Igors, December 2006

EI Plug-ins Animation Channels: dynamic creating and deleting

This file describes some details of handling EI animation channels.

1. Overview

There are no problems with “static” channels’ model i.e. when a plug-in uses a same set of channels for all cases. However, that’s not always enough. Some plug-ins require new channels creating and deleting old ones depending from user’s actions. Here is the place where troubles happen: newly added/inserted channels don’t work and look broken in Project Window after project’s reloading.

We’ve not found any bugs here: all host’s service to insert/add/delete channel works 100% correct. However, it requires a specific workflow and calling sequence, otherwise channels become broken. Let’s consider these “tricks and traps”.

2. Where and when

a) A plug-in can add/insert/delete only “self” channels, i.e. channels that are in “Socket” bunch of its plug-in group. Other channels are accessible for reading/writing but not for rebuilding.

b) A plug-in can call hostAddChannel, hostInsertChannel and hostDeleteChannel during “Interface” command or during “UpdateChannels” command – no difference. However, the host does NOT rebuild channels for each call. Instead the host does this only after plug-in’s interface is closed and “Update Channels” is called. In view of this a rational plug-in’s workflow is like:

· to perform channels’ re-organization only when “Ok” button is pressed;

· keep in mind that pluginLoadChannel can be also called if “Apply” button is pressed (if a plug-in with modeless flag sent hostModelReset). In last case a plug-in should not refer to channels become obsolete, same as to channels are not created by host yet (see above).

3. Handling theChannelReference

For “dynamic” channels model a plug-in should saving the references returned by add/insert call for dynamically created channels. THIS reference should be used for further calls ALWAYS.

· if a plug-in is newly added to project, then theChannelReference returned by hostAddChannel during pluginInitializeChannel is a valid reference that should be saved by plug-in in it’s private data for all further calls (same as for static channels model);

· however, if a plug-in’s instance is “not new” (i.e. there is a data block thePluginControlData), then the plug-in should IGNORE theChannelReference returned by hostAddChannel during pluginInitializeChannel command. Instead a previously saved theChannelReference should be used for further calls. 

In other words: always use the reference returned where a channel was created first time. 

4. Handling theChannelID

This “strange” member is meaningful: the host uses it for validation. In fact the pluginInitializeChannel simply creates a new bunch of channels and then compare it with old pack (saved in project):

· channels that are same (validated Ok) in both buckets remain unchanged;

· channels that are in a new bucket only will be created as new channels;

· channels that are in old bucket only will be deleted.

The member theChannelID is one of validation parameters. Thus a plug-in should “remember” theChannelID for all dynamically added/inserted channels and pass these values to hostAddChannel during pluginInitializeChannel command.

