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Overview


3D Pool is your fun-for-all-ages classic game.  The game mimics that of real life billiards.  Played by hitting the cue ball into the 15 other balls in order to knock them into the 6 pockets located around the table.  The game is 8 balls.  The rules are that the first person to knock a ball into the hole gets to choose either stripes or solid balls to knock in.  Once a player knocks all of their balls in then they must go for the 8 ball.  The first player to accomplish this wins.  If at any time the cue ball is knocked into a pocket the ball is replaced at the starting point and the player loses their turn.  If a player scratches while attempting to knock the 8 ball in, that player loses.  If a player knocks the 8 ball into a pocket before they have finished all of their balls then that player loses.  These rules will not be strictly enforced in implementation to give room for “house” rules and the like.  Everyone can play their own style.

Player Mechanics

The game is played from 2 different view points. When in “Hitting View” the player controls movement of the camera’s viewpoint and the cue stick.  The player does this in order to line up his or her shot.  Once hit the ball will travel with a velocity parallel to the camera’s angle (without any y component).  Once the ball is hit the view will move to an overhead view where the camera will not follow any particular ball but see the whole table so the player can see each pocket and ball.


In “Hitting View” the view is controlled by the mouse.  In order to adjust the view the player must left click on the screen and drag to move the camera’s angle.  In hitting mode the camera will always be focused on the ball so the player can get the best angle for the shot possible.  Zooming is also possible.  Using the ‘w’ and ‘s’ keys the player may zoom in and out respectively.  While in observing or overhead view, the player may use the mouse to adjust the view of the table but the focus will not be on the cue ball but on the center of the table.  Zooming is also possible for the overhead view.


Once all balls have stopped moving or the game is just beginning the cue ball may be hit by adjusting the hitting angle as described above and then right-clicking the mouse and dragging it to increase the power.  A Power bar will appear to indicate strength of shot.  Releasing the right mouse button will cause the cue stick to strike the ball.  Once the ball is hit the camera will move to the observation view.

The Look

The Game will take place on an ordinary pool table.   Each ball will have its own color.  Most of the scene graphics are risks since they are not essential to the play of the game and we believe other features are more important for game play.

Behind the Scenes


To handle the physics of the game, the 3D physics engine developed for Desert Mini Golf will be used.  Since Pool does not require the complex collision detection of the golf game, a facade will be used to dummy it down so that the balls have only 2D movement.  Also, gravity will be eliminated to further simplify the physics and to make the playability even more fun.

Optional Features


Graphics


A Risk is implementing textures for each ball so that they can have their real numbers and stripes.  Another risk is to having rolling textures.  We would like to have a very nice looking table with appropriate wooden textures, weaved pockets and good looking felt.  We would also like to implement a sky box with a bar or study scene that would go well with the game.  Another nice touch would be a “Budweiser” lamp that would go over the table.  Giving the scene lighting is also a risk we would like to explore.  At present we are not planning on implementing an animated pool cue but if time allows we would like to actually show the stick striking the ball.  Another risk, very low on the priorities list is to implement a ball path indicator—we are not even sure if we desire this functionality.

Game Play


Using sound in the game is not essential but it would be a nice touch and we plan on looking into sound effects if there is time.  In the basic game we don’t plan on enforcing the game rules, if we can we would like to implement scoring and multiple games possibly, such as 9 ball and horse.  Something that would add to game fun is English—that is angular momentum so that the ball may curve and give other ball’s interesting movement.

