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ENGLISH VERSION

Adding Animal Counter and Level Timer

Hello everyone! Welcome back to the game development tutorial using UNITY!

In the last video, we have completed our jungle scene where some animals are
animated and some are stationary to make it look interesting. Also, we have
coded for animal selection which is a requirement for our gameplay.

In this video, we will add the counter which counts the number of animals once
selected. Also, we will add a timer in Level 1 to ensure that the level is completed
within a stipulated time. If the level didn’t get completed in a stipulated time,
then we are going to learn how to put in a pop up message that says, “Game
over! Please try again.”

Let’s start by opening UNITY HUB! Select the saved project named ‘Food Web’.
First, we are going to merge the LevellController with GameController to make
it easier for functioning. To do that, go to GameController, click on Add
Component and type Level 1 Gameplay and press enter. LevellController is
added successfully and delete the LevellController from the hierarchy window.

Now, open the canvas and select the “Fox” tab. You will see the object script is
missing as we have moved the script previously attached to the GameController.
So, let’s update it. We need to update the object for all animals separately. To
do that, select ‘Fox’ and drag GameController to the Object section of Event
Trigger component. From the drop down, select LevellGameplay and click on
‘SelectAnimal’ option. Similarly, repeat the same steps for all the other animals
like deer, lion, leopard, Snake, Eagle, Rhino, Rat, Sparrow and Grasshopper.

Once finished, press Control + S to save the scene directly. Now that we have
updated the scripts, let us run and see if it is working! Let’s zoom in a bit by
dragging the slider. Select the animals and | can see everything is working fine.

Let's go back to the edit mode again. Scale it to minimum by using the slider so
as to see the complete screen.
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Before proceeding further with the timer, let’s organize the canvas a little more.
For that, right-click on canvas and click on ‘Create Empty’ object. Rename it as
‘Forest’. Select all the objects in the list from Forest background to Grasshopper
and drag them to the forest object. Now, it looks more arranged.

Let’s create another Ul element called ‘Text’. For that, right-click on canvas and
select ‘UlI' and from the list select ‘Text’ object. Select color option from
Hierarchy window and change it to white. Double click on the Text to highlight
it. Increase the size of the box, change the font size to 64 and align it centrally.
Also, change the height to 72 and change the text to ‘Animal Remaining:’ Resize
the box, make it left aligned and drag it to the top left corner of the screen. Add
the number of animals i.e. 14 in the text. Rename it to ‘Animals Remaining Text’'.

Next, we need to update the text every time an animal is selected. To do that,
let’s jump to the project window and select LevellGameplay and double click to
open it in Visual Studio.

To update the text every time, first we will access the text label that we have
created there. So, to access it, we're going to write the code:

using UnityEngine.Ul;

And inside the public class, we will define

{

public Text animalsRemainingText;

But what is the maximum number of animals that we have?
Let’s go to defines and write

Public static int totalAnimals = 14;

Now, go to the LevellGameplay tab. Next we want to update the number of
animals in the text as soon as the animal is selected. For that, we'll define
another variable called private integer animals count.

Private int animalsCount;

To set the value of animals count, we are going to define the start function in
the public class
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Private void Start()
And in the start function we are going to set the animal count by writing

{

AnimalsCount = Defines.totalAnimals;

}

This function is to be applied to the animals remaining text. So, we can do that
by writing

animalsRemainingText.text “Animals Remaining: ” +

animalsCount.ToString();

But this is something that we are going to continuously keep on updating. So,
what we are going to do, we can create a variable to update animal by writing

Private void updateAnimals()

And copy the animals remaining text function to paste it in the update animals
function and reduce the count by writing

animalsCount--;

What animals count minus minus does is that every time an animal is selected,
it reduces the count so as to display it on the screen.

Next, when do we call this animal update function? So, we are going to call it as
soon as an animal is selected i.e. in the select animal function. For that, write a
code

UpdateAnimals();

So, what we have done here is that first we have declared 2 variables i.e. calling
animals remaining text here which is the text box that we have created in the
scene and other is animals count which is keeping track of how many total
animals are currently present in the game. In this start of the game, we have set
animals count to total animals which is the default value of 14 and then we have
set the value of animals count to animals remaining text. Then we have created
one function called update animals which reduces the number of animals and
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displays it on the text every time an animal is selected. Then the update animal
function updates the text every time the animal is selected.

Let’s go back to the Unity editor and update this function into the scene.

To update it, select the GameController object and drag Animals Remaining Text
to the script field in the Inspector window. Now, click on the play button to test
it.

You can see that as soon as the animal is selected, the counter keeps decreasing.

After selecting all animals, still the count is showing 3 remaining. So, let’s check
on the number of animals we have in our game. | can see that we have 11
animals in total so let’s update the code accordingly. Switch back to the Defines
sheet and change the total animals count from 14 to 11.

Next, | want to show a pop-up screen that says ‘Great job! You have completed
this level!’” as soon as | have finished selecting all the animals. To do that, right-
click on Canvas, select Ul and click on Panel option. Rename it to ‘Game
Complete’. Again right-click on Game complete, select Ul and click on Image
option. Resize & position it as shown on the screen. Change the colour to your
choice. Rename it ‘Popup Image’.

Right click on the image, select Ul and click on Text option. Resize & reposition
it appropriately. Change the text to Congratulations!. Tick the option Align by
Geometry & Best fit. Change the font size to 128, font size to bold, center the
text. Resize to 94 and position it to set appropriately on the screen. Rename it
to ‘Congratulations Text’.

Again right-click on Congratulations text and select duplicate. Drag it below on
the screen. Rename it ‘Level Complete Text’. Change the text to ‘You have
selected all the animals’ and change the size to 64. Again duplicate the text and
drag it below. Change the text to ‘Next Level Starts in....5’

Now, go to the asset in project folder and create a new folder called ‘Prefab’. In
the Hierarchy window, rename the ‘Game Complete’ object to ‘Level 1 Game
Complete’. Drag it to the Prefab folder to make it as a prefab. Now delete it from
the hierarchy because we want to instantiate that at the runtime. We do not
want it to be present in the scene and only appears when the level is complete.
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Next, let’s go to the LevellGameplay script. As soon as the Level 1 is complete,
let’s define a variable as

Public GameObject levelCompleteScreen;

And we are going to instantiate it in the UpdateAnimal function. We write it as
If(animalCount == 0)

then

{

GameObject _levelComplete
parentCanvas);

}

Let’s define the parent canvas as

Instantiate(levelCompleteScreen,

Public Transform parentCanvas;
Now, this code will help the message pop up as soon as the level is complete.
Go back to the editor and let unity refresh the script.

Select the GameController object. Once selected, you will see that 2 more public
variables that we defined starts appearing. Parent Canvas is the field which will
help in showing the new screen. So, drag Canvas and place it in Parent canvas.
Then drag Level 1 Complete prefab and place it in the Level Complete Screen.
Save your scene and click play to see the result of it. So, as you can see the game
is working perfectly so far.

Now, we’ll start working on the ‘Next level starts in’ sentence. Go back to the
edit mode and create a timer to play this level which indicates how much time
is left to complete the game.

To do that, right-click on Animal Remaining Text and select duplicate. To move
it to the right side, get on to the rect transform window, click the fourth box
from the left, which should be right at the intersection of right and top. Now
rename this as “Time Remaining Text”. Also, change the text to ‘Time Remaining:
30’ and change the alignment to left side. Reposition time remaining & animals
remaining text to make it more visible. Disable the Raycast for Animal Remaining
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Text so as to not interfere with the animal selection. Similarly, disable it for Time
remaining text. Don’t forget to save the scene.

Let’s code for Time Remaining Text. To do that, go to the LevellGameplay script
in visual studio.

We'll define the variable as

Public Text timeRemainingText;

Next go to defines script and create a new variable as
Public static int totalLevellTime = 30;

Switch back to LevellGameplay script tab. Now, we want the timer to reduce
time by 1 second until it reaches 0. To do that, we will create an enumerator by
writing

IEnumerator LevellTimer();

{

Yield return null;

}

And declare a temporary variable & code for timer count in reverse order as
Int _tempCount = Defines.totalLevellTime;

While (_tempCount > 0)

{

_tempCount--; (Read it as tempCount minus minus)
timeRemainingText.text = “Time Remaining: “ + _tempCount.ToString();
yield return new WaitFor Seconds(1);

}

Debug.Log (“The timer is complete”);

So, what does this code do is that it starts the timer in reverse order and start
reducing the count by 1 second.
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Now, we want the timer to start as soon as the Level 1 begins. For that, let’s
create a new function after start function by writing

Public void Init()
{

StartCoroutine(LevellTimer());

This will only start if the function is called.
Go to the start function and define it as
Init();

Go to the defines time as reduce the time from 30 to 10 for testing purpose.
Switch to editor and click on play. As | can see the time is not reducing, there’s
an error found.

Go to the console section next to project section and see the issue. The error
tells us that though we have coded the time remaining module but we didn’t
link it to our game scene. So, let do so.

To do that, select GameController. Drag Time Remaining Text object to the blank
field of Level 1 Gameplay. Save your scene and click on play to check again.

Let’s leave the screen running and from the Windows section in the top bar,
select general and click on console. You will see that the message appears on
the screen as soon as 10 seconds are over. So, our timer function is complete for
the game.

Go back to the Edit mode. Right-click on Canvas and select ‘Create Empty’.
Rename it to ‘Levell Texts’. Select the 2 texts and drop it in the Levell Texts
object. This will make the text appear always on the screen.

The next screen that we want is the one which indicates that the time is over
when someone is not done finding all the animals. For that, right click on the
canvas, select Ul and click on ‘Panel’. Rename it as “Levell Time Over”.

Right click on it, select Ul and click on ‘Image’ object. Resize & reposition it
accordingly in the center. Rename it as ‘Popup image’. Change the colour as per
your choice. Right click on popup image, select Ul and click on Text object. Resize
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it appropriately & reposition at the top. Change the font size to 64 and change
the text to ‘Game Over’ in the white box.

Right-click on the text and select duplicate. Drag it to the center and change the
text to ‘Better Luck Next Time!’. Select the Game over text object and change
the font style to bold.

We’ll add button to this popup image. To add button, right-click on Popup
image, select Ul and click on Button object. Resize and reposition it
appropriately. Expand the button, select Text option and tick on Best fit option.
Change the text to ‘Replay’. Rename the button object to ‘Replay Button’.

Let's go to the project window and drag Levell Time Over and make it as a
prefab. Delete it from the hierarchy window.

Now, go to the LevellGameplay script and below time remaining text function,
define a public function as

Public GameObject timeOverScreen;

What we want now is as soon as the time is up for Level 1, all the touch functions
gets disabled and the game over message should pop up on the screen.

For that, go to the timer function, delete the debug line code and write the new
code in place of it as

GameObject _tempScreen = Instantiate(timeOverScreen, parentCanvas);

Go back to the editor and select GameController. Drag Levell Time Over object
from prefab and drop it in the Time Over Screen field. Click on Play and see what
happens.

As you can see, the game is working fine. Let’s code for the replay button now
to make it functional.

For that, go to the assests, go inside scripts, right-click and create new C-sharp
script. Rename it as ReplayGame. We're creating this script separately so that
we can use the same script in the future for our other games. Double-click on it
to open the new Replay game script.

Let’s code this now.
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We’'ll delete the start & update function and define a function for replay. To do
that, write

{
Public void PlayAgain()

And in the beginning define the function as
Using UnityEngine.SceneManagement;

And then come back to play again function and write

{

SceneManager.LoadScene(“Forest Scene”);

}

Let the script gets refreshed. Now, go to assets again. Select Prefab and double
click on Levell Time Over object. It will open the Prefab editor. Select Levell
Time Over object. Click on Add component in the inspector window and type
‘Replay Game’ and press enter.

Select Replay button object where we have on-click event added. Click on + to
show the click function. Drag Levell Time Over object from hierarchy window
and drop it in the object field of on click function. From the drop down, select
Replay game option and click on Play Again function.

Click on the small arrow to come back again to scene. Click on play and see what
happens. As you can see, once | click on replay, the game starts from the
beginning with timer getting reset to the maximum.

Go to LevellGameplay script.

One thing we noticed here is that one more condition will come into focus now.
If the player is able to select all the animals in time and congratulations screen
appears, then the time timer should get stopped too as we do not want it to
appear on the screen in this condition.

There are 2 ways to do that. One way is that we let the timer completely run and
say whenever the game gets over, the screen shouldn’t get pop up on the
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screen. The other way is to define the variable and calling the function to stop
the pop-up.

So, let’s define a variable after levelCompleteScreen as

Private bool isLevelComplete;

And in the start function, define as

isLevelComplete = false;

In the LevellTimer function, we will modify the while condition as
While (_tempCount > 0 && lisLevelComplete)

It means that until the timer count is greater than 0 or the level is not complete,
the timer will keep running otherwise it will break the loop and the code that
will run is

If(lisLevelComplete)

{
}

And move the instantiate object code inside the if loop and it will show the time
over screen.

So, we can say that with animal remaining count function, we are checking the
count for animals selected and as soon as the animal remaining count become
0 then we say

isLevelComplete = true;

Just to recap, we have created a variable called isLevelComplete which is set to
false in the beginning and as soon as the animal remaining count reaches to zero
then the condition isLevelComplete become true which indicates that the level
is complete and in the timer, we have put the condition in while that, if the level
is complete, skip the code mentioned in the loop and if the level is completed,
don’t show the time over screen.

Also, go to defines tab and change the total level time from 10 to 30 seconds.
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Go back to the editor and click on play. Let’s select all the animals within the
limited time and see what message pops up.

So, as you can see the congratulatory message pops up on selecting all the
animals and time remaining is also stopped. It means that the code written is
working properly.

So far, we have completed all the parts of Level 1 game play which is selection
of animals in stipulated time and if not we can replay the game.

From the next video onwards, we will jump into the level 2 of this game where
we are going to display our selected animals and create a food web out of them
through connections.

So, keep practicing & exploring unity.

See you in the next video! Bye bye.

HINDI VERSION

Adding Animal Counter and Level Timer

Hello everyone! UNITY @T use @{d game development tutorial 3 3TdehT
19T &!
Uae video Eﬁ, ?TcFI?f 39 SI9TT & scene T qr TR % GI%T $S animal

animated & 3R PS5 31'}! interesting AT & ToIT static &1 ${-Iav 3TolTdT, T
animals  section & foIT code fopIT & ST §HAR game play & foIT &

requirement I

sﬁvideoﬁ,%ﬂmﬁaﬂﬂﬁmanimalsa5numbers count &l dTel T3 Pl
add PYaT| Eﬂﬁ?m,%?u?surem*%lﬁﬁﬁlevell,wmﬂmﬁ
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STelT STTT ST ShgdT &, “Game over ! Please try again.”
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3TZA UNITY HUB T open &ah & &Xd ! ‘Food Web’ ATH & save &I 18
project G ?:F-TI I Ugol, & LevellController @I Game Controller @ &Y

mergeWSlTT%%?—l’lﬁ*?Efunction PIAT AT & b | UFT &l & [T,
Game Controller U 31T, add componentUY click Y 3R level 1 gameplay type

#Y 3R enter press HY | Levell Controller successfully SIIS] IRTE 3R hierarchy
window & LevellController @l delete B ¢ |

319, canvas open & 3R “Fox” tab A | 3T G & object script A &
Fgifh f—?l?f Game Controller & Cl%ﬁ ¥ attached script T ocl fe=r %’I FIT, oA
SH update T & & THT SATAaRT o ToIT 37197 H object update TAT B9
T aa & oI, ‘Fox’ ﬂ?-T 3R Game Controller @ Event Trigger
component G object section A gl drop down g, LevellGameplay ?Ff 3R
'Select Animal' option TR click Y| SET g, a1l THT STAeRT S deer, lion,
leopard, Snake, Eagle, Rhino, Rat, Sparrow and Grasshopper & forw 8t

Il step repeat P |

Uch I finish a1 @ I, directly scene Pl save P & TolT Control + S press
B | 39 ST FHA scripts Pl update P Tor T &, AT Tel R W b &1 I &reT
PIIET B! H@sliderﬂﬁ@ﬁ@ﬂﬁzoomaﬁl TR Eﬁg«-\i RF T hd
g 1% T P& Sreh BIH I

fert fT A edit mode # oiled &1 G screen @ & TIT slider &l use &lch
SH minimize |

timer oh 1Y 37T T&<1 T Ugdl, 311ST canvas Y M= 3R organize P | 3Th
foIT, canvas WX right-click @< 3R ‘Create Empty’ object TR click & | SHepT
ATH forest T |

list 3 T3fY objects Forest background | Grasshopper d@® et 31X 3%
forest object W @id | 319, Ig 3119® arranged fc@dT & |
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Tl ‘Text’ T T Teh 3T Ul element Ia1a &1 38 [T, canvas UX right-
click Y 3R 'UI' i 3R list & ‘Text” object A | hierarchy window & colour
option I 3R 38 white # agel | 38 highlight @A & faT text T double
click @Y | box T size &1, font size &Y 64 HY iR 37 centre F align H|
SHh 3TelTdT, height I 72 &Y 3R text dI ‘Animal Remaining:' # d¢ei | box
&Pl size ¢, 3H align Y 3R 5H screen & top left corner A Eid | text H animals
&I numbers ATAT 14 add T | SHPT ATH dgeld ‘Remaining Text’ @ fear|

$Hb 916, T & g fhd animal & I STl WX text @l update HIAT &M
T e & foIT, el project window TX ST 3R LevellGameplay Tt 3R
visual studio 3 8 open & & fIT double click |

Text dl & IR update HI & ToIT, Tgel TH 39 text label Fl acess LT AT
H IRl I & | SHTAIT, 3 acess B b [T, T code for@a ST &:

using Unity Engine.Ul;

3R public class o 376X TH define BT
{

public Text animals Remaining Text;

JIfeheT AR U ST T maximum number &1 §?
IfoIT defines T Told & 3R forg

Public static int total Animals = 14;

379, LevellGameplay tab U SITT| 31191 & text # animals & number @1
update PIAT ATed &l 3TP ToIT, H Tk 31 variable P define HLIT 5T
private integer animals count &gT ST & |

Private int animals Count;
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Animal count @& value @I set I & fIT, T public class # start function &1
defineaw_{?faﬂ'g?f

Private void Start ()
3R start function & & for@aT animal count  set &aT|

{

AnimalCount = Defines.totalAnimals;

}

SH function @I animals remaining text T apply ThaT SATAT &1 39, & UAT
forga T Fhd &

animalsRemainingText.text = “Animals Remaining: "+

animalsCount.ToString ();

ofhet Ig o taT & I8 & continuously update #a wat| safoT, &A
FIT A ST & ©, & Tl animal BT update B & folT T variable a7
Thd &

Private void updateAnimals()

3iR animals remaining text function @I copy @ update animals
function & paste ¢ 3R for@a count reduce &Y

animalsCount--;

Animals count minus Jg AT & 6 & IR ST BI$ animal AT ST &, A
aE count &I reduce T &I dTTeh 3H screen W display [har ST I |

379TelT, & animal update function @Y &d call FIA &2 , 3 &F fpdT animal
ol AT ST &, &H ST call HIT| 38 feIT, Teh code ford

UpdateAnimals();
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safoIT, g Iel &1 forar § fob Ugel 8314 2 variable declare fR3aT & AT
animals remaining text @ Jgl call I & S T I8 text box & fo A gt

scene # AT § IR &EU animals count & ST currently game & total
animals &1 SITHPRT T@AT &1 game &1 3 starting H, &I animals count
&l total animals set fopaT & S 76 default value 14 § 3R R &y animals
count value &I animals remaining text & ToIT set TRATEI ﬁﬂ%?lﬁupdate
animals @& a1H 8 T function IATAT & ST animals number @Y reduce BT
& 3 & IR 519 Teh animal &1 el ST & text W display & & b | fhT
update animal function text @I & IR animal & T ST & d1G update
LT &

38T Unity editor OX a19d oI10 3R 34 function @I scene & update < |
38 update T & folT, GameController object El'ffﬂFT

3iR inspector windows @ script field & Animals Remaining Text &1 @il |
379, test A o foIT play button WX click Y|

3719 ¢ Johd & b 518 & animal ElﬁﬂaTGI'IFIT%, counter decreas @I STdT
el

g animalsﬁgﬂﬁﬁaﬁ, 379 &Y count 3 remaining @S S W &I al, Ier
gAR game #H §AR U fhdat animals & check Y| # & el § o §AR
UTH total 11 animal § 3TTIT & according code @I update &I Defines
sheet U rqy SATT 31X total animals count @l 14 change & 11 HI G |

3{aTelT, # T pop -up screen f&@Te el § ST e ‘Great job! completed
this level!” S & #a Y animals &1 select HIAT HIAT finish T F:I:I oar
&I & oI, canvas W right-click &Y, Ul ﬂﬁf 3R panel option WX click B
g4 ‘Game Complete’sT ATH G| T & game QU W right-click &Y, Ul I 3R
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SHST option T click HY| ST screen W TG § 38 according sd size 3R
position G| colour &Y 3TTAT UG & dcel | 38 ‘Popup Image’ T 1 feam|

image WX right click &Y, Ul o 3R text option W click Y| TE A 38 3R
resize 31X reposition BY| Text & change PIb Congratulations! &Y &|
option Align by Geometry & Best fit allign @Y | font size @I change Th
128 , bold, center the text Y| TP resize Teh 94 Y 3R 3R 38 screen
TR el § set I o TolT position ¢ | SHT ATH ‘Congratulations Text’ IW

fY & Congratulations text X right-click @< 3R duplicate g | 3& screen
WX AT @id | 39 ‘Level Complete Text’ AT ¢ | text @l change ®X& ‘You
have selected all the animals’ @ & 3iR size @I change T 64 HI ¢ | T
T text DT duplicate DY 3R 3H AT Wi | text P change T ‘Next Level
Starts in....5’&T & |

379, project folder H assest X ST 3R Teh T folder TATU [SH ‘Prefab’ &gl
SITAT &1 hierarchy window 3 , ‘Game Complete’ object @I ‘Level 1 Game
Complete’ AT ¢| 38 Prefab a1t & foIT Prefab folder & @id| 31a 58
hierarchy & delete X ¢ @ik & runtime & &I 34 instantiate &I

TTed &1 & %) ITed & 1 TE scene A present @1 3R hadl ad fg@rs & a9
level 1 complete & ST

b dTg, LevellGameplay script G ST | SA & level 1 complete B SATAT &,
Tl Uh variable & define B &

Public GameObject levelCompleteScreen;

31R & UpdateAnimal function 3 38 instantiate e ST T& & | & for@ar

If(animalCount == 0)

then
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GameObject _levelComplete = Instantiate(levelCompleteScreen,
parentCanvas);

}
parent canvas I define EF{T-T%

Public Transform parentCanvas;

3 IS code level 1 complete e e message Bl pop up A H help I
Editor & UTH TUH SITU 3iR unity & script @l refresh FIA ¢

GameController object &Y I | Teh TR YA ST &b alTG, 3T G4t o 2 3R
public variable T3ieg & define foram a1, fe@rs a4 &19Y| parent canvas g
field § S @5 screen f&@I # help HWM| AT, canvas P T 3R 39
parent canvas # T&| fT level 1 Complete prefab @I Tid &Y 3R level
complete screen & I | 37T scene save Y 3R SHHFT result @ & folw
play OX click &Y | &1, ST fob 31T &@ Hehd & Teh game 37T b QT aXE A hTA
h TR B

39, & ‘Next level starts in’ sentence UX &TH AT Y& BT | edit mode T
aTaH ST AR 5 level R P game P Weldd o TolT T timer IATT ST indicate
Pl %ﬁ?gameaﬁwaﬂﬁ*mﬁﬂmtimew%‘l

U1 A & forw, Animal Remaining Text T right-click @ 3R duplicate
oA | 39 right side o ST & fT, rect transform  windows TR ST, left &
fourth box TX click @Y, S right 3iX top & intersection TR right BT AT
379 38 “Time Remaining Text” &TH ¢| 38 3eIdl, text dI ‘Time
Remaining: 30’ & gl 3R alligment &I left side @Y | time remaining 3R
animals remaining text @I Reposition &Y dIfeh ag 3¥F @B <
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Raycast for Animal Remaining Text @I disable &Y dTfeh & animal section &
interfere o Y| ST dg, 38 time remaining text & ToIT disable Y| scene &l
save AT el |

Time remaining text & ToIT @15 &Xd &1 VAT I & T, visual studio 3
LevellGameplay script U SITT|

©d variable BT define LI

Public Text timeRemainingText;

3d defines script U{ ST 3iR TP new variable

Public static int totalLevellTime = 30;

LevellGameplay script tab U diqy ST | 379, & ITed & [ timer 1 second &
time ehe &Y STd Teh Teh IE 0. Teh o U ST | THT it o foIT, & Tergeny weh
enumerator ITar

IEnumerator LevellTimer();

{

Yield return null;

}

3R temporary variable declare @Y 3R timer count in reverse order @t
PIS B

Int _tempCount =

Defines.totalLevellTime; While

(_tempCount > 0) {
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_tempCount--; (Read it as tempCount minus minus)
timeRemainingText.text = “Time Remaining: “ +

_tempCount.ToString(); yield return new WaitFor Seconds(1); }

Debug.Log (“The timer is complete”);

Fﬁ, WWWW%%Wtimeraﬁ reverse order & QBTERFIT%}ﬁTcount
Pl 1 second § T HIAT ‘\’_I,FEF{FIT%I

3d, %?T?‘I'I?-?f%'ﬁﬁ level 1 QBT{-'?I?fﬁtimer QK@GITUI 3 fore, Ifoiv Tt
=TT function after start function sI=1a &, foraeh forg 2 ford

Public void Init()
{

StartCoroutine(LevellTimer());

IE ol JHT AE BT ST function T call fRIT S|

start function UX 11T 31X 38 define HY

Init();

testing purpose & TolT & 30 § T b 10 db B & [T defines time T
STTU| editor W switch &Y 3 play T click Y | SIAT e 3 4@ Hehell 7o time
reduce el &1 Y&T &, U error THOT & |

project section @ next A console section T STU 3R issue & | error TATAT
%ﬁﬁ glaii?s %?Iﬁtime remaining module &I code ﬁv_qT%, ﬁﬁl‘ﬂ%ﬂﬁé}ﬁmﬁ
game scene ¥ link &l fRAT & | T, Toll TAT HIJ &

VAT hA o form, GameControIIerEI?fgc_-TI level 1 gameplay @ blank field & Time
Remaining Text object @I Wixl| 31T scene save & 31 Y & check AL
& ToIT play W click <
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31T$T screen run &AT §37T @ & 3R Windows section & Windows
section &, general ?Wconsoleﬂclickﬁlmm% 10 second over
BT & message screen W [&W@TS ¢ar | dl, game o TolT ART timer function
complete & AT & |

Edit mode WX a19d SATU| canvas WX right-click & 3X ‘Create Empty’ ﬂ?-TI
S ‘Levell Texts’ ST aATH G| 2 texts et 3K Levell text object H BIS S| 38T
text EHLAT screen U fe@ms ¢amm|

31Tl screen ST §H ATed & 6 & olf indicate PIAT & fob time over @I IAT§
ST &S AT TAT H T SR Pl Gt T B QR A% P Tl o | 58ch
foIT, canvas W right click @Y, UI T 3R ‘Panel’ WX click & | 3 “Levell
Time Over” ATH G|

8 W right click &Y, Ul o 3R ‘Image’ object X click HY| T4 centre #
38 31JEN position B A size T&ol 3 3 ‘Popup image’ ATH & | 37T
pasand *Hﬂ'&lﬂcolouraﬁl pop up image W right click &Y, Ul ﬂﬁ&ﬁ?text
object OX click | 38 Hsize 3R top T position @Y | font size 64 H dGel
31X white box 3 text @ ‘Game Over’ & d¢ol |

Text W right-click @ 3 duplicate g | 8 centre W Eid 3K text &l
‘Better Luck Next Time!' # @cei| Game over text object I 3R font
style @ bold & change &Y |

&H 39 pop up image H button add FIT | button add & & ToIT, pop up
image W right-click Y, Ul ga 3R button object X click Y| TET size 3R
position &1 button @I expand &Y, text option I 3R Best fit option T
tick Y| text @I ‘Replay’ & dcel| 'button object T AT dged ‘Replay
Button’ & &|
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318U project windows T ST 3R Levell Time Over @id 3R 34 prefab
& form & IATT| 38 hierarchy window & delete &Y |

319, LevellGameplay script T ST 3iR time remaining text function &
A, Teh public function T define &Y

Public GameObject timeOverScreen;

H 379 T ATed & o9 & level 1 1 & fIT time over & ST, IH touch
functions disable 8 ST 31X game over message X game screen @ pop

up BT aTfeu|

38+ AT, timer function WX AT, debug line code delete &Y 3R sHEAT
STITE new code forg

GameObject _tempScreen = Instantiate(timeOverScreen,
parentCanvas);

Editor TR 198 ST 3R GameController &I gt | Prefab & Levell Time Over
object @I @i 31X Time Over Screen field & drop & | Play TR click &Y 3R
W P FT AT ¥

SIT b 3117 29 Hohd &, game@lﬂ??ﬁmaﬂW%I 38 T & function & &
foIT 319 replay button & ToIT code B |

38b ToIT, assest G SATT, scripts & 376X AT, right-click @Y 3iR new C-sharp
script ST 39 ReplayGame ATH & | T SH script I 376191 § IT {g & dTih
& future 3 3T script T use 37Tl dThT games o folT X b | new Replay
game script open @{a & foIT 38 W double-click Y|

37T 38 code A &

& start 3R update function @ delete &I car 3R replay & ToIT function &1
define 3T | UHT I & TolT, Tord

{
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Public void PlayAgain()
3R beginning & function Eﬁﬁ?ﬂ%’ define Y

Using UnityEngine.SceneManagement;

3iR play again function WX argyg 31T 3R ford
{

SceneManager.LoadScene(“Forest Scene”);

}

Script &l refresh 1 ¢ | 319, T & assest UX SATT| Prefab &l ﬂo_-T 3R Levell
time over object G¥ double click @Y | I% Prefab editor open TSI Levell time
over object ﬂ?-TI inspector windows 3 Add component WX click Y 31X 'Replay

Game' type ®Y 3R enter press B

Replay button object aﬁgﬁaﬁ%mﬁr on-click event add AT &1 click function
fe@ra & oI + WX click Y| Levell time object @I hierarchy window & @it
3 click function @& object field H drop Gory drop down g, replay game option

el 3 Play Again function 0T click Y|

Scene TR AT 37T & ToIT small arrow TR click &Y | pIachIickaﬁﬁTaﬁﬁ?
T Bl & | ST foh 31T & Hehdl &, Teb aR ST H replay WX click BT §, @l
game beginning@f??f Qﬁﬁmﬁmﬁtimer maximum U reset%TE'lFlT%l

LevellGameplay script UX ST |

U dTd oIl & T&l U T &1 & 9% I8 © [ U 3iR condition 379 €I1T &
31Tl | 319K player time U HHT animals &Y I oIdT & 37 congratulations

screen fe@s ¢t &, Al time &Y I & ST TTfRT FAifh & T& IR & b
g% 39 condition A screen W fe@rs ¢ |
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UGT P o 2 A & Waﬂﬂﬂ%%ﬁ?%ﬁtimeraﬁ@mﬂwaﬁ?
T #T game over BT SATAT &, screen screen TR pop up el LT AT | CR3RY
T variable @I define A 3K pop up T Uchel o ToIT function BT call P |

dl, levelCompleteScreen @ form Teh variable @1 define #{d &

Private bool isLevelComplete;

start function & define #Y

isLevelComplete = false;
Level1Timer function &, & 3H condition @I modify GIrE)

While (_tempCount > 0 && lisLevelComplete)

BT AT & b S deh timer count 0H FITET & T level 1 complete AT
QFIT%I,HETFIEFtimer run haTl otherwise?II?IIoopEI'ffbreakEI'T{a""lTﬁTGﬁ code
run &AM

If(lisLevelComplete)

{

}

3R loop & instantiate object code @I move ®Y 3R TE time over screen
e QTaaT |

oY, & e Hhd & fob animal remaining count function & AT, & I gV
animals & count check X I& & 3 S & animal remaining count 0 &
ST &, ol 37 alelal

isLevelComplete = true;

9 recap & ToIT, H U variable 9T § fS/ 8T ATH & isLevelComplete
ST beginning & ITeld & 3{R S1A €1 animal remaining count 0 TR UgedT & al
condition isLevelComplete true & STIM S indicate HIAT & o level 1 QT
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e 3T § 3R timer #, while & 3T condition @ W & if the level is

complete, skip the code mentioned in the loop and if the level is
completed, don’t show the time over screen.

SHb 37T, defines T S 3iR total level time @I 10 & change & 30
second &Y C|

Editor UX a19d ST 3R play W click &Y | 33T limited time & 3eel T
animals & I 3R 4 b &A1 message pop up BT &l

gAY, SfEr {6 3T d@ H@ahd § 6 #@ animals & g9 9@ W
congratulatory message pop up & ST & 3R @3 animals and time

remaining function i stop AT ST IE & | mw%ﬁ?ﬁ'@TWcode Sih
q P F I &

379 dd, T level 1 game play & T partsﬁwaﬂ'm%ﬁﬁ?ﬁx time &
animals @ el & 31X 3R T8l ol & game &Y T & Wl Hehd &

3791l video 3 & $H game & level 2 # SR STET €31 310 Y T animals
G ) display HYar 3R connection & through d 34 H TP food web IR
HLT|

Sﬂﬁ"l’, practise A T 3R unity Bl explore Hd K
fAed & next video #SW! Bye Byel




