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Objective:

To implement a representation of a pool table and the start of a pool game (breaking the pool balls).

Description of the scene or animation:

The scene will consist of a representation of a pool table with the balls set up as it is at the beginning of play.  The animation will consist of the cue stick hitting the cue ball to break the racked balls at the other end of the pool table, as if in a real game of pool.  In turn, the pool balls will collide with each other and with the edges of the pool table, where eventually some balls will pocket.  The objects will be modeled as close as possible to provide the best representation of the scene (i.e. colors, lighting, shading, etc.).  Fog can be used to represent the player smoking a fat stogie.  The player will not be modeled, but the presence of the player will be implied by what the user sees (i.e. using the cue stick, smoking, etc.)
Any other features you plan:

User interaction will be implemented.  The user can pick from which perspective we can view the break of the racked pool balls (i.e. bird’s eye view, player’s view, etc.).  In addition, the user can vary the force at which the player hits the cue ball with the cue stick and the angle at which the force is applied.  The player can also choose when to take a drag and 
Anything else?: (sketches, concept drawings, flow diagrams, etc)
Grading policy: 
Overall procedure: 
Note:  My partner Sandeep has an additional proposal in his directory.  We can’t decide which idea is better.

Pick one !!!!

1) Not sure if you are just simulating the break or will the user be able to keep playing and pocket all the balls. 

2) Multiple collision are pretty involved 

