REACTOR NOTES - Pool Table Break
Brian C. Morris

REACTOR WORLD settings notes;

· You should not need to change the Gravity, World scale, Deactivator, or Drag Action settings

· With my scene a Col. Tolerance of 1cm worked the best. I was able to place the balls close to each other and a tiny bit off the table and not have interpenetration errors starting or running the simulation.
· (ALL THE ABOVE SETTINGS AS WELL AS THE MASS SETTING ASSUME YOUR GEOMETRY IS AT REAL WORLD SCALE, or at least pretty close)
REACTOR PHYSICAL PROPERTIES settings notes for your "hard body" geometry;

· I found the Mass settings of the balls (and the cue stick to a lesser degree) to be the most important physical property to set correctly (and again all objects need to be real world scale), but if the Mass is close to correct then the Elasticity and Friction work as expected, as well as being able to hit the cue ball hard without in flying of into space.So in my scene all balls have a Mass of 80kg and the cue stick has a Mass of 100kg
· The cue stick and pool table should have Unyielding box check on. Since you want them to affect other objects in the simulation (the pool balls) but not be affected by other objects. 

· Make sure the pool table's Simulation Geometry is set to Concave-Use Mesh. This is so the balls can fall in the pockets can rest on the recessed

· The ball’s and cue stick's Simulation Geometry should be Convex-Use Bounding Sphere and Convex-Use Bounding Box
REACTOR PREVIEW & ANIMATION settings notes;

· I start the simulation at a Start Frame of -10 so the balls have time to settle on the table.

· My End Frame was 600

· The Substeps/Key setting should be 30. This controls how accurate the simulation is. Higher values give more accurate simulations but will take longer to calculate. This is not a big problem is for the final "Create Animation" phase, but it will start to slow down the real time preview during the "Preview in Window" phase.

ANIMATING THE Cue Stick;

· In my scene changing the how hard (the speed) the cue stick hits (or follow through hitting) the white cue ball can cause a different out come. 

Hit Speed is from 17 to 24, and follow through is from 24 to 27. Even a difference of 1 or 2 frames will cause a different pool break result. This is just like in real pool, so I think my Simulation is pretty good, although I now notice the ball move a tiny bit too slow, but ok for this example.

OH, BY THE WAY…when you are in the reactor real time preview window and the preview is running right click- hold one of the balls, lift it up and release it and see what happens :-)
