Pickups

Create a NEW Scene

B /44 anew Node called
Areaz2D

This will allow us to have a
i collidable area, but not a
collision reaction




O Node Add a child node to the
L Area 2D.

L O Node2D

L ® AnimatedSprite2D

The child node should be a

W Area2D AO© AnimatedSprite2D
I—E AnimatedSpr A ©
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® AnimatedSprite2D v &

Filter Properties QY

@ AnimatedSprite2D

Animation

Sprite Fram

Ani ®8:New SpriteFrames

50FPS ©. 4 4 B D
o @ B @ O

On the right side of the
screen in the INSPECTOR
go to Animation > Spite
Frames and add NEW
SPRITE FRAMES

On the bottom of the
screen in the Spriteframes
window click on the Waffle
lcon to add the Sprites



Divide the sprite sheet correctly.
Choose Select All and Add Frames

Animations: Animation Frames:
E & T 4 4 B P >
o m B B @ ¢

Frame Duration: x 1.0

Filter Animations

default

Change the frame rate to 10 so that the
coin spins faster



O, Area2D
I\ AnimatedSprite2D
[] CollisionShape2D

[] CollisionShape2D
Shape £ O Circle ~

Add a CollisionShape2d
Add a Circle Shape to match the ring

Rename the entire scene
Rename it to Ring

O, Ring OB (or whatever name you need)
® AnimatedSprite2D oJ and save the scene

[J CollisionShape2D ®©
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O Game
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Drag this new SCENE into
your game.

Test it.

It should animate.

You will notice it doesn’t
collide, which is ok! We need
to add script.



O, Ring

# Animatedspritezr +Add Child Node.. Go back to the Ring Scene
O CollisionShape2D & Instantiate Child Scene... Add SCRIPT tO the top node

v Expand/Collapse Branch

M Cut
B Copy Choose the Template ON

ShAtiach SeilpE And choose the NODE:
Attach Node Script o T D E FA U LT
Language: £+ GDScript v o pti O n

Inherits: Area2D =

Template: ® | O Node: Default N

Built-in Script: On

Path: res://ring.qd [

* Script path/name is valid.

* Will create a new script file.

* Template: Default - Base template for Node with default Godot

cycle methods




e This will create a script that is

connected to our Area2D
node. Keep this code.

File Edit Search GoTo Debug (& Online Docs g Search Help

Filter Scrip Q l extends Area2D

£ characte...

£t ring.qgd func _ready() -> void:

pass

the script below adds a place
for functions.

func _process(delta: float) -> void:

pass

We will remove that and use
a SIGNAL instead.




X O

File Edit Search GoTo

Filter Scrip Q

£ characte...

£ ring.gd(*)

extends

Debug

Area2D

I, ring(*) X

(4 Online Docs

Keep only the
extends code line



Node

O (*) ring.tscn - Character-Move
Scene N Signa s

+ & Filter:name, Q K Filter Signals

Remote

O, Area2D
O, Ring F o
@ AnimatedSprite2D ® [ area_entered(area: Area2D)

[ CollisionShape2D ® area_exited(area: Area2D)

area_shape_entered(area_rid: RID, area: Area2D, area_shape_in...

area_shape_exited(area_rid: RID, area: Area2D, area_shape_inde...

body_entered(body: Node2D)
body_exited(body: Node2D)

body_shape_entered(body_rid: RID, body: Node2D, body_shape._...

Click on the NODE and then on the right side of the screen look for
the NODE tab and the SIGNALS




"¢ 2 Filter Signals
(| NN Connect a Signal to a Method J

O, Area2D

From Signal: 3
| [ area entered(area: Area2D)

body_entered(body:Node2D) [ area exited(area: Area2D)

Connect to Script: [ area_shape_entered(area_rid: RID, area: 4

Filter Nodes Go to Source [ area_shape_exited(area_rid: RID, area: Ar

T Ring (Connecting From) I — [ body_entered(body: Node2D)

- [ body_exited(body: Node2D)

[ body_shape_entered(body_rid: RID, body

[ body_shape_exited(body_rid: RID, body:
@ CollisionObject2D

[ input_event(viewport: Node, event: Input

[ mouse _entered()

[ mouse_exited()

Receiver Method:
[ mouse_shape_entered(shape_idx: int)

_on_body_entered 0 Pick

[ mouse_shape_exited(shape_idx: int)

Advanced @ Canvasltem

[ draw()

Cancel Connect

Double click on the body_entered signal.

And then in the next window choose CONNECT
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extends Areaz2D

func _on_body_entered(body: Node2D) -> void:

pass

The Signal adds. new code that creates a function, that will be called

when a (body) enters our Ring area.

Simply the code to just
extends Area2D (body):

func _on_body_entered(body): Add a new line underneath
print ("ring collected!") to test it.

print (“ring collected!”)




o )] Character-Moves (DEBUG)

g ti bod
AL - ® ® ® ®
enters the ring, it will print
LFFUFCFCH AR AL AL F 9
R R ROR R AR
our message.
Godot Engine v4.4.1.stable.official.4%9a5bc7bé - https://godotengine.orc
OpenGL API 4.1 Metal - 76.3 - Compatibility - Using Device: Apple - App °®
ring collected! I eSt I t I
ring collected! ®

Femj P=j [o=j P To=j Fo=j [o=] P [e=j  F==j

Filter Messages

Output @ Debugger (1) Audio Animation Shader Editor



% player(*) X O N o, ¢« Inspector
x &0 B - Wt o E G

250 200 =11] L ) 00 ; ) % Player
= @ 121.0% O

Filter Properties

% CharacterBody2D

Motion Mode Grounded

Up Direction 0.0

-1.0

Slide on Ceiling

Floor
Moving Platform
Collision
CollisionObject2D

Disable Mode Remove
Collision

Layer

Godot Engine v4.4.1.stable.official.49a5bc7bé - https:// 2
godotengine.org

OpenGL API 4.1 Metal - 76.3 - Compatibility - Using Device: Apple
- Apple M1

We only want our Player body to activate the
ring body, so we will change the Physics layer
of our Player to 2. Do this in collision. Save!




0, Rin N F O ¢ hda g
= % @ 1100% ©
® AnimatedSprite2D ® Filter Properties

[J CollisionShape2D 1O O, Area2D

Monitoring # On
Monitorable 8@ on
Priority 0

Gravity

Linear Damp

Angular Damp

Audio Bus

CollisionObject2D

Disable Mode Remove

Collision

Layer

FileSystem , — 1
Godot Engine v4.4.1.stable.official.49aSbc7bé - https://

godotengine.org
OpenGL API 4.1 Metal - 76.3 - Compatibility - Using Device: Apple
- Apple M1 Mask

¢ res://ring.tscn

Filter Files

ring collected! =
w Favorites: ring collected! —

P

0
B res://

We want the ring to listen for this by chan
the MASK to also have only layer 2 active.
Save!




Scene X O NN O ring X
+ &@ Filterrname, Q K File Edit Search GoTo Debug [ Online Docs ¢ Sears

s ) Ring NF © Filter Scrip Q i extends Area2D

® AnimatedSprite2D (O] £ characte... 3 Func _on_body_entered(body) :
print("ring collected!")

[] CollisionShape2D © £& ring.gd(*) queve_free ()]

To make the rings disappear as we touch them
add the queue_free() code underneath our
current code in the ring









