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Stand-Alone Applets
University of Oregon -- pg. 3
http://jersey.uoregon.edu/ 
RR - Good front end website.  The "welcome" obscures the content but you should still be able to click on "mechan" for mechanics.  Awkward site navigation; hard to get to simulations.  Simple animations with a cow motiff but still low production value.
Learning Online Network -- pg. 5
http://www.lon-capa.org/~mmp/applist/applets.htm   

RR - A very interesting site in its own right, it has some good quality applets which mirrors is success in the market.  Good topic coverage from math to dynamics.  Easy site navigation.  Good applets with medium production value.
National Taiwan Normal University -- pg. 8
http://www.phy.ntnu.edu.tw/ntnujava/
RR - Structured as a forum, this site gives access to a wide array of tools.  They are tied into a forum making discussion about these flash games an integral part of using them.  Low production value but has nice supplementary commentary by its author in the form of labs or exercises.
University of Colorado -- pg. 11
http://phet.colorado.edu/web-pages/simulations-base.html
RR - Combination of java and flash. High production value but essentially the same simulations as any other site.  Several are in beta and can't get the java version to load for me.  Good topic coverage and almost crosses the line into gameplay with some simulations  
Fendt -- pg. 3
http://www.walter-fendt.de/ph14e/ 
RR - A conventional medium production value offering.  Offers all the classics with an easy to navigate site.
Ng -- pg. 16
http://www.ngsir.netfirms.com/englishVersion.htm#mechanics   

RR - High production value site with cursory coverage of the topic field.  The applets are very complete and look good while presenting lots of information to the user.
Applets with curriculum

Schneider -- pg. 17
http://qbx6.ltu.edu/s_schneider/physlets/main/index.shtml
RR - An extensive and complete curriculum that integrates the applets into a set of lectures.  While the simulations themselves are very low production, their integration with the lecture is very useful.
Greene -- pg. 18
http://www.rlgreene.org/Illuminations/html/IllumMain.html
RR - VERY nicely done.  Like Schneider, instead of a generic "one size fits all" applet, they have created topic specific demos.  Also like Schneider the individual applets are very low production value but this is some of the best integration of online material with physics applets I have seen. 
Christian and Belloni -- pg. 19
http://webphysics.davidson.edu/physlet_resources/physlet_physics/contents/mechanics/one_d_kinematics/default.html
RR - Commercial product based around a book.  They only have chapter two online and with applets but it's worth examining for their integration strategy as well as production value.

University of Oregon
http://jersey.uoregon.edu/
Kinematics

Horizontal Block
http://jersey.uoregon.edu/block/Block.html
"none."

Free Fall

http://jersey.uoregon.edu/AverageVelocity/index.html
"This is a simple but effective applet that allows students to measure free fall times and average velocities as a function of distance. A ball is dropped and its position as a function of time is measured with a stopwatch and a 6 meter ruler. The ball can be dropped on either the earth, the moon or mars. Ticks marks can be placed on the ruler to determine at which points in the free fall the timing is done."

Dynamics

Cannon

http://jersey.uoregon.edu/newCannon/nc2.html
"The user can control the kinetic energy of the projectile, the angle of the cannon, and choose whether or not to shoot with drag turned on (i.e. shoot through an atmosphere). When drag is turned on the user can control the projectile density to see how that affects the overall distance and trajectory. Cursor interrogation allows maximum vertical height and total horizontal range to be determined. A target is provided to hit for amusement"

Incline Plane and Friction 

http://jersey.uoregon.edu/friction/Friction.html
"This applet uses objects of various size and masses. The user places the object on an inclined plane and adjusts the angle. The relevant vectors are shown (mg, normal, friction) and different objects can be given different coefficients of static friction."

Potential Energy

http://jersey.uoregon.edu/PotentialEnergy/index.html
"This applet shows the relation between potential energy and kinetic energy and energy loss. Balls can be given different initial energies and masses and therefore dropped from different heights. They bounce off a surface which can absorb an amount of energy that is set by a parameter tag. The impact velocity is recorded. The general relation should be readily deduced by using this applet."

Momentum

http://jersey.uoregon.edu/PotentialEnergy/index.html
"This applet concerns conservation of linear momentum and to some extent simulates the standard air track cart demonstration in physics. The applet has two modes, elastic, which is represented by a collision between a lightweight cannon projectile that sticks to a heavier cart and inelastic which is represented by the collision of two railroad carts on a frictionless track. Parameter tags control the masses and momentum of the objects."

Gravity

http://javalab.uoregon.edu/dcaley/gravity/Gravity.html
"Adjust the mass and radius of the earth to see changes in satellite orbits"

Learning Online Network

http://www.lon-capa.org/~mmp/applist/applets.htm
Kinematics
Significant Figures
http://www.lon-capa.org/~mmp/applist/sigfig/sig.htm
"Here is a little game with significant figures. There are 12 different numbers for which you have to determine the number of significant figures. Try to keep the number of wrong tries to a minimum!"

GraphLab

http://www.lon-capa.org/~mmp/kap2/cd028a.htm
"It is instructive to play around with x0, v0, and a, the parameters of the kinematic equations just derived. You can do this below and plot the results."

Vector Addition

http://www.lon-capa.org/~mmp/kap3/cd052a.htm
"If the concepts of graphical vector addition and subtraction are too abstract for you, here is an applet that should help:"

Projectile Simulation

http://www.lon-capa.org/~mmp/kap3/cd060.htm
"This applet simulates projectile motion. To fire the cannon, click or drag in the black area to establish the angle of the shot, or type an angle in the angle field. Next, choose a muzzle velocity for the shot. Hit Go to fire the cannon. The data of each of your shots will be stored for later reference."

Dynamics
Net Force

http://www.lon-capa.org/~mmp/kap4/cd082.htm
"Multiple forces sum together as vectors to act as one net force. In this applet, you can change the individual forces acting on an object by dragging the tips of the three force vector arrows (red, green, and blue), and you can observe the effect of this change on the net force (black arrow), which is simply the vector sum of the three forces."
Simple Incline Plane

http://www.lon-capa.org/~mmp/applist/si/plane.htm
"Here you can explore the physics of the inclined plane. For the mass M, we show all forces, gravity and normal force, acting on it. As you change the angle, you can see how the components of the forces change."
Inclined Plane

http://www.lon-capa.org/~mmp/kap4/cd095a.htm
"In this applet, we solve a very complicated inclined plane problem with friction. One mass rests on an inclined plane, and another one is connected to it via a rope that runs over a pulley (we neglect the friction between pulley and rope, though)."
Atwood Machine

http://www.lon-capa.org/~mmp/kap4/cd097a.htm
"Here you have an opportunity to play around with different masses for the Atwood machine"
Force and Work

http://www.lon-capa.org/~mmp/kap5/work/work.htm
"Let's start out our exploration of the relationship between work, force, and displacement by moving the box below around (via mouse-drag, button-click, or arrow keys on the keyboard). The work you have to do against the force of gravity and/or friction is calculated and displayed numerically and graphically in the upper part of the applet. You can also change the mass, m, of the box and the coefficient of kinetic fraction, m, by means of the sliders on the left side (after you do this, you may want to press the reset button)."

Virtual Billiards

http://www.lon-capa.org/~mmp/kap6/cd155a.htm
"This applet simulates a simple two dimensional collision between two objects of equal mass.  After the applet loads, two balls will appear, a red one and a blue one.  The blue one is the "target".  Drag the red ball up or down to establish the impact parameter, b.  Then type an initial velocity between 0 and 100 in the "Vxi" field for the red ball.  Finally press the "Go" button to begin the simulation. "

Virtual Air Track

http://www.lon-capa.org/~mmp/kap6/cd157a.htm
"This applet simulates collisions in one dimension. To run a simulation select one of the scenarios in the drop down menu and hit Go. Press Stop at any time to pause the simulation. Pressing Go will restart it at that point. To create your own simulation, choose that option from the drop down menu, and two windows will appear that will allow you to edit the carts' properties. You may also edit their initial velocities and masses in the appropriate fields at the top, drag the carts to any position on the track, and edit a, a measure of the elasticity of a collision. An a value of 1 indicates an elastic collision, in which no kinetic energy is lost. Balls on a billiard table exhibit collisions that are nearly elastic. An a value of zero is a perfectly inelastic collision, in which the two colliding objects stick together after colliding."
Billiards

http://www.lon-capa.org/~mmp/applist/billy/billiard.htm
"This is a more or less realistic billiard simulation that includes friction. You can drag the white and the red ball with the mouse. If you click anywhere outside of the balls, then a line is drawn from your click point to the center of the white ball. This is a measure for the initial momentum you give that ball as soon as you press start. You can drag the endpoint of the line to adjust direction and magnitude of the impulse the white ball recieves."
Orbit

http://www.lon-capa.org/~mmp/kap7/orbiter/orbit.htm
"With this applet you can put your own satellite into orbit around Earth. Just click somewhere on the black area. This will be the starting position of your satellite. Keep the mouse down and drag to adjust the velocity vector. With a little practice, you can keep your own Sputnik on an orbit without it crashing into Earth or escaping."

National Taiwan Normal University -- pg 5.

http://www.phy.ntnu.edu.tw/ntnujava/
Kinematics

Bouncing Ball

http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=345.0
"Some balls bounce better than others. 

A particular ball can be characterized by its coefficient of restitution:

The ratio of its rebound speed Vf to its collision speedVi when its bounces off a hard, stationary surface that can't move. coefficient of restitution r = Vf /Vi"

Two Cannons aim at each other

http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=144.0
"Two cannons (at different height) aim at each other.
What will happen if both cannon fire at the same time?
Want to know the answer? Just press the start button"

Projectile motion with Air Drag

http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=145.0
"Normally you find projectile in ideal case, i.e. without any air drag. 
The following applet add airdrag to simulate more realistic case.
Drag Force is proportional to F = -kV2"
Interesting Properties of projectile motion

http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=146.0
"This java applet let you play with projectile motion."
One-D Motion

http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=143.0
"This java applet illustrates relations between displacement, velocity and acceleration for one dimensional motion."
Racing Balls

http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=142.0
"When the two balls are launched from one end of the track with the same initial velocity, what will happen"
Dynamics

2d collision
http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=4.0
"Let's consider collisions in two dimension:"

Pendulum

http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=11.0
"none"

Pendulum2

http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=11.0
"none"

Projectile Orbits and Satellite Orbits

http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=398.0
"  Newton had observed that any projectile launched horizontally is, in a sense, an Earth satellite.
 A rock thrown from a tall building sails in a modest orbit that soon intersects the earth not far from its point of launch.
 If the ball were fired more swiftly to start with, it would travel further. Futher increasing the speed would result in ever larger, rounder elliptical paths and more distant impact point. Finally, at one particular launch speed, the ball would glide out just above the planet's surface all the way around to the other side without ever striking the ground.
 At successively greater launch speeds, the ball would resolve in ever-increasing elliptical orbit until it moved so fast initally that it sailed off in an open parabolic or (if even faster) into a still flatter, hyperbolic orbit, never to come back to its starting point.
 This java applet let you change the launch speed by mouse click"

Pulley

http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=8.0
"This java applet shows the advantage of a pulley.
 1. There are three sets of pulley.
 2. Double click within those block to change its mass.Right click to increase one unit(gravity g). Left click to decrease one unit. Mass of those block are shown in blue.
 3. You can click within those block and drag it up and down."

1D conservation of momentum

http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=5.0
"Newton's law of motion look the same to all observers in inertial frames of reference.
It is equally true that if momentum is conserved in one inertial reference frame, it is conserved in all inertial frames."

Frictional Force

http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=3.0
"A mass m1 rest on top of another mass , m2, which is connected to m3 by a light rope</p> (passes over a frictionless pulley).
This java applet show the force diagram and the motion of the system when the frictional forces are present."
Free Body Force Diagram

http://www.phy.ntnu.edu.tw/ntnujava/index.php?topic=1.0
"In order to be successfully in applying Newton's second law to a mechanical system,

we must first be able to recognize all the forces acting on the system.
This java applet shows the free-body force diagram for a block sits on an inclined plane."
University of Colorado

http://phet.colorado.edu/web-pages/simulations-base.html
Kinematics
Projectile Motion

http://phet.colorado.edu/simulations/projectilemotion/projectile.swf
"Blast a Buick out of a cannon! Learn about projectile motion by firing various objects. Set the angle, initial speed, and mass. Add air resistance. Make a game out of this simulation by trying to hit a target"
Maze Game

??

Learn about position, velocity, and acceleration in the “Arena of Pain”. Use the green arrow to move the ball. Add more walls to the arena to make the game more difficult. Try to make a goal as fast as you can.

The Moving Man

??

Learn about position, velocity, and acceleration graphs. Move the little man back and forth with the mouse and plot his motion. Set the position, velocity, or acceleration and let the simulation move the man for you.

Motion in 2D
??

"Learn about velocity and acceleration vectors. Move the ball with the mouse or let the simulation move the ball in four types of motion (2 types of linear, simple harmonic, circle). See the velocity and acceleration vectors change as the ball moves."
Dynamics

Forces in 1 Dimension

??

"Explore the forces at work when you try to push a filing cabinet. Create an applied force and see the resulting friction force and total force acting on the cabinet. Charts show the forces, position, velocity, and acceleration vs. time. View a Free Body Diagram of all the forces (including gravitational and normal forces)."
The Ramp

??

"Explore forces, energy and work as you push household objects up and down a ramp. Lower and raise the ramp to see how the angle of inclination affects the parallel forces acting on the file cabinet. Graphs show forces, energy and work."
Energy Skate Park

??

""Learn about conservation of energy with a skater dude! Build tracks, ramps and jumps for the skater and view the kinetic energy, potential energy and friction as he moves. You can also take the skater to different planets or even space!"

Lunar Lander

http://phet.colorado.edu/simulations/lunarLander/lunarlander.swf
"Can you avoid the boulder field and land safely, just before your fuel runs out, as Neil Armstrong did in 1969? Our version of this classic video game accurately simulates the real motion of the lunar lander with the correct mass, thrust, fuel consumption rate, and lunar gravity. The real lunar lander is very hard to control."

My Solar System

http://phet.colorado.edu/simulations/orbits/orbits.swf
"Build your own system of heavenly bodies and watch the gravitational ballet. With this orbit simulator, you can set initial positions, velocities, and masses of 2, 3, or 4 bodies, and then see them orbit each other. "

Fendt

http://www.walter-fendt.de/ph14e/
Kinematics

Motion with Constant Acceleration

http://www.walter-fendt.de/ph14e/acceleration.htm
"This Java applet shows a car moving with constant acceleration. The green control panel contains text fields where you can vary the values of initial position, initital velocity and acceleration (don't forget to press the "Enter" key!). By using the buttons at the top right you can bring back the car to its initial position or stop and resume the simulation. If you choose the option "Slow motion", the movement will be ten times slower."

Resultant of Forces (Vector Addition)

http://www.walter-fendt.de/ph14e/resultant.htm
"This applet deals with forces exerted on a body (assumed as point-sized). You can vary the number of single forces by using the choice box at the ride side. It is possible to change the sizes and directions of these forces (blue arrows) by dragging the arrowheads to the intended positions with pressed mouse button."

Resolution of a Force into components

http://www.walter-fendt.de/ph14e/forceresol.htm
"none"

Projectile Motion

http://www.walter-fendt.de/ph14e/projectile.htm
"This Java applet shows the motion of a projectile. [...]The effect of air resistance is neglected."

Dynamics

Equilibrium with three forces

http://www.walter-fendt.de/ph14e/equilibrium.htm
"A simple experiment concerning the equilibrium of three forces is simulated here: Weights are suspended from three tied cords. Two of the cords run over frictionless pulleys. The three forces acting on the knot (coloured arrows) are in equilibrium."

Pulley System

http://www.walter-fendt.de/ph14e/pulleysystem.htm
"You can raise or lower the load with the mouse. If you click on the mouse button, a spring balance will appear showing the tension in the string. You can change the weight of the load and the hanging pulley(s) by using the appropriate boxes. Inputs"

Lever Principle

http://www.walter-fendt.de/ph14e/lever.htm
"This applet shows a symmetrical lever with some mass pieces each of which has a weight of 1.0 N. The lever arms can be read from the coloured rectangles; one rectangle corresponds to 0.10 m. The lever is in balance when the applet is started.

You can attach a new mass piece or put it to another place with pressed mouse button. In a similar way you can remove a mass piece by clicking on it."

Inclined Plane

http://www.walter-fendt.de/ph14e/inclplane.htm
"This Java applet demonstrates a motion on an inclined plane with constant velocity and the corresponding forces.

The "Reset" button brings the block to its initial position (outside of the picture). You can start or stop and continue the simulation with the other two buttons. Depending on the selected radio button the applet will show a springscale from which you can read the necessary force, or the vectors of the weight force with its two components (parallel and normal to the plane), the normal force, the frictional force and the force which is necessary for the motion."

Newton's Second Law experiment

http://www.walter-fendt.de/ph14e/n2law.htm
"This Java applet simulates an air track glider setup, as it is used for experiments on constant acceleration motion. A gravitational acceleration of  9.81 m/s2 was presupposed.

The mass of the wagon, the value of the hanging mass and the coefficient of friction (within certain limits) can be changed."

Elastic and Inelastic Collision

http://www.walter-fendt.de/ph14e/collision.htm
"This Java applet deals with the extreme cases of a collision process illustrated by two wagons: For an elastic collision it is characteristic that the sum of the kinetic energies of the involved bodies is constant. After a perfectly inelastic collision, however, both bodies have the same velocity; the sum of their kinetic energies is reduced, compared with the initial value, because a part of it has changed into internal energy (warming up).

The total momentum of the involved bodies is conserved, regardless whether the collision is elastic or inelastic. The movement of the common center of gravity (indicated by a yellow dot) is not influenced by the collision process."

Carousel (Centripetal Force)

http://www.walter-fendt.de/ph14e/carousel.htm
"The speed of a moving body and its direction of movement remain constant according to Newton's first law (law of inertia) if no force acts on it. The circumstances of a circular motion are different: In this case there must be a force, the so-called centripetal force, which is directed to the axis of rotation. This simplified model of a carousel demonstrates this force."

Ng

http://www.ngsir.netfirms.com/englishVersion.htm#mechanics
Kinematics

Kinematics of 1 D uniformly accelerated motion

http://www.ngsir.netfirms.com/englishhtm/Kinematics.htm
"none"
Projectile motion

http://www.ngsir.netfirms.com/englishhtm/ThrowABall.htm
"none"
Dynamics

Motion under different kinds of force

http://www.ngsir.netfirms.com/englishhtm/Motion.htm
"none"
Inclined plane

http://www.ngsir.netfirms.com/englishhtm/Incline.htm
"none"
Drop an object onto a moving trolley 

http://www.ngsir.netfirms.com/englishhtm/DropABrick.htm
"none"
Work and energy 

http://www.ngsir.netfirms.com/englishhtm/Work.htm
"none"
Pendulum

http://www.ngsir.netfirms.com/englishhtm/Pendulum.htm
"none"
Rotational inertia

http://www.ngsir.netfirms.com/englishhtm/Balance.htm
"none"
Translation and Rotation 

http://www.ngsir.netfirms.com/englishhtm/Rotation.htm
"none"
Schneider

http://qbx6.ltu.edu/s_schneider/physlets/main/index.shtml
Kinematics - One Dimensional Motion

Constant Linear Velocity - measure velocity from X information (constvel1) 

Constant Linear Acceleration - measure acceleration from V information (constaccel1d) 

Introduction to motion vectors in Kinematics (kinvec0) 

Connecting graphs to motion (kinem01) 

Police Car tries to catch a Speeder - Part 1 (onscreen capture) (police1) 

Police Car / Speeder - Part 1a (onscreen) (Connect to Displacement Graphs) (police1a) 

Police Car tries to catch a Speeder - Part 2 (offscreen capture!) (police2) 

Police Car / Speeder - Part 2a (offscreen) (Connect to Displacement Graphs) (police2a) 

Police Car / Speeder - Part 3 - We can change the parameters! (police3) 

Vertical Motion - Throw a Hammer in the air (proj1d01) 
Kinematics - Two/Three Dimensional Motion

2D Projectile Motion - Minimum velocites during 2D flight (proj2d00) 

2D Projectile Motion - Comparing different starting conditions (proj2d01) 

Boat on a river - Let's go for IceCream! (boatriver1) 

Boat on a river - Part 2 - we control the velocities! (boatriver2)    the physics behind it 

Boat on a river - Part 3 - [authored by Dr. Dan - includes vectors] (boatriver1D3) 
(Dynamics) General Forces (2D)

Force(s) on a sled [frictionless ground] (force_sled1) 

Mass hanging from two angled cables (hanging_mass1) 

Bee on an inclined plane (applied force - no friction) (incline1) 

Spring force (spring) 
(Dynamics) Frictional Forces

Sled with unrevealed friction (force_sled2) 

Sled with adjustable friction (force_sled3) 

Mass on top of other mass being pulled (fric1) 

Mass sliding into friction patch (fricpatch1) 
(Dynamics)  Momentum - explosions/collisions

Linear momentum - two masses - explosion to separate (momenta1) 

Linear momentum - two masses - Choose intial KE from explosion to separate (momenta2e) 

Elastic linear collisions (momenta3) 

Inelastic linear collisions (momenta3c) 

Center of Mass technique for Elastic/inelastic 2-body collisions (momenta4) 

Greene

http://www.rlgreene.org/Illuminations/html/IllumMain.html
Vectors

A. Demos
B. Arithmetic
C. Components 

1D Kinematics

A. Demos
B. Motion Diagrams
C. Graphs
D. Relationships
E. Test Yourself 

2d Kinematics

A. Demos
B. Relationships
C. Motion
D. Test Yourself 

Dynamics

A. Demos
B. Newton's Laws
C. with Kinematics
D. Force Diagrams 

Work and Energy
C.Energy Bar Charts
http://www.rlgreene.org/Illuminations/html/WorkEnergy/EnergyConservation/EnergyBarCharts.html
"In solving physics problems involving energy conservation, it is important to recognize how kinetic and potential energy change. Despite these individual changes, if no non-conservative forces act on the subject, the sum of kinetic and potential energy (i.e., the mechanical energy) remains constant. However, if work is done on the subject by non-conservative forces, the mechanical energy decreases or increases, depending on whether the work done by the non-conservative forces is positive or negative."

Christian and Belloni

http://webphysics.davidson.edu/physlet_resources/physlet_physics/contents/mechanics/one_d_kinematics/default.html
Exploration 2.1: Compare Position vs. Time and Velocity vs. Time Graphs

"Shown are three different animations, each with three toy monster trucks moving to the right.  Two ways to describe the motion of the trucks are position vs. time graphs and velocity vs. time graphs (position is given in centimeters and time is given in seconds). "

Exploration 2.2: Determine the Correct Graph

"View the animation of the red ball by selecting Ball Only and describe its motion in words (position is given in meters and time is given in seconds)."

Exploration 2.3: A Curtain Blocks Your View of a Golf Ball

"A putted golf ball (not shown to scale) rolls on a green.  A black curtain blocks your view of the ball, but otherwise does not interfere with the ball's motion (position is given in meters and time is given in seconds).  The animation is a side view of the ball rolling on the green. 

Analyze the velocity vs. time graph for the ball and describe the terrain of the green behind the curtain that blocks your view.  Give valid reasons for your answer." 

Exploration 2.4: Set the x(t) of a Monster Truck

"By now you have seen the equation x = x0+ v0*t  + 0.5*a*t2.  Perhaps you have even derived it for yourself.  But what does it really mean for the motion of objects?  The animation allows you to explore all three terms in the equation: the initial position by changing x0 from -50 cm to 50 cm, the velocity term by changing v0 from -15 cm/s to 15 cm/s, and the acceleration term by changing a from -5 cm/s2 to 5 cm/s2."

Exploration 2.5: Determine x(t) and v(t) of the Lamborghini

"Find the position of the toy Lamborghini as a function of time, x(t), for each animation (position is given in centimeters and time is given in seconds). "

Exploration 2.6: Toss the Ball to Barely Touch the Ceiling

"To show your coordination, you try to toss a ball straight upward so that it just barely touches the ceiling (position is given in meters and time is given in seconds).  What initial velocity is required?  In this Exploration the acceleration of the ball is -9.8 m/s2.  Calculate this initial velocity and then test your answer by typing the initial velocity in the text box and clicking the "set velocity and play" button"
Exploration 2.7: Drop Two Balls; One with a Delayed Drop

"Two giant tennis balls are released from rest at a certain height.  One (the ball on the right) can be dropped after the first ball is dropped. You may change the time delay from 0 to 2.5 s (enter the time delay in the text box and click the "set delay and play" button). The ghost images mark the balls' positions every 0.5 s "

Exploration 2.8: Determine the Area Under a(t) and v(t)

"A 1.0-kg cart on a track experiences several different constant accelerations as shown in the animation (position is given in meters and time is given in seconds).  The red dot shows you where position measurements are taken.  In addition, the graph of either the acceleration vs. time or the velocity vs. time is shown (use the check box to toggle between the two) along with data in a table. "
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