
This week I focused on programming a puzzle template that can hold all stars and determine 

the game logic. This template should be able to produce endless of puzzles with the same 

game mechanics as I designed in week6. It is intended to be code base and initialized as 

blueprint in Unreal engine for the level designer to build the puzzle. The template has these 

main functions: recognize all the stars that the designer put in for a puzzle; let the designer 

assign the corresponding order and answer of each star;, sort those stars based on the 

assigned order; record player entry from input; check player entry against answer or each star 

and produce a result; do game logics based on that result; and some other clean-up functions. 

 

Code snips: 

The template class: 

 



 

Template initialization on game start: 



 
 

Game logic: 



 

 

Add and sort stars: 



 
 

Deal with player entries/input: 



 

 
 

 


