LevelObjectScript1
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class LevelObjectScript1 : MonoBehaviour
{

    public Sprite[] unlockStars;

    public int unlockStarsIndex;

    SpriteRenderer spriteRenderer;

    private void Awake()

    {

        spriteRenderer = GetComponent<SpriteRenderer>();

    }

    public void StarButton()

    {

        spriteRenderer.sprite = unlockStars[unlockStarsIndex];

    }

}

************************************************************************************

LevelObjectScript2
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class LevelObjectScript2 : MonoBehaviour
{

    public Sprite[] unlockNums;

    public Sprite[] lockNums;

    public int NumsIndex;

    SpriteRenderer spriteRenderer;

    private void Awake()

    {

        spriteRenderer = GetComponent<SpriteRenderer>();

    }

    public void LockButton(bool isLocked)

    {

        if (isLocked)

        {

            spriteRenderer.sprite = lockNums[NumsIndex];

        }

        else
        {

            spriteRenderer.sprite = unlockNums[NumsIndex];

        }

    }

}

************************************************************************************

MainScript1
private void Awake()

    {

        level = new int[10];

        starCopy = new GameObject[10];

        lockCopy = new GameObject[10];

        levelObjectScript1 = new LevelObjectScript1[10];

        levelObjectScript2 = new LevelObjectScript2[10];

        starPosition = new Vector3[10];

        lockPosition = new Vector3[10];

    }

    void Start()

    {

        //Using PlayerPrefs to save Game State
        PlayerPrefs.SetInt("levelCleared", 9);

        PlayerPrefs.SetInt("level1", 1);

        PlayerPrefs.SetInt("level2", 2);

        PlayerPrefs.SetInt("level3", 3);

        PlayerPrefs.SetInt("level4", 1);

        PlayerPrefs.SetInt("level5", 2);

        PlayerPrefs.SetInt("level6", 3);

        PlayerPrefs.SetInt("level7", 1);

        PlayerPrefs.SetInt("level8", 2);

        PlayerPrefs.SetInt("level9", 3);

        PlayerPrefs.SetInt("level10", 1);

        PlayerPrefs.Save();

        //Using PlayerPrefs to load Game State
        levelCleared = PlayerPrefs.GetInt("levelCleared", 0);

        level[0] = PlayerPrefs.GetInt("level1", 0);

        level[1] = PlayerPrefs.GetInt("level2", 0);

        level[2] = PlayerPrefs.GetInt("level3", 0);

        level[3] = PlayerPrefs.GetInt("level4", 0);

        level[4] = PlayerPrefs.GetInt("level5", 0);

        level[5] = PlayerPrefs.GetInt("level6", 0);

        level[6] = PlayerPrefs.GetInt("level7", 0);

        level[7] = PlayerPrefs.GetInt("level8", 0);

        level[8] = PlayerPrefs.GetInt("level9", 0);

        level[9] = PlayerPrefs.GetInt("level10", 0);

        //Set up level 1 to 5 position
        starPosition[0] = new Vector3(-180, 48, -50);

        lockPosition[0] = new Vector3(-180, 48, -70);

        starPosition[1] = new Vector3(-90, 48, -50);

        lockPosition[1] = new Vector3(-90, 48, -70);

        starPosition[2] = new Vector3(0, 48, -50);

        lockPosition[2] = new Vector3(0, 48, -70);

        starPosition[3] = new Vector3(90, 48, -50);

        lockPosition[3] = new Vector3(90, 48, -70);

        starPosition[4] = new Vector3(180, 48, -50);

        lockPosition[4] = new Vector3(180, 48, -70);

        //Set up level 6 to 10 position
        starPosition[5] = new Vector3(-180, -48, -50);

        lockPosition[5] = new Vector3(-180, -48, -70);

        starPosition[6] = new Vector3(-90, -48, -50);

        lockPosition[6] = new Vector3(-90, -48, -70);

        starPosition[7] = new Vector3(0, -48, -50);

        lockPosition[7] = new Vector3(0, -48, -70);

        starPosition[8] = new Vector3(90, -48, -50);

        lockPosition[8] = new Vector3(90, -48, -70);

        starPosition[9] = new Vector3(180, -48, -50);

        lockPosition[9] = new Vector3(180, -48, -70);

        //Instantiate/clone level buttons from Prefabs
        for (int i = 0; i < 10; i++)

        {

            if (i < levelCleared)

            {

                starCopy[i] = (GameObject)Instantiate(StarPrefab);

                starCopy[i].transform.position = starPosition[i];

                levelObjectScript1[i] = starCopy[i].GetComponent<LevelObjectScript1>();

                levelObjectScript1[i].unlockStarsIndex = level[i] - 1;

                levelObjectScript1[i].StarButton();

                lockCopy[i] = (GameObject)Instantiate(LockPrefab);

                lockCopy[i].transform.position = lockPosition[i];

                levelObjectScript2[i] = lockCopy[i].GetComponent<LevelObjectScript2>();

                levelObjectScript2[i].NumsIndex = i;

                levelObjectScript2[i].LockButton(false);

            }

            else
            {

                starCopy[i] = (GameObject)Instantiate(StarPrefab);

                starCopy[i].transform.position = starPosition[i];

                levelObjectScript1[i] = starCopy[i].GetComponent<LevelObjectScript1>();

                levelObjectScript1[i].unlockStarsIndex = level[i] - 1;

                levelObjectScript1[i].StarButton();

                lockCopy[i] = (GameObject)Instantiate(LockPrefab);

                lockCopy[i].transform.position = lockPosition[i];

                levelObjectScript2[i] = lockCopy[i].GetComponent<LevelObjectScript2>();

                levelObjectScript2[i].NumsIndex = i;

                levelObjectScript2[i].LockButton(true);

            }

        }

    }

}
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