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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class AI_AttackPlayer_Level1 : MonoBehaviour {

GameObject player;
public GameObject go;
bool movedDown = false;
float playerZ;
float myPos;
float maxMax = 0.0000f;
float minMin = 0.0000f;
float timerTime;
Vector3 cubeQuart = new Vector3(0.25f, 0.25f, 0.25f);
Vector3 playerPos;
GameController.playerStatus glitchStatus;

// Start is called before the first frame update
void Start()
{

glitchStatus = GameController.playerStatus.Empty;
player = GameObject.FindGameObjectWithTag("Player");
go = this.gameObject;

//If there's a player object, get its bounds.
if (player != null)
{

Collider playerCollider = player.GetComponent<Collider>();
playerZ = playerCollider.bounds.center.z;
glitchStatus = GameController.playerStatus.Unknown;
playerPos = player.transform.position;

}

//Rotate the block to a good orientation
switch (go.name)
{

case "Ell1CC(Clone)":
Rotate();
break;

case "Ell2CC(Clone)":
Rotate();
Rotate();
Rotate();
break;

case "TallCC(Clone)":
Rotate();
break;
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case "TeeCC(Clone)":
break;

case "Zed1CC(Clone)":
Rotate();
break;

case "Zed2CC(Clone)":
Rotate();
break;

}
}

// Update is called once per frame
void Update()
{

timerTime -= Time.deltaTime;
if (player != null) {

//Get the player's bounds
Collider playerCollider = player.GetComponent<Collider>();
playerZ = playerCollider.bounds.center.z;
playerPos = player.transform.position;
glitchStatus = GameController.playerStatus.Unknown;
//Check above the player
if (glitchStatus == GameController.playerStatus.Unknown || 
glitchStatus == GameController.playerStatus.Covered)

{
CheckAbove();

}
//If the timer is 0, move toward the player
if (timerTime <= 0)
{

if (glitchStatus == GameController.playerStatus.Uncovered)
{

MoveToPlayer();
}

}

}
else player = GameObject.FindGameObjectWithTag("Player");

}
//Check above the player's z position to see if there's anything there

or not.
void CheckAbove()
{

Vector3 vecPlus1 = new Vector3(playerPos.x, playerPos.y + 1, 
playerPos.z);

Vector3 vecPlus2 = new Vector3(playerPos.x, playerPos.y + 2, 
playerPos.z);
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Vector3 vecPlus3 = new Vector3(playerPos.x, playerPos.y + 3, 
playerPos.z);

Vector3 vecPlus4 = new Vector3(playerPos.x, playerPos.y + 4, 
playerPos.z);

Vector3 vecPlus5 = new Vector3(playerPos.x, playerPos.y + 5, 
playerPos.z);

Vector3 vecPlus6 = new Vector3(playerPos.x, playerPos.y + 6, 
playerPos.z);

Vector3 vecPlus7 = new Vector3(playerPos.x, playerPos.y + 7, 
playerPos.z);

Vector3 vecPlus8 = new Vector3(playerPos.x, playerPos.y + 8, 
playerPos.z);

Vector3 vecPlus9 = new Vector3(playerPos.x, playerPos.y + 9, 
playerPos.z);

Vector3 vecPlus10 = new Vector3(playerPos.x, playerPos.y + 10, 
playerPos.z);

if (!Physics.CheckBox(vecPlus1, cubeQuart) && !Physics.CheckBox
(vecPlus2, cubeQuart) && !Physics.CheckBox(vecPlus3, cubeQuart)

&& !Physics.CheckBox(vecPlus4, cubeQuart) && !Physics.CheckBox
(vecPlus5, cubeQuart) && !Physics.CheckBox(vecPlus6, 
cubeQuart) &&

!Physics.CheckBox(vecPlus7, cubeQuart) && !Physics.CheckBox
(vecPlus8, cubeQuart) && !Physics.CheckBox(vecPlus9, 
cubeQuart) &&

!Physics.CheckBox(vecPlus10, cubeQuart))
{

glitchStatus = GameController.playerStatus.Uncovered;
}
else glitchStatus = GameController.playerStatus.Covered;

}
//Move toward the player
void MoveToPlayer()
{

minMin = 0.0000f;
maxMax = 0.0000f;
foreach (Transform child in transform)
{

Collider myCollider = child.GetComponent<Collider>();
float myMax = myCollider.bounds.max.z;
float myMin = myCollider.bounds.min.z;
//Set the block's min and max bounds
if (maxMax != 0.0000f)
{

maxMax = myMax;
}
else if (myMax > maxMax)
{

maxMax = myMax;
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}
if (minMin == 0.0000f)
{

minMin = myMin;
}
else if (myMin < minMin)
{

minMin = myMin;
}
//print("playerZ: " + playerZ + " minMin: " + minMin + " 
maxMax: " + maxMax);

}

if (playerZ < minMin)
{

MoveLeft();
}
else if (playerZ > maxMax)
{

MoveRight();
}
else if (playerZ >= minMin && playerZ <= maxMax)
{

if (!movedDown)
{

MoveDown();
movedDown = true;
Destroy(this);

}
}

timerTime = Random.Range(0.2f, 0.6f);
glitchStatus = GameController.playerStatus.Unknown;

}
void MoveRight()
{

switch (go.name)
{

case "BlokCC(Clone)":
gameObject.GetComponent<Blok_Movement>().MoveRight();
break;

case "Ell1CC(Clone)":
gameObject.GetComponent<Ell1_Movement>().MoveRight();
break;

case "Ell2CC(Clone)":
gameObject.GetComponent<Ell2_Movement>().MoveRight();
break;

case "TallCC(Clone)":
gameObject.GetComponent<Tall_Movement>().MoveRight();
break;
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case "TeeCC(Clone)":
gameObject.GetComponent<Tee_Movement>().MoveRight();
break;

case "Zed1CC(Clone)":
gameObject.GetComponent<Zed1_Movement>().MoveRight();
break;

case "Zed2CC(Clone)":
gameObject.GetComponent<Zed2_Movement>().MoveRight();
break;

}
}

void MoveLeft()
{

switch (go.name)
{

case "BlokCC(Clone)":
gameObject.GetComponent<Blok_Movement>().MoveLeft();
break;

case "Ell1CC(Clone)":
gameObject.GetComponent<Ell1_Movement>().MoveLeft();
break;

case "Ell2CC(Clone)":
gameObject.GetComponent<Ell2_Movement>().MoveLeft();
break;

case "TallCC(Clone)":
gameObject.GetComponent<Tall_Movement>().MoveLeft();
break;

case "TeeCC(Clone)":
gameObject.GetComponent<Tee_Movement>().MoveLeft();
break;

case "Zed1CC(Clone)":
gameObject.GetComponent<Zed1_Movement>().MoveLeft();
break;

case "Zed2CC(Clone)":
gameObject.GetComponent<Zed2_Movement>().MoveLeft();
break;

}
}

void MoveDown()
{

switch (go.name)
{

case "BlokCC(Clone)":
gameObject.GetComponent<Blok_Movement>().MoveDown();
break;

case "Ell1CC(Clone)":
gameObject.GetComponent<Ell1_Movement>().MoveDown();
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break;
case "Ell2CC(Clone)":

gameObject.GetComponent<Ell2_Movement>().MoveDown();
break;

case "TallCC(Clone)":
gameObject.GetComponent<Tall_Movement>().MoveDown();
break;

case "TeeCC(Clone)":
gameObject.GetComponent<Tee_Movement>().MoveDown();
break;

case "Zed1CC(Clone)":
gameObject.GetComponent<Zed1_Movement>().MoveDown();
break;

case "Zed2CC(Clone)":
gameObject.GetComponent<Zed2_Movement>().MoveDown();
break;

}
}

void Rotate()
{

switch (go.name)
{

case "Ell1CC(Clone)":
gameObject.GetComponent<Ell1_Movement>().Rotate();
break;

case "Ell2CC(Clone)":
gameObject.GetComponent<Ell2_Movement>().Rotate();
break;

case "TallCC(Clone)":
gameObject.GetComponent<Tall_Movement>().Rotate();
break;

case "TeeCC(Clone)":
gameObject.GetComponent<Tee_Movement>().Rotate();
break;

case "Zed1CC(Clone)":
gameObject.GetComponent<Zed1_Movement>().Rotate();
break;

case "Zed2CC(Clone)":
gameObject.GetComponent<Zed2_Movement>().Rotate();
break;

}
}

}


