Projectile Motion Simulation

H and V are the object’s Horizontal and
Vertical speed

Quantities during Flight:

X,y = distances in feet
H,V = horizontal and vertical initial velocities in feet / sec
T = time in seconds

— g = gravitational acceleration = 32.2 feet / sec?
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Projectile Motion Simulation Setup

1. Ball: various—Ball1.ico

2. Goal: maze—Finish.gif

Scored: Sounds—applause.wav

Field: Backgrounds—sky.gif
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A Script to Setup Everything

£ onject Peoperties
Mamer el Lvents

. T
e HR
o= ) |°

Ewat fincperent: -
Mush [caomn o ot 0,

-‘LIJ&. AddEvend

t
globalvar H, ¥, G, First, T0, Timen:

W
¥ o= —120,7
G = 32.2:

v o e KGR S AP R W Ak Yo 55 O Ohe O Obect

il 3 s

- SheeOl ol 141 Defauk Design Ui
Oregon State University
Computer Graphics

mjb— July 16, 2010




A Script to Compute X and Y
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What to do if Actually Hit the Goal
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