Adding Text!!

O Game ©®

% Player a J ©
=+ TileMapLayer

Go to your main Game node.

Add a RichTextlabel as a child node to the

4 Game.
O GameOverZone N ga & ©

O Pickups
O Platforms

O Enemies

=1 RichTextLabel




Adding Text!!

O =] RichTextLabel

5e Left and Right Arrows to Move.
Use Space to Jump.

BBCode Ena On

Text

Use Left and Right

Arrows to Move.

Use Space toJump.‘

Drag the arrows of the text box to make it
bigger. Fit Content
Type inside the Text box in the inspector.




Adding Text!!

Go to control and go to Colors > Default
color to change the color

Theme Overrides

Colors

Table Border
Table Even Row BG

Table Odd Row BG Change the Font Outline color to add a

@ Default Color 2 color around the letters

Font Selected Color

Selection Color

@ Font Outline Color £

Font Shadow Color




Adding Text!!

Tblelv Separaton M Go to Constants and Outline Size to
R S e M increase the outline

Text Highlight V Paddin
Text Highlight H Paddin
B Outline Size 'S
Shadow OffsetY
Shadow Offset X

Shadow QOutline Size

Line Separation



Adding Text!!

Go to Font Sizes > Normal
to adjust the Font Size

Font Sizes

Bold Italics Font Size
Italics Font Size

Mono Font Size

B Normal FontSize €)

Bold Font Size

Styles



Use Left and Right
Arrows to Move. Add some simple instrctions to

your game.

Use Space to Jump.




Add a Game Manager!

O Game ©
- O GameManager

% Player a2 4 ©
% TileMapLayer ©

Matches:

O Node

O, GameOverZone NMNga F ©

Use a basic Node and add it as a child to the Game. Now rename it as
GameManager.
Drag it to the top of the Game tree.




Add a Game Manager!

® 0 Attach Node Script

Language: 'ﬂ- GDScript v

O GameManager

% Player
+ TileMapLayer

<+ Add Child Node...

Inherits: Node E

Template: #® | @ Object: Empty v

Built-in Script: On

& Instantiate Child Scene...

v Expand/Collapse Branch

o Path: res://game_manager.gd s
A, GameOverZone

* Script path/name is valid.

O Pickups

« Will create a new script file.

+ Template: Empty - Empty template suitable for all Objects

O Platforms

O Enemies E Attach Script...

Attach script to the GameManager node
Choose the EMPTY template



er!

extends Node

var score

func add_point():
score += 1

print (score)

We will add code here to get our point score.
We will connect this to our pickups!
We are creating a function that will add a point for pickups and display a score.




Add a Game Manager!

We need to connect our PICKUP script to the Game manager.
Go back to your PICKUP script.

extends Areall

func _on_body_entered(body) :

print("ring collected!")

queuve_free()




Add a Game Manager!

O GameManager & £ enemv.g

2 Player Sub-Resources

“# TileMapLaye 4 Add Child Node...

1 Gomeoverz NI We need to use the Game Manager as a variable.
o Ll I 0 make this easier, right click on the Game Manager

O Platforms M Cut

O Enemies  [mcopy Node and choose
=] RichTextLabe .
E Attach Script.. Access as Uniqgue Name

& Extend Script...

& Detach Script

I Rename

eSystem $) Change Type...

res://enemy.t A move Up

ter Files v Move Down
W res:// I& Duplicate
~ bird-platforn |2 Reparent...

£% character bc &2 Reparent to New Node...

£ enemy.qd 4. Make Scene Root

m enemy.tscn o= cave Branch as Scene...

i enemy._sprit
~ [ACopy Node Path
Frog-sprite-c
% Access as Unique Name



extends ArealD

@onready var game_manager: Node = %GameManager

func _on_body_entered(body):

1
2
3
7
o
6

\/

This adds a % to the Node, which will help us use it in our code.
Drag the GameManager node to the PICKUP code and hold control.




er!

extends AreazlDd

@onready var game_manager: Node = %GameManager

func _on_body_entered(bhody):

-] O~ N I~ N M)

game_manager.add_point()

queve_free()

Now we will use this new game_manager variable and replace our prevous print
line.

We will now call upone the add_point function we previously created whenver
we touch a pickup!



SCORE TEXT

Add a new RichTectLabel
to the Game and rename it
ScorelLabel

O Game

! O GameManager
L =t scoreLabel

Drag it as a child of the
Game Manager to keep
things organized.



Move the new Label away
from other text and objects.




Drag t
variab

SCORE TEXT

extends Node

var score = U
@onready var score_label: RichTextLabel = $Scorelabel

func add_point():

score += 1
print(score)

ne ScorelLabel node to the GameManager script to create a new

e.



SCORE TEXT

extends Node

var score =
@onready var score_label: RichTextLabel = $ScorelLabel

func add_point():

score += 1
score_label.text = "You collected " + str(score) + " coins."

Now add the following text to make the text box automatically
updated based on the coins you collected.



If you want to attach the Score Counter
to your camera, we will need to modify the code.

O Game Drag the Score label out of the Game
l O GameManager Manager child position.
% Player Create a unigue name.
L. @ CameraoD Fix the code.
TRY IT!

L =1 Scorelabel

extends Node

var score = U
@onready var score_label: RichTextlLabel = %ScorelLabel




O GAME

L % PLAYER

L
% Camera2D You can also use a CONTROL node to

L O Control hold the TEXT
[ J StaticBody2D




