
quina federal

&lt;p&gt;Um dos c&#243;digos mais populares no Roblox &#233; o script para criar

 uma moeda personalizada no jogo. Abaixo est&#225; um &#127936;  exemplo simples

:&lt;/p&gt;
&lt;p&gt;```&lt;/p&gt;
&lt;p&gt;game.Players.PlayerAdded:connect(function(player)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 624 Td (&lt;p&gt;    local money = Instance.new(&quot;IntValue&quot;)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 612 Td (&lt;p&gt;    money.Name = &quot;Money&quot;&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 600 Td (&lt;p&gt;    money.Parent = &#127936;  player&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 588 Td (&lt;p&gt;end)&lt;/p&gt;

&lt;p&gt;game.ReplicatedStorage.OBC.RemoteEvent:AddNetworkIdentity()&lt;/p&gt;
&lt;p&gt;game.ReplicatedStorage.OBC.RemoteEvent.OnServerEvent:connect(function(p) Tj T*

BT /F1 12 Tf 50 544 Td (layer, money)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 532 Td (&lt;p&gt;    local Char = player.Character&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 520 Td (&lt;p&gt;    if Char then&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 508 Td (&lt;p&gt;      &#127936;    local Money = Char:FindFirstChildWhichIsA(&quot;IntV) Tj T*

BT /F1 12 Tf 50 488 Td (alue&quot;)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 476 Td (&lt;p&gt;        if Money then&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 464 Td (&lt;p&gt;     &#127936;         Money.Value = Money.Value + money&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 452 Td (&lt;p&gt;        end&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 440 Td (&lt;p&gt; &#127936;     end&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 428 Td (&lt;p&gt;end)&lt;/p&gt;

&lt;p&gt;```&lt;/p&gt;
&lt;p&gt;Esse c&#243;digo permite que os jogadores ganhem moedas personalizadas 

ao aderirem ao jogo e permita que os &#127936;  desenvolvedores adicionem ou sub

traiam essas moedas com o uso de um RemoteEvent.&lt;/p&gt;
&lt;p&gt;Outro c&#243;digo popular permite que os jogadores saltem mais &#127936

;  altos do que o normal. Abaixo est&#225; um exemplo simples:&lt;/p&gt;
&lt;p&gt;```&lt;/p&gt;
&lt;p&gt;script.Parent.Touched:Connect(function(hit)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 296 Td (&lt;p&gt;    local character = game.Players:GetPlayerFromCharacter(hit.Parent)&l) Tj T*

BT /F1 12 Tf 50 276 Td (t;/p&gt;) Tj T*

BT /F1 12 Tf 50 264 Td (&lt;p&gt;    &#127936;  if character then&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 252 Td (&lt;p&gt;        local human = hit.Parent:WaitForChild(&quot;Humanoid&quot;)&lt;) Tj T*

BT /F1 12 Tf 50 232 Td (/p&gt;) Tj T*

BT /F1 12 Tf 50 220 Td (&lt;p&gt;       &#127936;   human.JumpPower = 500&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 208 Td (&lt;p&gt;    end&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 196 Td (&lt;p&gt;end)&lt;/p&gt;

&lt;p&gt;```&lt;/p&gt;
&lt;p&gt;Esse c&#243;digo permite que os jogadores saltem mais altos do que o no

rmal &#127936;  quando {k0} parte de script &#233; tocada por outro objeto.&lt;/

p&gt;
&lt;p&gt;Finalmente, um c&#243;digo &#250;til &#233; um script que permite que o

s &#127936;  jogadores ganhem pontos de experi&#234;ncia e subam de n&#237;vel. 

Abaixo est&#225; um exemplo simples:&lt;/p&gt;
&lt;p&gt;```&lt;/p&gt;
&lt;p&gt;local Players = game:GetService(&quot;Players&quot;)&lt;/p&gt;
&lt;p&gt;local expChart = game:GetService(&quot;ReplicatedStorage&quot;):WaitFor

Child(&quot;ExperienceChart&quot;)&lt;/p&gt;
&lt;p&gt;Players.PlayerAdded:Connect(function(plr)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 0 Td (&lt;p&gt; &#127936;     local char = plr.Character or plr:WaitForChild(&quot;Cha) Tj T*

BT /F1 12 Tf 50 -20 Td (racter&quot;)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -32 Td (&lt;p&gt;    local hrp = char:WaitForChild(&quot;HumanoidRootPart&quot;)&lt;/p&g) Tj T*

BT /F1 12 Tf 50 -52 Td (t;) Tj T*

BT /F1 12 Tf 50 -64 Td (&lt;p&gt;    local &#127936;  function giveExp(amount)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -76 Td (&lt;p&gt;        local exp = plr:FindFirstChild(&quot;leaderstats&quot;):FindFir) Tj T*

BT /F1 12 Tf 50 -96 Td (stChild(&quot;Experience&quot;)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -108 Td (&lt;p&gt;        &#127936;  if exp then&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -120 Td (&lt;p&gt;            exp.Value = exp.Value + amount&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -132 Td (&lt;p&gt;  &#127936;        end&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -144 Td (&lt;p&gt;    end&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -156 Td (&lt;p&gt;    hrp.Touched:Connect(function(hit)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -168 Td (&lt;p&gt;      &#127936;    local char2 = hit.Parent&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -180 Td (&lt;p&gt;        if char2 then&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -192 Td (&lt;p&gt;     &#127936;         local hrp2 = char2:WaitForChild(&quot;HumanoidRo) Tj T*

BT /F1 12 Tf 50 -212 Td (otPart&quot;)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -224 Td (&lt;p&gt;          &#127936;    local dist = (hrp.Position - hrp2.Position).Magn) Tj T*

BT /F1 12 Tf 50 -244 Td (itude&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -256 Td (&lt;p&gt;            if &#127936;  dist &lt; 10 then&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -268 Td (&lt;p&gt;                giveExp(10)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -280 Td (&lt;p&gt; &#127936;             end&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -292 Td (&lt;p&gt;        end&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -304 Td (&lt;p&gt; &#127936;     end)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -316 Td (&lt;p&gt;    for i, v in ipairs(expChart:GetChildren()) do&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -328 Td (&lt;p&gt;        &#127936;  local nextLvl = v:FindFirstChild(&quot;NextLevel&quo) Tj T*

BT /F1 12 Tf 50 -348 Td (t;)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -360 Td (&lt;p&gt;        if nextLvl then&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -372 Td (&lt;p&gt;       &#127936;       local nextLvlNum = nextLevel.Value&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -384 Td (&lt;p&gt;            &#127936;  if plr.leaderstats.Experience.Value &gt;= nextLv) Tj T*

BT /F1 12 Tf 50 -404 Td (lNum then&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -416 Td (&lt;p&gt;                &#127936;  local curLvl = v:FindFirstChild(&quot;Level&) Tj T*

BT /F1 12 Tf 50 -436 Td (quot;)&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -448 Td (&lt;p&gt;                if &#127936;  curLvl then&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -460 Td (&lt;p&gt;                   &#127936;   local lvlNum = curLvl.Value&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -472 Td (&lt;p&gt;                &#127936;      curLvl.Value = lvlNum + 1&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -484 Td (&lt;p&gt;            &#127936;      end&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -496 Td (&lt;p&gt;            end&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -508 Td (&lt;p&gt;    &#127936;      end&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -520 Td (&lt;p&gt;    end&lt;/p&gt;) Tj T*

BT /F1 12 Tf 50 -532 Td (&lt;p&gt;end)&lt;/p&gt;

&lt;p&gt;```&lt;/p&gt;
&lt;p&gt;Esse c&#243;digo permite que os jogadores ganhem pontos de experi&#234;

ncia quando outros &#127936;  jogadores tocarem em seu personagem. Al&#233;m dis

so, o script tamb&#233;m far&#225; com que os jogadores subam de n&#237;vel quan

do atingirem &#127936;  um certo n&#250;mero de pontos de experi&#234;ncia.&lt;/

p&gt;
------------------------------------------
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