Bz =2 Al THE U8 242 Dol A Bxlo] SES

A, g’
USRIt AYEa=ag
e-mail: vx{ja04003@naver.com*, jwbang@ck.ac.krO

A Study of Elastic Collision Model of a Circular Object in

a 2 Dimensional Space for Realistic Game Implementation
Jae-Hyeop Ko*, Jung-Won BangO
%"School of Game, Chungkang College of Cultural Industries

8 o

R B AN TR F BT AL AhEN A4 el B Be FE TR 99 A8 olE] 1A 4
ool 9% BAlel 249 B4 FE w7 el diste] ATehck

7F|=: Elastic collision, Collision model, Gravity

[, Introduction ) e
Fig 1.& 234 331K 57 BAVF eTEs sle 749 Bokerk
Aol thgk AR8Afe] a7AR o] FolAHA dad e AYS 170 o2 9o} glo] 2] Sl AR V1S s}
TSRS 22 A Aol gl a8k axm ASL U 5 Jjzao) gy 1219 BIEES AR § QRS SwE TS
o] TE0] Tl WAUS AN Y FAf 2 BETE | o 1599 wazEAe) S ANl
o thate] Araieict EAllEle] S0l Shlo] = AlYe] et
FTES AR AR Ho|w=F 3h= 2o] Ttk o w=allA
= Aol AL 97 EAREe] @3SET 47 EA9| it
S5, T2 Wl 23 e e dFEAC] 28shs
2] ARtE AR aat vk

II. Preliminaries

1. Related works
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Table 2, SHet Mol E& TS

int index! = -1, index2 = —1;
\{vhile (isBallCollision(index1 + 1, index1, index2))
float degree = CalculateDegree((*m_balls)[index1]->GetX() -

(*m_balls) [index2]->GetX(),(*m_balls) [index1]->GetY() -
(*m_balls)[index2]->GetY());

float deltaDegree:
deltaDegree = (*rm_balls)[index1]->GetDegree() — degree;

float vax = cosf(deltaDegree)*(*m_balls)[index1]->GetPower();

float vay = sinf(deltaDegree)*(*m_balls)[index1]->GetPower();
deltaDegree = (*m_balls)[index2]->GetDegree() — degree +
Pl

float vbx
float vby

sinf(deltaDegree)*(*m_balls) [index2]->GetPower():

float newvax;
float newvbx;
float ma = (*m_balls)[index1]->GetWeight();
float mb = (*m_balls) [index2]->GetWeight();

newvax = (ma — mb) / (ma + mb)+vax + (2.0f*mb) / (ma +
mb)*vbx;
newvbx = (2.0f*ma) / (ma + mb)*vax + (mb — ma) / (ma +
mb)*vbx;

(*m_balls) [index1]->SetPower(sartf(newvax*newvax +
vay*vay));
(*m_balls) [index2]->SetPower(sartf(newvbx*newvbx +
vby=*vby));

if ((*m_balls)[index1]->GetPower() != 0)
(*m_balls) [index1]->SetDegree(asinf(vay /
(*m_balls) [index1]->GetPower()) + degree):
if ((*m_balls)[index1]->GetDegree() < PI)

m_balls) [index1]->SetDegree((*m_balls) [index1]->GetDegree

(*

() +2 % Pl);

if ((*m_balls)[index2]->GetPower() != 0)
(*m_balls) [index2]->SetDegree(asinf(vby /
(*m_balls)[index2]->GetPower()) + degree + PI);
((xm_balls) [index2]->GetDegree() < PI)

if
8 balls)[li)ndexZ]7>SetDegree((*m_baI|s)[index2]7>GetDegree

*

4

cosf(deltaDegree)*(xm_balls) [index2]->GetPower();
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int index1 = -1, index2 = -1;

float x, y

while (isLineCollision(index1 + 1, index2 + 1, index1,
index2, x, y

float degree = CalculateDegree((*m_balls)[index1]->GetX()
- x, (*m_balls)[index1]->GetY() — vy);

float deltaDegree;

deltaDegree = (*m_balls)[index1]->GetDegree() — degree;
float vay =

sinf(deltaDegree)*(*xm_balls) [index1]->GetPower():

if ((*m_balls)[index1]->GetPower() != 0)
(*m_balls)[index1]->SetDegree(asinf(vay /
(*m_balls)[index1]->GetPower()) + degree);
if ((*m_balls)[index1]->GetDegree() < PI)

(*m_balls) [index1]->SetDegree((*m_balls)[index1]->GetDegr
ee() + 2 * PI);

(*m_balls) [index1]->SetX(x +

(float)(((*m balls)[index1]- >GetRad|us() + 1)*cosf(degree)));
(*m_balls) [index1]->SetY(y

gfloat)(( *m_balls) [index1] >GetRad|us() + 1)xsinf(degree)));

3. SHZAt
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Table 3, SHZA} F=

int index1! = -1, index2 = —1;
float x, y;
while (isBallinGoal(index1 + 1, index2 + 1, index1, index2))

{
i{f ((*m_balls) [index1]->GetRadius() != 0)

float degree = CalculateDegree((*m_goals)[index2]->GetX()
- (*m_balls) [index1]->GetX(),
(*m_goals) [index2]->GetY() - (xm_balls)[index1]->GetY()):

float deltaDegree;

deltaDegree = (*m_balls)[index1]->GetDegree() — degree;
float DeltaPerRadius = ((*m_goals)[index2]->GetRad() -
sqrtf(((*m_goals) [index2]->GetX() -

(*m_balls) [index1]->GetX())*

((*m_goals)[index2]->GetX() — (*m_balls)[index1]->GetX())
+ ((*m_goa\s)[indexZ]—>GetY()

(*m_balls) [index1]1->GetY()) *

((*m_goals) [index2]->GetY() -
(*m_balls)[index1]->GetY()))) /

(*m_balls) [index1]->GetRadius();

float vax =

cosf(deltaDegree)*(*m_balls) [index1]->GetPower() +
(*m_balls) [index1]->GetWeight() * 10 * DeltaPerRadius *
sin(acos(DeltaPerRadius));

float vay =

sinf(deltaDegree)*(*m_balls) [index1]->GetPower();

(*m_balls) [index1]—>SetPower(sartf(vaxxvax + vay*vay));

if ((*m_balls)[index1]->GetPower() != 0)
(*m_balls)[index1]->SetDegree(asinf(vay /
(*m_balls) [index1]->GetPower()) + degree);
if ((*m_balls)[index1]->GetDegree() < PI)

(*m_balls)[index1]->SetDegree((*m_balls) [index1]->GetDegr
ee() + 2 * PI);
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|V, Conclusions
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