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My collisions are very simple. If is object in specified area, collision has happened and you can do what you want ( subtract life, add power etc.)
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As you see, it isn’t very exact for triangles, because they don’t have very good shape. But it works for 100% on quads.

And how we add it to a program? We will specify area of collision:

if ( bullet.x>ship.x-0.7f && bullet.x<ship.x+0.6f && bullet.y>ship.y-0.5f && bullet.y< ship.y+1.0f)

 { do something…. }
Check the source of this tutorial and you may understand it better. Since I’m only 13 years old, I don’t speak English very good, so I just hope you understood it.
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