Trumpet Ball Bounce
Godot 4 Tutorial

Create the scene
1. Create a new project (or even just a new scene in your current Godot project)
2. Choose 2D Scene
[image: A screenshot of a phone

Description automatically generated with medium confidence]
3. Put the ball, gem and trumpet files into the project.
[image: A screenshot of a computer

Description automatically generated with medium confidence]
4. Attach a new script to the Node2D node
[image: Graphical user interface, application

Description automatically generated]
5. Click on 2D at the top of the window to return to the viewport.
[image: ]
Create the gems
1. Add a StaticBody2D child to the Node2D node.
[image: Graphical user interface, application

Description automatically generated]
2. Rename StaticBody2D to Gem.
[image: ]
3. Move the + symbol into the centre of the viewport.
[image: A screenshot of a computer

Description automatically generated with medium confidence]
4. From the Node tab, click Groups, then add the gems group.
[image: A screenshot of a computer

Description automatically generated with low confidence]
5. Drag the gem file into the viewport. Make sure it is centred on the + symbol.
  [image: Graphical user interface

Description automatically generated]


6. Drag the [image: ] node onto the [image: ] node to make it a child. Rename it to Gem.
[image: ]
7. Add a CollisionShape2D child to the [image: ] node.
[image: ]
8. From the Inspector tab, set the shape to a New CircleShape2D.
[image: A screenshot of a computer

Description automatically generated with low confidence]
9. Resize the collision shape to match the gem by dragging the red circle.
[image: A picture containing icon

Description automatically generated]
10. Go to script view by clicking Script at the top of the screen
[image: ]
11. Delete all the code in the Node2D script and set the code to this:
[image: ]
12. Play the scene to make sure it works (there should be lots of gems)
[image: ]
Create the ball
1. Add a RigidBody2D child to the Node2D node.
[image: ]
2. Click on 2D at the top of the window to return to the viewport.
[image: ]
3. Move the + so it is above the gem in the viewport.
[image: Application

Description automatically generated]
4. In the Inspector, set Max Contacts Reported to 1, and Contact Monitor to On.
 [image: ]
5. Create a new PhysicsMaterial and click on it to open it.
[image: ]
6. Set Bounce to 0.7
[image: Graphical user interface, application

Description automatically generated]
7. Rename the Rigidbody2D node to Ball.
[image: ]
8. Drag the ball image into the viewport. Make sure it is centred on the + symbol.
 [image: Graphical user interface, application

Description automatically generated]
9. Drag the [image: ] node onto the [image: ] node to make it a child. Rename it to Ball.
[image: ]
10. Add a CollisionShape2D child to the [image: ] node.
[image: Graphical user interface, text, application

Description automatically generated]
11. Choose the circle shape
[image: Graphical user interface, text, application

Description automatically generated]
12. Resize the collision shape to match the ball.
[image: Diagram, schematic

Description automatically generated]
13. Select the [image: ] node: 

14. From the Node tab, click Signals.
[image: Graphical user interface, application, Teams

Description automatically generated]
15. Connect the body_entered signal to the Node2D script.
[image: Graphical user interface, text, application

Description automatically generated]
16. Change the _on_ball_body_entered code to this:
[image: A blue text on a black background

Description automatically generated]
13. Play the scene to make sure it works (the ball should bounce off gems and destroy them)
[image: ]
Create the trumpet
1. Click on 2D at the top of the window to return to the viewport.
[image: ]
2. Drag the trumpet image into the viewport. Place it at the top of the viewport.
[image: A screenshot of a computer

Description automatically generated]


Make the trumpet launch the ball
1. Change to script view and add this code:
[image: ]
2. Select the [image: ] node.

3. Switch to the Inspector tab.
[image: ]
4. Change Freeze to On
[image: ]
5. Play the scene to make sure it works (click the left mouse button to launch)
[image: ]


Reset the ball when it goes out of view
1. Add a VisibleOnScreenNotifier2D child to the [image: ] node.
[image: ]
2. From the Node tab, click Signals.
[image: Graphical user interface, application, Teams

Description automatically generated]
3. Connect the screen_exited signal to the Node2D script.
[image: Graphical user interface, text, application, chat or text message

Description automatically generated]
4. Change the _on_visible_on_screen_notifier_2d_screen_exited code to this:
[image: ]
5. The game is finished!

Bonus step
If you add the wall file to your project, you can put two walls in the game – one on the left and one on the right. Give each one a StaticBody2D to keep your ball from flying off the sides of the screen!




image6.png
~ O Node2D Fo ool
e
[J staticBody2D. Yo

~+ Add child Node Control+A
& Instance Child Scene  Control+Shift+A
~ Expand/Collapse All

Cut Control
Copy. Control+C

& Attach Script

I Rename =3




image7.png




image8.png
Inspector  Node

signals B Groups

Manage Groups

gems Add





image9.png
search files Q1=

* Favorites: QGEW
B resi/ gem.png
>E other files

@ ball.png
@ gempng





image10.png
® Gem2




image11.png
[J Gem




image12.png
[ gem

Gem;

® Gem2





image13.png
+ O Node2D F o IR i SR AN bW
[ Gem = @ 100% @

+ Add Child Node Control+A
® Gem ~ .
@ Instance Child Scene  Contre A





image14.png
Inspector

E®m O <)o
O collisionshape2D v &
Filter properties aQ i

O collisionshape2D
Shape [empty] v

Disa O New CapsuleShape2D
one| O New Circleshape2D




image15.png




image16.png
1,20 B30 K script & Assetlib




image17.png
extends Node2D

func _ready():
var original_gem = $Gem
for _i in range(50):
var new_gem = original_gem.duplicate()
add_child(new_gem)
new_gen.position.x = randi_range(5,1000)
new_gem.position.y = randi_range(150,550)
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func _on_ball_body_entered(body) :
if body.is_in_group("gems"):
body.queve_free()
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func _process(_delta):
$Trumpet.look_at(get_viewport().get_mouse_position())
if $Ball.freeze:
$Ball.position = $Trumpet.transform.x * 80 + $Trumpet.position
1if Input.is_mouse_button_pressed(MOUSE_BUTTON_LEFT):
$Ball.freeze = false
$Ball.apply_central_impulse($§Trumpet.transform.x * 500)
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func _on_visible_on_screen_notifier_2d_screen_exited():
$Ball.queve_free()
var new_ball = $Ball.duplicate()
new_ball.freeze = true
add_child(new_ball)
$Ball.name = "old_ball"
new_ball.name = "Ball"
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