DOUBLE (or Triple) Jump

var jump_count = 0

| var max_jumps = 3
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func _physics_process(delta: float) -> void:
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velocity += get_gravity() * delta

1f 1s_on_floor():

jump_count = 0

this code makes sure the jump count will work




1f Input.is_action_just_pressed("jump") and jump_count < max_jumps:

velocity.y = JUMP_VELOCITY
jump_count += 1

Chance the jump mechanics, we now use the jump
count variable and add a jump counter




