Constant Acceleration

Kinematic equations
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Going the Other Way

When is a positive, when is a negative?
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The
Kinematic
Equations

vf: vi + at
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@ This is your arsenal of
weapons for kinematics
problems

@ They work for constant
acceleration only.

Toa You only need to remember

f  the basic definitions — use
algebra to go from one tfo
another.



and

draw a graphical representation of the
motion before using the equations.



