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PATROM UTILIZADO: SIKNGLETOHM

=0 [SECRIPT): SAME MARHASER

v public class GameManager : MonoBehaviour

{

public static GameManager Instance { get; private set; }

private void Awake()

i

' if (Instance '= null && Instance != this)

{

| Destroy(gameObject);
return;

}

Instance = this; -

SCUMPLE COR S0OLI0F [HE
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PATROM UTILIZADO: OEJECT I:'l:ll:ll_
LSS0 [SCRIPT)]: POOL_ EUVLLET PLAY

o i s v o omueros oot o —-

private readonly Queue<GameObject> availableBullets = new Queue<GameObject=>();

private readonly HashSet<GameObject> inUse = new HashSet<GameObject>();

private GameObject CreateBullet()

var bullet = Instantiate(bulletPrefab, poolParent);

bullet.SetActive(false);
availableBullets.Enqueue(bullet);

i
E return bullet;
}

bullet.SetActive(false);

bullet.transform.SetParent(poolParent, false); -
availableBullets.Enqueue(bullet); -'_-I:LIHI:II—E COR S0OLID: -

o I



PATREOM UTILIZADO: SINGLETOM I:lE=-JEI_T OO,
=0 [SECRIPT: |_|:I'_E|:!I:'I:ll:l|_EEl

(GameObject laser)

{ GameObject () {
(int 1 = o5 1 ¢ initialSize; 1++) { ¢ (laser == null) r
{ for (int 4 = 25 4 < lasers.Count; 1i++) ¥ (11asers.Contains(laser))
er go = Instantiste(pooledLaser, transform); { {
go.SetActive(<al:c); laser.transform.SetParent(transfora);
. _ L (1lasers|i).activelnHierarchy) Yasers.Add(1aser);
asers.Add(go);

: lasers[i]; }
} laser.SetActive(falac);

’ IMICIA EL POOL
- PIDEEL OBJETO  DEVUELVE AL POOL

{
f (int 1 =

; 1 ¢ lasers.Count; 1++)

¥ (lasers[i] 1= null && lasers|[i).activeInHierarchy)
lasers[i].SetActive(" )i

}
: LIMPIA EL POOL

-
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PATROM UTILIZADO: FACTORY! [IMPLICITO]
S0 [SECRIPT): PHASATROMN SPAWMHER

private void TrySpawn() ﬁ

{

i int score = GameManager.Instance != null ? GameManager.Instance.TotalScore : 9;
] if (score < minScoreThreshold || score >= maxScoreThreshold) return;

I if (currentEnemy >= maxEnemies) return;

! if (enemyPrefab == null) return;

i float spawnPosX = Random.Range(spawnXRange.x, spawnXRange.y);

' Vector2 spawnPosition = new(spawnPosX, spawnY);

E GameObject newEnemy = Instantiate(enemyPrefab, spawnPosition, Quaternion.identity);
" if (newEnemy.TryGetComponent<Phasatron>(out var enemyScript))

o f

i i enemyScript.moveSpots = moveSpots;

3

i currentEnemy++;

}

ZEUMPLE CON S0LIDT SEESCERTSEREERERDERTE
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PATROM UTILIZADO: FACADE
LS00 [SECRIPT): LEVELPROSGRESSTORE

using UnityEngine; ﬁ
v public static class LevelProgressStore
{
| private const string KeylLastCompletedName = "LastCompletedLevelName";
v public static void SetLastCompletedName(string sceneName)
A
] PlayerPrefs.SetString(KeyLastCompletedName, sceneName);
PlayerPrefs.Save();
! Debug.Log($"[LevelProgressStore] Guardado ultimo nivel completado: {sceneName}");
}
VI public static string GetLastCompletedName()
-
i return PlayerPrefs.GetString(KeyLastCompletedName, string.Empty);
| EZS FRCADE POR:
v public static wvoid Clear()
o
i . PlayerPrefs.DeleteKey(KeyLastCompletedName);
3
}

SUMPLE COR =010
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PATROM UTILIZADO: STATE
=0 [SCRIPT): PAUSEMAMASER

private void Update()

{
' if (Input.GetHeyDown(KeyCode.Escape))
i
' if (ControlsBox.activeSelf)
{
. CloseControls();
i return;
}
if (onPause)
Continue();
e F
! PauseGame() ;
-}
}

e
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PATROM UTILIZADO: SIKGLETOHN
S0 [SECRIPT): SLOEALMUSICHMAMASSER

private void Awake()

if (instance == null)
i

}

else

instance = this;
DontDestroyOnLoad(gameObject);

i
i Destroy(gameObject);
¥

el = o g

SEUMPLE COM =0l IDF

private void PlayMusicForCurrentScene()

{

}

int currentSceneIndex = SceneManager.GetActiveScene().buildIndex;
AudioClip newClip = null;

if (currentSceneIndex == 2) newClip = levellMusic;
else if (currentSceneIndex == 3) newClip = level2Music;
else if (currentSceneIndex == U4) newClip = level3Music;

if (newClip != null && audioSource.clip != newClip)
{

audioSource.clip = newClip;
audioSource.Play();
isMusicPaused = false;

}

else if (newClip == null)

{

. audioSource.Stop();

] audioSource.clip = null;
}

public void PauseMusic()

{

}

if (audioSource.isPlaying)
1

audioSource.Pause();
isMusicPaused = true;

}

public void ResumeMusic()

{

}

if (isMusicPaused)

{

audioSource.Play();
isMusicPaused = false;

}
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PATROM UTILIZADO: POOL
S0 [SCRIPT): CEJECTRPOOL [EQEE]

{

void Start() | 3 Gusesecondbeeral) ENTRESA EAJD DEMANDA

{

while (objectPool2.Count > 8)

. ST o R R

for (lnt 1= E' 1= Fl-lJlﬂ.SlIE* 1++) i i . var obj = objectPool2.Dequeue();
{ .11 if (obj)

var objl = Instantiate(objectPrefab); A _

g ] g . ] ! . obj.transform.SetParent(null, false);
var obj2 = Instantiate(objectPrefabl); 11 | obj.SetActive(true);
| : i ; return obj;
. . .
objl.SetActive(false); )

obj2.SetActive(false);

var created = Instantiate(objectPrefab2);
created.SetActive(true);

objl.transform.SetParent(transform); E i return created;
obj2.transform.SetParent(transform);

public void ReturnObject(GameObject obj, bool useSecondPrefab = false)
objectPool.Enqueue(obijl); {

objectPool2.Enqueue(obj2); |
} :

} UHA WEZ USADD LO DEVUELYE AL POOL

e oanre oe Ceio o1 o6 oestn nancasn oTha oEET |

- I

.

if (!obj) return; // Unity null check

{
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public
public
public
public
public

SUMPLIE COR =010

void
void
void
void
void

PATROM UTILIZADO: COMMAMD [IMPLICITO]

StartGame() => LoadSceneAfterDelay(levellScene);
LevelSelection() => LoadSceneAfterDelay(levelSelectScene);

Levell()
Level2()
Level3()

S0 [SCRIPT): MERL

=> LoadSceneAfterDelay(levellScene);
=> LoadSceneAfterDelay(level2Scene);
=> LoadSceneAfterDelay(level3Scene);

public void NextLevel()

{
string lastCompleted = LevelProgressStore.GetLastCompletedName();
Debug.Log($"[Menu] NextlLevel desde: {lastCompleted}");

if (lastCompleted == levellScene) LoadSceneAfterDelay(level2Scene);
else if (lastCompleted == level2Scene) LoadSceneAfterDelay(level3Scene);
else

LoadSceneAfterDelay(levelSelectScene);

}
private void LoadSceneAfterDelay(string sceneName)
{
StartCoroutine(LoadAfterDelay(sceneName));
}

private IEnumerator LoadAfterDelay(string sceneName)

{

yield return new WaitForSeconds(delayTime);
SceneManager.LoadScene(sceneName) ;

H

private IEnumerator LoadAfterDelay(int buildIndex)
{

yield return new WaitForSeconds(delayTime);
SceneManager.LoadScene(buildIndex);

}

private IEnumerator QuitAfterDelay()
{

yield return new WaitForSeconds(delayTime);
Application.Quit();
}

I=SCEMELOADER, IPROGRE===ERVICE O IERIT=ERVICE
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PATROM UTILIZADO: OESERVER: [IMPLICITO]

void Update()
{

var gm = GameManager.Instance; // puede ser null si aun no existe/persistio

if (Score != null && gm != null)

e e

public void UpdateScore(int totalScore)
{

}

public void UpdateLivesSlider(float lives)
{

}
SEUMPLE CORN S0LIDF

Score.text = gm.TotalScore.ToString();

if (Score) Score.text = totalScore.ToString();

S0 [SCRIPT]: HUD

if (livesSlider) livesSlider.value = lives;
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PATROM UTILIZADD: FACTORY! I_LEVE]
=0 [SCRIPT): EMEMYFLY TRHOUGHTSPALWMNER

GameObject enemy = Instantiate(enemyFlyThroughPrefab, spawnPos, Quaternion.identity);

if (enemy.TryGetComponent<EnemyFlyThrough=(out var fly))

{

i fly.SetMoveDirection(moveDir);
}

activeEnemies++;

if (enemyFlyThroughPrefab == null) return;

int score = GameManager.Instance != null ? GameManager.Instance.TotalScore : @8;
if (score < minScoreThreshold || score >= maxScoreThreshold) return;

SCUMPLE COM SOLIDT [ HESEEERES
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PATROM UTILIZADD: FACTORY! I_LEVE]
LS00 [SCRIPT): PHASATROMESPALMNER

GameObject newEnemy = Instamtlate(enemyPrefab, spawnPosition, Quatermion.identity);
Phasatron3 enemyScript = newEnemy.GetComponent<Phasatron3>();

private void TrySpawn()

{

] int score = GameManager.Instance != null ? GameManager.Instance.TotalScore : 8;
if (score < minScoreThreshold || score >= maxScoreThreshold) return;
if (currentEnemy >= maxEnemies) return;
if (enemyPrefab == null) return;

. float spawnPosX = Random.Range(spawnXRange.x, spawnXRange.y);
. Vector2 spawnPosition = new(spawnPosX, spawnY);

GameObject newEnemy = Instantiate(enemyPrefab, spawnPosition, Quaternion.identity);

if (newEnemy.TryGetComponent<Phasatron>(out var enemyScript))

{

i enemyScript.moveSpots = moveSpots;
¥

currentEnemy++;

)
SCUMPLE COM SOLIDT [ HESEEERES
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PATROM UTILIZADO: POOL
LS00 [SECRIPT): EULLETPOOLEOSS

public static BulletPoolBoss bulletPoolInstanse;

[SerializeField] private GameObject pooledBullet;

[SerializeField] private bool notEnoughBulletsPool = true;

private readonly List<GameObject> bullets = new();

private void Awake()
{
i bulletPoolInstanse = this;

}

public GameObject GetBullet()
{

for (int i = @; i < bullets.Count; i++)

if (!bullets[i].activelInHierarchy)

{
i return bullets[i];
}

public void ClearPool()

{

- for (int i = @; i < bullets.Count; i++)

-

i . if (bullets[i] != null && bullets[i].activel
i i bullets[i].SetActive(false);

-}

}

nHierarchy)

o

SUMPLE COR =010
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public PlayerMemento SavePlayerState()

PATROM UTILIZADO: MEMEMTO | e o Er

player.transform.position,

=0 [SCRIPT): PLAYERPMEMERTD e

);
}
private void Update(} public void RestorePlayerState(PlayerMemento memento)

{
: player.transform.position = memento.position;
] lives = memento.lives;

{ : totalScore = memento.score;

ToggleImmortality();

if (Input.GetKeyDown(HKeyCode.Alphal))

' hud.UpdatelLivesSlider(lives);
if (Input.GetKeyDown(KeyCode.Alpha2)) . hud.UpdateScore(totalsScore);

e e

private PlayerMemento checkpoint;

ActivateCheat();
public void SaveCheckpoint()

o =

L T T . e L L L LT =y

{
. checkpoint = SavePlayerState();
. Debug.Log("CHECKPOINT GUARDADO"); if (Input.GetKeyDown(KeyCode.C))
} {
i SaveCheckpoint();
public void LoadCheckpoint() }
{
. if (checkpoint != null)
i { if (Input.GetKeyDown(KeyCode.R))
i i RestorePlayerState(checkpoint); ? )
| Debug.Log("CHECKPOINT RESTAURADO"); ~ LoadCheckpoint(); ; . :
[ } ' } using UnityEngine;
i // Memento: clase de datos (NO MonoBehaviour)
v public class PlayerMemento
{
: public Vector3 position;
public float lives;
public int score;
v o public PlayerMemento(Vector3 position, float lives, int score)

{

ZEUMPLE COR S0LI0F

this.position = position;
this.lives = lives;
this.score = score;




PATROM UTILIZADO: EVEMT QUELE
l =0 [SCRIPT): EVERMT CUELE.” SAME EVERT < PLAY SOLURD

int previousScore = totalScore;

~ using System.Collections.Generic;

public AudioClip scorel@@Clip;

' . totalScore += ScoreToAdd;
. using UnityEngine;
1 hud. UpdateScnre{tu‘ta'LScnre}; puhllc Au:l:LuE'l.:Lp l:lE'a'tI-'S“:“'l'r":ll'
v public class EventQueue : MonoBehaviour pI‘i"u’ﬂtE‘ AudioSource EUdiDSDUI‘EE;
{

int prevHundreds = previousScore / 100;
int currHundreds totalScore / 100;

i public static EventQueue Instance;

E private Queue<GameEvent> eventQueue = new Queue<GameEvent>(); ?'F (currHundreds > PrEVHundTEdS)
v , private void Awake() i I
o | if (EventQueue.Instance != null && scorel®8Clip != null)
v i1 if (Instance == null) l {
N | I
. Tt = | . EventQueue.Instance.Enqueue(new PlaySoundEvent(scorel@@Clip));
i i DontDestroyOnLoad(gameObject); 1 H
L} . else
v o - else : {
N .
: i Destroy(gameObject); | I .
P} ¥(g ject) : ' PlayOneShot(scorel@@Clip);
-3 i I
E H
v ' public void Enqueue(GameEvent gameEvent)
b public void PlayOneShot(AudioClip clip, float volume = 1f)
] ' if (gameEvent == null) return; {
. i eventQueue. Enqueue(gameEvent); i if (clip == null) return;
5 : if (audioSource == null)
v o private void Update() E { ]
: { ; i
- | . audioSource = GetComponent<AudioSource>();
v ! i if (eventQueue.Count > @) ! : if CaudioSource == null)
A | L
E ' GameEvent ev = eventQueue.Dequeue(); E : ? . . . . , N
i ] ev.Execute(); : E ! Debug.LogWarning("No AudioSource en GameManager ni se encontrdé uno.");
| i } : ; ; return;
) 1}
H ! /
. audioSource.PlayOneShot(clip, volume);
_ }

SCUMPLE CoM SoLIDT S8
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PATROM MO UTILIZADO: AESTRACT FACTORY ;

JUETIFICACIOR

EJEMPO % CoMo PoDRIA IMPLEMEMTARLD EM MI JUEGOD




PATROM MO UTILIZADO: FLYWEIGHT ;
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