
////////////////////////////////////       class_01_Persona         //////////////
////  this tab manage data about each user

import processing.core.*;
import ddf.minim.*;

class Persona{

  PApplet parent;

  Graph graph;
  float tickTime;

//// these are the  coordinates coming from  the camera
  float cameraX;
  float cameraY;

  float OriginX;
  float OriginY;

  float CurrentX;
  float CurrentY;

  int id;
  int larg=60;
  int countC;

  ////-------Audio
  int myMusicType; // 1 = base, 2 = solo1, 3 = solo2

  //Minim minim;

  Base_music BaseObject;
  Soloist_music Solo1Object;
  Soloist_2_music Solo2Object;

  int baseChord;
  int baseTone;
  int solo1rhytm;
  int solo2rhytm;

  /////

  Persona(PApplet p, int pid){

    id = pid;
    // println("my id is = " + id);
    parent = p;

    countC=0;
    //// creates an instance of oject Graph (manage and draw the graphic for each user)
    graph = new Graph();
    graph.C=color(int(random(100,255)),int(random(100,255)),int(random(100,255))); // definisce il colore per ogni utente

    ///--- Audio
    //// creates an instance of this oject (for each user) 
    //// SUGGEST: it is better if creates an instance only the right object
    BaseObject = new Base_music();
    Solo1Object = new Soloist_music();
    Solo2Object = new Soloist_2_music();

  } 

  int getId(){ 
    return(id);
  } 

  void setOrigin(float x, float y){// first starting position
    OriginX = x;
    OriginY = y;
    setPosition( x, y);



    //////////////////////////////// to aim the person towrds the middle of the screen we must set cameraX ,cameaY towards middle!!!!!!
    graph.updateGraph(OriginX,OriginY,cameraX,cameraY);// is this correct time t update the graphics
  }  

  void setPosition(float x, float y){
    cameraX = x;
    cameraY = y;

  }  

  void setBaseInfo(int abaseChord, int abaseTone){
    baseChord = abaseChord;
    baseTone = abaseTone;
  }

  boolean  checkPosition(){
    boolean doNotRemoveMe=false;

    if (dist(OriginX,OriginY,cameraX,cameraY)< (larg)){//////////////// am I still on my big playing spot
      doNotRemoveMe=true;
    }

    for(int j=0; j<3;j++){////////////////////////// am I on a new spot --- check distance from each spot
      if (dist(graph.xf[j],graph.yf[j],cameraX,cameraY)< larg){

        graph.updateGraph(OriginX,OriginY,cameraX,cameraY);// is this correct time t update the graphics
        OriginX = cameraX;
        OriginY = cameraY; 
        CurrentX = cameraX;
        CurrentY = cameraY;

        if (myMusicType == 1){
          baseTone = j;/////+1;//////////////////// we ar close to this spot so this is our ne base chord!   it is 0 1 or 2 
          BaseObject.changeChord(baseTone);////////////////////////////////////////////I am playing music from here and send 1 2 or 3 for the chord type
        }
        if (myMusicType == 2){
          solo1rhytm = j+1;
          Solo1Object.changeRhytm( solo1rhytm,baseChord,baseTone);// myCircle-rytham, baseChord, BaseTone
        }
        if (myMusicType == 3){
          solo2rhytm=j+1; 
          Solo2Object.changeRhytm( solo2rhytm,baseChord,baseTone);// myCircle-rytham, baseChord, BaseTone
        }
        doNotRemoveMe=true;
      }
    }

    if (doNotRemoveMe==false){
    }

    return(doNotRemoveMe);
  }

///// 
  void drawPersona(float Gfactor,float ritmo1,float ritmo2,float ritmo3) {

    if (myMusicType == 1){
      BaseObject.Play_Base_music();
      graph.drawGraphB(Gfactor);
    }
    if (myMusicType == 2){
      Solo1Object.Play_Soloist_music();
      graph.drawGraphS(Gfactor,ritmo1,ritmo2,ritmo3);
    }
    if (myMusicType == 3){
      Solo2Object.Play_Soloist_2_music();
      graph.drawGraphS(Gfactor,ritmo1,ritmo2,ritmo3);
    }
  }

  void setMusicType(char musicType){

    switch(musicType) {
    case 'B': //base
      Solo1Object.PauseSound();
      Solo2Object.PauseSound();
      myMusicType = 1;



      break;

    case 'S'://solo 1 
      BaseObject.PauseSound();
      Solo2Object.PauseSound();
      myMusicType = 2;
      break;

    case 'C'://solo 2
      BaseObject.PauseSound();
      Solo1Object.PauseSound();
      myMusicType = 3;
      break;

    default:
      break;
    }
  }

  void stop(){  

    BaseObject.stop();
    Solo1Object.stop();
    Solo2Object.stop();

  }

}


