Physics

PuPs with Pythagoras


Now we need to examine your initial velocity in the Toss.

· Using Vyi and Vxi determine the angle of the toss.

· Verify this angle with a protractor on the video in VideoPoint.

· Find V from the values you have for Vyi and Vxi.
· Draw this in a Geometry Page in the Nspire and verify.

· Where is V? Where is (? in your Toss equations? (xposition vs. time, yposition vs.  time, and yposition vs. xposition.
· In your VideoPoint for the toss look at the graph and name the pattern for Vx vs. time and Vy vs. time and then V vs. time.
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