Auto move Enemy!

We will make our enemy detect walls and move on its
own! No animation needed.

. Putyour enemy between
two walls.
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O Enemy ©
=+ Add Child Node...

& Instantiate Child Scene...

Attach Script to the
Enemy Node.
Use Node: Default

® AnimatedSprite2D

O GameOverZone

] CollisionShape2D v Expand/Collapse Branch

@& @ Attach Node Script

Language: ﬂ' GDScript v

Inherits: Node2D =

& Attach Script.. Template; @

Built-in Script: On

Path: res://enemy.gd

« Script path/name is valid.

+ Will create a new script file.

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

cycle methods

Cancel Create
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Delete the func _ready()
lines

extends Node2D

func _ready() -> void:

pass

keep the _process lines

func _process(delta: float) -> void:
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pass

extends Nodel2D

func _process(delta: float) -> void:

pass
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We want the enemy to
move a certain amount

of PIXELS on the X axis
every second.

extends Node2D

const SPEED = 60

We will define the
amount of pixels as the
SPEED. we will do this

above the function using
position.Xx += SPEED * delta 2 CONSTANT.

func _process(delta):

we will then add code to
move the POSITION
according to time (delta).

Test it!
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extends Node2D =8 \\/'e want the enemy to move on its

own AND to change direction when
It hits a wall.

const SPEED = 60

We will add a VARIABLE to control

_ _ the direction and add it to our

var direction =1 function.
1 will move to the right
-1 will move to the left

func _process(delta):
position.Xx += direction * SPEED * delta

TEST IT!
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Matches: help the Enemy detect a wall.

O Node Add a RayCast2D node as child to
L the Enemy.

L O Node2D O Eﬂemy

Ly RayCast2D ® AnimatedSprite2D

O GameOverZone

1 RayCast2D
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® AnimatedSprite2D O Click on the RayCast2D node

O GameOverZone

O Enemy

You will see an arrow, move it to the
right. This arrow will be used to
detect the walls.

1 RayCast2D



Auto move Enemy!

. Enemy Rename this to RayCastRight

® AnimatedSprite2D Duplicate this node, and now move

the arrow to the left for the
| -
H, GameOverZone duplicated node and name it

* Ray Cast left.
1 RayCastRight

O Enemy
® AnimatedSprite2D
O, GameOverZone

1 RayCastRight

1 RayCastLeft
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O Enemy F ®  FilterScrip Q 1 extends Node2

® AnimatedSprite2D O £ characte...
const SPEED = 60

O GameOverZone N & H © % enemy.g...

1 RayCastRight ©® £ game ov...
1 RayCastLeft ® £ ring.qd

var direction = 1

@onready var ray_cast_right: RayCast2D = $RayCastRight
@onready var ray_cast_left: RayCast2D = $RayCastlLeft

Hold Shift to click on the names of the RayCastNodes we just created.
Now drag into your script while holding CONTROL to add tthem as variables.
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func _process(delta):

if ray_cast_right.is_colliding():
direction = -1

if ray_cast_left.is_colliding():

direction = 1

We will now add code to make the RayCast Nodes deteact the wall and then change the
direction.

Our enemy will now turn on its own when colliding with a wall!



Auto move Enem

O Enemy F o Offset

I—s AnimatedSprite2D ©
O GameOverZone Nga 4 © Offset 0.0

Centered B On

1 RayCastRight

| RayCastLeft

We now want the enemy to flip its direction when it hits the wall.
We will control this in the AnimatedSprite2D node by changing the FlipH property.
We will use code to make it happen!
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O Enemy '}
I—@ AnimatedSprite2D

@onready var ray_cast_right: RayCast2D = $RayCastRight
O GameOverZone N & N @onready var ray_cast_left: RayCast2D = $RayCastlLeft
1 RayCastRight @onready var animated_sprite_2d: AnimatedSprite2D = $AnimatedSprite2D

1 RayCastLeft

Go back to the Enemy code.
Add the AnimatedSprite2D node to the code by dragging and holding Control.



Auto move Enem

func _process(delta):

if ray_cast_right.is_colliding():

direction = -1
animated_sprite_2d.flip_h = trug|
if ray_cast_left.is_colliding():
direction = 1
animated_sprite_2d.flip_h =

If our enemy hits the wall on the RIGHT, he will need to FLIP which is why we need to set the
flip_h to TRUE.

If our enemy hits a the wall on the LEFT, he will need to FLIP in the other direction.

TEST IT!
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Important!

You may need to change the FALSE and TRUE values
depending on where your enemy is faced.

lIn our example it may be better to put FALSE for Right and
TRUE for left.

TEST IT OUT!






