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void cube3(double 1b[3], double ub[3],

double vertices[8][3],

INt segments[12*2])

{ - - -
int 1, j;
static int segs[12*2] = { /= 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,
}s
/> Tor (1=0; 1<12=*2; 1++) segments|[i] = segs[i1]; */
for (1=0; 1<3; i1++)
for (§j=0; j<12/3; j++) {
segments[(12/3*i1+])*2+0] = segs[(12/3*i1+])*2+0];
segments[ (12/3*1+j)*2+1] = segs[(12/3*1+])*2+1];
+
for (1=0; 1<8; i1++) { /> 00O0O0O: 8 =/
vertices[1][0] = ((i>>0)%2) ? ub[O] Ib[O];
vertices[1][1] = ((i>>1)%2) ? ub[1] Ib[1];
vertices[1][2] = ((1>>2)%2) ? ub[2] Ib[2];
+
b5
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O XllO0OoOOOooooooooooooooooooaoo

O OpenGLOOOOO0O0OOOOOOOOOOOOO
OpenGLOOOOODOOOOOO

[0 GLUT — The OpenGL Utility Toolkit

[0 OpenGL + X11 — glx

[1 OpenGL + SDL

0 00000000000 000o0o0b000oooob0ooooon
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R,(0)=|0 cosf —sinb
0 sin 0 cos 6
YOUOOUOOO e 0o0o0ooooog
cos 0 0 sin 0
Ry(G): 0 1 0

—sin @ 0 cos 60

Z000000 e0OboOooooonO

cos 0 — sin 6 0
R.(0) = | sin6 cos 6 0
0 0 1

Jo00d0o0ooooooo P — P/ oOood

P’ = Ry (02)Ry(0y)R2(62)P
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void xrot _mat3(double a, double m[3][3])
{ /> XOD0OOOO0OOOODOOOO =/
double ¢ = cos(a), s = sin(a);

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

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

{ /= YOOOOOOOoooooOoO =/
double ¢ = cos(a), s = sin(d);

m[O][O0] = c; m[O][1] = O; m[O][2] = s;
m[11[01 = O; m[1][1] = 1; m[1][2] = O;
m[21[01 = -s; m[2][1] = O; m[2][2] = c;

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

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

m[O][O0] = c; m[O][1] = -s; m[O][2] = O;
m[1][0] = s; m[1][1] = c; m[1][2] = O;
m[21[01 = O; m[2]1[1] = O; m[2][2] = 1;

}
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void mat 3 _nult_mat 3(doubl e a[3][3], double b[3][3], double c[3][3])
{ /= OOx0O0O =/
int i, j, k;

for (i=0; i<3; i++)
for (j=0; j<3; j++)
for (c[i][j] = 0, k=0; k<3; k++)
} c[il[j] +=a[i][k]l*b[K][j];
void mat3_nmult_vec3(double a[3][3], double b[3], double c[3])
{ /= 0OO0Ox0000 =/
int i, j;

for (i=0; i<3; i++)
for (c[i] =0, j=0; j<3; j++)
c[i] +=al[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[1l]), maty);

zrot _mat 3(deg2rad(v->deg[2]), matz);

mat 3_nmult _mat 3(matx, nmaty, matw);

mat3_ nmult _mat3(matw, matz, mat3); /+ OO00O0O000O0O00C0OO0O «/

mat 3 mult _vec3(mat3, p, r); /+ O0OO0O0OO =/
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q1gq2 = 8§182 — V1V2 + S1V2 + V182 + V1 X V2
00000000 p000O0
qp = —vp+sp+uvXxXp
OO0D0D0000000000 (00 «,000 7,000 ¢)O

1 R32 . _
@ =tan"! =22 7 =sin 1—R3,1, Y =tan~ !
R3 3 Ri1

Ro 1

00000 (00,000 7,000 ¢)0000 g0

Ay = (COS(SO/Q)a Sin(SO/Q)a 0, 0)7

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

sy = (COS(¢/2)7 0,0, sin(¢/2)),
q =qyqrqyp
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void co_qua(double q[4], double qo[4]) /= ODOOOO =/

{
qo[3] = q[3];
qo[0] = - q[O];
qo[1] = - q[1];
) qo[2] = - q[2];

void qua mult qua(double ql[4], double g2[4], double qgo[4])
{ /= 000x000 */

qo[3] = ql[3]*g2[3] - ql1[0]*q2[0] - qgi[1]*q2[1] - qi[2]*q2[2]:
qo[0] = q1[3]*qg2[0] + ql[0]*q2[3] + ql[1]*q92[2] - qi[2]*q2[1]:
go[1] = ql[3]*qg2[1] + ql[1]1*q92[3] + q91[2]*q92[0] - qi1[O0]*g2[2]:
go[2] = qi1[3]1*qg2[2] + q1[2]*qg2[3] + q1[0]*qg2[1] - q1[1]*q2[O];

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

{ /= 000x0000 */

qo[3] = - q[0]*v[0] - q[ll~v[1l] - q[2]*Vv[Z];
qo[0] = q[3]*v[0] + q[ll~v[2] - q[2]*Vv[1];
qo[1] = q[3]=v[l] + q[2]~v[O] - q[O]*Vv[Z]:
qo[2] = ql3]*v[2] + q[O]~v[1] - q[1]*Vv[O]:

+
void ang_to qua(double a[3], double q[4]) /> U0O0OOOOOOOOOO */

void mat3 to_ang(double m[3][3], double a[3]) /= DOO0O0OO0OOOOOO */
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void qua_rot_vec3(double q[4], double v[3], double qo[4])
{ /> 0000000000DOO0 =/
double qgv[4]., coql4];

qua_mult _vec3(q, v, qVv);

co_qua(qg, coq);
qua_mult _qua(gqv, coq, Qo);

double-matx[3][3], 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); /> 000000 OoOg =/

qua_rot vec3(qua, p, r); /> 0O0OOOO */
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void qua_rot_vec3(double q[4], double v[3], double qo[4])
{ /> 0000000000DOO0 =/
double qgv[4]., coql4];

qua_mult _vec3(q, v, qVv);

co_qua(qg, coq);
qua_mult _qua(gqv, coq, Qo);

}
double g x[] = {0,0,0,0}, q_y[1 = {0,0,0,0}, q_z[1 = {0,0,0,0}, q w[4];
q_X[3] = cos(deg2rad(v->deg[0])72); g x[0] = sin(deg2rad(v->deg[0])/2);
q_VYy[3] = cos(deg2rad(v->deg[1])/72); g y[1l] = sin(deg2rad(v->deg[1])/2);
q_z[3] = cos(deg2rad(v->deg[2])7/2); g _z[2] = sin(deg2rad(v->deg[2])/2);

qua_mult_qua(g_x, 9.y, g w);
qua_mult_qua(qg_w, q_z, qua); /> 0O00O0OOOODOOO =/

qua_rot vec3(qua, p, r); /> O0O0OOOO */
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rRi,j:COSQ ifi=45==%

R;j=—sinf ifi=k j=I
Rk_>l(9):<Ri’j:Sin9 ?f?ﬁzl.,j:k

R;j=cos Ifi=75=1I

Ri;j=1 if i = j

| Ri; =0 otherwise

Oo0o0ooddoodoog P—-P O0O0O

1<n,j<n,i#j
P = ] R0 | P
i=0,j=0
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double **mat(int M int N /+ OOOOO =/
{

int i;

doubl e **m

m = (doubl e **)nmal | oc(si zeof (doubl e *)*M;
for (i=0; i<M i++)

mi] = (double »)malloc(sizeof (doubl e)*N):

return m

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

{

int 1

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

x/
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void unit_mat(int M

{

int i, j;
for (1=0; i<M i ++)
for (j=0; j<N;, j++)
mi][]]

}

void rot mat(int M int f, int t, double a, double **m
{ /I~ 000t 00000 a0000O0O0O0O

double ¢ = cos(a), s

unit _mat(M M m;
mf][f] c, nff][t]
mt][f] s; nmt][t]

int N, double »»m /+ OOOO =/

= (i==5) ?21: 0O

sin(a);

*/
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void cp_mat(int M, int N, double *»*xa, double »xb) /> O0O0OO0O =/
{

int 1, j;
for (1=0; 1<M; i1++)
for (J=0; j<N; jt++)
) bLil0] = alillil:

void mat_mult _mat(int M, Int N, int L, double **a, double =xb, double **c)

{ /= 00x00 =/
int i, j, k:

for (1=0; 1<M; 1++)
for (J=0; j<L; j++)
for (c[i1][jJ] = 0, k=0; k<N; k++)
) clilial += ali]lLkI*bIkI[i1:

void mat_mult_vec(int N, double *»*a, double b[], double c[])
{ /= 00x0000 =/
int i, j;
for (1=0; 1<N; i1++)
for (c[i] = 0, j=0; j<N; j++)
c[i] += a[illi]*bLi]:
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doubl e **matn = mat (odes- >ode- >N, odes->ode->N);

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

unit _mat(n, n, matn);
for (1=0; i<n; i++)
for (j=0; j<n; j++)
e =) A
rot_mat(n, i, |, deg2rad(v->hdeg), mij);
cp_mat(n, n, matn, matm;
mat _nmult _mat(n, n, n, matm mij, matn);
}o/+ OO0O0O0oOoooooog «/
free_mat(n, matmnm;
free_mat(n, mij);

mat _nult vec(odes->ode->N, matn, p, q); /= OOOOOO =*/
qua_rot _vec3(qua, g, r); /= ODOOOOOOOOO =/
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{
int s[12%2];
double Ib[3] = {-1,-1,-1}, ub[3] = {1,1,1}, p[81[31. rI81[31:
cube3(lb, ub, p, s); /7 00000000 DOOO0O =/
for (1=0; 1<8; 1++)
qua_rot vec3(qua, p[i], r[1])); /7~ 00000OoooooOonO =/
for (1=0; 1<12; 1++) {
int 10 = s[i*2], 11 = s[i*2+1];
X0 = (r[10][0]*Vv->s + 1)*v->w/2; yO = (-r[10][1]*Vv->s + 1)*v->h/2;
x1 = (r[11][0]}*v->s + 1)*v->w/2; yl = (-r[11][1]*Vv->s + 1)*v->h/2;
XDrawLine(v->display, v->pixmap, v->gc, x0, yO, x1, yl);
Yy /> 000000000 =/
}
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void cube3(double 1b[3], double ub[3],
double vertices[8][3], 1nt segments[12=*2])

{
int i1, j;
for (1=0; 1<3; 1++)
for (J=0; j<12/3; j++) { /> O0O0OO: 272*x3 =/
int vO = 0, vl = 0, k;
for (k=0; k<3; k++) {
vO = ((i>k)?2(g>>k)%2) - (1==k)?0: ((>>(k-1))%2)) + 2*v0;
vl = ((i>k)?2(g>k)%2) : (1==k)?1: ((g>>(k-1))%2)) + 2*v1;
+
segments[ (12/3*1+j)*2+0] = vO;
segments[(12/3*i1+j)*2+1] = vi;
+
for (1=0; 1<1<<3; 1++) /> O00O0O0: 273 =/
for (J=0; j<3; jt++)
vertices[i1][1] = ((i>>pD%2) ? ub[j] - Ib[}];
+
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(1,1,1,1)
15

14
1 1
(11,10
0 1
(-4,-A,-1,1) > 3
000

£ ! (0,8), (4,12), (2,10), (6,14), (1,9), (5,13), (3,11), (7,15)
(-1,-1,-1,-1) (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)
(0,2), (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<<(n-1))=*n;
for (1=0; i1<n; 1++)
for (J=0; j<ns/n; j++) { /> 0O0OO: 27(n-1)*n =/
int vO = 0, vl = 0, k;
for (k=0; k<n; k++) {
vO = ((1>k)?2(g>>kK)%2) : (1==k)?0: ((>(k-1))%2)) + 2*VvO0;
vl = ((i>k)?2(g>>kK)%2) - (i==k)?1: ((>(Kk-1))%2)) + 2*Vv1;
+
segments[(ns/n*1+j)*2+0] = vO;
segments[(ns/n*i+j)*2+1] = vi;
+
for (1=0; i<nv; 1++) /> O00O00O0: 2°n =/
for (J=0; j<n; j++)
vertices[i1][1] = ((>>pD%2) ? ub[j] - Ib[}];
+
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{

int n = odes->ode->N, nv
double Ib[n], ub[n], **p

1<<n, ns = (1<<(n-1))*n, s[ns=*2];

for (i=0; i<n; i++) {

Ib[1] = -1; ub[1] = 1;
+
cube(n, Ib, ub, p, s); /= J000O0OOOOODOOOO =/
for (1=0; i1<nv; 1++)

mat_mult_vec(n, matn, p[i], q[i1]); /7= 000000 OO0OOO */
for (1=0; i<nv; i++)

qua_rot vec3(qua, q[i1], r[1])); /- 00000000 OOOOOO =/
for (1=0; i<ns; 1++) {

int 10 = s[i*2], 11 = s[i*x2+1];

X0 = (r[10][0]*Vv->s + 1)*v->w/2; yO = (-r[10][1]*Vv->s + 1)*v->h/2;
x1 = (r[11][0]*Vv->s + 1)*v->w/2; yl = (-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);

mat(nv,n), **q = mat(nv,n), **r = mat(nv,n);
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$ diff -uv lorenz.c v_ode00.c
# 00000000 0OO0OOO0O OO

$ ./v_ode00.c

pl0]=0,398,p[11=2,p[2]=4
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$ diff -u v _ode00.c v_ode.c
# 0000000000000 O

$ ./v_ode.c
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