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~: Java code Generator
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-+  Physics Attribute
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= Attribute
m Angular Velocity
E Linear Velocity
m Gravity (Damping)
m Density
m Elasticity

B Friction
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~:  Apply Physics Engine

= AndEngine is a free Android 2D OpenGL Game Engine.
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~: AndEngine Function

= Drawing Object
= Multi Touch

= Particle Systems
= Network

= Physics

= Text

= Audio

= Backgrounds

= Using Menus, Sub Menu, ZoomCamera, Using ImageFormats(PNG, JPG, GIF,
BMP), etc...
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- AndEngine Flow Chart
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-  Simulation Function

® Run, Reset, Help

H Rotate B Zoom in/out
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-+ Free Mode Function

E Puta Ball, Control, Shot, Reset, Help
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- Billiards Algorithm
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Billiards Algorithm
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-+ Physical Engine
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~& Physical Engine
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-+ Physical Engine
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Physical Engine
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