23492 9%

An Implementation of 2-Dimension Collision Method for Bowling Game
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V(@ = (m(a) - m() * e} / (m{@) + m(b)) *
v(a) + (m(b) + m(b) * e) / (m(a) + m(b)) * v(b)

v'(b) = (m(a) + m(a) * €) / (m(a) + m(b)) *
v(a) + (m(b) - m(a) * e) / (m(a) + m(b)) * v(b)
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vbx = vbxp*cosO- vbyp*sin® ¢}
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= m_ball.ball.p_position.x -
m_pin.pin.p_position.Xx;
b = m_ball.ball.p_position.y -
m_pin.pin.p_position.y;
z = sqrt(a*a+b*b);
costheta = a/z;
sintheta = b/z;

if (z <= (A_size + B_size))
{
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typedef struct _Object_bowl

{
float acc;
float size;
float mass;
double static_y_position;
MAKE_POINT velocity;
MAKE_POINT position,
MAKE_POINT first_position,

MAKE_POINT  velocity_after;

}JBALL;
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for(int i=0;i<10;i++)
_Collision(one,two.pin[i]);

//E3 BRe] BA//

for(int j=i+1;j<10;j++)
_Collision(two.pin[i],two.pinlj]);

//B B3el BA//
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