Verge3D 4.10.0 Drag Div Animation Scrub Procedure
Puzzles-First Bridge Version Using jQuery UI Draggable
1. Purpose
Use your existing jQuery UI draggable div:
· #draggable
· x-axis only
· range 0 to 450
to scrub animation on four 3D objects in Verge3D 4.10.0.
In this version:
· jQuery UI handles dragging
· Puzzles handles:
· clamping
· frame mapping
· applying the frame to the 4 objects

2. Why this bridge version is better than raw mouse listeners
Your confirmed behavior showed:
· mousedown logged
· mousemove and mouseup were not reliable as the main control path
That is expected when jQuery UI draggable is already controlling the drag lifecycle.
So instead of trying to make Puzzles own the mouse events, let jQuery UI own the drag, and let Puzzles react to a clean bridge signal.

3. Bridge Method
Create a hidden HTML input that stores the current drag position.
3.1 Add this hidden input to your HTML
html
<input id="dragValueBridge" type="hidden" value="0">
This element is the bridge between:
· jQuery UI drag callback
· Verge3D Puzzles

4. jQuery UI Bridge Code
Use one .draggable() setup and update the hidden input during drag.
html
<script>
$(function() {
    $("#draggable").draggable({
        axis: "x",
        containment: "#drag",
        scroll: false,

        start: function(event, ui) {
            console.log("drag start:", ui.position.left);
        },

        drag: function(event, ui) {
            const dragPos = ui.position.left;
            const bridge = document.getElementById("dragValueBridge");

            bridge.value = String(dragPos);
            bridge.dispatchEvent(new Event("input", { bubbles: true }));

            console.log("dragPos =", dragPos);
        },

        stop: function(event, ui) {
            console.log("drag stop:", ui.position.left);
        }
    });
});
</script>
4.1 What this does
On each drag move:
· reads ui.position.left
· writes it into #dragValueBridge
· dispatches an input event
That input event is what Puzzles will listen for.

5. Puzzles Build
5.1 Variables to create
Open:
· Variables → create variable
Create these variables:
1. dragLeftPx
2. clampedLeftPx
3. scrubRatio
4. targetFrame
These are all required for this bridge version.

5.2 Procedure 1: Apply one frame to all four objects
Open:
· Procedures
Create a procedure named:
· applyFrameToAllObjects
Add one input:
· frameIn
So it becomes:
· applyFrameToAllObjects(frameIn)
Inside the procedure
For each of the four 3D objects:
1. Open the animation menu in Puzzles
· usually Animation or Animations
2. Drag in the animation-frame-setting block
3. Fill it with:
· object socket = object name
· clip/action socket = animation name if required
· frame socket = variable block frameIn
Important clarification:
· frameIn is the procedure input variable block
· open Variables
· drag the value block named frameIn
· plug that into the frame socket
Repeat for all four objects.

5.3 Procedure 2: Scrub from bridge value
Open:
· Procedures
Create a procedure named:
· scrubFromBridgeValue
This procedure does not need an input, because it will read the hidden input value itself.

6. Build scrubFromBridgeValue
6.1 Step 1: Read the hidden input value
You need to read the current value of:
· #dragValueBridge
Recommended block pattern
Use:
· Variables → set [dragLeftPx] to
· and an HTML value-reading block
Depending on your Verge3D 4.10.0 puzzle set, this may appear as one of these forms:
· HTML → get attribute of element / selector
· HTML → get property of element / selector
· HTML → get value of element / selector
Use the one that returns the current value of an HTML input element.
Fill it like this
· selector / element = #dragValueBridge
· attribute or property name = value
if the block requires a property/attribute field
So the structure is:
· set [dragLeftPx] to [HTML value-reading block]
Important clarification:
· the HTML value-reading block is a value block
· it snaps into the right-side value socket of:
· set [dragLeftPx] to
If your editor gives you a direct block specifically for input value, use that instead of an attribute/property block.

6.2 Step 2: Convert the value to a number if needed
Because the hidden input stores text, your project may need numeric conversion.
If your puzzle set auto-coerces numeric text successfully in math blocks, you may skip explicit conversion.
If your editor provides an explicit number-conversion block, use:
· Variables → set [dragLeftPx] to
· value = number-conversion block
· inside that conversion block = HTML bridge value block
So yes, the structure would be:
· set [dragLeftPx] to
· number-conversion block
· bridge value block
If your project already treats "125" as number 125 in math blocks, direct assignment is usually enough.

6.3 Step 3: Clamp to 0..450
Use:
· Variables → set [clampedLeftPx] to
· Numbers → clamp min max
Fill the clamp block:
· value = dragLeftPx
· min = 0
· max = 450
So the structure is:
· set clampedLeftPx to [clamp min max]
with:
· value = variable dragLeftPx
· min = 0
· max = 450

6.4 Step 4: Compute scrub ratio
Use:
· Variables → set [scrubRatio] to
· Math → division block
Fill it as:
· left side = clampedLeftPx
· right side = 450
Formula:


6.5 Step 5: Compute target frame
Use:
· Variables → set [targetFrame] to
· Math → addition
· Math → multiplication
· Math → subtraction
Formula:

Example for frame range 0..120:

Build the block tree using your real frame values.

6.6 Step 6: Apply the frame to all four objects
At the end of scrubFromBridgeValue:
1. Open Procedures
2. Drag in:
· call applyFrameToAllObjects
3. Put variable targetFrame into its input socket
So the final statement becomes:
· call applyFrameToAllObjects(targetFrame)

7. Add the Puzzles listener for the bridge input
This is the key bridge step.
7.1 Add an HTML event listener
Open:
· HTML
Drag in:
· the block used to add an event listener to an HTML target
Place it in your main setup area.

7.2 Fill the listener sockets
For the target:
· use selector #dragValueBridge
For the event name:
· use text input
So this listener means:
· listen to #dragValueBridge
· react whenever its input event fires
Important clarification:
This is the block that receives the selector for the bridge element.
· selector socket = #dragValueBridge
· event socket = input

7.3 Build the listener body
Inside the input listener body:
1. Open Procedures
2. Drag in:
· call scrubFromBridgeValue
3. Place that procedure call inside the listener body
That is all the listener needs to do.
So the final structure is:
· HTML add event listener
· selector = #dragValueBridge
· event = input
· body:
· call scrubFromBridgeValue

8. Full Logic Flow
The complete working chain is:
1. User drags #draggable
2. jQuery UI drag callback runs
3. jQuery reads ui.position.left
4. jQuery writes that number into hidden input #dragValueBridge
5. jQuery dispatches input
6. Puzzles hears the input event
7. Puzzles runs scrubFromBridgeValue
8. Puzzles:
· reads bridge value
· clamps to 0..450
· maps to animation frame
· applies frame to four objects

9. Minimal Structure Summary
HTML
html
<input id="dragValueBridge" type="hidden" value="0">
jQuery UI
· draggable on #draggable
· on drag:
· read ui.position.left
· write it to #dragValueBridge
· dispatch input
Puzzles variables
· dragLeftPx
· clampedLeftPx
· scrubRatio
· targetFrame
Puzzles procedures
· applyFrameToAllObjects(frameIn)
· scrubFromBridgeValue()
Puzzles listener
· target = #dragValueBridge
· event = input
· body = call scrubFromBridgeValue

10. Debugging
10.1 First confirm jQuery bridge is working
In console, during drag, you should see:
javascript
console.log("dragPos =", dragPos);
changing continuously.
10.2 Then confirm the bridge element is updating
Also test in DevTools console:
javascript
document.getElementById('dragValueBridge').value
during drag.
It should change.
10.3 Then confirm the Puzzles listener is firing
Temporarily add a debug action inside the Puzzles input listener body, such as:
· updating a visible HTML text element
· or setting another field value
· or any temporary visible proof that the listener ran
10.4 If bridge updates but scrub does not work
Then the likely issue is on the animation side:
· wrong object name
· wrong clip name
· wrong animation frame block
· action not initialized as expected

11. Why this bridge version is useful
This version is often the best compromise when:
· dragging is already working in JavaScript
· you still want the frame math and animation logic visible in Puzzles
· you want easier non-code adjustments later
It is cleaner than trying to force Puzzles to own the full mouse lifecycle when jQuery UI already owns it.

