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LTy + th + ay »= b &
X+ tw + ax >= a3 &
X <= a + wW + ax) {

//trigger the custom event
it (!t.appeared) t.trigger( ancen , setUINgs. Meta)

} else {

//it scrolled out of view
t.appeared = false;

| 5

//create a modified fn.with some add!
Jar modifiedfn = runction{) 4

tiona

e element 35 visible
t.appeared = true;

J/mark th

| once’
//1s this supposed 10 happen o0ty

if (settings.one)

check
//remqve the :
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