Exercise 1:
Create a ConfigurationManager class that loads configuration values from a file (e.g. config.properties). 
Ensure that only one instance exists across the application.


Exercise 2:
Build a house with optional features like windows, doors, garage

use the builder pattern to create the house instance
Then chain your methods to add the additional features 


Exercise 3 
Design a character loadout system for a game. Players start with a base class (Warrior, Mage, etc.) and enhance their characters with weapons, armour, and skills using the Decorator Pattern. Use at least two creational patterns to structure the creation process. Your system should support cloning and tracking of characters in a game session.


Uses at least 2 creational patterns + Decorator

Decorators affect stats dynamically (attack, defence, speed, etc.)

The system is extensible (can add new equipment types or classes without breaking existing code)

Clear separation of concerns (factory logic, decorator logic, builder logic, etc.)




