JOAJATOK A.
Iporpamumii kox WordPool.cs

using System.Collections.Generic;
using UnityEngine;

public class WordPool : MonoBehaviour
{
// 3aBaHTaxye json ¢ainn, nicnAa 4oro mapcuTb MOro no CTpiHrax, 1 noBepTa€e c/noBO, KaTeropiw Ta
BU3HAYeHHA
protected List<string> words = new List<string>();
public TextAsset jsonFile;

[System.Serializable]
public class WordData // o6'ekT cnoBa
{
public string category;
public string word;
public string description;
}
[System.Serializable]
public class WordsData

{
public WordData[] words;

}

WordsData wordsData;

private void Awake()

{
string jsonString = jsonFile.text;
wordsData = JsonUtility.FromJson<WordsData>(jsonString);
ConvertToLowerInvariant(wordsData.words);

}

private WordData RandomWord(WordData[] wordArray)

{
WordData randomWord = wordArray[UnityEngine.Random.Range(@, wordArray.Length)];
string replacedString = randomWord.word.Replace(" ", "-");

randomWord.word = replacedString;
return randomWord;

}
private void ConvertToLowerInvariant(WordData[] wordArray)
{
foreach (WordData wordData in wordArray)
{
wordData.word = wordData.word.ToLower();
}
}
public WordData GetWord()
{
return RandomWord(wordsData.words);
}

}
Iporpamunii kox Keyboard.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Keyboard : MonoBehaviour



[SerializeField] private WordPool wordpool;
[SerializeField] private Text wordText;

private string remainingWord;

private WordPool.WordData currentWord;

public Color redColor;

public Color blueColor;

[SerializeField] private AudioSource typeSound;
[SerializeField] private AudioClip typeClip;
private BarsManager barsManager;
[SerializeField] private GameObject infoHolder;
[SerializeField] private Text infoText;
[SerializeField] private Text tryFactor;

private Animator camAnimator;
private int Factor = 0;
private int lastWordLength = 0;

private void Start()

{
Factor = 0;
barsManager = FindObjectOfType<BarsManager>();
camAnimator = Camera.main.GetComponent<Animator>();
SetCurrentWord();

}

private WordPool.WordData lastWord;
private void SetCurrentWord() // PaHAOMHO 06bupae c/oBO 3 3arajbHOro nynay
{

WordPool.WordData randomWord = wordpool.GetWord();

currentWord = null;

while (randomWord == null || lastWord == randomWord)

{
}

currentWord = randomWord;

lastWord = currentWord;
SetRemainingWord(currentWord.word);
lastWordLength = currentWord.word.Length;

randomWord = wordpool.GetWord();

}

private void SetRemainingWord(string newString) // 3amiHwe cnoso B UI Ha Te X cnoBo ane 6e3
BBeAEHOI/HUX 6yKB/u

{
wordText.text = newString;
}
private void Update()
{
CheckInput();
if (Factor <= 9)
{
tryFactor.text = "";
}
else
{
tryFactor.text = "X" + Factor.ToString();
}
}

private void CheckInput() // BcnomixHuii mMeTogn AN TecTyBaHHA Ha knaBiaTypi

{



}

if (Input.anyKey)

{

string keysPressed = Input.inputString;
if (keysPressed.Length == 1)
{

}

EnterLetter(keysPressed);

public void EnterLetter(string typedLetter)

{

Debug.Log(Factor);
typeSound.Play();
if (IsCorrectLetter(typedLetter))

{

RemoveLetter();

if (IsWordComplete()) // meTon nepeBips€e wWo, AKWO C/OBO BXe MOBHiCTW nponucaHe, TO

BOHa AMBUTbCA KaTeropiw uboro cnoBa, i Aoda€e BignoBigHoMy 6apy 3Ha4yeHHSA

}

¢ Factor = (Factor + 1);
tryFactor.GetComponent<Animator>().SetTrigger("factor");
if (currentWord.category == "health")
¢ barsManager.healthBar.BarValue += 10f;
if (currentWord.category == "food")
¢ barsManager.foodBar.BarValue += 10f;
if (currentWord.category == "stamina")
¢ barsManager.staminaBar.BarValue += 10f;
if (currentWord.category == "mood")
¢ barsManager.moodBar.BarValue += 10f;
getCurrentWord(); // cTaBUTb HOBe CNOBO Nicns 3akiHyeHHA uukny

}

else

Debug.Log(1);
if (Factor <= 0)
{

}

Factor = (Factor - 1);
camAnimator.SetTrigger("Wrong");
tryFactor.GetComponent<Animator>().SetTrigger("factor");

return;

private bool IsCorrectLetter(string letter) // MNoBepTae nicna BBeAeHHA 6YKBU HaACTynHYy 6yKBY,
AKy noTpibHo BBecTu y cnoBi

{

}

string newWord = currentWord.word.Substring(currentWord.word.Length - lastWordLength);
return newWord.StartsWith(letter);

private void RemovelLetter() // Bupande niBy 6ykBy, nicna 4yoro finuTb c/AOBO Ha ABi 4YacTwHu,
wob MoxHa 6yno nopapbyBaTu cnoBo HaBnin y UI



if (lastWordLength > @)

{
lastWordLength -= 1;

string leftSide = currentWord.word.Substring(@, currentWord.word.Length -
lastWordLength);

string rightSide = currentWord.word.Substring(currentWord.word.Length -
lastWordLength);

Color barColor = GetBarColorForCurrentWord();

string formattedWord =
$"<color=#{ColorUtility.ToHtmlStringRGB(barColor)}>{leftSide}</color>{rightSide}";

SetRemainingWord(formattedWord);

}
}
private Color GetBarColorForCurrentWord()
¢ if (currentWord.category == "health")
¢ return barsManager.healthBar.GetBarColor();
else if (currentWord.category == "food")
¢ return barsManager.foodBar.GetBarColor();
ilse if (currentWord.category == "stamina")
¢ return barsManager.staminaBar.GetBarColor();
ilse if (currentWord.category == "mood")
¢ return barsManager.moodBar.GetBarColor();
}
return Color.white;
}

private bool IsWordComplete()

{
return lastWordLength == @;

public void SetInfoHolderActive() // cTaBuTb nay3y, Ta BMBOAUTbL OMWUC CJIOBA

{

barsManager.isPaused = true;
infoHolder.SetActive(true);
infoText.text = currentWord.description;

}

public void SetInfoHolderNotActive() // 3Himae nay3y, xoBa€e onuc

{

barsManager.isPaused = false;
infoHolder.SetActive(false);

IIporpamumii koa ProgressBar.cs



using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

[ExecuteInEditMode]

public class ProgressBar : MonoBehaviour

{

[Header("Title Setting")]
public string Title;

public Color TitleColor;
public Font TitleFont;

public int TitleFontSize = 10;

[Header("Bar Setting")]

public Color BarColor;

public Color BarBackGroundColor;
public Sprite BarBackGroundSprite;
[Range(1f, 100f)]

public int Alert = 20;

public Color BarAlertColor;

[Header("Sound Alert")]
public AudioClip sound;
public bool repeat = false;
public float RepeatRate = 1f;

private Image bar, barBackground;
private float nextPlay;

private AudioSource audiosource;
private Text txtTitle;

private float barValue = 1;
public float BarValue

{
get { return barValue; }
set
{
value = Mathf.Clamp(value, 0, 100);
barValue = value;
UpdateValue(barvalue);
}
}

private void Awake()

{
bar = transform.Find("Bar").GetComponent<Image>();
barBackground = GetComponent<Image>();
txtTitle = transform.Find("Text").GetComponent<Text>();
barBackground = transform.Find("BarBackground").GetComponent<Image>();
audiosource = GetComponent<AudioSource>();
}

private void Start()

{
txtTitle.text = Title;
txtTitle.color = TitleColor;
txtTitle.font = TitleFont;
txtTitle.fontSize = TitleFontSize;



bar.color = BarColor;
barBackground.color = BarBackGroundColor;
barBackground.sprite = BarBackGroundSprite;

UpdateValue(barvalue);

¥
public void UpdateValue(float val)
{
bar.fillAmount = val / 100;
txtTitle.text = Mathf.RoundToInt(val) + "%";
// if (Alert >= val)
/7 A
// bar.color = BarAlertColor;
/1}
// else
/7 A
bar.color = BarColor;
/7 }
}

private void Update()

{
if (!Application.isPlaying)

UpdateValue(59);

txtTitle.color = TitleColor;
txtTitle.font = TitleFont;
txtTitle.fontSize = TitleFontSize;

bar.color = BarColor;
barBackground.color = BarBackGroundColor;

barBackground.sprite = BarBackGroundSprite;

}

else
if (Alert >= barValue && Time.time > nextPlay)
{

nextPlay = Time.time + RepeatRate;
audiosource.PlayOneShot(sound);

}
#region Api

public Color GetBarColor()

{

return BarColor;
}
#endregion

IIporpamuuii kox GameManager.cs ta ButtonClickDetector.cs



using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

// MeTon 3aBaHTaXy€ CLUeHYy B MaMm'ATb MPOEKTY, Nicns 4yoro BU3HAYaAE CKAAAHICTb B FONOBHOMY MeHH
public class GameManager : MonoBehaviour

{
public void StartGame()
{
SceneManager.LoadScene("GameScene");
}
public void SetDifficulty(int difficulty)
{
PlayerPrefs.SetInt("Difficulty", difficulty);
}
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UT;

// MeTon 34YMTYE 3HayeHHA kNaBiwi y iHcnekTopi, nicna 4oro nepefa€e 3HAYEHHA A0 MeHeaxepy, ANA
noganbwoi o6pobku
public class ButtonClickDetector : MonoBehaviour
{
private Text localText;
private Keyboard keyboardManager;

void Start()

{
keyboardManager = FindObjectOfType<Keyboard>();
localText = GetComponentInChildren<Text>();
Button button = GetComponent<Button>();
button.onClick.AddListener(OnButtonClick);

}
void OnButtonClick()

{
keyboardManager.EnterLetter(localText.text);
}
}

IIporpamumii kox BarsManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class BarsManager : MonoBehaviour
{

[Header("Bars")]

[Space]

[SerializeField] public ProgressBar healthBar;
[SerializeField] public ProgressBar foodBar;
[SerializeField] public ProgressBar staminaBar;
[SerializeField] public ProgressBar moodBar;



[SerializeField] public bool isPaused = false;

[Header("Bars Objects Colors")]

[Space]

[SerializeField] private Color InitialHealthBarColor = Color.red;
[SerializeField] private Color InitialFoodBarColor = Color.green;
[SerializeField] private Color InitialStaminaBarColor = Color.yellow;
[SerializeField] private Color InitialMoodBarColor = Color.magenta;

[Header("Objects")]

[Space]

[SerializeField] private GameObject endHolder;
[SerializeField] private GameObject playerObject;
#region Private Variable

int difficulty;

private const float InitialBarValue = 100f;
private const float UpdateInterval = 0.1f;
private Animator playerAnimator;

#endregion

private void Awake()

{
// 3HaxoAuMO 3Ha4YeHHA CKJafHOCTi, 3a3jenerifb BU3HAYEHE y MeHKW
difficulty = PlayerPrefs.GetInt("Difficulty", 1);
//
playerAnimator = playerObject.GetComponent<Animator>();
}
public void ShowEnd()
{
endHolder.SetActive(true);
}
public void GoToMainMenu()
{
SceneManager.LoadScene("MainScene");
}
private IEnumerator Start()
{
InitializeBars();
while (true)
{
yield return new WaitForSeconds(UpdateInterval);
if (!isPaused)
{
UpdateBars();
}
}
}

#region Functionality

// Iniuianisauia nporpec 6apis

private void InitializeBars()

{
healthBar.BarValue InitialBarValue;
healthBar.BarColor = InitialHealthBarColor;
foodBar.BarValue = InitialBarValue;
foodBar.BarColor = InitialFoodBarColor;
staminaBar.BarValue = InitialBarValue;
staminaBar.BarColor = InitialStaminaBarColor;
moodBar.BarValue = InitialBarValue;



}

moodBar.BarColor = InitialMoodBarColor;

private void UpdateBars()

{

moodBar.

}

float decreaseAmount = 0.1f * difficulty;

healthBar.BarValue -= decreaseAmount;
foodBar.BarValue -= decreaseAmount;
staminaBar.BarValue -= decreaseAmount;
moodBar.BarValue -= decreaseAmount;

if (healthBar.BarValue <= Of || foodBar.BarValue <= @f || staminaBar.BarValue <= of ||

BarValue <= of)

{
Debug.Log("Value reached below 0!");

ShowEnd();
}

CheckBarValue(healthBar, foodBar, staminaBar,

private void CheckBarValue(ProgressBar healthBar,
staminaBar, ProgressBar moodBar)

{

float hp = healthBar.BarValue;
float food = foodBar.BarValue;
float stamina = staminaBar.BarValue;
float mood = moodBar.BarValue;

if (playerObject != null)

{
SpriteRenderer playerSprite =
if (playerSprite != null)

moodBar) ;

ProgressBar foodBar, ProgressBar

playerObject.GetComponent<SpriteRenderer>();

Color targetColor = GetTargetColor(healthBar, foodBar, staminaBar, moodBar);

Color currentColor =
float colorChangeSpeed = 0.5f;
float saturation = 0.5f;

playerSprite.color;

targetColor = Color.Lerp(Color.white, targetColor, saturation);

playerSprite.color =

Time.deltaTime);

}

}
¥

Color.Lerp(currentColor, targetColor, colorChangeSpeed *

//Debug.Log($" {hp} | {food} | {stamina} | {mood} ");

if (IsAnyBarBelowThreshold(hp, food, stamina, mood))

{
}

ApplyAnims(false, true);

else if (IsAnyBarInRange(hp, food, stamina, mood))

{
¥

else

{

ApplyAnims(true, false);

ApplyAnims(false, false);

private Color GetTargetColor(ProgressBar healthBar, ProgressBar foodBar, ProgressBar
staminaBar, ProgressBar moodBar)

float hp = healthBar.BarValue;



float food = foodBar.BarValue;
float stamina = staminaBar.BarValue;
float mood = moodBar.BarValue;

float minBarVal = Mathf.Min(hp, food, stamina, mood);

if (hp == minBarVal)

{
return healthBar.GetBarColor();
}
else if (food == minBarVal)
{
return foodBar.GetBarColor();
}
else if (stamina == minBarVval)
{
return staminaBar.GetBarColor();
}
else if (mood == minBarVal)
{
return moodBar.GetBarColor();
}
return Color.white;
}
private void ApplyAnims(bool isPockerface, bool isCry)
{
if (playerAnimator)
playerAnimator.SetBool("isPokerFace", isPockerface);
playerAnimator.SetBool("isCry", isCry);
}
}
#endregion

#region Bools
private bool IsAnyBarInRange(float hp, float food, float stamina, float mood)

{
¥

private bool IsAnyBarBelowThreshold(float hp, float food, float stamina, float mood)
{

}

return hp <= 75f || food <= 75f || stamina <= 75f || mood <= 75f;

return hp <= 25f || food <= 25f || stamina <= 25f || mood <= 25f;

#endregion

#region Pause
public void PauseGame()

{
isPaused = true;
Time.timeScale = of;
}
public void ResumeGame()
{
isPaused = false;
Time.timeScale = 1f;
}

#endregion



