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Step 1:
Limit the Camera so that it does not follow a
falling player.

Click on the Camera Node. It should be a child of
the Player.

In the Inspector, click on the Limit section and
adjust the BOTTOM setting. This will limit the
camera from following our player.
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Step 4: Rename and Save
Rename and save this new scene as GameQOverZone.

We will not add a collison shape because we want to be able
to use it many places in our game.
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Step 8:
Click on the GameOverZone node, and go to the Node window and double click
the Body Entered signal.

clean up the code as shown and add a print line to test your work.

extends AreazZD

func _on_body_entered(body):

print("game over!")
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Step 9:
When the game ends, we want it to have some time before it restarts.
To do this, we will add a Timer node to the GameOverZone.
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extends ArealDd
@onready var timer: Timer = $Timer

func _on_body_entered(body) :
print("game over!")
timer.start()

Step 11:
Add code below the print line that will allow the timer to start.
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Step 12:
We will now add a signal to the timer node.
Click on the Timer node, go the Node tab and find the timeout signal.



func _on_timer_timeout():

get_tree().reload_current_scene()

Step 13:

This creates a new function that will allow something to happen when the timer is
done.

Add a line below this new function that will reload the game scene to start the
game over.



