Creating an execution engine listener

The following example shows how to create an engine listener

public class MyEngi neLi stener inpl ements Engi neListener {

private Project project;
publ i ¢ MyEngi neLi st ener (Proj ect project) {
this.project = project;

}

@verride

public void el enent Activated(El ement el enent, Collection<?> values) {
Systemout.printin("--Activate Elenent-- : elenent name = " ((NanedEl enent)el enent) . get Nane());

}

@verride

public void el ement Deacti vat ed( El enent el ement, Col | ection<?> val ues) {
Systemout.println("--Deactivate Elenent-- : elenent nane = " + ((NanedEl enent)el enent).

get Nare() ) ;
}
@verride

public void eventTriggered(String eventlD) {
NanmedEl enent el ement = (NanmedEl enent) proj ect. get El enent Byl D( event | D) ;
Systemout.printin("--Event Trigger-- : event name = " + ((NamedEl enent)el enent). get Nanme());

}

@verride
public void executionTerm nated() {
Systemout. println("--Engine Term nated--");

}

Once you have created an EngineListener, you can register it to the specified ExecutionEngine if you want to receive events occurring in each execution
engine. All engine listeners of a specific engine will be activated under the conditions as follows

An element is activated.
An element is deactivated.
An event is triggered.

An engine is terminated.

public interface EngineListener {
voi d el enent Acti vat ed( El enent el enent, Collection<?> val ues);
voi d el ement Deacti vat ed( El enent el enent, Col |l ecti on<?> val ues);
voi d eventTriggered(String eventlD);
voi d executionTerm nated();

See Creating a new execution engine for more information about adding execution engine listeners to the MyExecutionEngine class.

1. Note

You can add more than one execution engine listener to an execution engine.
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