
Generalizing Motion From 1D → 3D
Cartesian coordinate system in 3D
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Velocity in 3 Dimensions



Components of Velocity Vector

In 2 dimensions 



Acceleration In 3 Dimension



Components of Acceleration Vector

When computing components
use the correct def. of angle 



3D Motion With Constant Acceleration 
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Some Scenarios



Skiing: Curved Path In Snow !
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Relative Velocity makes mid-air refueling possible !


