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Moving Man Simulation Activity
1) Go to the following website address:


http://phet.colorado.edu/simulations/sims.php?sim=The_Moving_Man
2) Click the green Run Now! Box.  It may take a while for it to load.  It may also ask you to update or install the latest version of Java.  Go ahead and do this if you know how otherwise ask your teacher for help.
3) Once it loads, use the mouse to slowly drag the man to the right as smoothly as you can until he reaches the wall.  Then stop for a few seconds.  Next, quickly drag him to the left all the way to the other wall as smoothly as possible.  Stop there for a few seconds.  Finally drag him slowly back to the center as smoothly as possible.  Stop there and then click on one of the little STOP icons.

4) You can repeat this a few times until you get the graphs as smooth as possible.  Use one of the CLEAR icons to erase the graphs and re-center the man.

5) Once you have a set of graphs that are as smooth as you think you can get them, sketch each of them on the axes provided below.
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6) Slowly drag the light blue bar back and forth across the graph. A) Describe what the man was doing when the position was zero.  B) Where was he when the velocity was zero?  C) Why is the velocity sometimes positive and sometimes negative?  D) Is the acceleration constant or irregular? How can you tell?  E) What is the man doing when the position graph is the steepest?

7) Clear the graphs.  Now using the            ,            , and              boxes on the left side, type in values for position, velocity and acceleration that will cause the man to start at the left wall, move all the way over very close to the right wall and turn around and come back without hitting the right wall.  Click GO to make him start after you have typed values into the boxes. Click STOP once he returns to the left wall.  What values for x =  , v =   , and a =    did you use?  Explain why these values are needed to achieve this.

8) Sketch the graphs produced in Step 7 on the axes provided below:
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9) Give reasons for the shapes of each of these graphs.

10) Now use the Special Features menu to remove the walls (select ‘Free Range’).  Clear the graphs.  Now using the same boxes on the left side, type in values for position, velocity and acceleration that will cause the man to start at the right side of the screen, move to the left and go off the screen and then eventually come back crossing the screen to the right.  Click GO to make him start after you have typed values into the boxes. Click STOP after he runs off the screen to the right.  What values for x =  , v =   , and a =    did you use this time?  Explain why these values are needed to achieve this.

11) Use the vertical scale adjustments on the right side to change the scale so the entire graph is visible for position, velocity and acceleration.  Sketch the graphs produced in Step 10 on the axes provided below (you MUST include the MAX & MIN values of the vertical scales you used on each graph!!):
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12) Give reasons for the shapes of each of these graphs.

13) Use the light blue slider to find the approximate velocity of the man as he passed by the center of the screen on his way back to the right.
14) Now find his approximate position when his velocity was zero.
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