Bronze Belt Ninja Guide
Activity 00: Welcome to Godot




WORKING IN GODOT

To begin, you will explore the Godot Interface by learning how to find project
components and how to modify them. For the first few activities, you will use pre-
built scripts to create each game, easing you into Godot's environment. Once you
are familiar with it, you will start working with Godot's GDScript.

Godot has its own scripting language called GDScript. Its syntax is very similar to
another popular coding language you may have heard of or tinkered with before -
Python. Check out some examples of games below that were made using Godot!

IMAGE SOURCES: SONIC COLORS: ULTIMATE, DOME KEEPER, CASSETTE BEASTS
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https://store.epicgames.com/en-US/p/sonic-colors-ultimate
https://store.steampowered.com/app/1321440/Cassette_Beasts/
https://store.steampowered.com/app/1637320/Dome_Keeper/

@ CODENINJAS'

UsING NODES

Previously, you worked with Sprites in IMPACT or Game Objects in Unity to create
games. In Godot, nodes are the building blocks of a game. They are objects which
store all different kinds of data, such as sprites, functions, background images,
animations, and more! Nodes are arranged in a tree-like hierarchy, as modeled
below. Trees are a common data structure used in computer science. Data
structures are ways to store and organize data.

Parent to all other nodes

A

[
MainRoot

)

Parent to Head & Body nodes
|

Background

Child nodes
| to Main

Child nodes
[to Robot

To start a project, a Main root will need to be created. Think of this like the root of a
tree. The Main root is the parent to all other nodes in your project. If a node is a
parent, it has at least one child node; think of a child node as a branch in a tree. The
rest of the nodes in your project are child nodes that connect to the Main root. Each
node can have multiple child nodes, and these child nodes can also have their own
child nodes. That can create a pretty big tree!

A tree of nodes can be saved into a file called a scene. Godot requires a project to
have a main scene to run the game. This main scene simply tells Godot where to
start the game, so it is usually saved from the Main root node.
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PARENT AND CHILD NODE RELATIONSHIPS

Child nodes are dependent on their parent nodes and can inherit some of their
properties. When a parent node is changed, it affects all its children. For example, if
a parent node is deleted, all children will also be deleted. If a parent node’s position
is changed, each child node’s position changes. This relationship makes it easier to
keep the game organized and makes objects behave together as a group.

Parent node

O Main

M BEa

Notice the tree above. On the right side is an example of what nodes and parent-
child relationships look like in the Godot editor.
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SENSEI STOPS

/ Pause for a Sensei Stop! \

Throughout these projects, there will be Sensei Stops. A
Sensei Stop is a checkpoint with a Code Sensei to make sure
everything in your game is correct up until that point before
moving on. Think of it like the yellow “Check Code” buttons
in IMPACT. This will help with debugging projects and give
you a chance to show off your amazing hard work!

\_ J

At each Sensei Stop, make sure to:

e Pause and call over a Code Sensei.

* Review previous steps and concepts, while waiting for a Code Sensei.

e Show off the game and explain what you understand to the Code Sensei.
* Get the OK from a Code Sensei before continuing onto the next steps.

At this Sensei Stop, make sure to check in with a Code Sensei to tell them what you
know about parent and child node relationships!
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AcCTIVITY 00 - WELCOME TOo GOoDOT

Time to level up your skills with Godot! Godot is a powerful game engine that
enables you to create advanced and customized games. In this activity, you will
explore the Godot interface through an interactive tour. After the tour, you will start
building your very first project in Godot by tinkering with the editor’s tools. By the
end of this activity, you will know how to navigate the Godot editor, organize your
future projects, import files, reparent nodes, and map custom inputs.
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@ CODENINJAS'

Open Godot and view the Project Manager.

This is where all Godot games can be viewed.

Select the + Create button in the top left to create a new project.

% GODOT B Projects & Asset Library if settings

=+ Create (@ Import Q Scan Filter Projects

Store all Godot projects in the same place.

Select Browse. This will create a pop-up window to select where the project will
be saved.

Jocumer game-project @ kB

r will be automatically created.

vard+

Mobile

Create Cancel
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\

Pause for Sensei Stop #1! \

Check in with a Code Sensei to select the correct Project
Path to save all Godot games.

A Project Path is where projects will be saved on the
computer. The / indicates the project is saved inside of a
folder.

Pay attention to the selected Project Path; all future
projects will be stored in the same place! /

3 Create a personal folder to store each Godot project!

At the top right, select the New Folder icon and a Create Folder window will

appear.

<

Favorites:

Directories & Files:

4 Name the folder MylnitialsGodot. For example, the folder name could be
“LNGodot.” Click OK.

@ CODENINJAS'
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5 All project names will include your initials and the name of the activity.

Rename the project: MylnitialsWelcomeToGodot. For example, the project
name could be “LNWelcomeToGodot.”

Project Path: I Create Folder (D

C:/Users/nappi/LNGodot/Inwelcometogodot © M= Browse
The project folder will be automatically created.
Renderer:
Forward+

Mobile

Version Control Metadata:

Cancel
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6

@ CODENINJAS'

Take note of the Project Path; this is where all Godot projects will be saved.
Selecting the right Project Path is very important. If a game is stored in a
different place or another Ninja's folder, it could get lost!

The project path shown might be slightly different from what the Code Sensei
selected and that's okay.

Project Name:

lcomeToGodo 11

Project Path: B Create Folder D
C:/Users/nappi/LNGodot/Inwelcometogodot @ P EBrowse
The project folder will be
Renderer:
Forward+

Mobile

Version Control Metadata: Git

Cancel

Before creating any project, always make sure the Project Path is correct to
avoid losing projects. Don't be afraid to ask a Code Sensei for help with this.
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7 Make sure Create Folder is toggled on to keep things organized.

Select Compatibility as the renderer, then click Create.

B Create Folder (D

Version Control Metadata:

Create

Pause for Sensei Stop #2! \

Check in with a Code Sensei to locate the shared file
location. A shared file location will store all assets that
will be downloaded and imported for future projects!

For this project an interactive tour will need to be
imported to explore the Godot editor.

Download BB Activity 00 - Ninja Starter Pack.zip
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o

8 After downloading BB Activity 00 - Ninja Starter Pack.zip, a Downloads
window should pop up at the top right of the screen. Click on the folder icon to
open the location of the download.

Recent download history

Activity 00 - Ninja StarterPa. ™ [
34.0 MB = Done

Full download history

If the Downloads window disappears, click CTRL + J on the keyboard to bring it
back. Click the folder icon to open its location.

9 Notice the folder is zipped. Files can’t be opened when they are zipped like this.
To open a zipped folder, it must first be unzipped or extracted.

Right-click on the zip file and select Extract All.

Open

Activity 00 - Open in new window
Minja Starter
Pack.zip Extract All...
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1 o This will create a new window to select a place to put the extracted files.

Check Show extracted files when complete then click Extract. This will create
another File Explorer window exactly where the extracted files are; do not close
that window.

: Extract Compressed (Zipped) Folders

Select a Destination and Extract Files

Filez will be extracted to this folder:

| Ch\Users\ebatt'Downloads\Activity 00 - Minja Starter Pack Browse...

Show extracted files when complete

Cancel

Because all computers have their own username, the path will look slightly
different! There are a lot of files to extract for this Tour, so wait a couple
minutes for everything to be extracted.

"y T0% complete - X

Copying 2,747 items from Activity 00 - StarterPa... to Activity 00 - StarterP...
70% complete

‘ J ‘ Speed: 64.1 KB/s

Marme: Texture3D.svg-a491c%aa2dI677ec3f692bb29753%aaf . ctex
Time remaining: About 30 seconds
Iterns remaining: 582 (26.3 ME)

Fewer details
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1 1 Have both Godot and the File Explorer with the extracted files open.

Press Ctrl + A to select all the files, then drag them into res:// in FileSystem as

seen in the picture.

l ! l = || Activity 00
Home Sh

<« ~ 4 > miseC

Name ’

B =ddons

| P

l locale

l Robot

B tours

B .editorconfig
B godot first tourgd.uid
B godot tours.tres
B LicensE

' main.tscn

B pluggd

B plug.gd.uid

B project.godot
B README.md

Tditems | 14 it

Reminder:

Activity 00 - Ninja Starter Pack

File Explorers can be reopened in the browser by pressing
CTRL + J on the keyboard and clicking the folder icon.

@ CODENINJAS'
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1 2 Click on the Godot editor and wait several moments for the assets to download.

A popup may occur that changes have been made to the project.godot file, click
Reload from disk to accept the new changes.

['20 ¥3D KNScript WA Game & Assetlib

Ignore the Failed to load script error.
1 3 The Interactive Tour is a plugin that needs to be enabled.
At the top left of the Editor, select Project and click on Project Settings...

Scene Project Debug Editor Help

— Project Settings...
2CeENne
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14 At the top of the window, click on Plugins.

A Godot Tour plugin should be visible. If not, ask a Code Sensei for help.

ings (project.godot)

Plugins

Installed Plugins:

0.2.1-mod  CN Edu Team, adapted from GDQ...

1 5 Click on Enable to enable the Godot Tours plugin.

Project Settings (project.godot)

Plugins

Installed Plugins:

Select Close to return to the Editor.

If the Godot app closed, wait shortly as it will reload in a few moments.
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1 6 The interactive tour should now pop up.
Click on Start Learning to begin the tour!

Follow the steps to complete the tour. Once finished, return to this Ninja Guide.

Welcome to Godot! X

® The Godot Editor

START LEARNING

1 7 Notice the TOUR button in the top right of the editor. This button will only be
available for this activity and allows the tour to be revisited at any time, if
needed.

20 3D FScript XL Game & Assetlib

Pause for Sensei Stop #3!
Check in with a Code Sensei before moving on.
Point out each part of the Godot editor such as the Scene, Inspector,
Viewport and FileSystem.

/
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1 8 Time to fix the Robot!

Find the Scene Menu on the left side of the screen and select the LeftLeg node.

2D ¥3D X Script X Game & AssetLib

main X

* &0 B x4 b oA G

e @ 110.0% @

Using the Tool Bar from the Interactive Tour, try to move H or resize H the
node. What happens to the Robot parts?
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1 9 It seems when the LeftLeg part is moved or resized, other parts of the Robot are
changed too!

Revisit the Scene Menu and notice the LeftLeg node is a parent node to the
LeftArm, RightLeg, and RightArm nodes.

Scene

4+ @ Fiterrname ttQ J

O Main ®
® Background a ®
O Robot ¥ e

® Head 10/

M Antenna @®

M LeftArm

® RightLeg Children nodes

® RightArm

When a parent node is changed, it affects all its children; this is why when the
LeftLeg is moved, the child nodes move too.

Reminder:

m‘ Nodes are organized in a tree structure, where some

nodes are parents and others are children. Child nodes
inherit position, rotation, and scale from their parent.

@ CODENINJAS'
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20 Reparent the Robot part nodes in the Scene Menu, to make it easier to fix the
Robot!

scene

+ @ Filtername tt Q K 3

O Main @
® Background a ©
O Robot F o

@ Head 10/
® Antenna ©

Reparent these
nodes to the
Robot node

® RightLeg

® RightArm

Drag and drop each Robot part node onto the Robot node. This will make all the
Robot parts children to the Robot node.

The hierarchy should be the same as shown.
scene
4+ & Filter: name, t:it
O Main
l ® Background
O Robot
® Head
M Antenna

® RightLeg

o CamerazD
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Pause for Sensei Stop #4!

Wait for a Code Sensei to check the nodes have been
reparented correctly.

Don't forget to save your hard work! Press CTRL + S at the
same time on the keyboard to save the project.

)

@ CODENINJAS'
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21 Use the Tool Bar to fix the Robot parts.

Start with the Head node. Use the select ﬂ tool and click on the Head in the
game window to select it.

Use the move H tool to move the Head node towards the center by dragging
the node.

ICENCN - SR

Come @ 161.1% ©
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Use the rotate ﬂ tool to rotate the Head by holding left-click and moving the
mouse at the same time.

Use the scale H tool to resize the Head by dragging the red arrow to make it
wider or narrower and the green arrow to make it shorter or longer.

& 161.1%
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Pro Tip:

{ | |
. Zoom in and out on the Godot editor to view all the Robot
parts more easily.

22 To make fixing the Robot easier, use only the select . and rotate . tools to fix
the Antenna. Place the Antenna in the center of the Robot's head with the circle
at the top.

Pro Tip:

’m‘ The select tool can be used to move and resize the nodes.
Drag the nodes to change their position and drag the red
dot in each corner to easily change its size.
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2 3 Use the Tool Bar to fix the rest of the Robot parts.

Use the pan u tool to click and drag the game window to navigate around the
Viewport more easily.

Reminder:

{ ' Switch back to the select ™ tool to move and resize
™ __

nodes. Only the rotate *’ tool can rotate the node.

Refer to the previous steps for additional guidance!
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24 Hmmm some parts seem to be missing. Which parts are not visible?

25 Go to the Scene Menu.

Notice that some nodes have closed eyes . Hover over the symbol and notice
the Toggle Visibility Text.

Click on the closed eye symbols to make the Body and LeftArm nodes visible.

O main(*) X

o CamerazD @ Toggle Visibility
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26 If a Robot part is not immediately visible, select the node in the Scene Menu.

In the Inspector, open the Transform drop-down menu and click on the Reset
Position button. This will restore the part back to its origin.

Inspector
E @
M LeftArm

Filter Prop

Texture

Offset

Animation

Region

O Node2D

lransform

Canvasltem
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27 Use the Tools Bar to fix the remaining Robot parts.

Feel free to adjust the size of each part differently to create a custom Robot!
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28 The Robot can also look different depending on the order of the Robot parts.

Nodes that are higher up in the Scene Menu will appear behind other nodes in
the viewport.

Rearrange the Robot parts by dragging and dropping them in a different order to
see how that changes the Robot!

Notice the Body node is below other nodes in the Scene Menu and appears in
front of the other parts.

©
©
©
(o]
©
©
©
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29 Click ®in the top right corner to playtest the project. Use the directional buttons
to move the Robot.

Can the Robot be moved with the direction buttons and the WASD keys on the
keyboard?
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30 Currently, pressing the WASD keys do not move the Robot.

In the top left corner of the editor, click on Project then select Project Settings
from the drop-down menu.

Scene Project Debug Editor Help

Ecars Project Settings...

In the pop-up window, click on Input Map at the top. Godot's Input Map allows
inputs to be defined and set to different keys or buttons.

Input Map

Reminder:

Inputs are another word for what the computer and game
receive from the user!
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31 What Inputs is the game currently receiving?

In the top right corner, click on Show Built-In Actions. This will display all of
Godot’s built in actions such as moving left, right, up, and down.

Scroll down to view ui_left, ui_right, ui_up, and ui_down. These are variables for
when the Robot moves left, right, up, or down.

Input Map

[
o
o

Bl B 8 Bl 8 B

B8l B B

Currently, the only inputs on the keyboard that are set to move the Robot are
the direction buttons.

Pro Tip:

Im‘ Don't worry about the Joypad inputs; these would be used

to program a controller.
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32 Add the WASD keys as an input to move the Robot.

Click on the + symbol to the right of ui_left.

8 &8 a

Since ui_left is the variable for when the Robot moves to the left, set the A key
to it. Type A in the search bar.

Press only the A key. Do not also press down on shift to capitalize or else A +
shift will be added as an input and not A by itself.

Find the A key, then click OK. Now, the Robot will move to the left when either
the left direction button or A key is pressed.

Event Configuration for "ui_left"

A (Physical)

A

Additional Options

nd / Control (auto)

Pro Tip:

Make sure A (Physical) was added and not a different key!
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33 Add the D key as an input to move the Robot to the right.

Click on the + symbol to the right of ui_right. Ui_right is the variable for when
the Robot moves to the right.

=== ]

+
i
i
i

+
i
i

B &l

Type only D in the search bar, and make sure that D + shift is not the input
selected.

Event Configuration for "ui_right'

D (Physical)

Q

D

Additional Options

Find the D key, then click OK. Now, the Robot will move to the right when either
the right direction button or D key is pressed.

Pro Tip:

Make sure D (Physical) was added and not a different key!
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34 Repeat the previous steps for the ui_up and ui_down variables so that all WASD
keys are added.

Click Close once all keys have been added.

Input Map

Bl 8 8 B

E &8 8 8

m
m
[
o

g8 & & &8

Pro Tip:

When adding the keys only type the letter on the keyboard
into the search, do not press shift!
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35 Click B in the top right corner to playtest the project again. Check and make
sure the WASD keys now move the Robot.

/ Pause for Sensei Stop #5! \

Ask a Code Sensei to playtest the final project! Discuss with
your Code Sensei:

e  What tool or feature in Godot did you find confusing,
and what would help you understand it better?

e What do you want to create next in Godot, using the
tools you've learned?

Reminder: Press CTRL + S on the keyboard to save the

K project. /

Congratulations on completing BB Activity 00: Welcome to Godot - You Rock!

Continue your exploration with Godot by opening the BB Activity 01: Dropping
Bombs Ninja Guide.
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