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v cw — dz
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0000 a=0.25,0=2.2,c=0.05 ¢=0.5, xg = —19, yg = 0,
20=0,wy=00000 ¢t < 200006t (0ODODO=0.01)00
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dt y

d

d_?i = T+ ay

d

© - b+ z(x — ¢)

dt
OO0 a=0398,0=2,c=4,20=0.1,y0=0, 20 =0 0O [
OO0 t<200006t (00006 =001)0000000000O0O
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void cube3(double Ib[3], double ub[3],

double vertices[8][3],

Int segments[12=2])

t
int 1, j;
static iInt segs[12+x2] = { /= 0000 : 12 =/
0,4, 2,6, 1,5, 3,7,
0,2, 4,6, 1,3, 5,7,
0,1, 4,5, 2,3, 6,7,
};
/> Tfor (1=0; i1<12*2; 1++) segments[i] = segs[i1]; */
for (1=0; 1<3; i1++)
for (J=0; j<12/3; j++) {
segments[ (12/3*1+j)*2+0] = segs[(12/3*i1+])*2+0];
segments[(12/3*1+j)*2+1] = segs[(12/3*i1+])*2+1];
ks
for (1=0; 1<8; 1++) { /= 00O0O0O: 8 =/
vertices[1]][0] = ((1>>0)%2) ? ub[O0] Ib[O];
vertices[1][1] = ((1>>1)%2) ? ub[1] Ib[1];
vertices[1][2] = ((1>>2)%2) ? ub[2] Ib[2];
¥
}
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0 XllOoOdoooooooooooooooooooooo
O OpenGLUOOOO0OOOOOOOOOOOOOOO
OpenGLUOOOOOOOOOOO

0 GLUT — The OpenGL Utility Toolkit

[0 OpenGL + X11 — glx

[0 OpenGL + SDL

O odbodbodbodbdbodbdbdbdbdbdbdbdid
bbb dbodbdbdi
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1 0 0
Ry(0)= |0 cosf —sinb
0 sin 0 cos 6
YOOOOOO e000ooooonOon
cos 0 0 sin 6

— sin 6 0 cos 60

Z000000 e 0b0OOoOoboOoOon

cos 6 — sin 6 0
R.(0) = | sinf cos 6 0
0 0 1

000000000000 P— P/ 0000

P' = Rz (04)Ry(84)R:(6:)P
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void xrot _mat3(double a, double m[3][3])

{ /> XOOOOOOOOoooog =/
double ¢ = cos(a), s = sin(a);

m[O][0] = 1; m[O]J[1] = O; m[O][2] = O;
m[1]1[0] = O; m[1][1] = c; m[1][2] = -s;
m[2][0] = O0; m[2][1] = s; m[2][2] = c;

+
void yrot mat3(double a, double m[3][3])

{/~YUOOOOOOoooooog =/
double ¢ = cos(a), s = sin(a);

m[O][0] = c; m[O]J[1] = O; m[O][2] = s;
m[1][0] = O; m[1][1] = 1; m[1][2] = O;
m[2][0] = -s; m[2][1] = O; m[2][2] = c;

+
void zrot _mat3(double a, double m[3][3])

{ /> 2000000000000 =/
double ¢ = cos(a), s = sin(a);

m[O][O0] = c; m[O][1] = -s; m[O][2] = O;
m[1]1[0] = s; m[1][1] = c; m[1][2] = O;
m[2]1[01 = O; m[2][11 = O; m[2][2] = 1;

}
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void mat3_nmult _mat 3(double a[3][3], double b[3][3], double c[3][3])
{ /= O0Ox00 =/
int i, j, Kk;

for (i=0; 1<3; 1++)
for (j=0; j<3; j++)
for (c[i]l[j] = 0, k=0; k<3; k++)
} clil]li]l += a[i][k]*b[K][j];

void mat3_nmult_vec3(double a[3][3], double b[3], double c[3])
{ /= OOxO0000 =/
int i, j;

for (i=0; 1<3; 1++)
for (c[i] =0, j=0; j<3; j++)
c[i] +=a[i][j]l*b[j];

doubl e mat 3[3][3] ;
double matx[3][3], maty[3][3], matz[3][3], matw 3][ 3];

xrot _mat 3(deg2rad(v->deg[0]), matx);
yrot mat 3(deg2rad(v->deg[1]), maty);
zrot _mat 3(deg2rad(v->deg[2]), natz);
mat 3_mul t _mat 3(mat x, maty, matw);

mat3 mult _mat3(matw, matz, mat3); /» OO00O0O0OOOOOO0O =/

mat 3_nult _vec3(mat3, p, r); [+ 000000 =/
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q=(w,x,y,2) =w+xi+yj+ 2k =5+, v=(x,y,2)

Juooudoogdood

ij=—gi=k k= —kj=1d, ki=—ik=7j
¢000¢o00000 ¢-'0

g=s-v, qq=q9=q-q9=1q*, gq = 1P
¢0000000000 pO000

R,(p) = qpq"
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q1 U g2 OO0 O

gi1g2 = 8182 — V1V2 + S1V2 + V182 + V1 X V2

¢00000000 p0000

qp = —Up+Sp+ UV Xp
0000000000000 (00 », 000 7,000 ¢)O

1 R32 . _1 Ra2n
@ =tan"! == T =sin 1—R3,1, Y =tan~ 1 —=

R3,3 1,1

00000 (00 3, 000 000 o)0000 ¢0

QSO — (008(90/2)’ Sin(SO/Q)’ 0’ 0)7

qr = (cos(7/2),0,sin(7/2),0),

vy = (COS(ID/?)a 0,0, Siﬂ(¢/2)),
q = qyq79¢
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void co_qua(double g[4], double qgo[4]) /7~ OOOOO */

{
qol[3] = 4ql[3]1:
qo[0] = - q[O];
qo[1] = - q[1]:
) qol[2] = - q[2]:

void qua mult qua(double gl[4], double qg2[4], double go[4])
{ /= 000x000 =/

qo[3] = q1[3]1*92[3] - q1[0]*q92[0] - ql[1]*q92[1] - ql[2]=*qg2[2];
qo[0] = q1[3]1*q92[0] + ql1[0]*q2[3] + ql[1]*q92[2] - ql[2]=*qg2[1];
qo[1] = qi1[3]1*q92[1] + ql1[1]*q92[3] + ql[2]*q2[0] - ql[O]=*qg2[2];
gol2] = ql[3]1*92[2] + q1[2]*92[3] + q1[O]*92[1] - ql[1]*~g2[O]:

+
void qua mult vec3(double q[4], double v[3], double qo[4])

{ /= 000x0000 =/

qo[3] = - q[O0]~v[O] - q[1]+~v[1] - ql2]*v[Z];
qo[0] = ql3]~v[O] + q[1]*~v[2] - ql[2]*v[1];
qo[1] = q[3]~v[1] + q[2]*v[O] - q[O]*v[Z2];
qol2] = ql3]~v[2] + qlO]~v[1] - ql[1]»v[O];

}
void ang_to_qua(double a[3], double q[4]) /> D000 O0O0Oooooog =/

void maté_to_ang(double m[3][3], double a[3]) /= ODOOOOOOOOO =/
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void qua_rot _vec3(double q[4], double v[3], double qgo[4])

{ /= 0000000000000 =/
double qv[4], coq[4];

qua_mult_vec3(q, v, QqVv);

co_qua(qg, coq);

qua_mult_qua(gqv, coq, Qqo);
+

double-matx[S][S], maty[3][3]., matz[3][3], matw[3][3], ang[3];

xrot_mat3(deg2rad(v->deg[0]), matx);
yrot_mat3(deg2rad(v->deg[1]), maty);
zrot_mat3(deg2rad(v->deg[2]), matz);
mat3_mult_mat3(matx, maty, matw);

mat3_mult _mat3(matw, matz, mat3);
mat3_to_ang(mat3, ang);

ang_to_qua(ang, qua); /> D0O0OOOOOOOO */

qua_rot _vec3(qua, p, r); /= OJOOOoOQg */
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void qua_rot _vec3(double q[4], double v[3], double qgo[4])

{ /= 0000000000000 =/
double qv[4], coq[4];

qua_mult_vec3(q, v, QqVv);

co_qua(qg, coq);
qua_mult_qua(gqv, coq, Qqo);

+
double-q_x[] = {0,0,0,0}, a_vy[] = {0,0,0,0}, g_z[] = {0,0,0,0}, g w[4];
q_X[3] = cos(deg2rad(v->deg[0])72); g x[0] = sin(deg2rad(v->deg[0])/72);
q_VY[3] = cos(deg2rad(v->deg[1])72); g y[1l] = sin(deg2rad(v->deg[1])/2);
q_z[3] = cos(deg2rad(v->deg[2])/72); g z[2] = sin(deg2rad(v->deg[2])7/2);

qua _mult qua(g_ x, 9.y, g w);
qua mult qua(qg w, g z, qua); /= DOOOOOOOO0O */

qua_rot _vec3(qua, p, r); /= 00O =*/
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(R, j=cosf ifi=j=k
R7;7j:—SiIl(9 |fZ::l€,j:l
RZ‘J’:SinQ IfZ:l,j:k

Ri—1(0) = .
e—1(0) <Ri,j:cose ifi=7=1
R; ;= ifi=7y
| Rij =0 otherwise

Ooooooooooono PP OOOO

1<n,j<n,i#j
P = ] Ri—ji—y) | P
i=0,5=0
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double »*»mat(int M int N /+ OOOOO =*/

{ . .
int i;
doubl e **m
m = (double **)nmal |l oc(si zeof (double *)*M;
for (i=0; Ii<M 1 ++)
ni] = (double *)mall oc(sizeof (doubl e)*N);
return m
}

void free mat(int M double **m /+ OOOOO
{

int 1 ;

for (1i=0; i<M i ++)
free(nfi]);

free(m;

}

*/
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void unit_ mat(int M int N, double »*xm) /+ OOOO =/
{

int i, j;

for (1=0; I<M 1 ++)

for (j=0: j<N j++)
mMi][j] = (i==) ?21: O;

}
void rot mat(int M int f, int t, double a, double **m

{ /- fO000t00000 a00000OOO

doubl e c cos(a),

unit_ mat (M M m;
nf][f] , ][t
nt][f] s, mt][t

*/

S sin(a);

]
]
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void cp _mat(int M, int N, double **xa, double =xb) /> O0O0O0O0O0 ==/
{

int 1, j;

for (1=0; 1I<M; i1++)
for (J=0; j<N; j++)
) bli101 = alilli]:

void mat mult mat(int M, Int N, int L, double *xa, double *=xb, double *xcC)

{ /= 00x00 */

int 1, j, k;

for (1=0; iI<M; 1++)
for (J=0; j<L; jt++)
for (c[i]ll1] = 0, k=0; k<N; k++)
) clhilal += a[i]Ikl*bIk1L[i1;

void mat_mult_vec(int N, double »xa, double b[], double c[])
{ /> 00x0000 =/
int i, j:

for (i=0; i<N; i++)
for (c[i] = 0, j=0; j<N; j++)
c[i] += a[i]j1*bLil:
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doubl e **matn = nat (odes- >ode- >N, odes->o0de->N);

Il nt n = odes->ode->N;
double **matm = mat(n, n), **mij = mat(n, n);

unit _mat(n, n, nmatn);
for (1=0; i<n; |I++)
for (j=0; j<n; j++)
e =) o
rot_ mat(n, i, j, deg2rad(v->hdeg), mij);
cp_mat(n, n, matn, nmatm;
mat nmult _mat(n, n, n, matm mij, matn);
} o/ OO0OOO0O0O0O0OOonO =/
free_mat(n, matm;
free_mat(n, mij);

mat _nult vec(odes->ode->N, matn, p, q); /+ ODOOOOO =*/
qua _rot _vec3(qua, q, r); /= O0OOOOOOOO =/
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{

}

int s[12*2];
double Ib[3] = {-1,-1,-1}, ub[3] = {1,1,1}, pI8]1I3]. rI81I3]:

cube3(lb, ub, p, s); /= 000000000000 */

for (1=0; 1<8; 1++)
qua_rot_vec3(qua, p[i]l, r[i]); /7= 00000000000 =/

for (1=0; 1<12; i++) {
Iint 10 = s[1*2], 11l = s[i*2+1];
X0 = (r[10][0]*Vv->s + 1)*v->w/2; yO = (-r[10][1]*v->s + 1)*v->h/2;
x1 = (r[11][0]*Vv->s + 1)*v->w/2; yl = (-r[i1l][1]*v->s + 1)*v->h/2;
XDrawLine(v->display, v->pixmap, v->gc, x0, y0, x1, yl);

}y /=~ 000000000 =/
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{

void cube3(double Ib[3], double ub[3],

double vertices[8][3], 1nt segments[12*2])

int 1, j;

for (1=0; 1<3; 1++)
for (J=0; j<12/3; j++) { /- 0000 : 272*«3 =/
int vO = 0, vl = 0, k;
for (k=0; k<3; k++) {
vO
vl
}
segments| (12/3*1+j)*2+0]
segments[(12/3*1+j)*2+1]
}
for (1=0; 1<1<<3; 1++) /> O0O0O0O: 273 */
for (3=0; J<3; j++)
vertices[i][]J] = ((i>>))H%2) ? ub[j] : 1b[]];

vO;
vl;

((i>K)2((>>K)%2) - (1==k)?0: ((§>>(k-1))%2)) + 2%VvO0:
((>K)?2((>>K)%2) - (i==k)?1: ((>>(k-1))%2)) + 2%v1;
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(1,1,1,1)
15

14
1 1 (1, 1,7 , 0)
0 1
000
(-4, -A,-1,1) 3 (0,8), (4,12), (2,10), (6,14), (1,9), (5,13), (3,11), (7,15)
(0,4), (8,12), (2,6), (10,14), (1,5), (9,13), (3,7), (11,15)

L (0,2), (8,10), (4,6), (12,14), (1,3), (9,11), (5,7), (13,15)
(-1,-1,-1,-1) (0,1), (8,9), (4,5), (12,13), (2,3), (10,11), (6,7), (14,15)
(0,8), (4,12), (2,10), (6,14), (1,9), (5,13), (3,11), (7,15)
(0,4), (8,12), (2,6), (10,14), (1,5), (9,13), (3,7), (11,15)
(0,2), (8,10), (4,6), (12,14), (1,3), (9,11), (5,7), (13,15)
(0,1), (8,9), (4,5), (12,13), (2,3), (10,11), (6,7), (14,15)
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void cube(int n, double Ib[], double ub[],
double **vertices, iInt *segments)
{

long 1, J, nv = 1<<n, ns = (1<<(h-1))=*n;

for (1=0; 1<n; i++)
for (J=0; j<ns/n; j++) { /> OO0dd: 22(n-1)*n =/
int vO = 0, vl = 0, k;
for (k=0; k<n; k++) {
vO
vl
¥
segments[(ns/n*i1+j)*2+0]
segmentsf(ns/n*i+j)*2+1]
}
for (1=0; i<nv; 1++) /> OJ0O0OO: 27 n =/
for (3=0; j<n; j++)
vertices[i][]J] = ((i>>))H%2) ? ub[j] : 1b[]];

vO;
vl;

((>K)2((>>K%2) - (1==k)?0: ((§>>(k-1))%2)) + 2%VvO0:
((>K)?2((>>K)%2) - (i==k)?1: ((>>(k-1))%2)) + 2%v1;
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{
int n = odes->o0de->N, nv
double Ib[n], ub[n], **p

1<<n, ns = (1<<(n-1))*n, s[ns*2];
mat(nv,n), **q = mat(nv,n), **r = mat(nv,n);

for (1=0; i<n; 1++) {
Ib[1] = -1; ubJi1] = 1;
+

cube(n, Ib, ub, p, s); /= 00000000 OODOOO */

for (1=0; i<nv; 1++)
mat_mult_vec(n, matn, p[il, q[il); /= 00000000000 =/

for (1=0; i<nv; 1++)
qua_rot_vec3(qua, q[i]l, r[i]); /= O00OO0O0O0OO0OO0OOOOOO0O =/

for (1=0; i<ns; i1++) {
int 10 = s[i*2], 11 = s[i*2+1];
X0 = (r[10][0]*Vv->s + 1)*v->w/2; yO = (-r[10][1]*v->s + 1)*v->h/2;
x1 = (r[11][0]*v->s + 1)*»v->w/2; yl1l = (-r[11][1]*Vv->s + 1)*v->h/2;
XDrawLine(v->display, v->pixmap, v->gc, x0, y0, x1, yl);

+

free_mat(nv, p);

free_mat(nv, q);

free_mat(nv, r);
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$ diff -u v lorenz.c v_ode00.c
# U0O0O0UOOOOOOO0OO0OOO0O

$ ./v_o0de00.c

pl0]=0,398,p[1]=2,p[2]=4
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$ diff -u v _ode00.c v _ode.c
# U0O0O0OOOOOOO0OOOO OO

$ ./v_ode.c

plo]=0,25,p[1]=2,2,p[2]=0,05,p[3]=0,5
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[l obpooooooo0O00OO0O0DO0O000O000000000000

[l opoooooooooooooooooo

[l opooooooOoO00DO0O000O00000000000000000000
[l obpoooooooooooooOoooO

gougougod
[l obpooooooooooooooO
[l opooooooooooOoOoOoOooo0ooono
[l obpooooooooOoOoO0O0O0O00O0OO0OO0
[l opooooooOoO0O0OO0O0O0OO0O000O00000000000000000

dooddoododooobootdooodoooooodooodom
http://www.aihara.co.jp/ taiji/pendula-equations/present.html

http://www.aihara.co.jp/ taiji/lecture-2007/win32/
[l ocoooooooooooooo
[l oooooooooooooo
[l ooooooooooooooo
[l ooooooooooo0O0000000000000000000000
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