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Unit 5 – User Interface 

• Quick Click Prototype
• Clicky Mouse

• Keeping Score

• Game Over

• What’s the Difficulty?
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Game Over – เจา้น่ะ...ได้
แพแ้ลว้วว
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Game Over
• Step 1 : Create a Game Over text object

• Step 2 : Make GameOver text appear

• Step 3 : Create GameOver function

• Step 4 : Stop spawning and score on GameOver

• Step 5 : Add a Restart button

• Step 6 : Make the restart button work

• Step 7 : Show restart button on game over
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Game Over – Step 1 : Create a Game Over text object
If we want some “Game Over” text to appear when the game ends, the first thing we’ll do is 
create and customize a new UI text element that says “Game Over”.
1. Right-click on the Canvas, create a new UI > 

TextMeshPro - Text object, and rename it “Game Over 
Text”

2. In the inspector, edit its Text, Pos X, Pos Y, Font 
Asset, Size, Style, Color, and Alignment

3. Set the “Wrapping” setting to “Disabled”

Tip : The center of the screen 
is the best place for this 
Game Over message - it 
grabs the player’s attention
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Game Over – Step 2 : Make GameOver text appear
We’ve got some beautiful Game Over text on the screen, but it’s just sitting and blocking our 
view right now. We should deactivate it, so it can reappear when the game ends.1. In GameManager.cs, create a new public 

TextMeshProUGUI gameOverText; and assign the Game 
Over object to it in the inspector

2. Uncheck the Active checkbox to deactivate the Game Over 
text by default

3. In Start(), activate the Game Over text

Don’t worry : We’re just doing 
this temporarily to make sure 
it works
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Game Over – Step 3 : Create GameOver function
We’ve temporarily made the “Game Over” text appear at the start of the game, but we actually 
want to trigger it when one of the “Good” objects is missed and falls.
1. Create a new public void GameOver() function, and move the 

code that activates the game over text inside it
2. In Target.cs, call gameManager.GameOver() if a target collides 

with the sensor
3. Add a new “Bad” tag to the Bad object, add a condition that will 

only trigger game over if it’s not a bad object



29/09/2021 9

Game Over – Step 4 : Stop spawning and score on 
GameOverThe “Game Over” message appears exactly when we want it to, but the game itself continues 
to play. In order to truly halt the game and call this a “Game Over’, we need to stop spawning 
targets and stop generating score for the player.
1. Create a new public bool isGameActive;
2. As the first line In Start(), set isGameActive = true; and in GameOver(), set 

isGameActive = false;
3. To prevent spawning, in the SpawnTarget() coroutine, change while (true) to 

while (isGameActive)
4. To prevent scoring, in Target.cs, in the OnMouseDown() function, add the 

condition if (gameManager.isGameActive) {
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Game Over – Step 5 : Add a Restart button
Our Game Over mechanics are working like a charm, but there’s no way to replay the game. 
In order to let the player restart the game, we will create our first UI button
1. Right-click on the Canvas and Create > UI > Button 

Note: You could also use Button - TextMeshPro for 
more control over the button’s text.

2. Rename the button “Restart Button”
3. Temporarily reactivate the Game Over text in order to 

reposition the Restart Button nicely with the text, then 
deactivate it again

4. Select the Text child object, then edit its Text to say 
“Restart”, its Font, Style, and Size

New Concept : 
Buttons
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Game Over – Step 6 : Make the restart button work
We’ve added the Restart button to the scene and it LOOKS good, but now we need to make it 
actually work and restart the game.

1. In GameManager.cs, add using 
UnityEngine.SceneManagement;

2. Create a new public void RestartGame() function that reloads 
the current scene

3. In the Button’s inspector, click + to add a new On Click event, 
drag it in the Game Manager object and select the 
GameManager.RestartGame function

New Concept : Scene 
Management
New Concept : On Click 
Event
Don’t worry : The restart 
button is just sitting there 
for now, but we will fix it 
later
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Game Over – Step 7 : Show restart button on game overThe Restart Button looks great, but we don’t want it in our faces throughout the entire game. 
Similar to the “Game Over” message, we will turn off the Restart Button while the game is 
active.
1. At the top of GameManager,cs add using 

UnityEngine.UI;
2. Declare a new public Button restartButton; and assign 

the Restart Button to it in the inspector
3. Uncheck the “Active” checkbox for the Restart Button in 

the inspector
4. In the GameOver function, activate the Restart Button

New Concept : Scene 
Management
New Concept : On Click 
Event
Don’t worry : The restart 
button is just sitting there 
for now, but we will fix it 
later
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What’s the Difficulty? – งา่ยจงัเลยยย...มาปรบั
ความยากกนั
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What’s the Difficulty?

• Step 1 : Create Title text and menu buttons

• Step 2 : Add a DifficultyButton script

• Step 3 : Call SetDifficulty on button click

• Step 4 : Make your buttons start the game

• Step 5 : Deactivate Title Screen on StartGame

• Step 6 : Use a parameter to change difficulty



29/09/2021 15

What’s the Difficulty? – Step 1 : Create Title text and 
menu buttons
The first thing we should do is create all of the UI elements we’re going to need. This 
includes a big title, as well as three difficulty buttons.

1. Duplicate your Game Over text to create your Title Text, 
editing its name, text and all of its attributes

2. Duplicate your Restart Button and edit its attributes to create 
an “Easy Button” button

3. Edit and duplicate the new Easy button to create a“Medium
Button” and a “Hard Button”

Tip : You can position 
the title and buttons 
however you want, but 
you should try to keep 
them central and visible 
to the player
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What’s the Difficulty? – Step 2 : Add a DifficultyButton
script
Our difficulty buttons look great, but they don’t actually do anything. If they’re going to have 
custom functionality, we first need to give them a new script.

1. For all 3 new buttons, in the Button component, in the On 
Click () section, click the minus (-) button to remove the 
RestartGame functionality

2. Create a new DifficultyButton.cs script and attach it to all 3 
buttons

3. Add using UnityEngine.UI to your imports
4. Create a new private Button button; variable and initialize it in 

Start()
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What’s the Difficulty? – Step 3 : Call SetDifficulty on 
button click
Now that we have a script for our buttons, we can create a SetDifficulty method and tie that 
method to the click of those buttons

1. Create a new void SetDifficulty function, and inside it, 
Debug.Log(gameObject.name + " was clicked");

2. Add the button listener to call the SetDifficulty function

New Function : AddListener
Don’t worry : 
onClick.AddListener is
similar what we did in the 
inspector with the Restart 
button
Don’t worry : We’re just 
using Debug for testing, to 
make sure the buttons are 
working
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What’s the Difficulty? – Step 4 : Make your buttons 
start the gameThe Title Screen looks great if you ignore the target objects bouncing around, but we have no 
way of actually starting the game. We need a StartGame function that can communicate with 
SetDifficulty.1. In GameManager.cs, create a new public void StartGame() 

function and move everything from Start() into it
2. In DifficultyButton.cs, create a new private GameManager

gameManager; and initialize it in Start()
3. In the SetDifficulty() function, call 

gameManager.startGame();

Don’t worry : Title objects 
don’t disappear yet - we’ll 
do that next
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What’s the Difficulty? – Step 5 : Deactivate Title Screen 
on StartGameIf we want the title screen to disappear when the game starts, we should store them in an 
empty object rather than turning them off individually. Simply deactivating the single empty 
parent object makes for a lot less work.1. Right-click on the Canvas and Create > Empty 

Object, rename it “Title Screen”, and drag the 3 
buttons and title onto it

2. In GameManager.cs, create a new public 
GameObject titleScreen; and assign it in the inspector

3. In StartGame(), deactivate the title screen object
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What’s the Difficulty? – Step 6 : Use a parameter to 
change difficultyThe difficulty buttons start the game, but they still don’t change the game’s difficulty. The last 
thing we have to do is actually make the difficulty buttons affect the rate that target objects 
spawn.
1. In DifficultyButton.cs, create a new public int difficulty 

variable, then in the Inspector, assign the Easy difficulty as 
1, Medium as 2, and Hard as 3

2. Add an int difficulty parameter to the StartGame() function
3. In StartGame(), set spawnRate /= difficulty;
4. Fix the error in DifficultyButton.cs by passing the difficulty 

parameter to StartGame(difficulty)

New Concept : /= operator
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CHALLENGE 4
Whack-a-Food
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CHALLENGE 5
Whack-a-Food
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CHALLENGE 5
Whack-a-Food
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