False

\ 4

currentKeyCode =0

Key event

(CUserlnputController::analyzeKeyboardMessage(event))

=

¥

/ Qt key event /

False

True
v
< End >

Ul is enabled?

eventKeyCode =
mapping Qt key event information (key/modifiers)

Copying global position of the mouse cursor from
the current cursor position information into eventData

False At least 1 keyboard modifier

Is Windows 0S?

is currently pressed?

True

\ 4

currentKeyCode = current key pressed

v

currentKeyCode = current modifiers pressed

actionStage = EnterAction

actionStage = StayAction

Event type
KeyPress 1l KeyRelease
eventName = ‘OrsKeyPressedEvent’ eventName = ‘OrsKeyReleasedEvent’
4
False True False
Key event is AutoRepeat? Key event is AutoRepeat?
v v v v
actionStage = StayAction actionStage = ExitAction
currentMouseCode =

mapping currently pressed mouse buttons

v

useStatelessActions = true

processEvent(eventKeyCode, currentMouseCode, currentKeyCode, currentMouseCode,
actionStage, useStatelessActions, eventData)

False

actionStage == EnterAction

True

If this is the EnterAction stage, a StayAction stage is
injected immediately (not to wait for the AutoRepeat)

processEvent(eventKeyCode, currentMouseCode, currentKeyCode, currentMouseCode,
actionStage=StayAction, useStatelessActions=false, eventData)

v

D




Mouse event

(CUserlnputController::analyzeMouseMessage(event))

/

False

=

¥

/ Qt mouse event

Ul is enabled?

True

eventMouseCode =
mapping Qt mouse event information (buttons/wheel)

Copying global position of the mouse cursor from

the Qt mouse event information into eventData

False

False
Is Windows 0S?

currentKeyCode =0

True

At least 1 keyboard modifier
is currently pressed?

currentKeyCode = current key pressed

currentKeyCode = current modifiers pressed

MouseButtonPress

\ 4

actionStage = EnterAction

MouseButtonDblClick

A 4

actionStage = EnterAction

Wheel

_1

Event type

MouseMove

MouseButtonRelease

actionStage = EnterAction

actionStage = StayAction

actionStage = ExitAction

eventName = ‘OrsMouseDownEvent’

’

eventName = ‘OrsMouseDoubleClickEvent

eventName = ‘OrsMouseWheelEvent’

eventName = ‘OrsMouseMoveEvent’

eventName = ‘OrsMouseUpEvent’

y

extraStayActionCount =0

extraStayActionCount =1

extraStayActionCount =
wheel step count

extraStayActionCount =0

extraStayActionCount =0

y

extraExitAction = False

extraExitAction = False

extraExitAction = True

extraExitAction = False

extraExitAction = False

currentMouseCode =
mapping currently pressed mouse buttons

processEvent(currentKeyCode, eventMouseCode, currentKeyCode, currentMouseCode,
actionStage, useStatelessActions=true, eventData)

<
<

extraStayActionPass =0

specified count

False

extraStayActionPass < extraStayActionCount

If the mouse event corresponds to a "Enter - Stay -
(Exit)", the StayAction stage is injected here for the

True

extraStayActionPass += 1

processEvent(currentKeyCode, eventMouseCode, currentKeyCode, currentMouseCode,
actionStage=StayAction, useStatelessActions=false, eventData)

a

False

v

extraExitAction is True

True

processEvent(currentKeyCode, eventMouseCode, currentKeyCode, currentMouseCode,
actionStage=ExitAction, useStatelessActions=false, eventData)

If the mouse event corresponds to a "Enter - Stay -
Exit", the ExitAction stage is injected here




Process event

(CUserlnputController::processEvent(eventKeyCode, eventMouseCode, currentKeyCode, currentMouseCode, actionStage, useStatelessActions, eventData))

Start

availableActions = empty list

EnterAction

currentGlobalState =
WorkingContext.getCurrentGlobalState()

Adding all stateful actions associated with the
eventKeyCode, eventMouseCode and currentGlobalState
in the availableActions list

False

useStatelessActions

True

v

Adding all stateless actions associated with the
eventKeyCode and eventMouseCode
in the availableActions list

ExitAction

actionStage

StayAction

Getting the last action in the action stack

(not considering the “empty action” occurrences)

An action has been found
in the action stack?

Add this action in the availableActions list

injectUserinputEvent(eventData, actionStage, availableActions)

executedActionNames =
injectUserInputEvent(eventData, actionStage, availableActions)

Adding an “empty action” in the action stack with the
eventKeyCode and eventMouseCode

False . . .
There is another action name in

executedActionNames?

Adding the action name in the action stack with the
eventKeyCode and eventMouseCode

newCurrentGlobalState =
WorkingContext.getCurrentGlobalState()

currentGlobalState !=
newCurrentGlobalState

We stack an action for the empty action, to keep track of the
key/mouse combination even if there is no actual action for
that key/mouse combination. It is to support the case where an
action is associated to a key/mouse 3-combination (for
example, CTRL + left mouse button + right mouse button),
related to an action associated to only the first key (for
example, CTRL). Not stacking the "no action: CTRL + left mouse
button" would mean that the action stack would be completely
cleared when the right mouse button would be released.

:  We stack an action for each executed action

If the global state has been changed, let's stack yet another
event at the EnterAction stage. This is to make sure the
EnterAction stage is executed for the stateful action dependent
on the new state, if such an action exists, and to add that action
in the action stack. Only the stateful actions are to be
considered.

processEvent(eventKeyCode, eventMouseCode, currentKeyCode, currentMouseCode,
actionStage=EnterAction, useStatelessActions=false, eventData)

.
‘N,
.
3
isssmnnnnnfunn

found

Action at the top of the action stack has
keyCode == currentKeyCode and
mouseCode == currentMouseCode

action

sassnnnnnnban

This action is not an
“empty action”?

Adding this action in the availableActions list

Removing this action from the action stack

A

End

Unstacking until an action having the
current key/mouse combination is

Executing the ExitAction stage
of that action, only if it is a real

injectUserInputEvent(eventData, actionStage, availableActions)

\_/

S




Inject user input event

(executedActionNames = WorkingContext::injectUserlnputEvent(eventData, actionStage, availableActions))

Start

executedActionNames = empty list

Copying current view GUID and local position of the
mouse cursor in that view into eventData

Copying view under cursor GUID and local position of
the mouse cursor in that view into eventData

EnterAction ExitAction

Writing actionStage = “EnterAction” into eventData

handleTriggeredHasBeenCalled = false

anert®

WorkingContext.setEventConsumed(false)

There is another action in

availableActions and
False

that action is not forbidden and
the event is not consumed and
the working area is respected?

actionStage

StayAction

Writing actionStage = “Action” into eventData

Executing the call of the EnterAction
stage and handleTriggered of the
actions, until the event is consumed.

False There is an action in

availableActions?

actionName =“

actionName = action name

of the action in availableActions

Executing command of the StayAction stage
of the action with name actionName

actionName = action name

of that action

callHandleTriggered(actionName, eventData)

False That action depends

on a condition?

actionConditionIsRespected =

executeActionCondition(actionName, eventData)

actionConditionIsRespected
is true?

True

\ 4

WorkingContext.setEventConsumed(true)

The event is considered consumed
unless the action or handleTriggered
sets it as not consumed.

Executing command of the EnterAction stage
of the action with name actionName

Adding the action name
in the executedActionNames list

callHandleTriggered(actionName, eventData)

y

handleTriggeredHasBeenCalled = true

False

LIS
LS
LIS
wa,
"a,
---.....
na,
LIPS
LIS
LTS
LS

handleTriggeredHasBeenCalled
is false?

callHandleTriggered(actionName=", eventData)

Executing the call to handleTriggered with an
empty action, if no one did it.

A

y

False

Writing actionStage = “ExitAction” into eventData

handleTriggeredHasBeenCalled = false

There is another action in
availableActions?

actionName = action name

of the action in availableActions

callHandleTriggered(actionName, eventData)

\ 4

handleTriggeredHasBeenCalled = true

Executing command of the ExitAction stage
of the action with name actionName

dann

Executing the call to handleTriggered
with an empty action, if no one did it.

»
EmsssEEEEnm

handleTriggeredHasBeenCalled
is false?

callHandleTriggered(actionName="", eventData)

:C return executedActionNames ):




Call handleTriggered

(WorkingContext::triggerHandleTriggered(actionName, eventData))

O

¥

Writing actionName = actionName into eventData

v

currentGlobalState =

WorkingContext.getCurrentGlobalState()

l

Another plugin has declared the
False

currentGlobalState as one of his
states?

Call “handleTriggered” on this plugin with eventData

False .
Another plugin has declared

“ALL” as one of his states?

Call “handleTriggered” on this plugin with eventData

D




