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Understanding Infusion 
Components

Note: This is an example of a paragraph with emphasis. This functionality is 
Sneak Peek status. This means that the APIs may change. 

The first paragraph in an article is styled differently. Every 
Infusion application is structured as a set of components. 
An Infusion component can represent a visible component 
on screen, a collection of related functionality such as an 
object as in object-orientation, or simply a unit of work or 
relationship between other components. This page provides 
resources to help you understand components.

If you're creating an entire web application, your application would be 
implemented as a component that coordinates interactions between other 
components that handle the different parts of your application.

Examples

To help understand how a widget or application might be designed   
using components, consider some of the components in the    
Infusion Component Library:

Progress

The Infusion Progress component is single component with no 
subcomponents. It has a number of UI elements that work together and are 
updated programmatically to show the progress of some activity. It has a 
pretty simple purpose and function, one that doesn't make much sense to 
try to chunk up into multiple components.

Inline Edit

The Inline Edit component allows user to edit text in place, without switching 
to a new screen, by simply switching into an in-place edit mode. The view 
mode is implemented one way, with certain functionality (i.e. a tooltip, an 
affordance to edit), and the edit mode is implemented differently: it's an edit 
field. Conceptually, these two modes are rather different, and so they're 
implemented as two separate subcomponents of the main Inline Edit 
component.

Uploader

The Uploader allows users to add several files to a queue and then upload 
them all at once. It is actually made up of several subcomponents: It has the 
file queue view, which displays the files currently in the queue; it has a total 
progress bar at the bottom. In turn, the file queue view component has its 
own subcomponents.

What Does A Component Look Like?

A component is a regular JavaScript object that has certain characteristics. 
The most simple components have a typeName and an id, but typical 
components will have more:

Most will have:

• a creator function
 • the function that implementors invoke, which returns the component 

object itself

• configuration options
 • various values that control the operation of the component, which can 

be overridden by implementors to customize the component

• public functions

Depending on what the component is for, some will include infrastructure to 
support

• events

• a model

• a view

• a renderer

New kinds of components are created by passing configuration information 
to the 'fluid.defaults' function. This function will create the creator function 
that will be used to instantiate the component. The Framework provides 
supports for automatically creating components of various types, or 
'grades'; as well, developers can create their own grades.

Examples with code

�uid.enhance.check({
 check1: "my.checking.function1",
 check2: "my.checking.function2",
 ...
});

The function  �uid.enhance.check()  will execute the specified functions and 
store the results in the static environment using the associated key (e.g. 
check1 ). The presence of the tags in the static environment can be used in 
the context argument to �uid.demands().

Tables and larger images can fill all available width if required. 
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The Floe Inclusive Learning Design Handbook, part of the Floe Project, is produced by the Inclusive 
Design Research Centre at OCAD University. 

Floe is funded by a grant from The William and Flora Hewlett Foundation. 

Edit on Github

Accessibility principles

Inclusive Learning
Introduction to the Floe model of learning content 

Motivation: learners learn differently

We have heard that students feel disenfranchised, do not see education as 
relevant, see the system as too inflexible and do not feel that their needs 
are being recognized or met. The learner most in need of a new approach to 
education is the marginalized learner. To reach that learner, learning must 
be inclusive. Society must ensure that no members are marginalized or 
excluded from educational opportunities.

If our goal is to optimize learning for all learners we must recognize that 
learners learn differently. There is neither a single take on learning nor a 
best way to teach a concept. Learning outcomes research shows that 
learners learn best when the learning experience is personalized to their 
learning needs. Learning breakdown and drop out occurs when students 
face barriers to learning, feel disadvantaged by the learning experience 
offered or feel that their personal learning needs are ignored. We must take 
a flexible and multi-modal approach to teaching and learning.

Visit:  Slideshare of the Floe Project

Solution: Customization + personalization, 
demands + matching 

Open Educational Resources have the advantage of being “born-digital” and 
can therefore harness the potential mutability or plasticity of digital delivery 
systems and digital content to assist in addressing the diversity of learning 
needs. Unfortunately many of our resources are not designed to take 
advantage of this plasticity and constrain the flexibility needed to tailor the 
experience to diverse learners.

OER has the ingredients and foundational mechanisms to create the richly 
varied pool of resources needed to address the diverse needs of learners, 
thereby producing the variety of skills and knowledge needed in today’s 
reality. OER has tremendous potential to meet the needs of a growing group 
of un-served learners who experience disabilities. Serving this group of 
learners will also remove barriers to OER adoption.

OERs need to be inclusive in the following dimensions: 
• Cognitive
• Technological
• Sensory
• Regional
• Dexterity
• Collaborative 

Learning needs that affect learning can include: 

• sensory, motor, cognitive, emotional and social constraints,
• individual learning styles and approaches,
• linguistic or cultural preferences,
• technical, financial or environmental constraints.  

Benefit of openness

Open content allows for the remixing of content which allows for the 
creation of derivative content that makes the original materials more 
inclusive to the above dimensions. Open content enables:

• Creation/delivery/use/re-use/derivations/augmentations
• Innovative and relevant, fresh material
• Potential cost (and effort)-savings through sharing
• Depth of materials from multiple authors (additive approach)

• Content licenses that keep content alive and open CC-By Education

• Universities adopting open access policies COAPI 

Floe's approach helps further enable open content by making the process of 
sharing, modifying, and augmenting easier and more direct

• Strategy toward approaching matching/demand of content
  No need to change content
  Tweaks and adjustments in presentation of content
  Supplementation of content
  Recreation of content 

Achieving an accessible or inclusively designed OER system requires the 
capacity to match the learning needs of individual learners. This requires 
OER resources that are amenable to reuse, and a large, diverse pool of 
OERs. If the default OER is inaccessible to a specific learner the delivery 
system would either:

1. transform the resource (e.g., through styling mechanisms),
2. augment the resource (e.g., by adding captioning to video), or
3. replace the resource with another resource that addresses the same
    learning goals but matches the learner’s specific access needs. 

To achieve this requires:

1. information about each learner’s access needs,
2. information about the learner needs addressed by each resource,
3. resources that are amenable to transformation, and a pool of 
alternative equivalent resources, and
4. a method of matching learner needs with the appropriate learning 
experience 

That is the work that Floe focuses on. To further understand what Floe is 
working on, visit the Floe Scenario narrative    . 
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Learning needs that affect learning can include: 
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• individual learning styles and approaches,
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Benefit of openness

Open content allows for the remixing of content which allows for the 
creation of derivative content that makes the original materials more 
inclusive to the above dimensions. Open content enables:
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• Innovative and relevant, fresh material
• Potential cost (and effort)-savings through sharing
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• Content licenses that keep content alive and open CC-By Education
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Floe's approach helps further enable open content by making the process of 
sharing, modifying, and augmenting easier and more direct

• Strategy toward approaching matching/demand of content
  No need to change content
  Tweaks and adjustments in presentation of content
  Supplementation of content
  Recreation of content 

Achieving an accessible or inclusively designed OER system requires the 
capacity to match the learning needs of individual learners. This requires 
OER resources that are amenable to reuse, and a large, diverse pool of 
OERs. If the default OER is inaccessible to a specific learner the delivery 
system would either:

1. transform the resource (e.g., through styling mechanisms),
2. augment the resource (e.g., by adding captioning to video), or
3. replace the resource with another resource that addresses the same
    learning goals but matches the learner’s specific access needs. 

To achieve this requires:

1. information about each learner’s access needs,
2. information about the learner needs addressed by each resource,
3. resources that are amenable to transformation, and a pool of 
alternative equivalent resources, and
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