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 GUI function making use of 1 header file 
per «testcase»

 Can add a cpp file, but you still end up 
with a lot of lines of code if you want your
game to be engaging
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The solutionThe solution

Testcase
(the

game)

Main 
function

(GUI)

HeroLevel + Easy to add new levels and heros
+ Structure of the game file only needs simple revisions
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Let’s check it out!Let’s check it out!
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Save/load game: write and read a file
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A graphical Hero and Level editor tool
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In summaryIn summary

Adapter design pattern enables a 
more modular program structure

Easy to revise

Fun extensions possible
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