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using System; 
using Godot; 
using Godot.Collections; 
using Skull.Scenes.Entities.Skills; 
using Skull.Scenes.Entities.Stats; 
using Skull.Scenes.Timers; 
 
namespace Skull.Scenes.Entities.Parameters; 
 
public partial class Entity : CharacterBody2D 
{ 
    public EntityComponent Parameters { get; set; } 
    public Dictionary<string, State> states = new Dictionary<string, State>(); 
    public Sprite2D _sprite2D; 
    public BasicCooldown RedGlowCooldown { get; set; } 
    public bool TakeDamage(Entity entity, int adder, float multiplier) 
    { 
        if (entity.Parameters.CurrentStats[StatType.Attack].Amount > 0) 
        { 
            int value = Convert.ToInt32((entity.Parameters.CurrentStats[StatType.Attack].Amount 
* multiplier + adder)* -1); 
            Parameters.CurrentStats[StatType.HitPoints].Change(value); 
            GD.Print("Took Damage: " + value + "\nNew Value: " + 
Parameters.CurrentStats[StatType.HitPoints].Amount); 
            _sprite2D.Modulate = new Color(1, 0, 0); 
            RedGlowCooldown.Create(); 
            if (this is Playeru player) 
                player.Hurtbox.Monitoring = false; 
            if (Parameters.CurrentStats[StatType.HitPoints].Amount <= 0) 
            { 
                GD.Print("Dead"); 
                Die(); 
                return false; 
            } 
            return true; 
        } 
        return false; 
    } 
     
    public virtual void Die() 
    { 
        QueueFree(); 
    } 
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public override void _Ready() 
    { 
        RedGlowCooldown = new BasicCooldown(0.2f); 
        AddChild(RedGlowCooldown); 
        _sprite2D = GetNode<Sprite2D>("Sprite2D"); 
        base._Ready(); 
    } 
 
    public override void _PhysicsProcess(double delta) 
    { 
        if (RedGlowCooldown.IsStopped()) 
        { 
            _sprite2D.Modulate = new Color(1, 1, 1); 
            if (this is Playeru player) 
                player.Hurtbox.Monitoring = true; 
        } 
        base._PhysicsProcess(delta); 
    } 
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[Rpc(MultiplayerApi.RpcMode.AnyPeer, CallLocal = true, TransferMode = 
MultiplayerPeer.TransferModeEnum.Reliable)] 
  
 private void StartGame() 
 { 
  foreach (var item in GameManager.Players) 
  { 
   GD.Print(item.Name + " is playing"); 
  } 
 
  GetTree().ChangeSceneToFile("res://Scenes/Start/Start.tscn"); 
  // var scene = 
ResourceLoader.Load<PackedScene>("res://Scenes/Start/Start.tscn").Instantiate(); 
  // GetTree().Root.AddChild(scene); 
  // this.Hide(); 
 } 
 
 [Rpc(MultiplayerApi.RpcMode.AnyPeer)] 
 private void SendPlayerInformation(string name, int id) 
 { 
  PlayerInfo playerInfo = new PlayerInfo() 
  { 
   Name = name, 
   Id = id 
  }; 
 
  if (!GameManager.Players.Contains(playerInfo)) 
  { 
   GameManager.Players.Add(playerInfo); 
  } 
 
  if (Multiplayer.IsServer()) 
  { 
   foreach (var item in GameManager.Players) 
   { 
    Rpc("SendPlayerInformation", item.Name, item.Id); 
   } 
  } 
 } 
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public override void _Ready() 
    { 
        base._Ready(); 
        Projectile = 
GD.Load<PackedScene>("res://Scenes/Entities/Projetctiles/MattBullet.tscn"); 
        
GetNode<MultiplayerSynchronizer>("MultiplayerSynchronizer").SetMultiplayerAuthority(1); 
    } 
 
public override void _PhysicsProcess(double delta) 
    { 
        if 
(GetNode<MultiplayerSynchronizer>("MultiplayerSynchronizer").GetMultiplayerAuthority() 
== 
            Multiplayer.GetUniqueId()) 
        { 
            syncPos = GlobalPosition; 
        } 
        else 
        { 
            GlobalPosition = GlobalPosition.Lerp(syncPos, .1f); 
        } 
        base._PhysicsProcess(delta); 
    } 
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// header scrolling effect 
$(window).on('scroll', function(){ 
  if($(window).scrollTop()){ 
      $('header').addClass('nav-show'); 
 
  }  
  else{ 
    $('header').removeClass('nav-show'); 
  } 
 

}) 
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