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two axec now, resofve first, then it'c two ctraight lines
Scalar vs vector
Scalar Vector
* only asize, no direction * size AND direction , both needed
* mass, time, speed, enerqy, femperature * displacement, velocity, acceleration, force
a vector obeyc the triangle aw of addition, a ccalar just adde like ordinary numbers
=
Special vectors
* equal vectors: same magnitude, same direction ,
starting point doesn't matter
* negative vector: same magnitude, opposite direction, -
A just reverses the arrow
® unit vector: magnitude %, direction only, A = I%
» zero vector: magnitude 0, direction undefined, A + (-A)
=0
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Adding vectors geometrically
B
A
s w5 - E 3
triangle (aw: tail of B to head of A, R parallelogram law: P and Q from one common tail, R ic the diagonal
closec the triangle, A+B=R through it
came ancwer either way, just a different picture. addition is commutative: A+B = B+A
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Magnitude and direction of the ResqlamETSpacial agTlas) *
resultant
* R=\A%+B2+2ABcos0
resultant magnitude Ei’;i AR — vectors simplyadd ~ R=A+8
R = VA% + B2 + 2ABcos0
ot opposite, 0=180° — vectors subtract R=|A-B|
direction, from A tana= A + Beosh perpendicular, _, cosine ferm R=\AZ+B2
subtraction A-B=~#4+(-B) 9 yanistes
resultant bisects 0
R ic biggest when 0=0, smallest when 0=150. it equal e the angle between R=2Acos -
can wever exceed A+B or Fall below [A-B/ IRPAMIACTT AR {torm
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