using System;
using System.Collections;
uszing System.Collections.Generic;

ng UnityEngine;

class PlayerController : MonoBehaviour

[Header{"References")]

private CharacterController Controller;

[SerializeField] private Transform camera;

[Header{"Movement Settings")]

[SerializeField] y float walkSpeed = 5F;
[SerializeField iva float sprintSpeed = 16F;
[SerializeField] priv float sprintTransitSpeed = 5f;
[SerializeField va float turningSpeed = 2f;
[SerializeField] W float gravity = 9.81f;
[SerializeField vate float jumpHeight = 2+;

te float verticalVelocity;

te float speed;

[Header{"Input™)]

private float movelInput;

private float turninput;

private wodd Start()

Controller = GetComponent<CharacterComtroller>({};

private wold Update()

InputManagement();
Movement();

te woid Movement()

GroundMovement () ;
Turn();

private wold GroundMovement()

Vector3 move = new Vector3(turninput, 8, moveInput);

move = camera.transform.TransformDirection({move);

if (Input.GetkKey(KeyCode.LeftShift))
i
speed = Mathf.Lerp(speed, sprintSpeed, sprintTransitSpeed * Time.deltaTime);




cpeed = Mathf.Lerp(speed, walkSpeed, sprintTransitSpeed * Time.deltaTime);

move.y = 8;

move *= speed;

move.y = VerticalForceCalculation();

Controller.Move(move * Time.deltaTime);

te woid Turn()
if (Mathf.Abs(turninput) < @ || Mathf.Abs(moveInput) > @)
{
Vector3 currentLookDirection = Comtroller.velocity.normalized;

currentLookDirection.y = @;

currentLookDirection.Normalize();

Quaternion targetRotation = Quaternion.lookRotation(currentLookDirection);

transform.rotation = Quaternion.Slerp{transform.rotation, targetRotation, Time.deltaTime * turningSpeed);

te float VerticalForcefalculation()
if (Controller.isGrounded)
{

wverticalVelocity = -1F;

if (Input.GetButtonDown(™Jump™))|

i
verticalVelocity = Mathf.Sgri(jumpHeight * pravity * 2);

wverticalVelocity -= gravity * Time.deltaTime;
H
return werticalVelocity;
wvoid InputManagement()
moveInput = Input.GetAxis{"Vertical™);
turninput = Input.Getfd={"Horizontal™);

abstract class Subject: MonoBehaviour

of all ¢ s

e List<IObserver:> _observers = new List<IObserver>();




void AddDbszerver{IObserver observer){

_observers.Add(observer);

void Remo iserver{I0bserver observer) {

_observers.Remove(observer);

void NotifyObservers(string action)

_observers.ForEach(({_observers) =:

_observers.Onlotify(action




