
15) Using Processing to.....

Detect if two shapes are intersecting.
For Pong to work as a game, we need to be able to test wether the bat has hit the ball.

Doing so invoves a more involved ‘if’ statement. 

We will start off creating a piece of code to test werther the ball has hit the left hand side of the bat.

We need to test wether the right hand side of the ball, is touching the left hand side of the bat.
We will do this by creating a more complex conditional ‘if’ statement. 
It wil test wether the ball’s ‘y’ position is inbetween the  ‘y’ position of the top & bottom of the bat

& wether the ‘x’ position of the right hand side of the ball is the 
same as the ‘x’ position of the left hand side of the bat.

If all these conditions are true, then, it will tell the ball to change direction.
This will only work if the ball is moving a 1 pixel per frame, so pos_neg_x & pos_neg_y can only be 
set to 1 ot -1.

Here is the code we will write in the void draw() function.

  if (ball_x + ball_size/2 == bat_x - bat_width/2   
    && ball_y + ball_size / 2  <=  bat_y + bat_height/2  
    && ball_y - ball_size / 2  >=  bat_y - bat_height/2 ) {
    pos_neg_x = -1;
    
  }
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Tests that the right side of the ball,
 is in line with the left side of the bat 

along the horizontal ‘x’ axis.

Tests that the bottom side of the ball,
 is lower than with the top of the bat 

along the vertical ‘y’ axis.

Tests that the top side of the ball,
 is higher than with the bottom of the bat 

along the vertical ‘y’ axis.

If these are ALL true, 
then set the variable 
pos_neg to equal -1


