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(I forgot to take a snap of this. -E)



When to fling the ring? How to model?

Hint:  throw before you’re opposite the clown’s face

★ your own tangential velocity

★ height of horse (therefore your hand) at throwing point

★ force vector of your throw (throw tangentially?)

★ weight of ring

★ air density

★ turbulence around a flung torus (can you impart a stabilizing spin, Frisbee style?)
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★ ... too much like physics ack! ack! ack!



Wheee velocity!

Carousel base:  25-foot radius → 157-foot circumference (from guide book)

10 revolutions per ride // 3 rev to get up to speed and 3 rev to slow to a stop
     → four revolutions at top speed

We timed these over three iterations

Average at full tilt: 13.2 sec/rev // 4.5 rev/min → pretty quick to cover 157 feet

Angular velocity ω = dΦ/dt = 2π / 13.2 sec = 0.476 rad/sec

Tangential velocity v = r * dΦ/dt = 25 ft * 0.476 rad/sec = 11.9 ft/sec // 8.1 mph

(... okay, fine, 13.0 kmh :-p)



wheeEEEEeeeeEEEEeeee

Amplitude of horses’ jumps:  0.75 feet   ← estimate using Dad as yard stick

Radius of circle:                    25 feet

Jumps per revolution:            6

Assumption:                         start and finish at same point in space

x = 25 cos t

y = 25 sin t

z = 0.75 cos 6t + 4.5       ← cosine bc my horse started at maximum

0 ≤ t ≤ 20π              ← ten revolutions (assuming uniform speed)



www.math.uri.edu/~bkaskosz/flashmo/parcur/
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r = 3 cos (6θ) + 25        ← wiggles exaggerated for effect
        ← ack! polar to parametric???

www.desmos.com/calculator



Generic circular cone:         cz2 = x2 + y2          ← c is some constant

Parametric circular cone:     x = r(t) cos t

         y = r(t) sin t

         z = r(t) tan A       ← A being angle at apex

Carousel cone:       x =   (0.083 cos (6θ) + 25) cos t

y =   (0.083 cos (6θ) + 25) sin t

z = - (0.083 cos (6θ) + 25) (1/63)   ← bottom nappe

(maybe an inch or two of slant per Elizabeth-height?)

Polar to Parametric on a Cone



again, wiggle exaggerated for effect

www.math.uri.edu/~bkaskosz/flashmo/parcur/




