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Learning Goals

Success Criteria

What is a displacement vector?

What is the rule for adding Vectors?

When solving algebraically, why is it important to define which 

direction is positive?

Can you draw a vector diagram to illustrate solving vectors in 2D

Are you able to use Pythagorean Theorem and Primary Trig Ratios 

to calculate Resultant Displacement?

Are you able to use Sine Law and Cosine Law to calculate 

Resultant Displacement?

B2.5 - Solve problems involving distance, position, and displacement 

using a vector diagram.

B3.2 - Distinguish between scalar and vector quantities as they relate 

to uniform and non-uniform motion.
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ADDING VECTORS IN 2-D (At an Angle)

Not all vectors lie along the N,S,E,W lines.  Some vectors are at 

and angle between these compass lines. 

North and South are the "Primary Directions".  All 
directions should start with either North or South.

E] is preferred to [E70
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ADDING VECTORS IN 2-D (At an Angle)

In order to add angled vectors that will produce a non-right angled
triangle, we can use Sine and Cosine Law

a = 10
b = 20
C = 120o

PHYSICS

BC
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5 km [E] E]
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c.
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Add the following displacement vectors.
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