#include "GridNavigatorAutomatic.h"

GridNavigatorAutomatic::GridNavigatorAutomatic() : GridNavigator()
{
}

void GridNavigatorAutomatic::Navigate()
{
    //TODO: your code here!
    moveresults moveRes = grid->MovePlayer(movedirection::right); 
    movedirection currentDirection = movedirection::right;       // Start facing right
   int count = 0; //Just for each 30 iterations, print the grid again.
   int Totalcount = 0;
    while (true) 
    {
    
        //grid->PrintGrid();
        if (moveRes == moveresults::complete)
        {
            std::cout << "Target reached!" << std::endl;
            break; // Exit the loop
        }

        // Helper lambdas for direction changes, Covered directions with Nathan.
        auto TurnRight = [](movedirection dir) -> movedirection
        {
        	switch (dir)
        	{
                case movedirection::up:    return movedirection::right;
                case movedirection::right: return movedirection::down;
                case movedirection::down:  return movedirection::left;
                case movedirection::left:  return movedirection::up;
        	}
        	return dir;
        };

        auto TurnLeft = [](movedirection dir) -> movedirection
        {
        	switch (dir)
        	{
                case movedirection::up:    return movedirection::left;
                case movedirection::left:  return movedirection::down;
                case movedirection::down:  return movedirection::right;
                case movedirection::right: return movedirection::up;
        	}
        	return dir;
        };

       
        grid->MovePlayer(TurnRight(currentDirection)); // Check right wall
        moveresults rightMoveRes = moveRes;            // Save result for right turn
        moveRes = grid->MovePlayer(currentDirection);  // Check front wall

        if (rightMoveRes == moveresults::ok)
        {
            currentDirection = TurnRight(currentDirection);
            moveRes = grid->MovePlayer(currentDirection);
        }//turn right and move
        else if (moveRes == moveresults::ok)
        {
            moveRes = grid->MovePlayer(currentDirection);
        }//wall on right so move up
        else
        {
            currentDirection = TurnLeft(currentDirection);
        }//wall on both up and right so turn left
        
    	if (count == 30)
        {
            Totalcount = Totalcount + count;
    		std::cout << "Print count: "<< Totalcount << std::endl;
            grid->PrintGrid();
            count = 0;
        }//debugging helper to check player location every 30 moves
        count++;
		
    }
}

