Bronze Belt Ninja Guide

Activity 08: Dropping Bombs Part 2




ANIMATIONS

An easy way to improve the user experience and make a game more immersive is to
animate its characters. Godot offers a host of nodes to facilitate the addition of
animations. In this project, the AnimationPlayer and AnimationTree nodes will be
used. Why are there two different animation nodes, and how do they work
together?

4 4 B ™ Animation B CloudScroll

-+ Add Track
@ Clouds
@ o regior

An AnimationPlayer node is used to create separate animations targeting one kind
of node. Each AnimationPlayer node can store several different named animations.
Within each of those animations, key frames, or keys, can be created to define
different “extremes” of positions that the model is supposed to reach during its
animated movements.

For example, in this activity, the background will show clouds scrolling vertically
across the screen. This is achieved with 2 key frames: the first key shows the clouds
in the middle of the screen as its default position, and the second key shows the
clouds placed down on the screen after 2 seconds. Godot calculates the positions
the model needs to be set to in between those two keys and will attempt to blend
them smoothly. It is this blended transition that produces the animation, such as
the clouds moving down across the sky. One or more keys can be placed along the
animation track in Godot's Animation Bottom Panel, the graphical editor used to
plot keys. Animations within the AnimationPlayer node have several other settings,
including their duration, whether they loop, and if they autoplay when the node
loads in.
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An AnimationTree node connects to an AnimationPlayer node and a target character
node. The AnimationTree connects the animations stored in the AnimationPlayer
node. Succinctly, it controls the playback of previously created animations. The
AnimationTree also has its own editor within Godot's Animation Bottom Panel
which will always include an Output node. The Output node only takes one input, so
multiple animation nodes must be combined for them to be played together
smoothly.

To achieve this, Godot offers several different Blend nodes. Each Blend node can
accept one or more inputs from animation nodes and exports an animation output.
Each Blend node uses a sliding scale variable that can be manipulated with code to
determine which animation node has a stronger influence over the produced
animation. This produced animation can then be fed into other Blend nodes, or
directly into the Output node to create an animated character!

Animation X

LeftTilt

& LeftTilt

Blend3

Animation X Blend3
-blend \_
Idle \-
in

E +blend

0.0
Animation X
RightTilt

@& RightTilt
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ACTIVITY 08: DROPPING BOMBS PART 2

In this project, you will expand on Dropping Bombs by adding textures, meshes, and
animations to the Rocket and Bomb nodes. Additionally, you will animate the
Rocket to tilt in the direction it flies in as it flies through a new animated sky.

By the end of this activity, you will have explored how to create, connect, and blend
animations.
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1 All projects will be stored in a path like:
/Users/[MyComputerUsername]/[Mylnitials]Godot

Don’'t worry if your path looks slightly different from the image shown! All
computers have their own username.

v [Users/nappi/LNGodot

This is the computer’s username; yours will be different.

2 After opening Godot, in the top left corner select + Create.

A Create New Project window will pop up. Name the project
[Mylnitials]DroppingBombs2.

Check that Create Folder is turned on, and that the Compatability mode for the

renderer is being used. Then click Create.

2% Create New Project = a X

Project Name:
JMDroppingBombs2|
Project Path: I Create Folder @D
C:/Users/Jae Makitalo/Documents/JM-Godot/jmdroppingbo & [P Browse
The project folder will be automatically created.
Renderer:
Forward+
Mobile

@ Compatibility

* Fastest rendering of simple scenes
The renderer can be char ter, but scenes may need to be adjusted.
Version Control Metadata: Git Vv
@ cdi

Cancel
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3 Don’t create the main scene and Main root node just yet!

Extract BB Activity 08 - Ninja Starter Pack.zip and select all folders inside. Drag

them into the res:// folder in FileSystem.

At the top center of the editor, check that 3D is selected.

DroppingBombs2 - Starter Cor X

=

@ New ~

% Home

AL

Transform  View

(@] (J > Downloads > DroppingBombs2 - Starter Code >

] Name

&

@

N Sort = View ~

Date modified

Type

Search DroppingBonr  Q

(3 Details

A Gallery

£3 Jae - Personal

Scenes

Scripts

2025-05-20 12:02 PM

2025-05-20 12:02 PM

File folder

File folder

Assets

2025-05-20 11:59 AM

File folder

38 Desktop

23 Downloads
B Music

T3 Documents
P Pictures

3items 3 items selected

Reminder:

Double-click on the folder icon from Downloads. Then
right-click on the zip file and select Extract All. Press
CTRL + J on the keyboard to reopen the File Explorer.

@ CODENINJAS'
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4 An error like this may appear in the debug window - this can be ignored for now.

Godot Engine v4.4.stable.official (c) 2007-present Juan Linietsky, Ariel Manzur & Godot Contributors.

® ERROR: Couldn't open MTL file 'res://Assets/Models/Rocket.mtl', it may not exist or not be readable.

5 In FileSystem, navigate to main.tscn and open it by double-clicking on it. Notice
the main scene already has the player, camera and bomb nodes created from part

1.

m‘

& CODENINJAS'

FileSystem Scene

res:// 4+ @ Filter: name, titype, Q ¢

Filter Files O Main

W Favorites: vJ Player
B res:/ @ CollisionShape3D
s Assets N MeshInstance3D
s Scenes O Movement
@ main.tscn O Boundaries
B Scripts ¥ Camera3D
& icon.svg & Bomb
@ CollisionShape3D
N MeshInstance3D
O Reset
O Teleport
& Bomb2

© © 00O OO0 OO0 0 0660 60 06

@ CollisionShape3D

Reminder:

Click the arrows next to the folders to open them.
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6 In the top right corner, click the play button to run the game.

Click Select Current to define the main scene.

@ Please Confirm... = O X

No main scene has ever been defined. Select one?
You can change it later in "Project Settings" under the 'application' category.

Select Cancel Select Current

7 The game window will now open. Notice that the game is the same as where
Dropping Bombs Part 1 left off.

Pipit O20 O30 ® % B L Y : 1152x648

4 N

Pause for Sensei Stop #1!

Check with a Code Sensei before moving on. Make
sure the Starter Pack and main scene were set up

properly.

Reminder: Save your work!

\_ /

@ CODENINJAS'
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Inspector.

Find the Player node in Scene and open its MeshInstance3D child node in the

The Mesh property is currently set to a plain cube. Select quick load from the
drop-down menu next to the cube, then load the rocket mesh instead.

Scene

+ @

Filter: name, tt Q & ¢

O Main
L vJ Player
I_ @ CollisionShape3D
N MeshInstance3D
O Movement

O Boundaries

& CODENINJAS'

Inspector

E & -
N MeshInstance3D
Filter Properties

Kl MeshInstance3D

Mesh H

Skele = New ArrayMesh

Skin New PlaceholderMesh
Skele &= New ImmediateMesh
Surfa @ New BoxMesh

@ New CapsuleMesh
Georr § New CylinderMesh
Globs/ o, New PlaneMesh
Al N New QuadMesh
_ & New PrismMesh
i @ New SphereMesh
T New TextMesh
® New TorusMesh
© New TubeTrailMesh
— New RibbonTrailMesh

Trans

... “* New PointMesh
Visibi

Lay

1

Sortir

(@ Quick Load...
Proce (i Load...

Inspector
E o :
N MeshInstance3D

Filter Properties

Mesh

Skeleton
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9 Playtest the game. Notice how the cube is replaced with the rocket mesh model
instead!

How do the bombs and the rocket interact?

% JMDroppingBombs2 (DEBUG) — 0 X

Piput O20 O30 © % R - : 1152x648
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1 o In the Inspector of the Meshlnstance3D, open the Surface Material Override
menu.

Click the arrow to the right of <empty> and select Quick Load.

In the Select Resource window, select RocketMAT.tres to add the surface
material to the Rocket.

Inspector Inspector

E = : ol B @& :

Kl MeshInstance3D N MeshInstance3D v

Filter Properties Filter Properties Q

N MeshInstance3D

Mesh Mesh

Skeleton Skeleton

S <empty> Skin <empty>

Skeleton £ Assign... 2 Skeleton ) Assign...

Surface Material Override Surface Material Override

0 <empty> D o ® .

A New StandardMaterial3D

Geon _ New ORMMaterial3D Geometrylnstance3D

Globi )
I 3 New ShaderMaterial
Visib
(I Quick Load...
Layers [mLoad...
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1 1 Playtest the game.

Notice that the rocket now has the colored material that was selected in the
previous step.

Currently, the rocket is too big for the screen. This will get fixed in the next few
steps.

@ JMDroppingBombs2 (DEBUG) — 0 X

PInput O2D O30 ©® % R P @ 1152x648
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1 2 In Scene, select the Player. In the Inspector, update the Player's Scale. Set x, y,
and z to 0.25.

O Node3D

Transform

1 3 Playtest the game. Notice how the rocket’s size has decreased, and the entire
model is visible.

Tinker with the Player’s Scale in the Inspector. What happens if a value larger than
1is used? What happens if a negative value, less than 1, is used?

Change the Scale values back to 0.25 before continuing.

<o} JMDroppingBombs2 (DEBUG) - O

Pihpit O20 O30 ® % $ @ Tt oh o 1152x648
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14 Update the Bomb's material!

To change every bomb individually would be time-consuming. Instead, delete all
the copies and only make changes to the original. Copies of the new bomb will be

added in a later step.

In Scene, delete the Bomb2, Bomb3, Bomb4, and Bomb5 nodes so that only the
original Bomb remains in the Scene menu.

Right-click on each node, then select Delete at the bottom of the pop-up menu to

remove it.

& Bomb2
& Bomb3
& Bomb4

& Bomb5

@ CODENINJAS'

©
©
©
©
©
(0]
©
0}
©
©
0]
©
©
(0]
©
©

Scene
4+ @ Filter: name, titype, Q&

O Main
& Attach Script... I\:| P|ayer
djRcnane @ CollisionShape3D

) Change Type..
N MeshInstance3D

[

O Movement

[

O Boundaries

¥ Camera3D

& Bomb
@ CollisionShape3D
N MeshInstance3D
O Reset

© ©0 00 060 60660 00600

U

O Teleport

T Delete Delete

Pro Tip:

Click on a node and press the Delete button on the
keyboard to get rid of it!
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1 5 In Scene, select the Bomb's Meshlnstance3D child node.

In the Inspector, click on the yellow icon next to the preview of the teal sphere

mesh.

Scene

Inspector

4+ @ Filterrname, tt Q K § E @ :

O Main
v Player
@ CollisionShape3D

N MeshInstance3D
O Movement
O Boundaries

¥ Camera3D

& Bomb

l @ CollisionShape3D

— KN MeshInstance3D
O Reset
O Teleport

& CODENINJAS'

N MeshInstance3D
Filter Properties

N MeshInstance3D

Mesh D P ‘ v

Skeleton
Surface Material Override
GeometryInstance3D

© OO0 000060060 06006 06 0

g in
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1 6 Click on the dropdown arrow to the right of Material. From the dropdown menu,
select Quick Load.

Select BombMAT.tres to add the bomb texture to the Bomb.

Inspector
E & :
Kl MeshInstance3D

Filter Properties

Radius 0.5

Height 1.0

Radial Segment 64

Rings 32

Is Hemisphere (0]

Material H \

CL M New StandardMaterial3D
% New ORMMaterial3D

1'% New ShaderMaterial

rli (@ Quick Load...

(i Load...
Ac
i Edit
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1 7 In Scene, select the Bomb. In Inspector, update the rotation. Sety to 180.

) Mode3D

Transform

1 8 Playtest the game!

The bomb should now have the texture applied and the skull face should be
visible.

What happens if the rotation value are changed in the Bomb node?

@ JMDroppingBombs2 (DEBUG) - m] X

Pinput O20 O30 ©® ¥ R CO - M : 1152x648
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\_

Pause for Sensei Stop #2!

Check with a Code Sensei before moving on. Make sure
the Player and Bomb materials are set up correctly.

Reminder: Save your work!

~

%

1 9 Add animations to the Rocket.

In Scene, add an AnimationPlayer node as a child to the Main root node.

Rename the new node to PlayerAnimation.

Sc

+

& CODENINJAS'

ene

@ Filter:name, tit Q B

O Main

tJ Player
@ CollisionShape3D
N MeshInstance3D
O Movement
O Boundaries

W Camera3D

& Bomb

@ CollisionShape3D

N MeshInstance3D
O Reset
O Teleport

HE PlayerAnimation

n g

© OO0 000000006 600

Activity 08: Dropping Bombs Part 2 | 17




20 In Scene, select the PlayerAnimation node.

Find the animation panel at the bottom of the screen. Click on Animation to add a
New animation.

Name the new animation Idle. Click Ok.

@ Create Ne.. - O
Animation

E New...

New Animation Name:

€ Manage Animations...

L) OK Cancel

I
b
i

Output Debugger Audio .ﬂ.mmaxﬁ

21 In the Animation Bottom Panel, click Add Track, then select Property Track.

4 4 B » 00 * Animation  Tdle v B Edit ® %

+ Add Track 0 20 & 0

% s Nearest FPS: 30

Output Debugger Audio Animatio

¢ Property Track...
3D Position Track...
3D Rotation Track...
# 3D Scale Track...

¢ Blend Shape Track...

@ Call Method Track...
Bezier Curve Track...
¢ Audio Playback Track...

Animation Playback Track...
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22 Select Player and click OK.

# Pick a node to ani...

Filter Nodes

O Main
L v Player
@ CollisionShape3D

N MeshInstance3D
O Movement
O Boundaries

% Camera3D

& Bomb
@ CollisionShape3D
N MeshInstance3D
O Reset
O Teleport

HH PlayerAnimation

& CODENINJAS'

Cancel
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2 3 In the search bar, type rotation. Select the rotation node and click Open.

% Select Property ]

© Node3D

ved rotation

Description:

Property rotation: Vector3
Rotation part of the local transformation in radians, specified in terms of Euler angles. The angles construct a rotation in the order specified by the rotation_order

property

Note: In the mathematical sense, rotation is a matrix and not a vector. The three Euler angles, which are the three independent parameters of the Euler-angle

Open Cancel

24 To the right of rotation, right click on the track.

From the dropdown menu, select Insert Key. This action will create a small, white
diamond in the track.

« a m P > 00

= *O Insert Key...

*n M5 Neares

Output Debugger Audio Animation Shader Editor
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2 5 Click on the white diamond on the track to edit it in the Inspector.

4 4 B . “  Animation

-+ Add Track

Y7 Player
@ e rotation

26 In Inspector, set the Time property to 0.

This will move the diamond to the very start of the track in the Animation Bottom
Panel.

Inspector 4 4 = . ”  Animation Idle

E W - =+ Add Track
@ AnimationTrackKeyEdit v X7 Player

Filter Properties QY @ ¢ rotation

Time 0.0
AnimationTrackKeyEdit

Value
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27 Create another animation by clicking Animation in the Animation Bottom Panel,
then selecting New.

Name the new animation LeftTilt and select OK.

n , Animation Idle ®® Create Ne.. — o X

+ Add Track E New... 4 4
New Animation Name:

LeftTilt

OK Cancel

7 Player

. & rotatior

@@ Manage Animations...
& Duplicate...

I Rename...
34 Edit Transitions...

- .
¥ Open in Inspector

® Qutput Debugger Audio Ar

1M i Remove

2 8 Click on Add Track, then select Property Track.

4 4 = ! “  Animation LeftTilt ¢ Property Track...
3D Position Track...
+ Add Track 3D Rotation Track...

# 3D Scale Track...

# Blend Shape Track...

# Call Method Track...
Bezier Curve Track...
¢ Audio Playback Track...

Animation Playback Track...

& CODENINJAS'

Activity 08: Dropping Bombs Part 2 | 22




29 Select Player, then click OK.

& Pick a node to ani...

Filter Nodes

(O VET
L vJ Player

@ CollisionShape3D
N MeshInstance3D
O Movement
O Boundaries

¥ Camera3D

& Bomb

@ CollisionShape3D

N MeshInstance3D
O Reset
O Teleport

HE PlayerAnimation

& CODENINJAS'

Cancel
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30

Search for and select the rotation node, then click Open.

@ Select Property

Search:
rot
Matches:

© Node3D

L 3 rotation
int ro on_edit_mode

int rotatic rder

Description:

Property rotation

n part of the local tr: ormation in radiar

Note: In the mathematical se

& CODENINJAS'

rotation is a matr

cified in terms of Euler angles. The an

nd not a vector. The thr
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31 Right click on the track to the right of rotation and select Insert Key to create a
small, white diamond in the track.

Click on the white diamond on the track to edit it in the Inspector.
In Inspector, set the Time property to 0, and set the z value to 25.

Refer to Steps 22-24 for additional guidance.

4« a1 » 00 " Animation v B Edit ® @

rO [nsert Key...

® 1.0

v Aavoe @

= Th % s NearestFPs:30

Inspector

E & :

@ AnimationTrackKeyEdit
Filter Properties

0.0

AnimationTrackKeyEdit

Value
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32 In the Game Window, the rocket should now be tilting left.

3 3 Create a new animation in the same way that the 2 previous animations were
created in Steps 25-30.

Name this new animation RightTilt. In Inspector, set Time to 0 and z to -25.

Inspector

E @

@ AnimationTrackKeyEdit v
Filter Properties Q Y

0.0
AnimationTrackKeyEdit

Pro Tip:

Press CTRL + Z on the keyboard to undo your last action!
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o

Pause for Sensei Stop #3!

Check with a Code Sensei before moving on. Make
sure the Idle, LeftTilt, and RightTilt animations were
set up correctly.

Reminder: Save your work!

~

%

34 Connect the three animations to the Rocket.

In Scene, add AnimationTree as a child node to the Main root.

& CODENINJAS'

Scene
4+ & Filter:name, tt Q K 3

O Main

tJ Player
@ CollisionShape3D
N MeshInstance3D
O Movement
O Boundaries

¥ Camera3D

& Bomb
@ CollisionShape3D
N MeshInstance3D
O Reset

(O]
(O]
(O]
©
(O]
(O]
(O]
(O]
©
(O]
(O]
(O]

g in

O Teleport
HH PlayerAnimation

3 AnimationTree
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3 5 In the Inspector for AnimationTree, click the space to the right of Advance
Expression Base Node. Select Player and click OK.

Inspector
E & 2

¥ AnimationTree

Filter Properties

3 AnimationTree

Tree Root <empty>
Advance Expr €) ¥ Player

Anim Player Assign...

AnimationMixer

36 In Inspector, click <empty> next to Tree Root. Select New
AnimationNodeBlendTree.

Inspector

E @ -
HY AnimationTree
Filter Properties

¥ AnimationTree

Tree Root £) & Animation

Advance Expr €) £ Player

Anim Player €) HH PlayerAni

AnimationMixer
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37 Underneath, click Assign to the right of Anim Player. Select PlayerAnimation and
click OK.

Inspector
E & -

¥ AnimationTree

Filter Properties

¥ AnimationTree
Tree Root <empty>
Advance Expr €) ] Player

Anim Player ¢) HJ PlayerAni

AnimationMixer

38 Open the AnimationTree menu in the Animation Bottom Panel.

Ignore the warning for now. The warning is because the output animation node
has yet to be set up. This will get fixed after following the next few steps.

Pro Tip:

The window size can be adjusted, if necessary.

@CODENIN]AS" Activity 08: Dropping Bombs Part 2 | 29



39 In the AnimationTree window, click Add Node. Select Animation from the

dropdown menu.

Click on "Animation” in the new node and rename it LeftTilt.

Path:

Output

* output

connected to input 'output’ of

® Output Debugger Audio Animation AnimationTree

Animation X

LeftTilt

H
Idle
LeftTilt
RESET

RightTilt

& CODENINJAS'

Animation
OneShot
Add2

Add3

Blend2
Blend3

Sub2
TimeSeek
TimeScale
Transition
BlendTree
BlendSpace1D
BlendSpace2D

StateMachine

Load...

Shader Editor

Animation X

LeftTilt
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40 In the LeftTilt node, click the film reel icon. Select LeftTilt from the dropdown
menu.

Animation X

LeftTilt

&

Pro Tip:

m‘ The animation nodes can be rearranged by dragging
and dropping them so they do not overlap.

41 In the AnimationTree window, click Add Node. Select Animation from the
dropdown menu.

Rename the node to Idle.

Click the Film Reel icon. Select Idle from the dropdown menu.

Animation X

Idle

& Idle
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42 Create a third animation for RightTilt. Refer back to Steps 39-41 for additional
guidance.

Animation X

RightTilt

@ RightTilt

4 3 Drag and drop the nodes in the AnimationTree window so that they are organized
like the image below. Make sure to match the order as well - LeftTilt, Idle, then
RightTilt.

Animation X

LeftTilt

& LeftTilt

Animation X

Idle

® Idle

Animation X

RightTilt

& RightTilt

Pro Tip:

The window size can be adjusted, if necessary.
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44 In the Animation Tree window, click Add Node.

Select Blend3 from the dropdown menu.

& CODENINJAS'

Animation
OneShot
Add2
Add3
Blend2
Blend3
Sub2
TimeSeek
TimeScale
Transition
BlendTree
BlendSpace1D

BlendSpace2D

StateMachine

Load...

Activity 08: Dropping Bombs Part 2 | 33




4 5 Drag and drop the nodes in the AnimationTree window so that they are organized
like the image below.

This represents the order in which Godot will use these animation nodes. The
three Input Animation nodes will be combined into one animation, using the
Blend3. The Output node will display the combined animation in the game.

Animation X

LeftTilt

& LeftTilt
Blend3

Animation X Blend3

-blend
Idle

in
® Ide +blend

0.0

Animation X

RightTilt

& RightTilt
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46 Attach the LeftTilt node to the top input of Blend3 by dragging from the output
dot of LeftTilt to the input dot labelled
-blend.

Animation X

LeftTilt

&  LeftTilt

Animation X Output

Idle ‘ * output
e in

® Ide b +blend

0.0
Animation X
RightTilt

@& RightTilt
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47 Attach the Idle node to the middle input of Blend3 by dragging from the output
dot of Idle to the input dot labelled in.

Animation X

LeftTilt
& LeftTilt

Blend3

Animation X Blend3 Output

-blend

Idle \ ; * output
in

L]

Animation X

RightTilt

& RightTilt
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48

Attach the RightTilt node to the bottom input of Blend3 by dragging from the
output dot of RightTilt to the input dot labelled +blend.

Animation X

LeftTilt

& LeftTilt

Blend3

Animation X Blend3

-blend
Idle \
in

® Ide +blend

0.0

Animation X

RightTilt

@& RightTilt

& CODENINJAS'

Output

s output
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49 Attach the output of the Blend3 node to the input of the Output node by
dragging from the output dot labelled Blend3 into the input dot labelled output.

Animation X

LeftTilt

& LeftTilt

Blend3

Animation X Blend3 S
-blend
Idle —\_ ) output
in

® Ide el

0.0
Animation X
RightTilt

& RightTilt
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so Click on the Blend3 node to open it in the Inspector.
Make sure the Sync property is Toggled On.

Inspector
E O :

@ AnimationNodeBlend3

Blend3 X

Blend3 Filter Properties Q

-blend @ AnimationNodeSync

in Sync £ @ on

+blend @ Resource

Resource

0.0 - @ RefCounted

Script <empty> v

+ Add Metadata

51 In Scene, select the Player node. In Player’s Inspector, find the Sync to Physics
property at the top. Make sure it is Toggled Off.

Inspector
E &
¥ Player
Filter Properties Q oy

+J AnimatableBody3D

Sync to Physi ) On
[] StaticBody3D
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52 In FileSystem, find movement.gd in the Scripts folder. Double click to open the
script in the editor.

Notice the code that's already present in the movement script. This script sets
whether the rocket’'s movement is vertical or horizontal, then calculates the
speed at which the rocket moves.

Find the TODO STEP 52 comment in the script. On the next line, use the
@onready keyword to declare a new AnimTree variable, of type AnimationTree.

Assign the variable the value: $"../../AnimationTree".

This will allow the script to reference the AnimationTree object and connect its
animation. “../../” refers to the node path, where the AnimationTree is in the
Scene tree.

@onready var AnimTree: AnimationTree = §"../../

53 Scroll to the bottom of the script to find the TODO STEP 53 comment. On the
next line, set the blend_amount parameter of the AnimTree variable to
horizontal.

This will set the blend_amount to match the horizontal speed of the rocket. This
allows the rocket to tilt in the direction the rocket moves.

AnimTree["parameters/Blend3/blend_amount"] = horizontal
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54 Playtest the game.

Notice the rocket's new animation; it should tilt left and right as it moves, then
return to an upright position when still.

What might happen if the node connections in the AnimationTree panel were
reversed?

@ JMDroppingBombs2 (DEBUG) — ] X

Pinput O20 03D © % R P @ L. 1152x648

4 N

Pause for Sensei Stop #4!

Check with a Code Sensei before moving on. Make
sure all the animation nodes have been created and
connected properly. Great work so far!

Reminder: Save your work!

\_ /
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55 Select the 3D workspace button at the top of the editor.
In Scene, select the Camera3D node.

In the top left of the Viewport, ensure that Preview is Toggled On.

Scene Project Debug Editor Help

Scene

+ & Filter:name, tt QA £

O Main ¢ Perspective

A\
tJ Player 2

Preview
@ CollisionShape3D

N MeshInstance3D
O Movement
O Boundaries

¥ Camera3D

56 In Scene, create a new sprite3D node as a child to the Main root.

Rename the node to Sky.

Scene
+ & Filter:name, tt @ B 3

O Main

) Player
@ CollisionShape3D
K MeshInstance3D
O Movement
O Boundaries

# Camera3D

& Bomb

@ CollisionShape3D

N MeshInstance3

O Reset

© @O0 06006006006 0 6 0

- -

O Teleport
HE PlayerAnimation
¥ AnimationTree

I—@ Sky
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57 In Inspector, locate the Texture property and click <empty>.

Select Quick Load from the dropdown menu, then choose the Activity 8 - Sky

Gradient.png texture.

& CODENINJAS'

Inspector
E &
® Sky

Filter Properties

Texture

@ Sprite3D

Animation

Region

Centered

Offset

Flip H
Flip V
Modulate
Pixel Size
Axis

Flags

SpriteBase3D
@ on

0.0

0.0
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58 Playtest the game.

Notice that the Sky does not cover the whole game window.
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59 In Inspector, in the Transform section, change the Scale to 1.75. Changing x, y, or
z will update all the values.

Notice that this resizes the background instantly.

Inspector

Filter Properties
riags
Geometrylnstance3D
Geometry
Global Illumination
Visibility Range
VisualInstance3D

Sorting

O Node3D
Transform
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60 Playtest the game again.

Now, the Sky covers the whole screen!

What happens if the Scale is set to a value less than 1?

@ JMDroppingBombs2 (DEBUG) - ] X

1152x648

61 In Scene, select the Camera3D node.

In Inspector, locate the Environment property and click the Globe Symbol.

Inspector
E @

Camera3D

Camera3D

Keep Height ~
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62 Select Ambient Light from the dropdown menu.

Inspector
E b
¥ Camera3D

Filter Properties

& Camera3D

ect Keep Height v
2 4 5
7 9 10

1
3

Environment £ @ Environm ~

Background
Ambient Light

Source Background v

Energy

KETiecrea Lignt
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6 3 Locate the Source property and set it to Sky from the dropdown menu.

Underneath, open the Color property. Type in White or FFFFFF as the Hex
property.

Inspector
E
# Camera3D

Filter Properties

# Camera3D
Keep Height v
Cull Mask
1 2 3 4 5
6 7 8 9 10

Environment £ @ Environm

Background
Sky
Ambient Light
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64 Playtest the game.

The rocket should now be fully lit up and colorful.

What happens if the Hex color gets changed under Ambient Light?

@ JMDroppingBombs2 (DEBUG) - O X

1152x648

Pause for Sensei Stop #5! \

Check with a Code Sensei before moving on. Make
sure the sky background is set up and covers the
whole screen. After this, the final animations will be
added for this part of the project!

Reminder: Save your work!

J
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65 Add clouds to the background scene!

In Scene, create a new Sprite3D node as a child to Main root. Rename it Clouds.

Scene
+ &2 Filter: name, t:it Q E E

O Main
v Player
@ CollisionShape3D
N MeshInstance3D
O Movement
O Boundaries

¥ Camera3D

©
©
©
©
©
o
(O
©

& Bomb
HE PlayerAnimation
B AnimationTree
® Sky

L ® Clouds
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66 In the Inspector of the Clouds node, locate the Texture property and click

<empty>.

Select Quick Load from the dropdown menu.

Select the BB Activity 08 - clouds.png texture from the window.

@ CODENINJAS'

Inspector
E &
Clouds
Filter Properties

Sprite3D

Animation

Region

-—
=Ip
-
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67 In Inspector, open the Region menu. Make sure the Enabled property is Toggled
On.

Under Region, set the w and h properties to 2000. This sets the size of the
rectangular region where the clouds will be visible.

Inspector
E &

® Clouds

Animation

Region

Enable

Rect

0.0 0.0

2000.0 2000.0

Reminder:

Don’t forget to manually set both w and h values!
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68 Playtest the game.

Notice that the Clouds are not visible! This will be fixed in the next steps.

#® JMDroppingBombs2 (DEBUG) — ] X

Piput O20 O30 ©® % B F - : 1152x648

69 In Inspector, locate and open the Geometry menu. Find the Cast Shadow
property and set it to Off.

Flags
GeometryIlnstance3D
Geometry

<empty>

<empty=
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70 In Inspector, locate the Transform menu. Set the z Position to 0.1 to display the
clouds in front of the sky when playing the game.

Inspector
E
® Clouds

Filter Properties
riags
GeometryInstance3D
Geometry
Global Illumination
Visibility Range
VisualInstance3D

Layers

1

Sorting

O Node3D
Transform

Position
0.0

Rotation
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71 Playtest the game.

The clouds should now be visible in front of the Sky. Notice that changing the z
value sets the order that sprites appear in.

What happens if the z value is set to a negative value?

1152x648

72 Create a vertical scrolling animation for the clouds.

In Scene, create an AnimationPlayer node as a child to Main root. Rename it
CloudAnimation.

Scene
+ @ Fiter:name, tt Q K 3

O Main
v Player
& CollisionShape3D
N MeshInstance3D
O Movement
O Boundaries

o Camera3D

© 0 6 0 060 0 0 0

& Bomb

HH PlayerAnimation

HH AnimationTree
® Sky
® Clouds

¥ CloudAnimation
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73 In the Animation Bottom Panel, click Animation and select New from the
dropdown menu.

Name the new animation CloudScroll and click OK.

Animation @ Create Ne... - O

| ANE

New Animation Name:

CloudScroll

@@ Manage Animations...

&
OK Cancel

Output Debugger Audio Animation Shader Editor

74 Click Add Track, then select Property Track from the dropdown menu.

4 4 = » 0.0 “  Animation Cloudscroll ¢ Property Track...

. # 3D Position Track...
F Add Track HWO 3D Rotation Track...
@ 3D Scale Track...

¢ Blend Shape Track...
# Call Method Track...

Bezier Curve Track...

¢ Audio Playback Track...

Animation Playback Track...

Output Debugger Audio Animation Shader Editor
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75

76

In the search bar,

Select Clouds and click OK.

@ Pick a node to ani... = @

O Main

layer

@ CollisionShape3D

hinstance3D
O Movement
O Boundaries
& Camera3D

& Bomb

O Reset
O Teleport
H¥ PlayerAnimation
¥ AnimationTree
® Sky
I—@ Clouds

¥ CloudAnimation

Cancel

type in region_rect. Select it from the results and click Open.

@ Select Property
Search:
reg

Matches:

rect region_rect

Description:

Property region_rect: R
The region

& CODENINJAS'

y. region_enabled must be true.

Open

Cancel
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77 Right click in the space next to region_rect and select Insert Key.

4 4 B . “  Animation CloudScroll

—+ Add Track =0 Insert Key...
@® Clouds

@ ¢ region_rect

Output Debugger Audio Animation Shader Editor

78 In Inspector, locate the Time property and set it to 0.

Inspector

E & :

@ AnimationTrackKeyEdit v
Filter Properties aQ i

Time 0.0
AnimationTrackKeyEdit

Value

0.0

2000.0

Easing
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79 Right click in the area next to region_rect and select Insert Key.

4 4 B . “  Animation Cloudscroll

-+ Add Track
M Clouds

@ ¢ region_rect

® Output Debugger Audio Animation Shader Editor

8 o In Inspector, set Time to 2 and y to -800.

Inspector

E :

@ AnimationTrackKeyEdit
Filter Properties

Time 2.0

AnimationTrackKeyEdit

Value

0.0

2000.0

Easing
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81

82

83

On the right side of the Animation Panel, set the Animation Length to 2.

Edit @&

In Animation Panel, set Autoplay on Load to be Toggled On by clicking the
icon. A blue icon means that Autoplay on Load is on.

Edit @&

& 20

In Animation Panel, set Animation Looping to be Toggled On by clicking the

repeat icon . A blue icon means that looping is turned on.

Edit @

o 20
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84 Playtest the game.

The clouds should now move vertically across the sky in a loop.
The game is almost done, but right now it's too easy with only one bomb.

How could the game be made more challenging?

@ JMDroppingBombs2 (DEBUG) — m X
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85 In Scene, right click the Bomb node and select Duplicate from the dropdown
menu to make copies of the node. Make at least 3 copies.

@ CODENINJAS'

t3 Player

@ Collision®

O Movement

O Boundaries

& Bomb
& Bomb2
& Bomb3
& Bomb4
HE PlayerAnimation

Y AnimationTree

HH CloudAnimation

© © 0000 00 00600

=+ Add Child Node...
& Instantiate Child Scene...

~ Expand/Collapse Branch

M Cut
'EI Copy

£ Attach Script...

I Rename

#) Change Type...

v Move Down

I Duplicate

I3 Reparent...

12 Reparent to New Node...

k. Make Scene Root

C

s Save Branch as Scene...

[h Copy Node Path

% Access as Unique Name
L Open Documentation

il Delete

Pro Tip:

Press CTRL + D on the keyboard while a node is

selected to quickly duplicate it!
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Pause for Sensei Stop #6!

Congratulations on creating your first game with
animations in Godot! Great job!

Before submitting, check in with a Code Sensei to
make sure the animations and sprites work then
reflect on the following:

1 What did you learn about animations?
Sprites?

1 What did you enjoy most when creating
this project?

1 What was something you found difficult
and why?

Reminder: Save your work!

Congratulations on completing BB Activity 08: Dropping Bombs Part 2 and in
Godot - You Rock! You are now ready to save this project and submit it.

Continue your exploration with Godot by opening the BB Activity 09: Dropping
Bombs Part 3 Ninja Guide.
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