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void OnCollisionEnter(Collision collision) {
if (collision.contacts.Length > 0) {

Vector3 p = collision.contacts[0].point;
Vector3 n = transform.position - p;
n.Normalize();

float v = -2 x Vector3.Dot(velocity , n);

var r = n x v,
velocity_ += r;
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void OnCollisionEnter(Collision collision) {
if (collision.contacts.Length > 0) {

Vector3 p = collision.contacts[0].point;
Vector3 n = transform.position - p;
n.Normalize();

float v = -2 % Vector3.Dot(velocity_, n);

var r = n x v;
velocity_ += r;
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void OnCollisionEnter(Collision |collision) {
if (collision.contacts.Length > 0) |

Vector3 p = collision.contacts[0].point;
Vector3 n = transform.position - p;
n.Normalize();

float v = -2 % Vector3.Dot(velocity_, n);

var r = n x v,
velocity_ += r;
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void OnCollisionEnt®F(Collision collision) {
if (jcollision.contacts.Length > 0) {

Vector3 p = collision.contacts[0].point;
Vector3 n transform.position — p;
n.Normalize();

float v = -2 % Vector3.Dot(velocity_, n);
var r = n x vj

velocity_ += r;
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void OnCollisionEnter(Collision ision) {
if (collision.contacts.Length = @) {

Vector3 p = collision.contacts[0].point;
Vector3 n transform.position — p;
n.Normalize();

float v = -2 % Vector3.Dot(velocity_, n);
var r = n x vj

velocity_ += r;
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void OnCollisionEnter(Collision colli
if (collision.contacts.Length >

LR o A |

Vector3 p = collision. contacts[0]. point;
Vector3 n = transform.position - p;
n.Normalize();

float v = -2 % Vector3.Dot(velocity_, n);

var r = n x v,
velocity_ += r;
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r(Collision collision) {
ntacts.Length > 0) {
Vector3 p = collision. contacts[0]. p01nt
Vector3 n = transform.position - p;
n.Normalize();

float v = -2 % Vector3.Dot(velocity_, n);
var r = n x vj

velocity_ += r;

void OnCollisi
if (collis
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ollision) {
> 0) {

void OnCollisionEnter(Collisi
if (collision.contacts

Vector3 p = collisionWontacts[0].point;
Vector3 n transform.position - p;
n.Normalize();

float v = -2 % Vector3.Dot(velocity_, n);
var r = n x vj

velocity_ += r;
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ollision) {
> 0) {

void OnCollisionEnter(Collisi
if (collision.contacts

Vector3 p = collisionWontacts[0].point;
Vector3 n transform.position - p;
n.Normalize();

float v = -2 % Vector3.Dot(velocity_, n);
var r = n x v,

velocity_ += r;
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void OnCollisionEnter(Collisi
if (collision.contacts

/* calculate the ref g vector */
Vector3 p = collisionWontacts[0].point;
Vector3 n = transform.position - p;
n.Normalize();
float v = -2 x Vector3.Dot(velocity_, n);
var r = n x v;
velocity_ += r; /*x change the velocity vector */

ollision) {
> Q) {/*x hit for wall or paddle */
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Normalize()
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er(Collision collision) {
.contacts.Length > 0) {

void OnCollisio
if (collis

Vector collision.contacts|[0].point;
Vector3 = transform.position — p;
n.Normalize();

float v = -2 % Vector3.Dot(velocity_, n);
var r = n x Vv;

velocity_ += r;



FR{b9 5 &
AAEEUC TREIA]
cixd (EEZE)

@




HWENRYT NL

void OnCollisionEnter(Collision collision
if (collision.contacts.Length > 0)

/* calculate the reflecting vect
Vector3 p = collision.contacts
Vector3 n = transform.position
n.Normalize();
float v = -2 % Vector3.Dot(velocity , n);
var r = n x v,
velocity_ += r; /*x change the velocity vector */

hit for wall or paddle */

/
oint;
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void OnCollisionEnter(Collision collision
if (collision.contacts.Length > 0)

Vector3 p collision.contacts
Vector3 n transform.position
n.Normalize();

float v = -2 % Vector3.Dot(velocity_, n);
var r = n x v;

velocity_ += r;

oint;
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void OnCollisionEnte
if (collision.
/* calculat
Vector3 p
Vector3 n
n.Normalize®r;
float v = =2 % Vector3.Dot(velocity_ , n);
var r = n x Vv;
velocity_ += r; /*x change the velocity vector */

ollision collision) {

acts.Length > 0) {/* hit for wall or paddle x/
e reflecting vector */
Llision.contacts[0].point;

sform.position - p;



void OnCollisionH@er(Collision collision) A
if (collisi contacts.Length > 0) {/x hit for wall or paddle */
/* calcup®e the reflecting vector */
ollision.contacts[0].point;
transform.position - p;
n.Norma®™ze();
float v = -2 % Vector3.Dot(velocity_ , n);
var r = n x v;
velocity_ += r; /*x change the velocity vector */



CDRIICIES
(R KL TIERW)




N vELEr EWSOIIE

volid OnCollisi
if (coll

nter(Collision collision) {

on.contacts.Length > 0) {/* hit for wall or paddle */
late the reflecting vector */

Vect p = collision.contacts[0].point;

n = transform.position — p;

ze();

floa —2 x Vector3.Dot(velocity_, n);

var r = n x v,

velocity_ += r; /*x change the velocity vector */
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lision collision) A

cts.Length > 0) { /% hit for wall or paddle */
reflecting vector x/

ision.contacts[0].point;

sform.position - p;

void OnCollisionEnter(
if (collision.co

/* calculate
Vector3 p
Vector3 n
n.Normaliz

float v = -

var r = n x
VELOCIEVINSE=IEN /x change the velocity vector *x/

C

ector3.Dot(velocity , n);
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collision.contacts[0].point;
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