Add Second Pickup Text

In my game | have 2
pICKUpsS.

e Fireflies

e Avocados




Add Second Pickup Text

Create a new
RichTextLable for the
second pickup text.
Make it a child of your
CAMERAZ2D

=] ScoreLabe

— Bl ScoreLabel2 % Name it ScorelLabel?




Add Second Pickup Text

Right Click on the new
ScorelLabel?2 and choose
Access as Unigue Name.

You should now see a
percent symbol next to
your name.



Add Second Pickup Text

=] RichTextLabel

Add Text in this new
ScorelLabel?2 that names
the type of pickup.

In my case It IS
Avocaodes.



Add Second Pickup Text

tends Node

var score = 0

\" score_avocado = 0

@onready var score_label: RichTextLabel = %

@onready \ score_label_2: RichTextlLabel =

Go to your GameManager and double click
the script.

While holding CONTROL drag the name of
the ScorelLabel2 as a new variable.



Add Second Pickup Text

tends Node

score = 0

score_avocado = €

@onready var score_label: RgTeXTLapeL =

@onready \ score_label_2: RIxhTextlLabel =

wa add a new variable for the score of
your second pickup.

In my case It Is var score_avocado



Add Second Pickup Text

func add_point():

score += 1]

score_label.text = "FIREFLIES: " + str(score)

print (score)

c add_point_avocado():

Create a new function%or your new pickup.

func add_point_avocadol):
*use a name that make sense for your pickup



Add Second Pickup Text

c add_point():

score += 1 YOou can copy paste
score_label.text = "FIREFLIES: " + str(score) the script from your
int (scome) previous function but
you have to change
score_avocado += 1 the variables to
score_label_2.text = "AVOCADOS: " + str(score_avocado) match your new

rint (score_avocado) pickup!

c add_point_avocado();




score - Notice that the new
score_avocado = VaViabl_e

@onready var score_label: RichTextLabel =

Gonready var score label 2: RichTextlabel = %Scorelabel score avocado is
func add_point(): used in 3 different
places in the new

score += 1
score_label.text = "FIREFLIES: " + str(score) .
function.

print (score)

add_point_avocado():

score_avocado += 1
score_label_2.text = "AVOCADOS: " + str(score_avocado)

print (score_avocado)




. _ Now go to your secona
O, avocacopickup N g F © pICkUp and add the
code to connectitto
the game manager.




——— 5 In your second pickup,

donready var game_manager: Node =

make sure that the
on_body_entered(body): Game Manager iS a,

print("avocado collected")

game_manager.add_polint_avocado() Variable.

jueve_free()

Make sure it is also
calling on the new
function you created.



Test your work! the Output window should show your
function correclty adding the pickups.
The new Scorelable?2 should also show the text

riRErLlits; £

AYOLADDS: £




