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Mean free path of a charged particle (collision without a direct touch)

Since the Coulomb force is long-range force, we define effective 

radius reff  to represent effective collision with a large scattering 

angle.

General definition of collision... a process causing a change in momentum (or velocity)
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reff ... effective radius of Coulombic collision



Collision time & collision frequency

Collision frequency %c ...  number of collisions per unit time

v: particle's (relative) velocity ~ vT "
k B T
m  
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Collision time tc ... Time required for a particle to collide with another particle           

(relax into a thermal state via collision)
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significant deviation from a thermal state 
temporarily occurred at a local region...


