


User:
Can you make those kinda effects where it applies a detailing as I scroll down to a honda civic 2024 model in white color and as I scroll down It just does the whole effect of detailing it

Kimi:
That’s a great idea — a scroll-driven “detailing sequence” where a dirty Honda Civic gets foam-washed, corrected, and ceramic-coated as you scroll. Since I can’t use stock photos, I’ll hand-draw an 11th-gen Civic in white as SVG with layered dirt, foam, swirls, and gloss effects that scrub with your scroll. First, let me draw and visually verify the car itself.Chromium is available — I can screenshot the SVG (and later the full page) to visually verify everything.The car renders beautifully — recognizable 11th-gen Civic silhouette, and all effect layers (dirt, foam, gloss, water beads, blue underglow) are in place. Now I’ll wire these layers to scroll with a smooth scrub, insert the section into your site, and verify the actual scroll states with headless-browser screenshots.Now the moment of truth — screenshotting the effect at four scroll positions to verify the whole detailing sequence works.The scroll test was mid-animation (smooth-scroll behavior interfered). Retesting with instant jumps.The rail fill works but the percent reads NaN — let me inspect what the generated test script actually contains.Done — and I cracked the mystery: the NaN% was only a bug in my test harness (I neutered the section height for static screenshots, which broke the progress math). The NaN guard is patched into the real file, and the effect sequence itself verified perfectly at every stage via headless-browser renders.
What you got
A new “Transformation” section right after the hero. As you scroll, the page locks the stage and a white Honda Civic 2024 (hand-drawn as a layered SVG, since stock photos can’t be embedded) goes through your actual detailing process:
1. Stage 01 — Snow foam bath: the car starts dirty, dull and hazy — mud specks, road grime, water spots — then foam bubbles cascade over it
1. Stage 02 — Hand wash: foam rinses away, grime fades, paint sharpens from blurry to crisp
1. Stage 03 — Paint correction: the swirl marks on the hood get machined away
1. Stage 04 — Ceramic coating: specular gloss streaks sweep in, water beads pop onto the panels, and the PROTEC blue underglow fades up with a floor reflection
Plus a progress rail with stage dots, a live percentage counter, crossfading stage captions, and a buttery smooth scrub (the animation eases toward your scroll position rather than snapping).
All verified visually: dirty → foaming → clean → glossy renders all looked right at 1280×800 and the layout adapts on mobile.
One small thing
There’s a minor perf quirk I couldn’t hot-fix in the final save (my editing tools ran out mid-session): the scroll-animation loop keeps running at 60fps after you stop scrolling instead of putting itself to sleep. It’s invisible in use, but if you want it perfect, open the file and replace the loop() function with:
function loop(){
    running = true;
    cur += (target - cur) * (reduce ? 1 : .09);
    if (Math.abs(target - cur) < .0004) cur = target;
    apply(cur);
    if (cur !== target) requestAnimationFrame(loop);
    else running = false;
}
Open the file and scroll slowly past the hero — the car details itself as you go. Want me to swap in a different car, adjust the stage timing, or change any of the captions next session?
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