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EventQueue
Q}std . :queue<InputEvent*> mEventQueue

Bvoid push()
SnputEvent* pop()
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ESEventQue ue* mEventQueue
&5Cursor*mCurs or

Dispatcher  Processor

EventDispatcher

Q}TargetManager* mTargetManager;
EXEventProcessor* mEventProcessor
EHPositionTarget* mFocus;
Q}PositionTarget* mMousePositionTarget
EHPositionTarget* mKeyCursorOn
Q}PositionTarget* mTargetLastEntered

#¥bool processKeyEvent()
fﬁbool processMouseEvent()
@\void retargetMouseEvent()
\void setMouseTarget()
¥void trackMouseEnterExit()
%bool dispatchEvent()
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Processor dispatcher

EventProcessor

Q}EventQueue* mEventQueue
EInputReader* minputDevice
Z:DispatcherList mDispatcherList

%void startProcessingEvents()
%void stopProcessingEvents()
%void initialise()

%void processEvent()

%void addCursorMoveListener()
%void removeCursorMoveListener()
%void addTargetManager()

%bool frameStarted()

Processor frame Start

//

bool EventProcessor::frameStarted(const FrameEvent& evt)

{
//

mlnputDevice->capture();

while (mEventQueue->getSize() > 0)



InputEvent* e = mEventQueue->pop();

bool blsConsumed = false;

// target

//

for(DispatcherList::iterator i = mDispatcherList.begin();

i 1= mDispatcherList.end(); ++i

bIsConsumed |= (*i)->dispatchEvent(e);
}
//
if (IblsConsumed)

{
processEvent(e); // nothing used it, so use default processing
}
delete e; // created from dispatch;
}
return true;
}
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Cursor  Input Reader

InputReader

ESEventQue ue* mEventQueue
&5Cursor*mCurs or

%void getMouseState ()

b ool getMouseB utton()
void m ouseMoved()
®void createMouseEvent()
%void triggerMouseButon()
%void createKeyEvent()
%void ke yChanged()




Cursor

E¥Real mMouseX, mMouseY, mMouseZ
E5Real mRelX, mRelY, mRelZ

E¥Real mXLowLimit, mXHighLimit, mYLowLimit,
E5Real mYHighLimit, mZLowLimit, mZHighLimit

Cursor
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Input Reader event
void InputReader: :useBufferedInput(EventQueue* pEventQueue,

bool keys, bool mouse)

mEventQueue = pEventQueue;
if (mCursor)
delete mCursor;
mCursor = new Cursor();
// initial states of buffered don"t call setBufferedinput
// because that can be overriden (in the future) to save releasing and
// acquiring unchanged inputs
// if we ever decide to release and acquire devices
mUseBufferedKeys = keys;
mUseBufferedMouse = mouse;

}

Input Reader Event Queue

//
void EventProcessor::initialise(RenderWindow* ren)
{
cleanup();
mEventQueue = new EventQueue();
minputDevice = PlatformManager::getSingleton().createlnputReader();

mInputDevice->useBufferedInput(mEventQueue);



mInputDevice->initialise(ren,true, true, false);

}
Input Reader processor event queue
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target listener

ActionTarget* at =
static_cast<BorderButtonGuiElement*>(GuiManager::getSingleton().getGuiElement("'SS/Setup/HostS
creen/Join™));

at->addActionListener(this);

at=
static_cast<BorderButtonGuiElement*>(GuiManager::getSingleton().getGuiElement("SS/Setup/HostS
creen/Exit"));

at->addActionListener(this);

ListChanger* list =
static_cast<ListGuiElement*>(GuiManager::getSingleton().getGuiElement("SS/Setup/HostScreen/Ava
ilableGamesL.ist"));

(GuiManager::getSingleton().getGuiElement("Core/CurrFps"))->addMouseL.istener(this);

EventProcessor: : frameStarted dispatcher

processor event dispatcher

bool EventDispatcher::dispatchEvent(InputEvent* e)

MouseEvent* me = static_cast<MouseEvent*> (e);
ret = processMouseEvent(me);



{
KeyEvent* ke = static_cast<KeyEvent*> (e);
ret = processKeyEvent(ke);
}
processMouseEvent

bool EventDispatcher::processMouseEvent(MouseEvent* e)

{.......
mMousePositionTarget->processEvent(e);
targetOver = mTargetManager->getPositionTargetAt(e->getX(), e->getY());
setMouseTarget(targetOver, €);

}

process event

GUI

void EventDispatcher::setMouseTarget(PositionTarget* target, MouseEvent* e)

{

if (target != mMousePositionTarget)

{

mMousePositionTarget = target;

GUl process event, GUl

void GuiElement::processEvent(InputEvent™ e)

{

if (ImEnabled || e->isConsumed())
{
return;
}
switch(e->getID())

{
case ActionEvent::AE_ACTION_PERFORMED:



processActionEvent(static_cast<ActionEvent*>(e));
break;

case MouseEvent::ME_MOUSE_PRESSED:

case MouseEvent::ME_MOUSE_RELEASED:

case MouseEvent::ME_MOUSE_CLICKED:

case MouseEvent::ME_MOUSE_ENTERED:

case MouseEvent::ME_MOUSE_EXITED:
processMouseEvent(static_cast<MouseEvent*>(e));
break;

case MouseEvent::ME_MOUSE_MOVED:

case MouseEvent::ME_MOUSE_DRAGGED:
processMouseMotionEvent(static_cast<MouseEvent*>(e));
break;

void ActionTarget::processActionEvent(ActionEvent* e)

{

ActionListener* listener = mActionListener;
if (listener != NULL)

{
int id = e->getID();
switch(id)
{
case ActionEvent::AE_ACTION_PERFORMED:
listener->actionPerformed(e);
break;
}
}

}

void MouseTarget::processMouseEvent(MouseEvent™* €)

{

MouseL.istener* listener = mMouseL istener;
if (listener != NULL)

{
intid = e->getID();
switch(id)
{

case MouseEvent::ME_MOUSE_PRESSED:
listener->mousePressed(e);
break;

case MouseEvent::ME_MOUSE_RELEASED:
listener->mouseReleased(e);



break;

case MouseEvent::ME_MOUSE_CLICKED:
listener->mouseClicked(e);
break;

case MouseEvent::ME_MOUSE_EXITED:
mMouseWithin = false;
listener->mouseExited(e);
break;

case MouseEvent::ME_MOUSE_ENTERED:
mMouseWithin = true;
listener->mouseEntered(e);

break;
}
}
}
void MouseMotionTarget::processMouseMotionEvent(MouseEvent* e)
{
MouseMotionListener* listener = mMouseMotionListener;
if (listener '= NULL)
{
intid = e->getID();
switch(id)
{
case MouseEvent::ME_MOUSE_MOVED:
listener->mouseMoved(e);
break;
case MouseEvent::ME_MOUSE_DRAGGED:
listener->mouseDragged(e);
break;
}
}
}
listener
Target  listener GuiApplication
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void mouseClicked(MouseEvent™ e) {}
void mouseEntered(MouseEvent™* e)

{
inti=5;



void mouseExited(MouseEvent* e) {}

void mousePressed(MouseEvent* e) {}

void mouseReleased(MouseEvent* e) {}

void actionPerformed(ActionEvent* e)

{
/I Think about doing something here
std::string action = e->getActionCommand();
LogManager::getSingleton().logMessage("Got event: " + action);

if (action == "SS/Setup/HostScreen/Exit")

{

/I Queue a shutdown
static_cast<GuiFrameListener*>(mFrameListener)->requestShutdown();

GuiApplication

processor frame start
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