Model a bullets position over time 

 Position (x, y): Initial position in 2D space, usually defined as (x0, y0).
Velocity (vx, vy): Initial velocity components in the horizontal (vx) and vertical (vy) directions.
Acceleration:
· Gravity (g): Acts downward, usually defined as g = −9.81
· Air Resistance: Can be modeled as either linear drag (c⋅v) or quadratic drag (c⋅), where c is a drag coefficient.
Mass (m): Mass of the bullet, which affects acceleration under air resistance.
Drag Coefficient (c): Determines how much air resistance slows down the bullet.
Time Step (deltaTime): Small time interval for each update, e.g., 0.01 seconds.

// Constants and initial conditions 
const float g = -9.81;  // Gravity in m/s^2 (downward)
 const float c = 0.05; // Drag coefficient 
const float m = 0.01; // Mass of the bullet in kg 
const float deltaTime = 0.01; // Time step in seconds 
// Initial position and velocity
 float x = 0.0; // Initial x position 
float y = 0.0; // Initial y position (ground level)
 float vx = 300.0; // Initial velocity in x direction (m/s)
 float vy = 300.0; // Initial velocity in y direction (m/s) 
float time = 0.0; // Start time
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Euler’s Method for Position and Velocity Update
1. Update velocity:
o v, =v, +a,- At
o v, =v,+a,- At
2. Update position:
e z=z+v, At
e y=y+u, At




