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local DataStoreService = game:GetService("'DataStoreService")
local Players = game:GetService("Players")
local ReplicatedStorage = game:GetService("ReplicatedStorage”)

local InvestEvent = ReplicatedStorage:WaitForChild("InvestEvent")
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local InvestStore = DataStoreService:GetDataStore("InvestmentsV1")

local PLANS = {
LowRisk = {
Name = "Swyy S
MinAmount = 100,
Time = 60, - 45U

ProfitPercent = 10, -- 10% g«
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FailChance = 5-- 5% wlesw JS o3l cans 31 Jlazs]
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MediumRisk = {
Name = "buwg0d "
MinAmount = 500,
Time =120,
ProfitPercent = 30,
FailChance =20

12

HighRisk = {
Name = "sLsyj "
MinAmount = 2000,
Time = 300,
ProfitPercent = 80,
FailChance =45

}
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local function getGold(player)
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local leaderstats = player:FindFirstChild("leaderstats")
if leaderstats then

local gold = leaderstats:FindFirstChild("Gold")

if gold then

return gold

end
end
return nil

end

local function addGold(player, amount)
local gold = getGold(player)
if gold then
gold.Value = gold.Value + amount
end
end

local function deductGold(player, amount)
local gold = getGold(player)
if gold then
gold.Value = math.max(0, gold.Value - amount)
return true
end
return false
end
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local Activelnvestments = {}
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local function loadData(player)

local userld = player.Userld
local success, data = pcall(function()

return InvestStore:GetAsync(userld)
end)
if success and data then

Activelnvestments[userld] = data
end



end

local function saveData(player)
local userld = player.Userld
if Activelnvestments[userld] then
pcall(function()
InvestStore:SetAsync(userld, Activelnvestments[userld])
end)
end
end
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local function onlnvest(player, planName)
local userld = player.Userld
local plan = PLANS[planName]

if not plan then
return "cwwl yoal oy "
end

local goldObj = getGold(player)
local currentGold = goldObj.Value

if currentGold < plan.MinAmount then
return "J8la> 4 laz " plan.MinAmount .. " sl 3L Wb "
end
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if Activelnvestments[userld] then
return "spls Jled osliSalasw S sol> Jlo g la”
end

Mo S -
if not deductGold(player, plan.MinAmount) then
return "W cuslsy go Uas "

end
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local investment = {
Plan = planName,
Amount = plan.MinAmount,
StartTime = os.time(),
EndTime = os.time() + plan.Time

Activelnvestments[userld] = investment
saveData(player)
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task.spawn(function()
wait(plan.Time)
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if Activelnvestments[userld] and Activelnvestments[userld].StartTime ==

investment.StartTime then
local rand = math.random(1, 100)

if rand <= plan.FailChance then
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local msg = "ok 33 lads oyli8aslasw " plan.Name .. " lads lsyg3 ceuSas " |
plan.MinAmount .. " 1381y caws 1ML "
(eolesl) candS @y ol Lyl
else
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local profit = math.floor(plan.MinAmount * (plan.ProfitPercent / 100))
local totalReturn = plan.MinAmount + profit
addGold(player, totalReturn)
local msg = "lads | 3890 ¢sli8aslayw " . totalReturn .. " 31355 célys Mb,
(9" .. profit..")"
pla Jlayl

end

Activelnvestments[userld] = nil
saveData(player)
end



end)

return "las " .. plan.MinAmount .. " &l 33 M " plan.Name .. " 33355 g3l 8 aslayw”
end
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InvestEvent.OnServerlnvoke = function(player, action, data)
if action == "Invest" then
local planName = data
local result = onInvest(player, planName)
return result
elseif action == "CheckStatus" then
local userld = player.Userld
if Activelnvestments[userld] then
local inv = Activelnvestments[userld]
local remaining = math.max(0, inv.EndTime - 0s.time())
return {
Active = true,
Plan = PLANS[inv.Plan].Name,
Amount = inv.Amount,
RemainingTime = remaining
}
else
return { Active = false }
end
end
end
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Players.PlayerAdded:Connect(function(player)
loadData(player)

end)
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Players.PlayerRemoving:Connect(function(player)
saveData(player)
Activelnvestments[player.Userld] = nil -- d2él> 3l ;355 Sby
end)



