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Topics We’ll Cover

● Resources
● Autoloads
● Signals
● Plugins
● Importing Assets
● Using C#
● What’s New in Godot 4.4!



Resources



What is a resource?



What is a resource?

● A resource is a data container.
● A node does store data, but mostly gives functionality.

○ E.g., draws sprites, renders 3D models, simulates physics, arranges UI elements

● A resource can’t do anything by itself, but is used by nodes.

● Everything that Godot saves to a file is a resource.
○ Images, scripts, and even scenes are resources!

● More or less equivalent to Unity’s ScriptableObject.



You’ve already used resources



You’ve already used resources



How nodes use resources



Resources are shared



Custom resources!



Custom resources!



An example custom resource



An example custom resource



Resources can have functions



Resources can be loaded/saved



Another example custom resource



Autoloads



What is an autoload?

● Sometimes you need to store information used by more than one scene.
○ E.g., a player’s score, inventory

● An autoload is a node (or scene) that is always loaded in the game.
● Essentially the “singleton” programming pattern.

● There are some other ways to do this:
○ Use a “main” scene that loads and unloads other scenes as its children.

■ Now child scenes may depend on the main scene.
○ Save and load data to files on disc.

■ Complicates the code and may slow down the game.



Creating an autoload



Creating an autoload



Example autoloads (Orbital Odyssey)



Signals



What is a signal?

● A signal is a message that a node can emit when something happens.
○ E.g., a button being pressed

● Nodes can connect to that signal to run code when that something happens.



Can be connected through the editor



Can be connected through a script



Can create custom signals



“Call down, signal up”



Plugins



Importing Assets



Using C#



To use C#, you need to download .NET 8.0



Godot v4.4
https://godotengine.org/releases/4.4/ 

https://godotengine.org/releases/4.4/
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