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https://geeksvalley.com/tutorial/diy-arduino-lcd-keypad-maths/
https://geeksvalley.com/tutorial/diy-arduino-lcd-keypad-maths/img_1780/
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https://geeksvalley.com/product/arduino-uno-r3-atmega328/
https://geeksvalley.com/product/a-b-usb-cable/
https://geeksvalley.com/wp-content/uploads/2021/02/16x2-lcd-blue-500x500-500x500-1.jpg
https://geeksvalley.com/product/lcd-16_2/
https://geeksvalley.com/tutorial/ninja-dollar-lcd-game/40-pin-male-header-long-straight-3/
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https://geeksvalley.com/product/40-pin-male-headers/
https://geeksvalley.com/wp-content/uploads/2021/02/Breadboard-Jumper-Wire-65-pcs-600x550-1.jpg
https://geeksvalley.com/product/jumper-wires-male-male/
https://geeksvalley.com/product/jumper-wires-female-male/
https://geeksvalley.com/product/i2c-iic-serial-interface-module/
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https://geeksvalley.com/product/matrix-keypad/
https://geeksvalley.com/tutorial/arduino-lesson-12-lcd/4/
https://geeksvalley.com/tutorial/arduino-lesson-12-lcd/4/
https://geeksvalley.com/tutorial/security-alarm-system-project/4/
https://geeksvalley.com/tutorial/security-alarm-system-project/4/
https://geeksvalley.com/resource/soldering-basics/
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#include <Keypad.h>
#include <LiquidCrystal I2C.h> //LCD library
LiquidCrystal I2C lcd(0x27, 16, 2);

byte sad[8] =
{

B0000O,
B01010,
B01010,
B0000O,
B0000O,
B01110,
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https://geeksvalley.com/resource/soldering-basics/
https://geeksvalley.com/tutorial/diy-arduino-lcd-keypad-maths/math_bb-3/

B10001,
};

unsigned long time=0;
unsigned long inicio=0;
int m, mu=0,md=0;

int s, su=0,sd=0;

int c,cu,cd=0;

byte intento=0;

char level;

boolean modePlay=false;
int cifra azar;

int numerol=0;

int numero2=0;

int numero3=0;

int temp=0;

int resultado;

String operando="";
String sResultado;
String slLevel;

int largo=0;

boolean activar=false;
boolean temporizar = false;

char cifra jugador([4]; //Stores the number of the player

String numero jugador = String(); //Almacena las 4 cifras del jugador
String sNumero jugador;

int cuenta=0;

int i,j,x;

int puntos, famas=0;

int intentos=0;

int maximo intentos=10;

const byte ROWS=4;

const byte COLS=4;

char keys[ROWS][COLS] = {

{'1,'2','3'",'A'},

{'4','5','6','B'},

{'7','8','9','C'},

{'*','0','#','D"}

};

byte rowPins[ROWS] {13,6,5,4}; //Filas(pines del 9 al 6)
byte colPins[COLS] {3,2,1,0}; //Columnas (pines del 5 al 2)
Keypad keypad = Keypad( makeKeymap(keys), rowPins, colPins, ROWS, COLS );

void game over()
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{

temporizar=false;
modePlay=false;
lcd.clear();
lcd.setCursor(4,0);
lcd.print("Game Over");
lcd.setCursor(0,1);
led.print("Time: ");
lcd.print(md);
lcd.print(mu);
led.print(":");
lcd.print(sd);
lcd.print(su);
lcd.print(":");
lcd.print(cd);
lcd.print(cu);
}

void generate random()
{

lcd.clear();

cuenta=0;
sResultado="";
sNumero_jugador="";

randomSeed (analogRead (analogRead(0)));

switch(level)
{
case '1':

numerol=random(1,11); //Generates a number between un nimero aleatorio entre 1
10

numero2=random(1,11); //Generates a number between un nimero aleatorio entre 1
10

break;

case '2':

numerol=random(50,100); //Generates a number between un nimero aleatorio entre
and 99

numero2=random(1,11); //Generates a number between un nuimero aleatorio entre 1
10

break;

case '3':

numerol=random(50,100); //Generates a number between un nimero aleatorio entre
99

numero2=random(50,100); //Generates a number between un nimero aleatorio entre
10

break;
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numero3=random(1,5); //Generates a number between 1 and 4

switch(numero3)

{

case 1:
operando="+";
resultado=numerol+numero?2;
break;

case 2:
operando="-";
if(numerol<numero?2)
{

temp=numerol;
numerol=numero2;
numero2=temp;

}

resultado=numerol-numero2;

break;

case 3:

operando="*";
resultado=numerol*numero2;
break;

case 4:

operando="/";
resultado=numerol%snumero?2;
if(resultado!=0) //If not is zero the mod
{

operando="*";
resultado=numerol*numero?2;
}

else //The mod is zero

{
resultado=numerol/numero2;
}

}

sResultado= String(resultado);

lcd.setCursor(0,0);
lcd.print(numerol);
lcd.setCursor(2,0);
lcd.print(operando);
lcd.setCursor(3,0);
lcd.print(numero2);
lcd.setCursor(12,1);
lcd.print(cuenta);

lcd.setCursor(0,1);
lcd.print(" ");
lcd.setCursor(0,1);
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}

void timer()

{

if(modePlay==true)
{

time = millis()-inicio;

m=(time/1000)/60; //Minutes
mu=m%10;
md=(m-mu)/10;

s=(time/1000)%60; //Seconds
su=s%10;
sd=(s-su)/10;

c=(time/100)%60;
Ccu=c%10;
cd=(c-cu)/10;

lcd.setCursor(8,0);
lcd.print(md);
lcd.print(mu);
lcd.print(":");
lcd.print(sd);
lcd.print(su);
lcd.print(":");
lcd.print(cd);
lcd.print(cu);

void setup()

{

// put your setup code here, to run once:
lcd.createChar(1l,sad);

lcd.begin();

choose(); //Displays the select level mode

}

//********************************************************

void verificar()
{
if(sNumero jugador==sResultado)

{

lcd.setCursor(6,0);
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lcd.print("G");
intento=intento+1;
generate random();

}

else

lcd.setCursor(0,1);
cuenta=0;
sNumero jugador="";

lcd.setCursor(6,1);
lcd.write(byte(l)); //this writes the sad face

lcd.setCursor(8,1);
led.print("Try:");
lcd.print(intento);
lcd.print("/10");

if(intento==maximo_intentos)
{
game_over(); // Ends the game

}
}

void choose()

{

modePlay=false;

intento=0;

lcd.clear();
lcd.setCursor(2,0);
lcd.print("Select level");
lcd.setCursor(0,1);
lcd.print("1-E 2-M 3-H");

}

void conteo()
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{
lcd.clear();

lcd.setCursor(4,0);
lcd.print(sLevel);
delay(300);
lcd.clear();

for(int x=3;x>=1;x--)
{

lcd.setCursor(8,0);

lcd.print(x);

delay(300);

lcd.clear();
lcd.setCursor(7,0);
lcd.print("Go");

delay(600);

generate random();
modePlay=true;

if(activar==false)
{

inicio=millis();
activar=true;

}

}

void loop()
{

timer();

// put your main code here, to run repeatedly:

char key = keypad.getKey();

if (key)
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{

//If is the select level display
if(modePlay==false)

{

if(key=="1" || key=="2" || key=='3")
{

level=key;

lcd.clear();
lcd.setCursor(5,1);

switch(level)

{

case 'l1"':

sLevel="Easy Level";
break;

case '2':
sLevel="Medium Level";
break;

case '3':

sLevel="Hard Level";
break;

} //end switch

conteo();

} // end IF key select level
} //end IF mode play off

else
//Mode player

{

temporizar=true;
if(activar==false)
{

inicio=millis();
activar=true;

lcd.clear();
}

if(key!='A' && key!='B' && key!='C' && key!='D")
{

cifra jugador[cuenta] = key;

numero_jugador = String(key);
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sNumero_jugador=sNumero jugador+numero jugador;

lcd.setCursor(0+cuenta,l1);
lcd.print(cifra jugador[cuental);
cuenta++;
largo=sResultado.length();

if(cuenta==largo)

{

// lcd.setCursor(10,1);
verificar();

}

} //End if key!=

} // End else mode player

if(key=="'A")

{
modePlay=false;
inicio=millis();
activar=false;
choose();

}

} //End if Key main

} //End loop
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Sketch > Include libraries > Add ZIP library

#include <LiquidCrystal I2C.h>
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https://github.com/fdebrabander/Arduino-LiquidCrystal-I2C-library/archive/refs/heads/master.zip
https://github.com/Chris--A/Keypad/archive/refs/heads/master.zip
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Sketch > Include libraries > Add ZIP library

#include <Keypad.h>

LiquidCrystal I2C lcd(0x27, 16, 2);

byte sad[8] =
{

B0000O,
B01010,
B01010,
B0000O,
B0000O,
B01110,
B10001,

}

unsigned long time=0;
unsigned long inicio=0;
int m, mu=0,md=0;

int s, su=0,sd=0;

int c,cu,cd=0;

byte intento=0;

char level;

boolean modePlay=false;
int cifra azar;

int numerol=0;

int numero2=0;

int numero3=0;

int temp=0;

int resultado;

String operando="";
String sResultado;
String slLevel;

int largo=0;

boolean activar=false;
boolean temporizar = false;
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char cifra jugador([4]; //Stores the number of the player

String numero_jugador = String()

String sNumero jugador;

int
int
int
int
int

cuenta=0;

i,3,X%;

puntos, famas=0;
intentos=0;

maximo intentos=10;

const byte ROWS=4;
const byte COLS=4;
char keys[ROWS][COLS] = {
{'1,'2','3'",'A'},
{'4','5','6"','B'},
{'7','8','9','C'},
{'*','0','#','D"}

15

//Almacena las 4 cifras del jugador

byte rowPins[ROWS] = {13,6,5,4}; //Filas(pines del 9 al 6)
byte colPins[COLS] = {3,2,1,0}; //Columnas (pines del 5 al 2)
Keypad keypad = Keypad( makeKeymap(keys), rowPins, colPins, ROWS, COLS );

e W Ui oo dpalll a Lo 5o a0mall cadgll gl g dualll e lgiily Uas ally game_over alls ;g

void game over()

{

temporizar=false;
modePlay=false;

lcd.
lcd.
lcd.
lcd.
lcd.
lcd.

lcd

lcd

}

.print
lcd.
lcd.
.print
lcd.
lcd.
lcd.

clear();
setCursor(4,0);
print("Game Over");
setCursor(0,1);
print("Time: ");
print(md);
(mu) ;
print(":");
print(sd);
(su);
print(":");
print(cd);
print(cu);

void generate random()
{

lcd.clear();

cuenta=0;
sResultado="";

(Gl Sty a1y Jlsall deliday 2 si lly generate_random alls ¢ag
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sNumero_jugador="";

randomSeed (analogRead (analogRead(0)));

switch(level)
{
case '1':

numerol=random(1,11); //Generates a number between un nimero aleatorio
entre 1 and 10

numero2=random(1,11); //Generates a number between un nimero aleatorio
entre 1 and 10

break;

case '2':

numerol=random(50,100); //Generates a number between un nimero aleatorio
entre 50 and 99

numero2=random(1,11); //Generates a number between un nimero aleatorio
entre 1 and 10

break;

case '3':

numerol=random(50,100); //Generates a number between un numero aleatorio
entre 1 y 99

numero2=random(50,100); //Generates a number between un nuimero aleatorio
entre 1 y 10

break;

numero3=random(1,5); //Generates a number between 1 and 4

switch(numero3)

{

case 1:
operando="+";
resultado=numerol+numero?2;
break;

case 2:
operando="-";
if(numerol<numero?2)
{

temp=numerol;
numerol=numero2;
numero2=temp;

}

resultado=numerol-numero2;

break;
case 3:
operando="*";
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resultado=numerol*numero2;
break;

case 4:

operando="/";
resultado=numerol%snumero?2;
if(resultado!=0) //If not is zero the mod
{

operando="*";
resultado=numerol*numero2;
}

else //The mod is zero

{
resultado=numerol/numero2;
}

}

sResultado= String(resultado);

lcd.setCursor(0,0);
lcd.print(numerol);
lcd.setCursor(2,0);
lcd.print(operando);
lcd.setCursor(3,0);
lcd.print(numero2);
lcd.setCursor(12,1);
lcd.print(cuenta);

lcd.setCursor(0,1);
'Lcd.print(ll II);
lcd.setCursor(0,1);

el el g ot Sl el caigall ¢ g timer alls

void timer()

{

if(modePlay==true)
{

time = millis()-inicio;

m=(time/1000)/60; //Minutes
mu=m%10;
md=(m-mu)/10;

s=(time/1000)%60; //Seconds
Su=s%10;
sd=(s-su)/10;

c=(time/100)%60;
cu=c%10;
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cd=(c-cu)/10;

lcd.setCursor(8,0);
lcd.print(md);

lcd.print(mu);
lcd.print(":");
lcd.print(sd);
lcd.print(su);
lcd.print(":");
lcd.print(cd);
lcd.print(cu);

Lgale Zliaall olybaall e Ll 1hasi] 2l I 25 LAN Ziygns o 585 setup() allll s

void setup()

{

// put your setup code here, to run once:
lcd.createChar(1l,sad);

lcd.begin();

choose(); //Displays the select level mode

}
3 ssiuall ging 1 s simall o lag 2alll ool stuay s LAN e 2elkll 1y choose allull

void choose()

{
modePlay=false;
intento=0;

lcd.clear();
lcd.setCursor(2,0);
lcd.print("Select level");
lcd.setCursor(0,1);
lcd.print("1-E 2-M 3-H");

iliall da 5l (e il dafy aatan le LY slae de ol 130uai! 28 Ludl Jlgall slalie oz Main alall o
void loop()
{
timer();

// put your main code here, to run repeatedly:

char key = keypad.getKey();
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if (key)

{

//1f is the select level display
if(modePlay==false)

{

if(key=='1" || key=='2" || key=='3")
{

level=key;

lcd.clear();
lcd.setCursor(5,1);

switch(level)

{

case 'l1':

sLevel="Easy Level";
break;

case '2':
sLevel="Medium Level";
break;

case '3':

sLevel="Hard Level";
break;

} //end switch

conteo();

} // end IF key select level
} //end IF mode play off

else
//Mode player

{
temporizar=true;

if(activar==false)
{

inicio=millis();
activar=true;
lcd.clear();

}

if(key!='A' && key!='B' && key!='C' && key!='D")
{

cifra jugador[cuenta] = key;
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numero_jugador = String(key);
sNumero_jugador=sNumero jugador+numero jugador;
lcd.setCursor(0+cuenta,l);

lcd.print(cifra jugador[cuental);

cuenta++;

largo=sResultado.length();

if(cuenta==largo)

{

// lcd.setCursor(10,1);

verificar();

}
} //End if key!=
} // End else mode player

if(key=="'A")

{
modePlay=false;
inicio=millis();
activar=false;
choose();

}

} //End if Key main

} //End loop
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