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● As acceleration is a vector quantity so the relative acceleration is a xy = a x – a y.Taking downward acceleration as positive.
● As the ball is freefall so it will have g as acceleration wrt ground and the maninside lift will have the same acceleration as that of lift.
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● When forces F1, F2 and F3 are acting on the particle, it remains in equilibrium.Now, it is given that F2 and F3 are perpendicular to each other.
● So, we can infer that force F1 has to balance the resultant of the other twoforces. F1= F22 +  F32
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● If a man moves downward with acceleration a then its apparent weight deceases.Here m is the mass of the man and g is acceleration due to gravity
● In that condition tension in string m(g+a) this should not be exceed over breakingstrength of the rope i.e.
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Let mass of two blocks be m1 and m2 respectively and their common acceleration be a.Applying equation of motion, assuming m2 > m1Here T is the tension in the string.m2g−T = m2 × aT−m1g = m1 × aNow substituting value of a as g/8 and eliminating T,
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● The acceleration a due to the force F will be common to all the boxes.but the tension between the boxes will be different.
● So we will use F-T=ma ( Remember tension btw different boxes is different )
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As the resultant force on particle is 0 ,  the velocity will be unchanged.
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● When the lift is stationary the spring force balances weight:
● kx is also the reading of spring balance so kx = mg = 49N(k = force constant of spring, x = elongation, True weight = 49N)when lift moves with acceleration a downward we have:kx2 =mg−a×m (Pseudo force in lift frame upward, x2=new elongation)
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Friction force balance the wight of the block friction force f = μNwhere N is the normal reaction due to wall and μ is thecoefficient of friction.
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Through the help of equation of motion we can calculate v = u + at. where a is the acceleration, t is the time and v is the velocity.And ma=μmg where μ is the coefficient of friction.
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The system will accelerate due to the action of the force , all accelerating with same accelerationAcceleration of the system = Total external force/Total mass
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Reading of spring balance = kx,  x = change in length of spring from its natural length
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Thrust is nothing but Force so Thrust =  mass or lift off mass × acceleration
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Let n be the number of bullets that can be fired per second.The force exerted F by man must balance the change in momentum (mv) of the bullets per second.F = mnv
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Acceleration of system = Fnet / Total mass
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As shown in the figure the component of gravity along the incline is down the inclinewhich is mgsinθ ,now to stop the block from sliding friction should be up the inclineand also equal to mgsin 30 i.e., friction= mgsinθ
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S=ut+��at2  along incline plane
For frictional surface:a = (gsinθ - μgcosθ)For smooth surface:a = gsinθ



PQ4Q137



PQ4S137

By equation of motion v2=u2 + 2asconsider initial velocity as 0.
a for smooth incline = gsinΦa for rough incline = gsinΦ - μgcosΦwhere Φ is angle of inclination
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By equation of motionv2 = u2 + 2ashere a is acceleration and for retardation we’ll use -a 
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Given F = kxAnd F = ma (where m is the mass of the body and a isthe acceleration of the body)
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In the reference frame of the wedge, pseudo force ma acts towards right and component of this ma is macosα  balances the  mgsinα.mgsinα=macosα
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By equation of motion v2 = u2 = 2as alsoa = μg
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Impulse = Change in momentum
Force = Impulse / Time


