2">
      <.radio_group_item value="yearly" id="yearly" />
      <.label for="yearly">Yearly</.label>
    </div>
  </div>
</.radio_group>
Component events
	:on-value-changed - Maps the value-changed event. Fired when the selected item changes.

Server commands
Radio group does not support SaladUI.LiveView.send_command/4. To change the
selected value from the server, update the value assign and let LiveView re-render.

      


      
        Summary


  
    Functions
  


    
      
        radio_group(assigns)

      


        Radio group component that allows selection of one option from a set.



    


    
      
        radio_group_item(assigns)

      


        Individual radio button in a radio group.



    





      


      
        Functions


        


  
    
      
    
    
      radio_group(assigns)



        
          
        

    

  


  

Radio group component that allows selection of one option from a set.
Component events
	:on-value-changed - Fired when the selected item changes.

Attributes
	id (:string) - Defaults to nil.
	name (:string) - Defaults to nil.
	value (:any) - The current value of the radio group. Defaults to nil.
	default-value (:any) - The default value of the radio group. Defaults to nil.
	on-value-changed (:any) - Handler for value changed event. Defaults to nil.
	field (Phoenix.HTML.FormField) - a form field struct retrieved from the form, for example: @form[:email].
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      radio_group_item(assigns)



        
          
        

    

  


  

Individual radio button in a radio group.
Attributes
	id (:string) (required)
	value (:string) (required)
	disabled (:boolean) - Defaults to false.
	class (:string) - Defaults to nil.
	Global attributes are accepted.
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Implementation of a scroll area component with custom styling.
The scroll area provides a consistent scrolling experience across different browsers
and platforms, with customizable styling for the scrollbar.
Examples:
<.scroll_area class="h-[200px]">
  <div class="p-4">
    <h4 class="mb-4 text-sm font-medium leading-none">Tags</h4>
    <%= for tag <- 1..50 do %>
      <div class="text-sm">
        v1.2.0-beta.<%= tag %>
      </div>
      <.separator class="my-2" />
    <% end %>
  </div>
</.scroll_area>

      


      
        Summary


  
    Functions
  


    
      
        scroll_area(assigns)

      


        Renders a custom scrollable area.
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      scroll_area(assigns)



        
          
        

    

  


  

Renders a custom scrollable area.
Options
	:class - Additional CSS classes to apply to the scroll area container

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block
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Implement of select components from https://ui.shadcn.com/docs/components/select
Examples:
<form>
   <.select default="banana" id="fruit-select">
      <.select_trigger class="w-[180px]">
        <.select_value placeholder=".select a fruit"/>
      </.select_trigger>
      <.select_content>
        <.select_group>
          <.select_label>Fruits</.select_label>
          <.select_item value="apple">Apple</.select_item>
          <.select_item value="banana">Banana</.select_item>
          <.select_item value="blueberry">Blueberry</.select_item>
          <.select_separator />
          <.select_item disabled value="grapes">Grapes</.select_item>
          <.select_item value="pineapple">Pineapple</.select_item>
        </.select_group>
  </.select_content>
    </.select>

  <.button type="submit">Submit</.button>
</form>
Component events
	:on-value-changed - Maps the value-changed event. Fired when the selected value changes.
	:on-open - Maps the open event. Fired when the select dropdown enters open state.
	:on-close - Maps the close event. Fired when the select dropdown enters closed state.

Server commands
	"open" - Opens the select dropdown.
	"close" - Closes the select dropdown.
	"toggle" - Toggles the select dropdown.

Changing the selected value from the server is done through the controlled
value assign rather than SaladUI.LiveView.send_command/4.

      


      
        Summary


  
    Functions
  


    
      
        select(assigns)

      


        Ready to use select component with all required parts.



    


    
      
        select_content(assigns)

      


        


    


    
      
        select_group(assigns)

      


        


    


    
      
        select_item(assigns)

      


        


    


    
      
        select_label(assigns)

      


        


    


    
      
        select_separator(assigns)

      


    


    
      
        select_trigger(assigns)

      


        


    


    
      
        select_value(assigns)
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      select(assigns)



        
          
        

    

  


  

Ready to use select component with all required parts.
Component events
	:on-value-changed - Fired when the selected value changes.
	:on-open - Fired when the dropdown opens.
	:on-close - Fired when the dropdown closes.

Server commands
	"open" - Opens the select dropdown.
	"close" - Closes the select dropdown.
	"toggle" - Toggles the select dropdown.

Attributes
	id (:string) - Defaults to nil.
	name (:any) - Defaults to nil.
	value (:any) - The value of the select. Defaults to nil.
	default-value (:any) - The default value of the select. Defaults to nil.
	multiple (:boolean) - Allow multiple selection. Defaults to false.
	use-portal (:boolean) - Whether to render the content in a portal. Defaults to false.
	portal-container (:string) - CSS selector for the portal container. Defaults to nil.
	on-value-changed (:any) - Handler for value changed event. Defaults to nil.
	on-open (:any) - Handler for select open event. Defaults to nil.
	on-close (:any) - Handler for select closed event. Defaults to nil.
	field (Phoenix.HTML.FormField) - a form field struct retrieved from the form, for example: @form[:email].
	label (:string) - The display label of the select value. If not provided, the value will be used. Defaults to nil.
	placeholder (:string) - The placeholder text when no value is selected. Defaults to nil.
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      select_content(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.
	side (:string) - Defaults to "bottom". Must be one of "top", or "bottom".
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      select_group(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      select_item(assigns)



        
          
        

    

  


  

Attributes
	value (:string) (required)
	disabled (:boolean) - Defaults to false.
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      select_label(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      select_separator(assigns)



        
          
        

    

  


  


  



  
    
      
    
    
      select_trigger(assigns)



        
          
        

    

  


  

Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      select_value(assigns)



        
          
        

    

  


  

Attributes
	placeholder (:string) - Defaults to nil.
	class (:string) - Defaults to nil.
	Global attributes are accepted.
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SaladUI.Separator 
    



      
Implementation of a separator component for dividing content.
Examples:
<.separator orientation="horizontal" />
<.separator orientation="vertical" class="h-6" />

      


      
        Summary


  
    Functions
  


    
      
        separator(assigns)

      


        Renders a separator.



    





      


      
        Functions


        


  
    
      
    
    
      separator(assigns)



        
          
        

    

  


  

Renders a separator.
Options
	:orientation - The orientation of the separator (horizontal or vertical). Defaults to horizontal.
	:class - Additional CSS classes

Attributes
	orientation (:string) - Defaults to "horizontal". Must be one of "vertical", or "horizontal".
	class (:string) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["disabled", "form", "name", "value"].
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SaladUI.Sheet 
    



      
Implementation of Sheet component for SaladUI framework.
Sheets are like dialogs that appear from the edge of the screen. They can be configured
to slide in from different sides of the viewport.
Examples:
<.sheet id="user-sheet">
  <.sheet_trigger>
    <.button variant="outline">Open Sheet</.button>
  </.sheet_trigger>
  <.sheet_content side="right">
    <.sheet_header>
      <.sheet_title>Edit profile</.sheet_title>
      <.sheet_description>
        Make changes to your profile here. Click save when you're done.
      </.sheet_description>
    </.sheet_header>
    <div class="grid gap-4 py-4">
      <div class="grid grid-cols-4 items-center gap-4">
        <.label for="name" class="text-right">Name</.label>
        <.input id="name" value="John Doe" class="col-span-3" />
      </div>
    </div>
    <.sheet_footer>
      <.button type="submit">Save changes</.button>
    </.sheet_footer>
  </.sheet_content>
</.sheet>
Component events
	:on-open - Maps the open event. Fired when sheet enters open state.
	:on-close - Maps the close event. Fired when sheet enters closed state.

Server commands
	"open" - Opens the sheet.
	"close" - Closes the sheet.


      


      
        Summary


  
    Functions
  


    
      
        sheet(assigns)

      


        The main sheet component that manages state and positioning.



    


    
      
        sheet_close(assigns)

      


        The close button for the sheet.



    


    
      
        sheet_content(assigns)

      


        The sheet content that appears when triggered.



    


    
      
        sheet_description(assigns)

      


        Renders a sheet description within the header section.



    


    
      
        sheet_footer(assigns)

      


        Renders a footer section for the sheet, typically containing actions.



    


    
      
        sheet_header(assigns)

      


        Renders a sheet header section for title and description.



    


    
      
        sheet_title(assigns)

      


        Renders a sheet title within the header section.



    


    
      
        sheet_trigger(assigns)

      


        The trigger element that opens the sheet.



    





      


      
        Functions


        


  
    
      
    
    
      sheet(assigns)



        
          
        

    

  


  

The main sheet component that manages state and positioning.
Options
	:id - Required unique identifier for the sheet.
	:open - Whether the sheet is initially open. Defaults to false.
	:on-open - Handler for open event. Accepts a server event name or %Phoenix.LiveView.JS{}.
	:on-close - Handler for close event. Accepts a server event name or %Phoenix.LiveView.JS{}.
	:"close-on-outside-click" - Whether overlay/outside click closes the sheet. Defaults to true.
	:class - Additional CSS classes.

Component events
	:on-open - Fired when the sheet opens.
	:on-close - Fired when the sheet closes.

Server commands
Use SaladUI.LiveView.send_command(socket, id, command) with:
	"open" - Opens the sheet.
	"close" - Closes the sheet.

Attributes
	id (:string) (required) - Unique identifier for the sheet.
	open (:boolean) - Whether the sheet is initially open. Defaults to false.
	class (:string) - Defaults to nil.
	close-on-outside-click (:boolean) - Defaults to true.
	on-open (:any) - Handler for sheet open event. Defaults to nil.
	on-close (:any) - Handler for sheet close event. Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      sheet_close(assigns)



        
          
        

    

  


  

The close button for the sheet.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      sheet_content(assigns)



        
          
        

    

  


  

The sheet content that appears when triggered.
Options
	:side - The side from which the sheet appears (top, right, bottom, left). Defaults to "right".
	:class - Additional CSS classes to customize dimensions and appearance.

Attributes
	class (:string) - Defaults to nil.
	side (:string) - The side from which the sheet appears. Defaults to "right". Must be one of "top", "right", "bottom", or "left".
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      sheet_description(assigns)



        
          
        

    

  


  

Renders a sheet description within the header section.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      sheet_footer(assigns)



        
          
        

    

  


  

Renders a footer section for the sheet, typically containing actions.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      sheet_header(assigns)



        
          
        

    

  


  

Renders a sheet header section for title and description.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      sheet_title(assigns)



        
          
        

    

  


  

Renders a sheet title within the header section.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      sheet_trigger(assigns)



        
          
        

    

  


  

The trigger element that opens the sheet.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)
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SaladUI.Skeleton 
    



      
Skeleton loading component for showing placeholder content while data is loading.
Skeleton loaders provide visual feedback to users during data loading, improving perceived performance.
Examples:
<.skeleton class="h-4 w-full" />

# Card loading skeleton
<div class="space-y-2">
  <.skeleton class="h-32 w-full rounded-lg" />
  <.skeleton class="h-4 w-2/3" />
  <.skeleton class="h-4 w-full" />
  <.skeleton class="h-4 w-full" />
</div>

# Avatar and text loading skeleton
<div class="flex items-center gap-4">
  <.skeleton class="h-12 w-12 rounded-full" />
  <div class="space-y-2">
    <.skeleton class="h-4 w-32" />
    <.skeleton class="h-4 w-24" />
  </div>
</div>

      


      
        Summary


  
    Functions
  


    
      
        skeleton(assigns)

      


        Renders a skeleton loading placeholder.



    





      


      
        Functions


        


  
    
      
    
    
      skeleton(assigns)



        
          
        

    

  


  

Renders a skeleton loading placeholder.
Attributes
	:class - Additional CSS classes to apply to the skeleton element. Use this to control
dimensions (width, height), border radius and other visual aspects.
	:rest - Additional HTML attributes to apply to the skeleton element.

Examples
<.skeleton class="h-6 w-24" />
<.skeleton class="h-12 w-12 rounded-full" />
<.skeleton class="h-4 w-full max-w-sm" />
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.
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SaladUI.Slider 
    



      
Implementation of slider component for selecting values within a range.
Sliders provide users with a visual representation of a value within a range,
and allow them to adjust it by dragging a thumb or pressing arrow keys.
Examples:
<.slider id="volume-slider" min={0} max={100} value={50} on-value-changed="volume_changed" />

<.slider id="price-range" min={10} max={1000} step={10} value={500} class="w-[300px]" />
Component events
	:on-value-changed - Maps the value-changed event. Fired when the slider value changes.

Server commands
	"setValue" - Sets the slider value. Requires a :value param.


      


      
        Summary


  
    Functions
  


    
      
        slider(assigns)

      


        Renders a slider component.



    





      


      
        Functions


        


  
    
      
    
    
      slider(assigns)



        
          
        

    

  


  

Renders a slider component.
Options
	:id - Required unique identifier for the slider.
	:min - Minimum value (defaults to 0).
	:max - Maximum value (defaults to 100).
	:step - Step size for value changes (defaults to 1).
	:value - Current value of the slider (defaults to min).
	:default-value - Default value if value is not provided.
	:disabled - Whether the slider is disabled (defaults to false).
	:on-value-changed - Handler for value changed event.
	:class - Additional CSS classes.

Component events
	:on-value-changed - Fired when the slider value changes.

Server commands
	"setValue" - Sets the slider value. Requires a :value param.

Attributes
	id (:string) (required) - Unique identifier for the slider.
	name (:any) - Name of the slider for form submission. Defaults to nil.
	min (:integer) - Minimum value. Defaults to 0.
	max (:integer) - Maximum value. Defaults to 100.
	step (:integer) - Step size for value changes. Defaults to 1.
	value (:integer) - Current value of the slider. Defaults to nil.
	default-value (:integer) - Default value if value is not provided. Defaults to nil.
	disabled (:boolean) - Whether the slider is disabled. Defaults to false.
	on-value-changed (:any) - Handler for value changed event. Defaults to nil.
	field (Phoenix.HTML.FormField) - A form field struct retrieved from the form, for example: @form[:volume].
	class (:string) - Defaults to nil.
	Global attributes are accepted.
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SaladUI.Switch 
    



      
Implementation of a switch/toggle component.
A switch is a control that allows users to toggle between checked and not checked states.
Component events
	:on-checked-changed - Maps the checked-changed event. Fired when the switch is toggled.

Server commands
	"toggle" - Toggles the switch between checked and unchecked.


      


      
        Summary


  
    Functions
  


    
      
        switch(assigns)

      


        Renders a switch component.



    





      


      
        Functions


        


  
    
      
    
    
      switch(assigns)



        
          
        

    

  


  

Renders a switch component.
Props
	:id - The id to be applied to the input element
	:name - The name to be applied to the input element
	:class - Additional CSS classes
	:value - The current value of the switch
	:default-value - The default value of the switch
	:field - Phoenix form field
	:disabled - Whether the switch is disabled
	:on-checked-changed - Handler for value change event

Component events
	:on-checked-changed - Fired when the switch is toggled.

Server commands
	"toggle" - Toggles the switch between checked and unchecked.

Attributes
	id (:string) - Defaults to nil.
	name (:string) - Defaults to nil.
	class (:string) - Defaults to nil.
	value (:any) - Defaults to nil.
	default-value (:any) - Defaults to false.Must be one of true, false, "true", or "false".
	checked (:boolean)
	disabled (:boolean) - Defaults to false.
	on-checked-changed (:any) - Handler for value change event. Defaults to nil.
	field (Phoenix.HTML.FormField) - a form field struct retrieved from the form, for example: @form[:active].
	Global attributes are accepted.
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Implementation of table components from https://ui.shadcn.com/docs/components/table
with proper ARIA attributes for accessibility.
Examples:
<.table aria-label="Invoices">
   <.table_caption>A list of your recent invoices.</.table_caption>
   <.table_header>
     <.table_row>
       <.table_head class="w-[100px]">Invoice</.table_head>
       <.table_head>Status</.table_head>
       <.table_head>Method</.table_head>
       <.table_head class="text-right">Amount</.table_head>
     </.table_row>
   </.table_header>
   <.table_body>
     <.table_row :for={invoice <- @invoices}>
       <.table_cell class="font-medium"><%= invoice.number %></.table_cell>
       <.table_cell><%= invoice.status %></.table_cell>
       <.table_cell><%= invoice.method %></.table_cell>
       <.table_cell class="text-right"><%= invoice.amount %></.table_cell>
     </.table_row>
   </.table_body>
</.table>

      


      
        Summary


  
    Functions
  


    
      
        table(assigns)

      


        Renders a data table.



    


    
      
        table_body(assigns)

      


        Renders the table body.



    


    
      
        table_caption(assigns)

      


        Renders a table caption.



    


    
      
        table_cell(assigns)

      


        Renders a table data cell.



    


    
      
        table_footer(assigns)

      


        Renders a table footer.



    


    
      
        table_head(assigns)

      


        Renders a table column header.



    


    
      
        table_header(assigns)

      


        Renders the table header container.



    


    
      
        table_row(assigns)

      


        Renders a table row.



    





      


      
        Functions


        


  
    
      
    
    
      table(assigns)



        
          
        

    

  


  

Renders a data table.
Attributes
	:class - Additional CSS classes for the table
	:aria-label - Accessible name for the table when no caption is present
	:aria-describedby - ID of an element that describes the table

Attributes
	class (:string) - Defaults to nil.
	aria-label (:string) - Defaults to nil.
	aria-describedby (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      table_body(assigns)



        
          
        

    

  


  

Renders the table body.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      table_caption(assigns)



        
          
        

    

  


  

Renders a table caption.
A caption provides an accessible name for the table.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      table_cell(assigns)



        
          
        

    

  


  

Renders a table data cell.
Attributes
	:class - Additional CSS classes

Attributes
	class (:any) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      table_footer(assigns)



        
          
        

    

  


  

Renders a table footer.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["disabled", "form", "name", "value"].

Slots
	inner_block (required)


  



  
    
      
    
    
      table_head(assigns)



        
          
        

    

  


  

Renders a table column header.
Attributes
	:class - Additional CSS classes
	:scope - Scope of the header cell (default: "col")
	:aria-sort - Sort direction for screen readers (ascending, descending, or none)

Attributes
	class (:string) - Defaults to nil.
	scope (:string) - Defaults to "col".
	aria-sort (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      table_header(assigns)



        
          
        

    

  


  

Renders the table header container.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      table_row(assigns)



        
          
        

    

  


  

Renders a table row.
Attributes
	:class - Additional CSS classes
	:aria-rowindex - Numeric index of the row

Attributes
	class (:string) - Defaults to nil.
	aria-rowindex (:integer) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)
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Implementation of tabs components from https://ui.shadcn.com/docs/components/tabs
Example:
<.tabs id="settings" default="account" on-tab-changed={JS.push("tab_changed")}>
  <.tabs_list>
    <.tabs_trigger value="account">Account</.tabs_trigger>
    <.tabs_trigger value="password">Password</.tabs_trigger>
  </.tabs_list>
  <.tabs_content value="account">
    <.card>
      <.card_content class="p-6">
        Account settings go here
      </.card_content>
    </.card>
  </.tabs_content>
  <.tabs_content value="password">
    <.card>
      <.card_content class="p-6">
        Password settings go here
      </.card_content>
    </.card>
  </.tabs_content>
</.tabs>
Component events
	:on-tab-changed - Maps the tab-changed event. Fired when a different tab is selected.

Server commands
Tabs does not support SaladUI.LiveView.send_command/4. To change the active
tab from the server, update the value assign and let LiveView re-render.

      


      
        Summary


  
    Functions
  


    
      
        tabs(assigns)

      


        Primary tabs component that serves as a container for tab triggers and content.



    


    
      
        tabs_content(assigns)

      


        Content panel that corresponds to a tab trigger.



    


    
      
        tabs_list(assigns)

      


        Container for tab triggers that provides proper styling and ARIA attributes.



    


    
      
        tabs_trigger(assigns)

      


        Individual tab button that activates its corresponding content panel.



    





      


      
        Functions


        


  
    
      
    
    
      tabs(assigns)



        
          
        

    

  


  

Primary tabs component that serves as a container for tab triggers and content.
Component events
	:on-tab-changed - Fired when a different tab is selected.

Attributes
	id (:string) (required) - Unique identifier for the tabs component.
	default (:string) - Default selected tab value. Defaults to nil.
	value (:string) - Currently selected tab value. Defaults to nil.
	class (:string) - Defaults to nil.
	on-tab-changed (:any) - Handler for tab change events. Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      tabs_content(assigns)



        
          
        

    

  


  

Content panel that corresponds to a tab trigger.
Attributes
	value (:string) (required) - Value that matches a tab trigger.
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      tabs_list(assigns)



        
          
        

    

  


  

Container for tab triggers that provides proper styling and ARIA attributes.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      tabs_trigger(assigns)



        
          
        

    

  


  

Individual tab button that activates its corresponding content panel.
Attributes
	value (:string) (required) - Unique value that identifies this tab.
	class (:string) - Defaults to nil.
	disabled (:boolean) - Defaults to false.
	Global attributes are accepted.

Slots
	inner_block (required)
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Implementation of a textarea component for multi-line text input.
Examples:
<.textarea field={f[:description]} placeholder="Type your message here" />
<.textarea rows="6" placeholder="Add your comments" value={@description} />

      


      
        Summary


  
    Functions
  


    
      
        textarea(assigns)

      


        Renders a form textarea.



    





      


      
        Functions


        


  
    
      
    
    
      textarea(assigns)



        
          
        

    

  


  

Renders a form textarea.
Options
	:id - The id to use for the textarea
	:name - The name to use for the textarea
	:value - The value to pre-populate the textarea with
	:field - A form field struct to build the textarea from
	:class - Additional CSS classes to apply
	:rows - Number of visible text lines (passed through as rest)
	:placeholder - Placeholder text (passed through as rest)
	:disabled - Whether the textarea is disabled (passed through as rest)
	:required - Whether the textarea is required (passed through as rest)

Attributes
	id (:any) - Defaults to nil.
	name (:any) - Defaults to nil.
	value (:any)
	field (Phoenix.HTML.FormField) - a form field struct retrieved from the form, for example: @form[:email].
	class (:any) - Defaults to nil.
	Global attributes are accepted. Supports all globals plus: ["disabled", "form", "rows", "cols"].
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Toast notifications, parity target Sonner.
Unlike every other SaladUI component, toaster/1 does not manage a single
open/closed state machine — it mounts once per page and manages an unbounded,
dynamically created stack of independent toast cards entirely in JavaScript
(assets/salad_ui/components/toast.js).
Mounting
<.toaster id="toaster" position="bottom-right" />
Triggering toasts
Use the helpers below from any handle_event/3:
def handle_event("save", _params, socket) do
  {:noreply, SaladUI.Toast.toast_success(socket, "Saved!")}
end
Rich-content toasts
Declare a :template next to the toaster and reference it by name:
<.toaster id="toaster">
  <:template name="new-follower">
    <img src={@avatar_url} class="size-8 rounded-full" />
    <p><%= @name %> followed you</p>
  </:template>
</.toaster>

SaladUI.Toast.toast(socket, template: "new-follower")
Customization
SaladUI ships no predefined per-variant palette — every toast renders in the
card's neutral default (border-border bg-background text-foreground)
unless you opt in, either toaster-wide or per call.
Toaster-wide, applied to every card of that variant:
<.toaster
  id="toaster"
  colors={%{success: "border-emerald-500/30 bg-emerald-50 text-emerald-900"}}
/>
Per-toast, overriding the toaster-wide default for just this call:
SaladUI.Toast.toast_success(socket, "Saved!",
  color: "border-emerald-500/30 bg-emerald-50 text-emerald-900"
)
color/colors replace the card's default border/background/text as one
unit — the icon and title inherit the resulting text color, while the
description keeps its own muted color. The toaster's class attr and a
per-toast class opt instead append to the default classes, so reach for
!-prefixed utilities there to reliably win the cascade:
SaladUI.Toast.toast(socket, "Something broke",
  class: "!border-fuchsia-500/30 !bg-fuchsia-50 !text-fuchsia-900"
)
unstyled: true drops every built-in class, leaving bare data-part
elements for class to style from scratch:
SaladUI.Toast.toast(socket, "Bare toast", unstyled: true, class: "my-toast")
action/cancel accept an optional value map, merged into the event
payload pushed back to the LiveView (alongside id):
SaladUI.Toast.toast(socket, "File deleted",
  action: %{label: "Undo", event: "undo_delete", value: %{file_id: file.id}},
  cancel: %{label: "Dismiss"}
)

def handle_event("undo_delete", %{"id" => _id, "file_id" => file_id}, socket) do
  # restore file_id
  {:noreply, socket}
end
Phoenix flash integration
Pass flash to render flash messages as toasts instead of a second
notification system:
<.toaster id="toaster" flash={@flash} />

      


      
        Summary


  
    Functions
  


    
      
        put_toast(conn_or_socket, kind, message, opts \\ [])

      


        Drop-in-shaped alongside Phoenix.LiveView.put_flash/3 /
Phoenix.Controller.put_flash/3 — same arity, same call sites, works on both.



    


    
      
        toast(socket, message, opts \\ [])

      


        Push a toast to a mounted <.toaster> (see toaster/1).



    


    
      
        toast(socket, toaster_id, message, opts)

      


    


    
      
        toast_dismiss(socket, toaster_id \\ "toaster", id \\ nil)

      


        Removes one toast, or every toast on the given toaster if id is omitted.



    


    
      
        toast_error(socket, message, opts \\ [])

      


        Same as toast/3, with variant: "error".



    


    
      
        toast_flash(assigns)

      


        Bridges @flash into toasts on the given toaster without patching the
toaster's own DOM subtree (which would tear down its live stack/timers).



    


    
      
        toast_info(socket, message, opts \\ [])

      


        Same as toast/3, with variant: "info".



    


    
      
        toast_success(socket, message, opts \\ [])

      


        Same as toast/3, with variant: "success".



    


    
      
        toast_update(socket, id, opts)

      


        Transitions an existing toast (by id) to a new variant/content, patched in place.



    


    
      
        toast_warning(socket, message, opts \\ [])

      


        Same as toast/3, with variant: "warning".



    


    
      
        toaster(assigns)

      


        Mounts the toast stack. Render exactly once per page (typically the root layout).



    





      


      
        Functions


        


    

  
    
      
    
    
      put_toast(conn_or_socket, kind, message, opts \\ [])



        
          
        

    

  


  

Drop-in-shaped alongside Phoenix.LiveView.put_flash/3 /
Phoenix.Controller.put_flash/3 — same arity, same call sites, works on both.
On a %Socket{} this behaves like toast/3 with variant: kind. On a
%Plug.Conn{} (no toaster hook exists to push a command to — the page
hasn't rendered yet) it falls back to Phoenix.Controller.put_flash/3, so a
controller action followed by a redirect still shows something instead of
silently dropping the message; once the LiveView the redirect lands on
renders <.toaster flash={@flash} />, the flash bridge (toast_flash/1)
picks it up and converts it to a real toast on connect.

  



    

  
    
      
    
    
      toast(socket, message, opts \\ [])



        
          
        

    

  


  

Push a toast to a mounted <.toaster> (see toaster/1).
message is either a string, used as the toast's title, or (for
template-based toasts, see toaster/1's :template slot) a keyword
list/map of opts with no title:
socket = SaladUI.Toast.toast(socket, "Saved!")
socket = SaladUI.Toast.toast(socket, "Saved!", description: "Changes are live")
socket = SaladUI.Toast.toast(socket, template: "new-follower", variant: "default")
Call toast/4 directly to target a <.toaster> other than the default "toaster" id.
See toaster/1's moduledoc for the full opts table.

  



  
    
      
    
    
      toast(socket, toaster_id, message, opts)



        
          
        

    

  


  


  



    

    

  
    
      
    
    
      toast_dismiss(socket, toaster_id \\ "toaster", id \\ nil)



        
          
        

    

  


  

Removes one toast, or every toast on the given toaster if id is omitted.

  



    

  
    
      
    
    
      toast_error(socket, message, opts \\ [])



        
          
        

    

  


  

Same as toast/3, with variant: "error".

  



  
    
      
    
    
      toast_flash(assigns)



        
          
        

    

  


  

Bridges @flash into toasts on the given toaster without patching the
toaster's own DOM subtree (which would tear down its live stack/timers).
Usually rendered implicitly via toaster/1's :flash attribute; call it
directly when the toaster and the LiveView holding @flash are mounted
separately.
Attributes
	id (:string) - Defaults to "toast-flash-bridge".
	flash (:map) (required)
	toaster (:string) - Defaults to "toaster".


  



    

  
    
      
    
    
      toast_info(socket, message, opts \\ [])



        
          
        

    

  


  

Same as toast/3, with variant: "info".

  



    

  
    
      
    
    
      toast_success(socket, message, opts \\ [])



        
          
        

    

  


  

Same as toast/3, with variant: "success".

  



  
    
      
    
    
      toast_update(socket, id, opts)



        
          
        

    

  


  

Transitions an existing toast (by id) to a new variant/content, patched in place.

  



    

  
    
      
    
    
      toast_warning(socket, message, opts \\ [])



        
          
        

    

  


  

Same as toast/3, with variant: "warning".

  



  
    
      
    
    
      toaster(assigns)



        
          
        

    

  


  

Mounts the toast stack. Render exactly once per page (typically the root layout).
Server commands
	"add" - Creates and mounts a new toast card, arms its timer.
	"update" - Patches an existing card in place, keyed by id.
	"dismiss" - Plays the exit animation and removes a card (or every card if id is omitted).

Component events
	:on-dismiss - Fired whenever a toast is removed, with %{id:, reason:} in the payload.

Attributes
	id (:string) - Defaults to "toaster".
	position (:string) - Defaults to "bottom-right". Must be one of "top-left", "top-center", "top-right", "bottom-left", "bottom-center", or "bottom-right".
	expand (:boolean) - Stack fully expanded instead of collapsed. Defaults to false.
	visible-toasts (:integer) - Max stacked cards before overflow is collapsed. Defaults to 3.
	gap (:integer) - px gap between stacked toasts when expanded. Defaults to 14.
	swipe-direction (:string) - Defaults to nil.Must be one of "up", "down", "left", "right", or nil.
	width (:integer) - Fixed card width in px. Defaults to 356.
	offset (:any) - px gap from the viewport edge, or a %{top:, right:, bottom:, left:} map. Defaults to 24.
	mobile-offset (:any) - Same as :offset, applied below the 600px breakpoint. Defaults to 16.
	hotkey (:string) - Keyboard shortcut that moves focus into the front toast. Defaults to "Alt+T".
	icons (:map) - toaster-wide icon overrides, e.g. %{success: "hero-sparkles"}. Defaults to %{}.
	colors (:map) - per-variant toast color override, e.g. %{success: "border-emerald-500/30 bg-emerald-50 text-emerald-900"} — replaces the card's default border/background/text (icon + title inherit the text color; description keeps its own muted color) for that variant. No variant ships with a predefined color. Defaults to %{}.
	class (:string) - extra classes merged onto every card — use !-prefixed utilities, e.g. "!bg-secondary", to reliably override a default color class. Defaults to nil.
	flash (:map) - when given, also renders the flash-to-toast bridge (see toast_flash/1). Defaults to nil.
	on-dismiss (:any) - Handler fired when any toast is removed. Payload includes id and reason. Defaults to nil.

Slots
	template - named rich-content template, referenced from toast(socket, template: name). Accepts attributes:	name (:string) (required)
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SaladUI.Tooltip 
    



      
Implementation of Tooltip component for SaladUI framework.
Tooltips provide additional information about an element when hovering over it.
Examples:
<.tooltip id="help-tooltip">
  <.tooltip_trigger>
    <.button variant="ghost" size="icon">
      <svg xmlns="http://www.w3.org/2000/svg" width="24" height="24" viewBox="0 0 24 24" fill="none" stroke="currentColor" stroke-width="2" stroke-linecap="round" stroke-linejoin="round" class="lucide lucide-help-circle h-4 w-4">
        <circle cx="12" cy="12" r="10"></circle>
        <path d="M9.09 9a3 3 0 0 1 5.83 1c0 2-3 3-3 3"></path>
        <path d="M12 17h.01"></path>
      </svg>
    </.button>
  </.tooltip_trigger>
  <.tooltip_content side="top" align="center">
    Need help? Click here for more information.
  </.tooltip_content>
</.tooltip>
Component events
	:on-open - Maps the open event. Fired when the tooltip enters open state.
	:on-close - Maps the close event. Fired when the tooltip enters closed state.

Tooltip is a pure client-side interaction (hover/focus driven) and does not
support SaladUI.LiveView.send_command/4.

      


      
        Summary


  
    Functions
  


    
      
        tooltip(assigns)

      


        The main tooltip component that manages state and positioning.



    


    
      
        tooltip_content(assigns)

      


        The tooltip content that appears when triggered.



    


    
      
        tooltip_trigger(assigns)

      


        The trigger element that activates the tooltip when hovered.



    





      


      
        Functions


        


  
    
      
    
    
      tooltip(assigns)



        
          
        

    

  


  

The main tooltip component that manages state and positioning.
Options
	:id - Unique identifier for the tooltip (optional, auto-generated if not provided).
	:open-delay - Delay in milliseconds before opening the tooltip. Defaults to 150.
	:close-delay - Delay in milliseconds before closing the tooltip. Defaults to 100.
	:on-open - Handler for tooltip open event.
	:on-close - Handler for tooltip close event.
	:class - Additional CSS classes.

Component events
	:on-open - Fired when the tooltip opens.
	:on-close - Fired when the tooltip closes.

Attributes
	id (:string) - Defaults to nil.
	open-delay (:integer) - Delay in milliseconds before opening the tooltip. Defaults to 150.
	close-delay (:integer) - Delay in milliseconds before closing the tooltip. Defaults to 100.
	on-open (:any) - Handler for tooltip open event. Defaults to nil.
	on-close (:any) - Handler for tooltip close event. Defaults to nil.
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      tooltip_content(assigns)



        
          
        

    

  


  

The tooltip content that appears when triggered.
Options
	:side - Placement of the tooltip relative to the trigger (top, right, bottom, left). Defaults to "top".
	:align - Alignment of the tooltip (start, center, end). Defaults to "center".
	:side-offset - Distance from the trigger in pixels. Defaults to 4.
	:align-offset - Offset along the alignment axis. Defaults to 0.
	:class - Additional CSS classes.

Attributes
	class (:string) - Defaults to nil.
	side (:string) - Defaults to "top". Must be one of "top", "right", "bottom", or "left".
	align (:string) - Defaults to "center". Must be one of "start", "center", or "end".
	side-offset (:integer) - Distance from the trigger in pixels. Defaults to 8.
	align-offset (:integer) - Offset along the alignment axis. Defaults to 0.
	Global attributes are accepted.

Slots
	inner_block (required)


  



  
    
      
    
    
      tooltip_trigger(assigns)



        
          
        

    

  


  

The trigger element that activates the tooltip when hovered.
If not provided, the first child of the tooltip will be used as trigger.
Attributes
	class (:string) - Defaults to nil.
	Global attributes are accepted.

Slots
	inner_block (required)
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mix salad.install 
    



      
Install SaladUI components and assets with customizable module prefix and color scheme.
Usage
mix salad.install
mix salad.install --prefix MyUIWeb.Components.UI
mix salad.install --color-scheme slate
mix salad.install --prefix CustomComponents --color-scheme blue
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mix salad.setup 
    



      
Set up SaladUI in a Phoenix LiveView project.
This task configures the complete SaladUI development environment by:
	Adding TwMerge.Cache to the application supervision tree
	Configuring CSS color scheme variables (default: gray)
	Copying SaladUI CSS files to assets/css/
	Patching Tailwind CSS entrypoint with SaladUI-specific settings
	Installing tw-animate-css utilities
	Setting up JavaScript imports and LiveView hooks

Usage
mix salad.setup
mix salad.setup --color-scheme slate
mix salad.setup -c blue
Options
	--color-scheme (or -c) - Color scheme to use (default: "gray")
Available schemes: gray, slate, stone, neutral, red, orange, amber,
yellow, lime, green, emerald, teal, cyan, sky, blue, indigo, violet,
purple, fuchsia, pink, rose

What it does
	TwMerge Integration - Adds TwMerge.Cache as a supervised process for
CSS class merging functionality

	CSS Setup
	Copies salad_ui.css to assets/css/
	Adds color scheme variables to app.css
	Imports SaladUI styles into the main CSS file


	Tailwind Configuration
	Patches app.css with SaladUI-specific sources and theme tokens
	Copies tailwind.colors.json with design tokens for compatibility
	Adds @tailwindcss/typography and tw-animate-css utilities


	JavaScript Setup
	Downloads tw-animate-css
	Patches app.js to import SaladUI components and hooks
	Registers SaladUIHook with LiveView



After running this task
You can immediately start using SaladUI components in your templates:
<.button>Click me</.button>
<.dialog id="my-dialog">
  <.dialog_content>
    <p>Hello world!</p>
  </.dialog_content>
</.dialog>
Files modified
	lib/[app]/application.ex - Adds TwMerge.Cache
	assets/css/app.css - Adds color scheme and imports
	assets/css/salad_ui.css - Created
	assets/css/app.css - Updated with Tailwind v4 sources, plugins, and theme tokens
	assets/tailwind.colors.json - Created for compatibility
	assets/js/app.js - Adds SaladUI imports and hooks
	assets/vendor/tw-animate.css - Downloaded

Example
# Use default gray color scheme
mix salad.setup

# Use slate color scheme
mix salad.setup --color-scheme slate

# Short form
mix salad.setup -c blue
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