Use Cases:


Start Game: Score resets, lives reset, all game state information is reset, ball loads into launcher, any initial lighting/story features begin.


Launcher: Launch will pull back while space is being held.  When space is released, the velocity added to the ball is proportional to the time the launcher was held.


Flipper: When flipper key is pressed flipper moves at a constant velocity to its limit.

Ball gets hit by Flipper: If flipper hits ball, the ball should respond realistically.  It should launch in the correct direction and with a velocity proportional to where it hits the flipper.


Resting flipper:  This should be treated as a regular collision, no additional velocity is given to the ball.


Losing Life:  Is ball falls through the flippers, a life is lost and the current mission is failed.


Ball hits wall/floor targets: Bounces off with a regular collision.  Other responses to be determined on a case-by-case basis.  These include lights lighting up, extra score, other modifiers, etc.


Ball hits round/wall bumper: Ball bounces off these with an increased velocity.  Extra score possible, other responses to be determined later.

