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Projectile Motion Simulator
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Here's an enhanced projectile motion simulator that shows calculations and detailed
analysis:

e>Advanced Projectile Motion Simulator</title

body {

font-family: Ariu, sans-serif; = N
max-width: 1
Calculations
display: grid; Initial Velocity (ve) = 20 m/s
grld-téq)late-wlumn: 2fr 1fr; Launch Angle (8) = 45°
gap: 28px;
} Vou = Vo €0s(8) = 14.14& m/s
s (ﬂ-‘ll-li“:lll;hl g ) { Voy = ¥o 5in(8) = 14.14 m/s
grid-template-columns: 1fr; Maximun Helight = ve,7/(2g) = 18.19 m
} } Time of Flight = 2ve,/g = 2.88 s
canvas { Range = ve. x Time of Flight = 42.77
border: 1px solid blac
D?Lksruundwolur: ifefefe; Tlme Analysis
Time (s) X (m) Y (m) Vx (m/s) Vy (m/s)
0.00 0.00 0.00 14.14 14.14
0.29 4.08 3.67 14.14 1.31
0.58 8.15 6.52 14.14 8.49
0.86 12.23 8.56 14.14 5.66
1.15 16.31 9.79 14.14 283
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