Here are some useful equations

Vectors: Ax  = A.cos(;       Ay =  A.sin(;          A =
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;        A = Axi   + Ayj

A+B = (Ax+Bx).i + (Ay + By).j

One-dimensional motion: x  = vavr.t   ;  x = xo + vot +

.a.t2,    
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  ;    v = vo + a.t;       vavg = x/ t  ;
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Free-fall: y =y0 + vo.t - 
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. g.t2,     v = vo - g.t,       
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Two-dimensional motion:  r =  (vox .t +

ax.t2).i + (voy.t +

ay.t2).j;         v = (vox + ax.t).i + (voy + ay.t).j; 
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Projectile motion: x = vox.t ;    y = v0y.t - 

.g.t2;      vy = voy - g.t;       v = vx.i + vy .j
vox = vo.cos(;     voy = vo.sin(;     
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