This week | tried to polish the game by adding some visual feedbacks when the player
interacts with the game since they are pretty lacking at this stage. | made a system that will
spawn an Ul overlay on stars depends on the input of the player so that it helps the player to
remember what answer they have given for each star. The visual feedback is made with
particle effects and | programmed a system through c++ to achieve the functionalities, such
as display player’s entry and clean up particles when the player removed the entry.

Ul overlay and test video:

https://youtu.be/Ca2qe84yrKY

Overlay assets created:
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Overlay particles
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C++ functions:
Determine which star to spawn overlay


https://youtu.be/Ca2qe84yrKY

TemplatezDeterminCurrentStar()

=
K
B for (inti= 0:i < arrayStarDefault. Mum(); ++i)
I
= if (arrayStarDefault[il->getOrderNo() == (arrayPlayerEntry.Num( + 1))
I
L

arrayStarDefault[i]-=SetlsCurrentStar();

if (arrayStarDefault[il->getOrderMNo() != (arrayPlayerEntry.Num( + 1))
I
L

arrayStarDefault[i]- = SetlsMotCurrentStar():

Overlay particle clean up function:

if (arraySpawnedKeyUlOverlayParticles.Num() > 0)

{
arraySpawnedKeyUlOverlayParticles[arraySpawnedKeyUlOverlayParticles.Mum() - 1]->Des Component():
arraySpawnedKeyUlOverlayParticles.RemoveAt(arraySpawnedKeyUlOverlayParticles. Num() - 1);

The function to spawn overlay

ezSpawnkeyUlOverlayParticles(Enum
< arrayAnswer.Num(); ++i)

ynlocation = arrayStarDefault[i]-» GetActorLocation() + keyUlSpawnLocationOffset;
awnEffectLocation = arrayStarDefault[i]-= GetActorLocation() + keyUlEffectSpawnLocationOffset:

if (KeyUlOverlayParticleC1 = NULL)
r
{

KeyUlOverlayParticle = KeyUlOverlayParticleCt;

if (arrayStarDefault[i]->GetlsCurrentStar()
{
UE_LOG(LogTemp, Warning, TE» nd ed.”))
KeyUlOverlayCom, SpawnEmitterAtLocation(this, KeyUlOverlayParticle,
spawnLocation, ZeroRotator,

arraySpawnedKeyUlOverlayParticles.Add(KeyUlOverlayComp);

if (KeyUlSpawnEffect != NULL)
r

v

KeyUlOverlayComp = U awnEmitterAtLocation(this, KeyUlSpawnEffect,
spawnEffectLocation :ZeroRotator,




break;
case EnumA r:D:
{
if (KeyUlOverlayParticleD1 != MULL)

r
L

KeyUlOverlayParticle = KeyUlOverlayParticleD1;

if (arrayStarDefault[i]-=GetlsCurrentStar()

r
L

command cuted."))

pawnEmitterAtLocation(this, KeyUlOverlayParticle,

‘None,

%
arraySpawnedKeyUlOverlayParticles. Add(KeyUlOverlayComp);

if (KeyUlSpawnEffect 1= NULL)
{
KeyUlOverlayComp =

. KeyUlSpawnEffect,
spawnEffectLocation,

break;
case Enum =EE
{
if (KeyUlOverlayParticleE1 != NULL)

r
L

KeyUlOverlayParticle = KeyUlOverlayParticleE1;

if (arrayStarDefault[i]-> GetlsCurrentStar()
r
L
UE_LOG(LogTemp, Warning, TEXT("UI spawn command executed.”))

KeyUlOverlayComp pawnEmitterAtLocation(this, KeyUlOverlayParticle,

)
arraySpawnedKeyUlOverlayParticles. Add(KeyUlOverlayComp):




