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-+ & Filter: name, CType, g:group

Create Root Node: | Create a new Scene

Choose > User Interface
(v o this will create a Control
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Type in the Button
- Inspector > START
START GAME M E N U

Make the box bigger.

Text Behavior

Icon Behavior




Use the Anchor Preset button and
use the CENTER option

Set to Current Ratio



Make the font bigger >
Control >Theme Overrides

Font Sizes FO nt Sizes

Icons

Styles

- To add color in the box
W Styles > Normal >
StyleBoxFlat

StyleBoxFlat



Click the StyleBoxFlat label
and change the BG Color
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Border Width

Make the box have rounded
S edges, by opening Corner
o — 8l Radius and increasing the
value.

Expand Margins

START GAME




G e Add a Shadow by going to

Shadow

Shadow and increasing the
Size.

Anti Aliasing

Content Margins

START"GAME




To change the Text Color
Go to
Theme Overrides> Colors

Font Color

~ START'GAME




Editor Help

Scene > Save Scene

Mew Inherited Scene...
O pen SCene...
Reopen C losed Scene

Open Recent

To test the work press
Run Current Scene

Save Scene

Run Current Scene (F6)

Play the edited scene.




Test the button by

START GAME Hovering

Clicking

and noticing the different
states.

START GAME



p— Duplicate the Start

L startButton

= StartButtor™ b Recources B u tto n .

-+ Add Child Node...

& Instantiate Child Sce START GAM E

v Expand/Collapse Bra

Name the next
buttons, Story and

£) Change Type...

Cut

4+ Move U p
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' ' Drag them below
each other.

toryButton Update the Text
field in each.




+ StartButton

| STORY |

Rename |

Select all the
Button Nodes.
“ 1l BRight Click and

B choose

 Duplicae Reparent to New

Reparent...

i1 Reparent to New Node... N O d e

4+ Move Up

Move Down

E VBoxConta | ner
Choose

VBoxContainter

= StartButton
= StoryButton

2 QuitButton
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Use the Move Tool to drag
the VBoxContainer to the
center and make it bigger.

Use the Anchor Preset to
center the VBoxContainer



E VBoxContalner

START GAME

StartButton
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STORY

QuitButton

QUIT

Select all the Buttons while holding shift.
Go to Inspector > Control> Layout>
Container Sizing

and press EXPAND

this will make the buttons fill the VBox




O MainMenu START GAME
EH VBoxContainer

STORY

QUIT

Localization

B Go to VBoxContainer

Focus

pAoirs Theme Overrides

Input
S — Constants and increase the seperation

Constants

B Separation 'S 17

Canvasltem



O MainMenu
B Panel

Create a new child of the Main
Menu > choose Panel

B VBoxContainer

& StartButton

& storyButton

@ © © © © 0

= QuitButton

Make it larger and a use the
Anchor Preset to choose

Full Rect, this will fill the full
screen Rectangle.

Set to Current Ratio

SIARI GAME




Go to Theme Overrides>
Styles> Panel and choose
empty >StyleBoxFlat and
choose a color.

START GAME

STORY

QUIT




Theme
Theme Overrides

Styles

@ Panel

-H

STORY

QUIT

Texture Margins

If you would prefer a IMAGE
use StyleBoxTexture and load
an image in the Texture box




O MainMenu

B Panel Create another child of the Main Menu
B VvBoxContainer

v Choose Label

et Write the name of your game
e Go to Horizontal Alignment and choose
Center

Go to Anchor Preset and choose Center

& Label

T T‘ 'NAME OF MY GAME
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STORY

Label Settings <empty>

QUIT

Horizontal Alignmen €) Center



e you can use your GAME LOGO as a title.
Go to Styles > StyleBoxTexture
Load your image
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Margins

Axis Stretch

_ Choose Axis Stretch > Horizontal > Stretch
o ' and Vertical > Stretch to make the image fit

Content Margins
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O MainMenu
{ B Panel

= e To modifty the styles of the buttons
E‘ Srarguton states, select them all.

= StoryButton

<empty>
_:_ Q uitButton Mirrored <empty>

<g tv>
& Label bl

M [0 quickly change the states for

""""" <empty>

el HOVER and PRESS we can copy the

<empty>

<empty>

N L rrent style from normal
and PASTE it to the others.

Can ;' New StyleBoxEmpty

<empty>
¥2 StyleBoxFlat

Visibility I“! New StyleBoxTexture

Orderin
g ¥2 New StyleBoxFlat
Texture

4 New StyleBoxLine
Material y

O ! [ Quick Load...

(@ Load...
Process i Edit

Physics Interpolation _ Gleer

Auto Translate R :
S I& Make Unique
Editor Description

_ B save
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While all the buttons are still

Hover Mirrored <empty> s Se le Cted
@ Hover w2 StyleBoxFlat D

Pressed Mirrored :.4 New StyleBoxEmpty

B2 New StyleBoxTexture If you want to change the HOVER or

B Pressed

P2 New StyleBoxFlat PRESSED State, yOu can ChOOSe

/2 New StyleBoxLine

Normal Mirrored

B Normal MAKE UNIQUE and make ChangeS asS

(@ Quick Load...

= e, neede.

J Edit

Visibility
Ordering

Texture & Clear

Material B Make Unique It Is usually a good idea to make a
change for HOVER to let users know
the buttons work.




While all the buttons are still
selected

Label Settings <empty>

Horizontal Alignmen €) Center

To remove the small white border
go to Styles > Focus >
StyleBoxEmpty



S o to Main Menu and

Filter: name, tityp Q & ¢ < - ‘A A

O MainNens P Attach Node Script attaCh SCri pt

@ Panel Language: £+ GDScript

B VBoxContainer Inherits: Control

StartButton
Template: @ O Node: Default

&
F 5
= StoryButton
&
ot

GUTE o Built-in Script: On

@ Label Path: res://main_menu.qd [

* Script path/name is valid.
« Will create a new script file.

* Template: Default - Base template for Node with default Godot
cycle methods

Cancel Create




Scene Connect a Signal to a Method

= BaseButton

4+ & Filter: name,t:tpr £ 5

From Signal: I » button_down()

pressed() > button_up()
i— [ pressed()

Connect to Script:

O MainMenu i 3

l B Panel
B VBoxContainer

L

= toggled(toggled_on: bool)

Filter Nodes Go to Source
O Control

Selgi={udely O MainMenu F B> focus_entered()

> focus_exited()

&
[y
a StoryButton
-4
el

QuitButton [ gui_input(event: InputEvent)

A Label » minimum_size_changed()
[ mouse_entered()
= mouse_exited()

Node > resized()

Receiver Method: [ size_flags_changed()

Canvasltem
Advanced @

N Signals

Filter Signals

= BaseButton > draw()

= button_down() Cancel Connect = hidden()

> button_up()

> pressed()

e oggedtogled.on b Click on the Start Button

O Control

S Click on the Node window to create a signal

> minimum_size_changed()

mouse_entered()

Double click

» size_flags_changed()

BaseButton pressed()

Canvasltem




func _on_start_button_pressed() -> void:
pass

func _on_story_button_pressed() -> void:
pass

func _on_quit_button_pressed() -> void:

pass |

The code should look like this.

*Keep the top level code above in case we
need it later.



func _on_start_button_pressed() -> void:

print("start button was pressed")

func _on_story_button_pressed() -> void:

print("story button was pressed")

func _on_quit_button_pressed() -> void:

print("quit button was pressed"ﬂ

start button was pressed
story button was pressed
quit button was pressed
quit button was pressed

Add print code to each function to test it!



func _on_start_button_pressed() -> void:

print("start button was pressed")

func _on_story_button_pressed() -> void:

print("story button was pressed")

func _on_quit_button_pressed() -> void:

print("quit button was pressed"ﬂ

start button was pressed
story button was pressed
quit button was pressed
quit button was pressed

Add print code to each function to test it!



21
] 22 func _on_quit_button_pressed() -> void:

23 orint("quit button was pressed")
24 get_tree().quit()

Add the following to the quit button, this
should close your game on button click

get tree().quit()



func _on_start_button_pressed() -> void:
print("start button was pressed")

get_tree().change_scene_to_file("res://game.tscn")

Add the following to the start button, make sure to load
your main game scene.

get tree().change scene to file("res://game.tscn”)



General

Application Main Scene €) res://game.tscn

Main Loop Type Sechcines

To make the Menu the Main (first) scene when you start
your game>

Project > Project Settings > search main

Run > Main Scene



Main Scene ) res://main_menu.tscn

Main Loop Type SceneTree

Press the file load button and change the Main Scen to
your Main Menu

Test It!
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Settings
Exit




