//Microsoft.Xna.Framework.Avatar, Version=4.0.0.0, Culture=neutral, PublicKeyToken=842cf8be1de50553

namespace Microsoft.Xna.Framework.GamerServices {
    public class AvatarAnimation : IAvatarAnimation, IDisposable {
        //Constructors
        public AvatarAnimation(AvatarAnimationPreset animationPreset);

        //Properties
        public Boolean IsDisposed { get; }

        //Methods
        protected virtual void Dispose(Boolean disposing);

        //Implemented Interfaces and Overridden Members
        public void Update(TimeSpan elapsedAnimationTime, Boolean loop);
        protected override void Finalize();
        public void Dispose();
        public ReadOnlyCollection<Matrix> BoneTransforms { get; }
        public TimeSpan CurrentPosition { get; set; }
        public AvatarExpression Expression { get; }
        public TimeSpan Length { get; }
    }

    public enum AvatarAnimationPreset {
        Celebrate, 
        Clap, 
        FemaleAngry, 
        FemaleConfused, 
        FemaleCry, 
        FemaleIdleCheckNails, 
        FemaleIdleFixShoe, 
        FemaleIdleLookAround, 
        FemaleIdleShiftWeight, 
        FemaleLaugh, 
        FemaleShocked, 
        FemaleYawn, 
        MaleAngry, 
        MaleConfused, 
        MaleCry, 
        MaleIdleCheckHand, 
        MaleIdleLookAround, 
        MaleIdleShiftWeight, 
        MaleIdleStretch, 
        MaleLaugh, 
        MaleSurprised, 
        MaleYawn, 
        Stand0, 
        Stand1, 
        Stand2, 
        Stand3, 
        Stand4, 
        Stand5, 
        Stand6, 
        Stand7, 
        Wave
    }

    public enum AvatarBodyType {
        Female, 
        Male
    }

    public enum AvatarBone {
        AnkleLeft, 
        AnkleRight, 
        BackLower, 
        BackUpper, 
        CollarLeft, 
        CollarRight, 
        ElbowLeft, 
        ElbowRight, 
        FingerIndex2Left, 
        FingerIndex2Right, 
        FingerIndex3Left, 
        FingerIndex3Right, 
        FingerIndexLeft, 
        FingerIndexRight, 
        FingerMiddle2Left, 
        FingerMiddle2Right, 
        FingerMiddle3Left, 
        FingerMiddle3Right, 
        FingerMiddleLeft, 
        FingerMiddleRight, 
        FingerRing2Left, 
        FingerRing2Right, 
        FingerRing3Left, 
        FingerRing3Right, 
        FingerRingLeft, 
        FingerRingRight, 
        FingerSmall2Left, 
        FingerSmall2Right, 
        FingerSmall3Left, 
        FingerSmall3Right, 
        FingerSmallLeft, 
        FingerSmallRight, 
        FingerThumb2Left, 
        FingerThumb2Right, 
        FingerThumb3Left, 
        FingerThumb3Right, 
        FingerThumbLeft, 
        FingerThumbRight, 
        Head, 
        HipLeft, 
        HipRight, 
        KneeLeft, 
        KneeRight, 
        Neck, 
        PropLeft, 
        PropRight, 
        Root, 
        ShoulderLeft, 
        ShoulderRight, 
        SpecialLeft, 
        SpecialRight, 
        ToeLeft, 
        ToeRight, 
        WristLeft, 
        WristRight
    }

    public class AvatarDescription {
        //Constructors
        public AvatarDescription(Byte[] data);

        //Events
        public event EventHandler<EventArgs> Changed;

        //Properties
        public AvatarBodyType BodyType { get; }
        public Byte[] Description { get; }
        public Single Height { get; }
        public Boolean IsValid { get; }

        //Methods
        public static IAsyncResult BeginGetFromGamer(Gamer gamer, AsyncCallback callback, Object state);
        public static AvatarDescription CreateRandom();
        public static AvatarDescription CreateRandom(AvatarBodyType bodyType);
        public static AvatarDescription EndGetFromGamer(IAsyncResult result);
    }

    public struct AvatarExpression {
        //Properties
        public AvatarEye LeftEye { get; set; }
        public AvatarEyebrow LeftEyebrow { get; set; }
        public AvatarMouth Mouth { get; set; }
        public AvatarEye RightEye { get; set; }
        public AvatarEyebrow RightEyebrow { get; set; }
    }

    public enum AvatarEye {
        Angry, 
        Blink, 
        Confused, 
        Happy, 
        Laughing, 
        LookDown, 
        LookLeft, 
        LookRight, 
        LookUp, 
        Neutral, 
        Sad, 
        Shocked, 
        Sleeping, 
        Yawning
    }

    public enum AvatarEyebrow {
        Angry, 
        Confused, 
        Neutral, 
        Raised, 
        Sad
    }

    public enum AvatarMouth {
        Angry, 
        Confused, 
        Happy, 
        Laughing, 
        Neutral, 
        PhoneticAi, 
        PhoneticDth, 
        PhoneticEe, 
        PhoneticFv, 
        PhoneticL, 
        PhoneticO, 
        PhoneticW, 
        Sad, 
        Shocked
    }

    public class AvatarRenderer : IDisposable {
        //Fields
        [CLSCompliantAttribute(false)]
        public static const Int32 BoneCount;

        //Constructors
        public AvatarRenderer(AvatarDescription avatarDescription, Boolean useLoadingEffect);
        public AvatarRenderer(AvatarDescription avatarDescription);

        //Properties
        public Vector3 AmbientLightColor { get; set; }
        public ReadOnlyCollection<Matrix> BindPose { get; }
        public Boolean IsDisposed { get; }
        public Vector3 LightColor { get; set; }
        public Vector3 LightDirection { get; set; }
        public ReadOnlyCollection<Int32> ParentBones { get; }
        public Matrix Projection { get; set; }
        public AvatarRendererState State { get; }
        public Matrix View { get; set; }
        public Matrix World { get; set; }

        //Methods
        protected virtual void Dispose(Boolean disposing);
        public void Draw(IAvatarAnimation animation);
        public void Draw(IList<Matrix> bones, AvatarExpression expression);

        //Implemented Interfaces and Overridden Members
        protected override void Finalize();
        public void Dispose();
    }

    public enum AvatarRendererState {
        Loading, 
        Ready, 
        Unavailable
    }

    public interface IAvatarAnimation {
        //Properties
        ReadOnlyCollection<Matrix> BoneTransforms { get; }
        TimeSpan CurrentPosition { get; set; }
        AvatarExpression Expression { get; }
        TimeSpan Length { get; }

        //Methods
        void Update(TimeSpan elapsedAnimationTime, Boolean loop);
    }
}
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