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using UnityEngine;
using UnityEngine.SceneManagement;
public class MainMenuUl : MonoBehaviour

{

public void OnNewCharacter()
{

SceneManager.LoadScene("NewCharScene");

}

public void OnContinue()

{

SceneManager.LoadScene("MapLevellScene");

}

public void OnExit()

{
Application.Quit();

#if UNITY_EDITOR
UnityEditor.EditorApplication.isPlaying = false;
#endif

}
}
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using UnityEngine;
using TMPro;
using UnityEngine.Ul;

public class CharactorCreatorUl : MonoBehaviour

{

[Header("Ul References")]

public TMP_InputField namelnput;

public TMP_Dropdown classDropdown;

public TMP_Text hpLabel, mplLabel, strLabel, agiLabel, intLabel, luckLabel;
public Button confirmButton;

[Header("Prefabs")]

public GameObject warriorPrefab;
public GameObject wizardPrefab;
public GameObject thiefPrefab;
public Transform previewSpawnPoint;

private GameObject currentModel;
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CharactorCreatorUl.cs

void Start()
{

I e Dropdown

classDropdown.ClearOptions();

classDropdown.AddOptions(new System.Collections.Generic.List<string> {
"Warrior", "Wizard", "Thief" });

classDropdown.onValueChanged.AddListener(OnClassChanged);

confirmButton.onClick.AddListener(OnConfirm);

/] AN

OnClassChanged(0);
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private void OnClassChanged(int index)
{

if (currentModel != null) Destroy(currentModel);
string selectedClass = classDropdown.options[index].text;

int maxHP =0, maxMP =0,
str=0,agi=0,
intel =0, luck=0;
GameObject prefab = null;

switch (selectedClass)
{
case "Warrior":

prefab = warriorPrefab;
maxHP = 10; maxMP =5;
str = Random.Range(3, 6);
agi = Random.Range(1, 5);
intel = Random.Range(1, 3);
luck = Random.Range(1, 6);
break;
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CharactorCreatorUl.cs

case "Wizard":
prefab = wizardPrefab;
maxHP =5; maxMP = 10;
str = Random.Range(1, 3);
agi = Random.Range(1, 3);
intel = Random.Range(3, 6);
luck = Random.Range(1, 6);
break;

case "Thief":
prefab = thiefPrefab;
maxHP =7; maxMP = 7;
str = Random.Range(1, 5);
agi = Random.Range(3, 6);
intel = Random.Range(1, 5);
luck = Random.Range(1, 6);
break;
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CharactorCreatorUl.cs

// Spawn Preview Model
if (prefab !=null)
{
currentModel = Instantiate(prefab,
previewSpawnPoint.position, Quaternion.identity);

}

// Update Ul

hpLabel.text = S"HP: {maxHP}/{maxHP}";
mpLlabel.text = $"MP: {maxMP}/{maxMP}";
strLabel.text = S"Strength: {str}";
agiLabel.text = S"Agility: {agi}";
intLabel.text = S"Intelligence: {intel}";
luckLabel.text = S"Luck: {luck}";
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CharactorCreatorUl.cs

private void OnConfirm()

{
string charName = namelnput.text;
string charClass = classDropdown.options[classDropdown.value].text;
Debug.Log(S"Created Character: {charName} the {charClass}");

}
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