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BDD x = BDDManager.bddVar();
BDD y = BDDManager.bddVar();
BDD z = x + y; // compute x OR y

���������	����
��������
������	����(�
��������������������������������	��
�����������������������

���
��

������������
��'

DdNode * x,y,z;
x = Cudd_bddVar(BDDManager);
Cudd_Ref( x ); /* increment node x’s reference count */
y = Cudd_bddVar(BDDManager);
Cudd_Ref( y );
z = Cudd_bddOr(BDDManager,x,y);
Cudd_Ref( z );
Cudd_RecursiveDeref( x ); /* free up x */
Cudd_RecursiveDeref( y ); /* free up y */
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Cudd mgr(0,0);
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BDD one = mgr.bddOne(); // constant ‘1’ BDD
BDD zero = mgr.bddZero(); // constant ‘0’ BDD
BDD x = mgr.bddVar(); // new variable
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BDD x = mgr.bddVar(5);
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BDD foo = x + y; // OR
BDD rob = x ^ y; // XOR
BDD rut = ! rob; // NOT
BDD en = foo * rob; // AND
BDD bar = x.Ite(rob,rut); // bar = ITE(x,rob,rut)
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BDD c = x * y * z; // build the cube xyz
BDD G = F.UnivAbstract(c);//do G = forall(xyz)F
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BDD H = F.ExistAbstract(c);//do H = there_exists(xyz)F
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ADD x = mgr.constant(5.4);
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ADD x = foo + bar; // addition
ADD y = foo * bar; // multiplication
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ADD xAdd = x.Add(); // build an MTBDD version of x
ADD R = xAdd.Ite( mgr.constant(5), mgr.constant(20));
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ADD x, y, z; 
       // assume we initialize x,y,z here
ADD foo = x.Minimum(y); //foo = min(x,y)
ADD bar = z.Maximum(y); //bar = max(z,y)
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ADD foo;
ADD maxAdd = foo.FindMax(); // get a pointer to the leaf
double maxval = maxAdd.Value(); // get the leaf value

ADD minAdd = foo.FindMin(); 
double minval = minAdd.Value();
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ADD foo;
BDD makesX = foo.BddThreshold( 10 );
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BDD M; // some BDD, lets assume it’s initialized
int * cube; // a pointer to an array of ints
CUDD_VALUE_TYPE value; // useless required variable
M.FirstCube(&cube,&value); // get an assignment
for(int i = 0; i < NumInputs; i++ ){
        cout << "  Input " << i << " = " <<
          ( cube[i] == 0 ? "0":"1" ) << "\n";
        }


