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A Case Study on the Application of Software Design Principles in the
Development of Game System
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Dept. of Computer Engineering, Tech University of Korea
’Dept. of Computer Engineering, Tech University of Korea
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@ Unity 23 E | &= 174
public class SceneTransitionHelper : MoncBehaviour
{
public static SceneTransitionHelper instance;
@ Unity OA|X] | &= 07H
void Awake()
{
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if (instance == nu\l)
instance = this;
DontDestroyOnLoad(gameObject); // M F&t Ao = 7%
}
else
{
Destroy(gameObject); // 55 elAEHA T
}
}
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