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    Changelog

All notable changes to this project will be documented in this file.
The format is based on Keep a Changelog,
and this project adheres to Semantic Versioning.
Unreleased
[1.0.0-alpha.1] - 2026-08-26
This is a big one. I got frustrated and ended up just rewriting a massive amount of code from scratch.
Removed
	WeightedRandom.CubicBezier -> Use :curves library instead. Curves
	WeightedRandom.Weight -> Use WeightedRandom.Input.Weight instead
	WeightedRandom.Probability -> Use WeightedRandom.Input and its submodules instead

Added
	livebook guide with visual demo
	Finer control over radiating weights. instead of only :radius, there are now options for :left_dist and :right_dist
	Support for using a list of probabilities, rather than outcomes and weights

Fixed
	Bug in which radius of 0 would break
	Bugs in which the radius curve didn't really work
	Bugs with passing in probabilities instead of weights

BREAKING CHANGES
Probably a lot. This was such a large scale refactor, I am not sure which edge cases are going to fail. Certainly much of the work from alpha.0, but I am less concerned about that.
	WeightedRandom.CubicBezier

[1.0.0-alpha.0] - 2026-07-31
This release is a massive overhaul, that improves performance and flexibility while mostly remaining backwards compatible. See section on breaking changes.
The previous algorithm was incredibly slow at scale (it was just my naïve attempt while I learned programming).
WeightedRandom is now algorithm-agnostic! Rather than one hard-coded algo, you can easily switch between backends. The new default one is the excellent Walker Alias Method, via the wam hex package. You can still use the original by passing [backend: WeightedRandom.Backend.Linear] as an option to WeightedRandom.rand/3.
You can also use your own algorithm by passing in any module which uses WeightedRandom.Backend and implements the behaviour. This way, one can create a new hex package as a plugin, or just make a pull request here.
BREAKING CHANGES
	Dropped support for older versions of erlang/elixir.
Minimum supported OTP = 27.0.0
Minimum supported elixir = 17.0.0
	Dropped :internal_weight from %WeightedRandom.Weighted{} struct, as it
was never actually used and just caused confusion.
	When calculating radius, stop rounding the floats. It made sense with a single
backend that was extremely resource intensive and needed to save bits. But it
does not make sense as a platform that needs to provide an accurate api.

Added
	Better documentation and validation of options, using NimbleOptions

[0.4.2] - 2025-08-04
Added
Better support for non-integer values 🥳
Previously, you could only have a non-int list / weights if they were based on integer.
Also greatly expanded tests and docs.
Some slight refactoring, but it should not be breaking.
[0.4.1] - 2025-04-05
Added
Livebook tutorial
[0.4.0] - 2025-03-29
Added
WeightedRandom.Dice Module
We now have the ability to create an arbitrary number of dice, with customizable numbers of sides, which may or may not be weighted using the existing WeightedRandom system.
Although this is a minor version change, there are no breaking changes.
[0.3.1] - 2024-09-22
Added
The weights argument for rand/3 can now be a map, in case you only have one weight
Changed
Improved Docs slightly
[0.3.0] - 2024-05-27
Changed
	Transferred ownership of the repo between two of my accounts.
	Updated Readme and docs

[0.2.0] - 2024-05-27
This is a complete rebuild, and several functions are now deprecated.
Added
	WeightedRandom.rand/3
	Support for weights having a gravitational effect on surrounding values
withing a specific radius
	Support for that effect working on a number of different bezier curves

Deprecated
In the interest of being a good library maintainer, I do not believe in making
breaking changes ever. So the deprecated functions will continue to exist,
undocumented and unmaintained.
I wrote this library when I was first learning Elixir. I had no idea two of
these functions already exist in the core library.
The others are simply replaced by rand
within the WeightedRandom module
	between
	numList
	weighted
	complex



  

    Tutorial

Mix.install(
  [
    {:weighted_random, "~> 1.0.0-alpha.1"},
    {:tucan, "~> 0.6.0"},
    {:vega_lite, "~> 0.1.0"},
    {:kino_vega_lite, "~> 0.1.0"},
  ]
)
Weighted Random tutorial
# Before getting into the nitty gritty, let's start with a visual demo.
# Without any weights, every outcome has an equal chance of being drawn.
# For example, when picking a random number between 1-10, each outcome has a 10% chance.

# Notice how the lines are pretty even


#### Controls ####
outcomes = 0..4
sample_size = 1000
####


weights = []
table = WeightedRandom.preprocess(outcomes, weights)
results = WeightedRandom.take(table, sample_size)

# This is equal to:
# results = for 1..sample_size do
#   Enum.random(outcomes)
# end

results
|> WeightedRandom.Utils.Plotting.results_to_bars()
|> Tucan.bar("outcome", "hits", height: 200, width: 500, fill_color: "#33245A", corner_radius: 5)
# Watch what happens when the number 3 is 10x more likely to appear than any other number

#### Controls ####
outcomes = 0..4
sample_size = 1000
weights = [
  %{target: 3, weight: 10}
]
####


table = WeightedRandom.preprocess(outcomes, weights)
results = WeightedRandom.take(table, sample_size)

results
|> WeightedRandom.Utils.Plotting.results_to_bars()
|> Tucan.bar("outcome", "hits", height: 200, width: 500, fill_color: "#33245A", corner_radius: 5)
# Another way to do that is to use a list of probabilities, 
# instead of outcomes + weights


#### Controls ####
sample_size = 1000
probabilities = [
  0.01, 0.01, 0.97, 0.01
]

# alternately, as fractions
# probabilities = [1 / 100, 1 / 100, 97 / 100, 1 / 100]

####

# Notice we use `preprocess_p/1` instead of `preprocess/1`
# The `_p` is for probabilities.
table = WeightedRandom.preprocess_p(probabilities)
results = WeightedRandom.take(table, sample_size)

results
|> WeightedRandom.Utils.Plotting.results_to_bars()
|> Tucan.bar("outcome", "hits", height: 200, width: 500, fill_color: "#33245A", corner_radius: 5)
# We can have more than one weight, too


#### Controls ####
sample_size = 1000
outcomes = 0..20
weights = [
  %{target: 6, weight: 5},
  %{target: 15, weight: 5}
]
####

table = WeightedRandom.preprocess(outcomes, weights)
results = WeightedRandom.take(table, sample_size)

results
|> WeightedRandom.Utils.Plotting.results_to_bars()
|> Tucan.bar("outcome", "hits", height: 200, width: 500, fill_color: "#33245A", corner_radius: 5)
#### Using the Curves library  ####

# WeightedRandom weights can easily follow bezier curves.
# let's set up a select list to be used in the next code block    
# That way, we can pick different curves and watch how they affect the randomness.
types = Curves.Bezier.Predefined.list()
|> Enum.map(&{&1, &1})

bezier_type = Kino.Input.select("Curve Type", types, default: :ease_in_out)

# By using different predefined curves, we clearly get very distinct shapes
# (Of course, some curves work better than others when doing this)

#### Controls ####
length = 100
outcomes = 0..length
sample_size = 1_000_000
curve = Kino.Input.read(bezier_type) # Use the select list above this code block
####

weights = [%{target: round(length / 2), weight: 100, left_dist: round(length / 4), right_dist: round(length / 4), curve: curve}]
table = WeightedRandom.preprocess(outcomes, weights)
results = WeightedRandom.take(table, sample_size)

results
|> WeightedRandom.Utils.Plotting.results_to_bars()
|> Tucan.bar("outcome", "hits", height: 300, width: 300, fill_color: "#33245A", corner_radius: 5)
# So you can also use your own custom bezier curve.

# Unfortunately, due to some 'mathy' reasons about probabilities not being
#   the same as coordinates on a graph, your results will often look 'flatter' or 
#   more linear than the actual bezier curve.

# So it is best to keep your curves simple and not rely too much on matching them


#### Controls ####
length = 100
outcomes = 0..length
sample_size = 1_000_000
curve = [
  {0, 0},
  {0.33, -4},
  {0.67, 4},
  {1, 1}
]

####
weights = [%{target: round(length / 2), weight: 200, left_dist: round(length / 4), right_dist: round(length / 4), curve: curve}]
table = WeightedRandom.preprocess(outcomes, weights)
results = WeightedRandom.take(table, sample_size)

results
|> WeightedRandom.Utils.Plotting.results_to_bars()
|> Tucan.bar("outcome", "hits", height: 300, width: 300, fill_color: "#33245A", corner_radius: 5)
## Dice
alias WeightedRandom.Dice
import Dice

# This creates 4 x 6-sided dice
# In standard dice notation this would be written as "4d6"
d = ~d{4, 6}

# Now let's make the number 2 have more weight
# Dice always use outcome_type: :value, not :index, so the target is 2
weights = [%{target: 2, amount: 50}]
d = Dice.add_weight(d, weights)
d = Dice.roll(d)

IO.inspect(Dice.results(d), label: "results")
d.total
# We can also add modifiers to the dice notation.
# for example 2d8+1 would create 2 x 8-sided dice, and add +1 to the total
d = ~d{2, 8, 1}
    |> Dice.roll()

IO.inspect(Dice.results(d), label: "results")
d.total
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Livebook
The best way to learn is through the interactive Livebook tutorial
Quickstart
Randomness from outcomes and weights.
outcomes = 0..10
weight = %{target: 5, weight: 20}
r = WeightedRandom.preprocess(0..100, [weight])
count = 8

[4, 5, 5, 5, 4, 1, 5, 5] = WeightedRandom.take(r, count)
Alternately, if you care less about performance, and only need to do it once:
[5, 5, 2] = WeightedRandom.rand(0..10, [%{target: 5, weight: 20}], take: 3)
But please note the algorithm is optimized to take longer ( O(n) ) during preprocessing, in order to be very fast ( O(1) ) during the sampling step.
So it will be far better to use WeightedRandom.preprocess/3 once, and WeightedRandom.take/2 many times. rand/3 preprocesses EVERY time it is called.
Randomness from probabilities
Mirroring the functions above, we can also use the *_p functions to use probabilities instead of outcomes + weights
probabilities = [0.01, 0.01, 0.01, 0.95, 0.01, 0.01]
r = WeightedRandom.preprocess_p(probabilities)
count = 5

[3, 3, 3, 3, 3] = WeightedRandom.take(r, count)
Or, in rand form (with the same disclaimer)
probabilities = [0.01, 0.01, 0.01, 0.95, 0.01, 0.01]
count = 5

[3, 3, 3, 3, 3] = WeightedRandom.rand_p(r, count)
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        preprocess(outcomes, weights, opts \\ [])

      


        Given a non-empty list (or range) of possible outcomes, and a list of weight maps, build a struct that can later be used for very fast random sampling.



    


    
      
        preprocess_p(probabilities, opts \\ [])

      


        Given a non-empty list of percentages (floats from 0.0 - 1.0), build the struct.



    


    
      
        rand(outcomes, weights, opts \\ [])

      


        Returns a random value based on the weights given.
If you need a lot of random numbers over time, this is suboptimal and you should use preprocess + take instead.



    


    
      
        rand_p(probabilities, opts \\ [])

      


        similar to rand/3 but instead of a list of outcomes, and a list of weights, rand_p/3 accepts a list of probability floats.
If you need a lot of random numbers over time, this is suboptimal and you should use preprocess + take instead.



    


    
      
        take(processed_struct)

      


        Given a WeightedRandom struct, return a single random value.



    


    
      
        take(processed_struct, count)

      


        Given a WeightedRandom struct, return a list of random values
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      preprocess(outcomes, weights, opts \\ [])



        
          
        

    

  


  

      

          @spec preprocess(
  WeightedRandom.Utils.Types.outcomes(),
  [WeightedRandom.Utils.Types.weight_spec()],
  WeightedRandom.Utils.Types.opts()
) :: WeightedRandom.Backend.t()


      


Given a non-empty list (or range) of possible outcomes, and a list of weight maps, build a struct that can later be used for very fast random sampling.
Next, pass the resulting struct into WeightedRandom.take/2 to get rand
Examples
iex> r = WeightedRandom.preprocesses(0..10, [%{target: 2, amount: 1000}])
iex> li = WeightedRandom.take(r, 5)
[2, 2, 2, 2, 2]
Supported options:
	:backend (atom/0) - Required. Any module which implements the @behaviour: WeightedRandom.Backend.
This is the core algorithm providing the randomness functionality.

	:precision (pos_integer/0) - The number of decimal places to use when rounding. Leave nil for no rounding.

	:outcome_type - When you take a random sample, will it return the index of an outcome, or the value?
	index: pick random indices from the list of outcomes. For example if your outcomes are 125..130 then the results will be between 0 and 5.
	value: pick random values from the list of outcomes. For example if your outcomes are 125..130 then the results will be between 125 and 130.

The default value is :index.



  



    

  
    
      
    
    
      preprocess_p(probabilities, opts \\ [])



        
          
        

    

  


  

      

          @spec preprocess_p(
  WeightedRandom.Utils.Types.probabilities(),
  WeightedRandom.Utils.Types.opts()
) ::
  WeightedRandom.Backend.t()


      


Given a non-empty list of percentages (floats from 0.0 - 1.0), build the struct.
Next, pass the resulting struct into WeightedRandom.take/2 to get rand
Examples
iex> r = WeightedRandom.preprocess_p([0.01, 0.01, 0.98])
iex> li = WeightedRandom.take(r, 5)
[2, 2, 2, 2, 2]
Supported options:
	:backend (atom/0) - Required. Any module which implements the @behaviour: WeightedRandom.Backend.
This is the core algorithm providing the randomness functionality.

	:precision (pos_integer/0) - The number of decimal places to use when rounding. Leave nil for no rounding.



  



    

  
    
      
    
    
      rand(outcomes, weights, opts \\ [])



        
          
        

    

  


  

      

          @spec rand(
  outcomes :: WeightedRandom.Utils.Types.outcomes(),
  weights :: [WeightedRandom.Utils.Types.weight_spec()],
  WeightedRandom.Utils.Types.opts()
) :: any()


      


Returns a random value based on the weights given.
If you need a lot of random numbers over time, this is suboptimal and you should use preprocess + take instead.
Supported options:
	:precision (pos_integer/0) - The number of decimal places to use when rounding. Leave nil for no rounding.

	:outcome_type - When you take a random sample, will it return the index of an outcome, or the value?
	index: pick random indices from the list of outcomes. For example if your outcomes are 125..130 then the results will be between 0 and 5.
	value: pick random values from the list of outcomes. For example if your outcomes are 125..130 then the results will be between 125 and 130.

The default value is :index.

	:take (pos_integer/0) - If used, then instead of returning one random value, will return a list (size == :take) of random values

	:backend (atom/0) - Any module which implements the @behaviour: WeightedRandom.Backend.
This is the core algorithm providing the randomness functionality.
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          @spec rand_p(
  WeightedRandom.Utils.Types.probabilities(),
  WeightedRandom.Utils.Types.opts()
) :: any()


      


similar to rand/3 but instead of a list of outcomes, and a list of weights, rand_p/3 accepts a list of probability floats.
If you need a lot of random numbers over time, this is suboptimal and you should use preprocess + take instead.
Supported options:
	:backend (atom/0) - Any module which implements the @behaviour: WeightedRandom.Backend.
This is the core algorithm providing the randomness functionality.

	:precision (pos_integer/0) - The number of decimal places to use when rounding. Leave nil for no rounding.

	:take (pos_integer/0) - If used, then instead of returning one random value, will return a list (size == :take) of random values
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          @spec take(WeightedRandom.Backend.t()) :: any()


      


Given a WeightedRandom struct, return a single random value.
Examples
iex> r = WeightedRandom.preprocesses(0..10, [%{target: 2, amount: 1000}])
iex> li = WeightedRandom.take(r)
2

  



  
    
      
    
    
      take(processed_struct, count)



        
          
        

    

  


  

      

          @spec take(WeightedRandom.Backend.t(), count :: integer()) :: list()


      


Given a WeightedRandom struct, return a list of random values
Examples
iex> # Make the item at index 2 1000x more likely than any other single index.
iex> r = WeightedRandom.preprocesses(0..10, [%{target: 2, amount: 1000}])
iex> li = WeightedRandom.take(r, 3)
[2, 2, 2]
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Based on this blog post
run reseed, to generate a cryptographically secure seed for your random number generators.
I would actually suggest every elixir app should call this function at the beginning of it's startup process, even if the WeightedRandom library is not being used.
Usage
# my_app/lib/my_app/application.ex
defmodule MyApp.Application do
  use Application

  @impl true
  def start(_type, _args) do
    WeightedRandom.Utils.Crypto.reseed()
    children = [
      ...
    ]
    opts = [...]
    Supervisor.start_link(children, opts)
  end
end
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This is mostly for use in Livebooks.
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        results_to_bars(results)

      


    


    
      
        weight_to_bars(prob)
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        Summary


  
    Types
  


    
      
        curve_spec()

      


        Anything compatible with Curves.define_bezier/3.



    


    
      
        opts()

      


        See function docs for details.



    


    
      
        outcomes()

      


        The values to be randomly picked from.



    


    
      
        probabilities()

      


        A list of floats, representing percentages, that should add up to 1.0



    


    
      
        weight_spec()

      


        The weight, as given by the end user, which will influence the randomization.
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          @type curve_spec() :: atom() | [{number(), number()}]


      


Anything compatible with Curves.define_bezier/3.

  



  
    
      
    
    
      opts()



        
          
        

    

  


  

      

          @type opts() :: keyword()


      


See function docs for details.

  



  
    
      
    
    
      outcomes()



        
          
        

    

  


  

      

          @type outcomes() :: [...] | Range.t()


      


The values to be randomly picked from.

  



  
    
      
    
    
      probabilities()



        
          
        

    

  


  

      

          @type probabilities() :: [float()]


      


A list of floats, representing percentages, that should add up to 1.0

  



  
    
      
    
    
      weight_spec()



        
          
        

    

  


  

      

          @type weight_spec() :: %{
  :target => any(),
  required(:amount | :weight) => number(),
  optional(:left_dist) => integer(),
  optional(:right_dist) => integer(),
  optional(:radius) => integer(),
  optional(:curve) => curve_spec()
}


      


The weight, as given by the end user, which will influence the randomization.
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WeightedRandom.Backend offers a contract to all who implement it:
	The main WeightedRandom package presents a novel interface for generating a list of probabilities (floats that can be summed to equal exactly 1.0).
	The custom Backend module decides what to do with those probabilities once they are generated.
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        backend_opts()

      


    


    
      
        index()

      


    


    
      
        indices()

      


    


    
      
        opts()

      


    


    
      
        percentage()

      


    


    
      
        probability_type()

      


    


    
      
        t()

      


    


    
      
        table()

      


    


    
      
        weight()

      


    


    
      
        weights()

      


    





  
    Callbacks
  


    
      
        options()

      


        Optionally provide the opts kwli 



    


    
      
        preprocess(input, opts)

      


        weights is a list of floats which, if summed, would equal exactly 1.0. Each float represents the probability of being selected in the random sample.



    


    
      
        take(table, count)

      


        Given the struct returned by preprocess/2, return a list of random indices equal to count.



    





  
    Functions
  


    
      
        list_probability_types()

      


    


    
      
        preprocess(backend, input, opts)

      


    


    
      
        take(map, count)

      


    





      


      
        Types


        


  
    
      
    
    
      backend_opts()



        
          
        

    

  


  

      

          @type backend_opts() :: [{:probability_type, probability_type()}]


      



  



  
    
      
    
    
      index()



        
          
        

    

  


  

      

          @type index() :: integer()


      



  



  
    
      
    
    
      indices()



        
          
        

    

  


  

      

          @type indices() :: [index()]


      



  



  
    
      
    
    
      opts()



        
          
        

    

  


  

      

          @type opts() :: keyword()


      



  



  
    
      
    
    
      percentage()



        
          
        

    

  


  

      

          @type percentage() :: float()


      



  



  
    
      
    
    
      probability_type()



        
          
        

    

  


  

      

          @type probability_type() :: :weights | :probabilities
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          @type t() :: %WeightedRandom.Backend{
  backend: atom(),
  outcomes: list(),
  table: struct()
}


      



  



  
    
      
    
    
      table()



        
          
        

    

  


  

      

          @type table() :: struct()


      



  



  
    
      
    
    
      weight()



        
          
        

    

  


  

      

          @type weight() :: WeightedRandom.Input.Weight.t()


      



  



  
    
      
    
    
      weights()



        
          
        

    

  


  

      

          @type weights() :: [weight()]
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      options()


        (optional)


        
          
        

    

  


  

      

          @callback options() :: keyword()


      


Optionally provide the opts kwli 

  



  
    
      
    
    
      preprocess(input, opts)



        
          
        

    

  


  

      

          @callback preprocess(input :: WeightedRandom.Input.t(), opts :: opts()) :: table()


      


weights is a list of floats which, if summed, would equal exactly 1.0. Each float represents the probability of being selected in the random sample.
So if given [0.25, 0.25, 0.5], then index 2 is twice as likely to be sampled as index 1.
This function must return some kind of struct that will later be passed into take/2.

  



  
    
      
    
    
      take(table, count)



        
          
        

    

  


  

      

          @callback take(table :: struct(), count :: integer()) :: indices :: [index :: integer()]


      


Given the struct returned by preprocess/2, return a list of random indices equal to count.
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      list_probability_types()



        
          
        

    

  


  


  



  
    
      
    
    
      preprocess(backend, input, opts)



        
          
        

    

  


  


  



  
    
      
    
    
      take(map, count)



        
          
        

    

  


  


  


        

      


  

    
WeightedRandom.Backend.Linear 
    



      
This is a very naive approach. Quick and dirty to implement, but definitely not as fast as most other backends, especially at scale.
One advantage it has is a very fast and simple preprocessing phase. So if you only need to run it once, this can actually beat the Walker Alias Method.
How it works
	Take each probability as a weight.
	Create a list in which every outcome is duplicated a number of times equal to its numerator
	take randomly from the list.

So for example, given the outcomes 0..5, and a single weight: %{target: 0, weight: 1},
the probabilities should look like: 2/6. 1/6, 1/6, 1/6, 1/6, 1/6
thus, the preprocessed list is [0, 0, 1, 2, 3, 4, 5]
making index 0 the most likely to be sampled with Enum.random(list)

      




  

    
WeightedRandom.Backend.WalkerAlias 
    



      
This is just a wrapper around the WAM hex package, which implements the Walker Alias Method.

      




  

    
WeightedRandom.Dice 
    



      
Implement standard dice notation with ~d{num_dice, sides, optional_modifier}
alias WeightedRandom.Dice
import Dice

# This creates 4 x 6-sided dice
# In standard dice notation this would be written as "4d6"
d = ~d{4, 6}
Now let's make the number 2 have more weight
Dice always use outcome_type: :value, not :index, so the target is 2
weights = [%{target: 2, amount: 50}]
d = Dice.add_weight(d, weights)

# Always remember to roll again so the new weight takes effect.
d = Dice.roll(d)

IO.inspect(Dice.results(d), label: "results")
# => [2, 2, 3, 2]
d.total
# => 9
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        add_weight(dice, weight)

      


        Adds weight to ALL dice in the Dice struct.



    


    
      
        merge_dice(list)

      


        Take a list of Dice structs, and combine them without rerolling



    


    
      
        merge_dice(dice1, dice2)

      


    


    
      
        new(body)

      


        Directly create a Dice struct.



    


    
      
        results(dice)

      


        Given some dice, return a list showing the result of each one.



    


    
      
        roll(d)

      


        Takes a Dice struct and rerolls it.



    


    
      
        sigil_d(str, opts \\ [])

      


        Convenience sigil for creating dice
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      t()



        
          
        

    

  


  

      

          @type t() :: %WeightedRandom.Dice{
  dice: [
    %WeightedRandom.Die{
      preprocessed: term(),
      result: term(),
      sides: term(),
      weights: term()
    }
  ],
  modifier: integer(),
  subtotal: integer(),
  total: integer()
}


      



  


        

      

      
        Functions


        


  
    
      
    
    
      add_weight(dice, weight)



        
          
        

    

  


  

Adds weight to ALL dice in the Dice struct.
Examples
iex> :rand.seed(:exsss, {205, 301, 402})
iex> d = ~d{10, 20} 
iex> Enum.map(d.dice, &(&1.result))
[17, 1, 17, 11, 12, 13, 17, 13, 14, 3]
iex> d.total
118
iex> d = Dice.add_weight(d, [%{target: 2, weight: 50}])
iex> d = Dice.roll(d)
iex> Enum.map(d.dice, &(&1.result))
[10, 2, 2, 2, 2, 2, 2, 2, 2, 2]
iex> d.total
28

  



  
    
      
    
    
      merge_dice(list)



        
          
        

    

  


  

Take a list of Dice structs, and combine them without rerolling

  



  
    
      
    
    
      merge_dice(dice1, dice2)



        
          
        

    

  


  


  



  
    
      
    
    
      new(body)



        
          
        

    

  


  

Directly create a Dice struct.

  



  
    
      
    
    
      results(dice)



        
          
        

    

  


  

      

          @spec results(dice :: t()) :: [integer()]


      


Given some dice, return a list showing the result of each one.

  



  
    
      
    
    
      roll(d)



        
          
        

    

  


  

Takes a Dice struct and rerolls it.
Examples
iex> :rand.seed(:exsss, {200, 301, 402})
iex> dice = ~d{2, 12}
iex> dice.total
12
iex> Dice.roll(dice).total
20

  



    

  
    
      
    
    
      sigil_d(str, opts \\ [])



        
          
        

    

  


  

Convenience sigil for creating dice
Examples
iex> :rand.seed(:exsss, {100, 101, 102})
iex> d = ~d{4, 6, 1} # Equal to 4d6+1 in standard dice notation
iex> [die1 | _] = d.dice
iex> die1.sides
6
iex> die1.result
2
iex> d.subtotal
9
iex> d.total
10
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