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 Activity 14
Amazing Ninja Worlds — Part 3

In this final part of building your Super Ninja World platform game, you'll add a
start screen and a menu. The start screen and menu will make it feel like a
completed game!
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1 You should continue with the project that you had completed in the

previous activity.

2 Now that you're comfortable moving the player around the
environment and between scenes, we can make this into a complete

game by adding a start screen and a menu.

3 Remember using the Build Settings in World of Color? We are now

going to use it to manage even more scenes.

Click on the File tab and click on Build
Settings.

Reminder: The main role of the Build
Settings is to export your project so
that others can play it.

When you have multiple scenes like in
this game, all scenes need to be in the
Scenes in Build section of the Build
Settings. If not, Unity won't be able to
load any of the scenes by name.

@ Ninja World Part3_Ninja - Main - PC,
File Edit Assets GameObject Com

New Scene Ctri+N
Open Scene Ctrl+ 0O
Save Ctrl+5
Save As.. Ctrl+5hift+5
New Project...

Open Project...

Save Project

Build Settings... Ctrl+Shift+B
Build And Run Ctrl+B
Exit

Pro Tip: Use the Scene’s Name

This game has more than five scenes and it's possible that there will be more. If
scenes get added (or removed), their order might change. What was once scene

number 1 might get moved to 3 or anywhere else. By referring to the scenes by

name, you'll always get the scene you want.
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4 With Build Settings still open, select all the scenes in the Project
window (except for SampleScene) and drag them into the Scenes in

@ Project [

A Assets » Scenes

4 r 4 4 r 4 4 4 4 ~
Level3 Main I :

evell_A Levell B Level2 LevelZ_a

Build box in Build Settings.
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5 Make sure that all their boxes are checked. Highlight the Main scene
and drag it to the top so that it is scene 0. Whatever scene is at the
top of the list gets loaded first when the game is started after the
game is built.

Build Settings n

Scenes In Build
o S/t
Boxe G s s -
check G Scantarevez A :
3

| Scenes/Level3

| Add QEGD Scenes 1

6 Now we can set up the main menu where the player can pick which
scene they want to play. Close the Build Settings menu and load the
Main scene by selecting it from the Scenes folder in the Project

window.

@ Project

| Craate "|

» i ;Favorites Assets > Scenes

¥ Gl Assets
&5 Animations
&5 Audio
&5 Materials
&5 Models Lewell Levell_A Levell_B Lewel2 Level2_A Lewvelz ampleSce
&5 Prefabs

Since the menu is 2D, make sure the Scene window is in 2D mode.
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The menu canvas object has been set up with an image, but there are

no interactive buttons.
need to add buttons
that send the player to
the right scenes.

With the Canvas
selected, add a new
GameObject from
Ul/Button - Text Mesh
Pro.

We're using Text Mesh
Pro instead of an
ordinary button since
we want to include
some special text with
the button.

= Hierarchy

| Create -| Gl

v @ Main

L /Main Camera

Iy Music

@3 Project

| create - |

Copy
Paste

Rename
Duplicate
Delete

Select Children
Select Prefab Root

Create Empty
3D Object

2D Object
Effects

Light

Audic

Widan

ul

Camera

N Y Y

» | ;Favorites

¥ Gl Assets

Change the name of the object to “Level1Select”.

Assets > Scenes

Text
Text - TextMeshPro
Image

Raw Image

Button

Button - TextMeshPro |

1oggle
Slider
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8 In the Inspector for the Level1Select button, change the Source Image
in the Image component to “world1.”

Select Sprite
© mnspector  I—- AT -
IvJ ¥ [LevellSelect | [] static = ¥ Asgsts Fonene —p— | g
Tag | Untagged +| Layer [UI i) e Sl i._..
733 Rect Transform a :
center Pos X Pos ¥ Pos Z
@ [0 J[o [0 | ;
2 HH Width Height ’
E 180 |[zo | DR Q
¥ Anchors
Min % [0.5 v 0.5 P warld2
Max X 0.5 Y 0.5
Pivot ® 0.5 Y05
Rotation /0 v o 1z o | \.__ L
Scale x[1 J¥ [z |z [1 | T
Y Canvas Renderer i <8 warld3

Cull Transparent Mesh -
"E v Image (Script)
" Source Image [world1

Colar I

Material [None (Material) |

Raycast Target =4

Image Type [ simple i]
Use Sprite Mesh -
Preserve Aspect (|

Set Mative Size

9 You may notice that the button looks stretched. It looks like an oval
rather than a circle. This means that it has the wrong aspect ratio. To
fix this, in the Inspector, click Set Native Size.

¥ " ¥ Image (Script) @ 5 % v
Source Image [T worldl | @ =
Colar [ | # (
Material [Mone (Material) | @ ‘
Raycast Target [

Image Type | simple =

Use Sprite Mesh -
Preserve Aspect [ |
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1 0 Resize and move the button object so that it

fits well under the game

title. There will be three buttons total, so move this button to the left

side of the menu as shown.

1 1 The button comes with a

© Inspector CR
text object attached. | o [Text (i) O static
. 7 Tag [Untagged ¢] Layer [UI |
Select it. In the Inspector, S —— —=
change the Text to “Level »; Canvas Renderer T
¥|T| ¥ Text Mesh Pro UGUI (Script) I %,

1" and change the Vertex —

Level 1

Color to white.

Enable RTL Editar
Main Settings
Font Asset
Material Preset
Font Style
Font Size
Auto Size

LT

-
[FlLiberationSans SOF (TMP_FontAsse @
| LiberationSans SOF Material 3]
[B |1 | u|s | a |as |sc |
24
-
I 1 =2
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1 2 Move the text object so that it is in the lower area of the button as

shown:

e

\
Levelll

@ Master Your Skill

Text Mesh Pro (or "TMP") has lots of options to modify the look of the text. You
can add things like a drop shadow and so on. Feel free to take a moment to

experiment with the settings!

1 3 We need a script to control what happens when the user clicks on the
button. Create a C# script in the Scripts folder and name it
“MainMenu”. Drag the script component onto the Level1Select game

object.

IMPORTANT - As you might have
guessed, we will be duplicating the
Level1Select button for Level2 and
Level3, but do not do so until
instructed to do it. Complete
Level1Select button first in order
to save yourself some time and
frustration.

C# Script
shader

Testing

Playables

Assembly Definition
Assembly Definition
TextMeshPro

Scene

Prefab Variant
Create
Show in Explorer Fazroli
Open Material
Delete Lens Flare
Rename Render Texture
Copy Path Al Chrl+C Lightmap Parameter:

Open Scene Additive Custom Render Text:

Import New Asset.. Sprite Atlas

Import Package Sprites.

Export Package. Animator Controller

In Scene Animation

|=| %50

ll‘l & - % | Wl | Gizmos
I NINJAYWDI
{1
Lkl
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1 4 Open the MainMenu script. We won't be using the Start or Update
functions, so delete those. This script will not need any variables, but

you will need to add the scene management directive at the top:
UnityEngine.SceneManagement

MainMenu.cs @

Assets > Scripts >

Deleted:

void Start()
void Update()

1 5 Create a new function as follows:
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Inside the function, we will use the SceneManager to change scenes:

’@ Careful!

Check your spelling.

Make sure it matches
the scene name
exactly. As always,

LoadScene does exactly what it says - it replaces the current scene
with the scene you've chosen. When LoadScene is used, the new
scene behaves exactly like it would when you start it the first time.

17

When we load a new game- a new level 1- we need to think about what
happens to the other variables, such as the lives left.

How Does Ninja World Handle Lives Left?

The game uses a built-in Unity class called PlayerPrefs to track the number of
lives left. The lives are saved as “LIVES_LEFT" in PlayerPrefs. We use this so
the number of lives left can be carried over between levels. For example, if
you have two lives left at the end of level 1, you will start level 2 with two lives.

When the player starts a new game, we want to make sure that the
player has the maximum lives, not the lives left. To do this, use
PlayerPrefs to delete the “LIVES_LEFT" key so that the game starts
fresh with the maximum 3 lives. Add the following line:

DeleteKey() removes the variable completely so that there is no
stored value for “LIVES_LEFT"” when beginning the game.
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1 8 Save your script.

1 9 Back in Unity, make sure the Level1Select object is selected. We wiill
now set up the button component, so the button actually works.

Scroll down in the Inspector to the Button component. At the bottom
of the component is an empty list for events to run when “On Click ()"

happens. Click on the + symbol to add an event to the list.

The first selector is “Runtime Only". Since we only want this to work
when the game is actually being run, leave this as it is.

8 Inspector

. J ¥ [LevelisSelect | O static =
v Tag [ Untagged t] Layer [ I t]
»-C  Rect Transform o
b(@ cCcanvas Renderer [ 3
b "4 ¥ Image (Script) |
¥ ok [f Button (Script) [
Interactable [+
Transition | colar Tint o
Target Graphic ELevEIISeIect (Imaage) | @
Normal Colar | | #
Highlighted Colar | | #
Pressed Color [ | #
Selected Color | | #
Disabled Color | | 2
Color Multiplier i 1
Fade Duration 0.1 |
Mavigation | Autamatic o
l Visualize ]
on Click ()

 Listis Empty
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Beneath the Runtime Only drop-down, is a slot for the object. Drag the
Level1Select object from the Hierarchy into this box.

Hierarchy m = Hscene £ Asset Store 28 Animator € Game == | @ Inzpector
reate ~| (GrAll 0 || | shaded -|[20 || @ |w | & - o | ¥ | M| Gizmos 7| (&
. I L. I1Select
¥ €} Main* = v.J - | Sve-oee i
| Main Camera Tag | Untagged Z
| Directional Light ng Rect Transform
¥ ../ Canvas | . »(@ Canvas Renderer
A i e
LevellSelect > "4 W Image (Script)
LieRL L) }| v o [ Button (Script)
|| EventSystem Interactable v
iy Music > Transition
Target Graphic HeLevel
Normal Color |
Highlighted Calor
Pressed Color
Selected Color
Disabled Color ]
Color Multiplier O
Fade Duration 0.1
Mavigation
on Click ()
A Runtime kv ¢ I| Mo Function

[leveliselect @

Why does Unity insist on referring to an object that the component is
already attached to? Because sometimes you may want to have a
button affect an unrelated object - so that functionality is there.

Finally, click on the
selector that says, “No
Function.” In the drop
down, select MainMenu
(the script you just wrote)
and select Level1() from
the options.

21

This tells Unity: when click
on the Level1Select
button, run the Level1()
function in the MainMenu
script.

Oon Click ()
Runtime Only ¢ A Ne Function 3
E +~ Mo Function
GameObject >
|4 | » | * |;'E| ¥ |  Main Mer RectTransform >
| 10 )
Script CanvasRenderer >
T I >
Default | mage
. Rirtton >
bool enabled MainMenu >

string name

bool runinEditMode
string tag

bool useGUILayout

BroadcastMessage (string)

Cancellnvoke (string)
Cancellnvoke 0
Levell ()

SendMessage (string)
SendMessageUpwards (string)

evellselect
1gersize: 182
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22 Play the scene. Test the button to see if Levell is loaded on click.
|s something missing? How do we get back to the main menu? We'll
address that in a minute, but first, let's set up the buttons for the

remaining levels.

Stop your game.

23 Instead of creating 3 methods, one for each level, since they will each
be doing the same thing we can use a method with a parameter!

24 Open the MainMenu script. Change the method from Level1 to
LevelChange.

25

LevelChange(

.LoadScene("Lev

levell");
Pple+ehe3(” IVES L

EFT");

26 Replace the “Levell1” string inside the LoadScene method with our new
parameter.

LevelChange( level)

.LoadScene(level);
vE“FPuTE.Deletehey{”_IuE:_LEFT“};
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27 Back in Unity, select Level1Select and change the method to our new
LevelChange method. In the box below, type in the name of the scene
we are going to switch to (“Level1”).

28 Now for the other

Hierarchy | @ -= #Scene  fAsset Store  #2 Animator € Ga
buttons. Select e | — e ———e—
Level1Select and o achom ikt
duplicate it using ¥ MG memiBagkaround
ctrl+D. Rename this D
button -‘Iﬁ?:—

“Level2Select.” e )

Move it to the right
soitisin the middle
under the title.

29 We will go through the same steps to update the image for level 2's
button’s as we did for level 1. In the Inspector, in the Image
component, change the following items:

1) Change the Source Image to "world2".
2) If the image looks a little strange, click on “Select Native Size.”

3) Change Text(TMIP)'s Text component to “Level2.”

Your Level2Select

button should look

P

Levéll

like this:
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3 For the Button component, make the following changes:

1) Change the object in the On Click () list to Level2Select.
2) Change No Function to MainMenu/LevelChange().

3) Type in “"Level2" as the parameter.

Your Level2Select OnClick () should look as follows:

Fade Duration 01

Mavigation Automatic

Visualize
On Click {)
Runtime Only » MainMenu.LevelChange

act (Main Me @ | Level2

Main Menu (Script)

31 Repeat the steps to make a Level3Select button, changing the number
2 to 3in all the same places.

Your Main scene should look as follows:

= fiAssetStore P8 Animator € Game
B A RED

Select
| Text (TMP)
v Levelzselect

| Text (TMP)
71, Level3select

| Text (TMP)
| EventSystem

A Music
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32 Play the game and see what pressing the buttons does.

33 Now all we need is some way to get back to the main menu from
anywhere in the game. There is one script that is in every level:
GameManager. Find it in your Project window to open it.

34 In the private void Update() function, add a conditional to check if
the cancel button is being pressed:

GameManager.cs @

GameM r.cs » ¥ GameManager

Update()

In Edit > Project
if(Input.GetButton("Cancel™); Settings, the
{ cancel button is
linked to the esc

key.

1
]

35 Inside the conditional, we'll use the SceneManager to load the main
menu:

Update()

if(Input.GetButton("Cancel™)

You can also use the scene’s name, “Main,” but loading 0 will always
take you to the opening scene because it’s the first scene in the build.

Save and close your script.

36 Play the game. Make sure you can load the right level with the right
button and that you can press esc to go back to the main menu at any
time.
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