1 Rotation around an axis

The simplest case of rotation is ‘rotation about an axis’. Imagine a body, through which we have
drilled a hole and passed a frictionless rod. This rod is fixed; let it point along the z direction. The
body can rotate around the z axis. This rotation will be described by an angular velocity w. Any
point on the body will rotate in a circle around the z axis. If the distance of the point from the z
axis is p, then the velocity of the point will be

v=wp (1)
Let the body be made up of point masses m; with

The angular momentum about the z axis of the point mass m; is
L; =mypv; = mip?w (3)
and the total angular momentum is

L= [Z mipilw = Iw (4)

The quantity

1= Zmip? (5)

is called the moment of inertia of the body around this axis of rotation. The kinetic energy of the
body is

1 1 1
T= Z §m2v3 = 5[2 mip?w? = 5[012 (6)
7 7

If there is a torque 7 applied to the body around the z-axis, then we will have
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1.1 Rotation around a point

Now let us assume that a point O on the body is fixed, but the body can rotate in any direction
around this point. The angular velocity is now a vector. We can describe this vector by giving its
components in any frame; for example fixing a standard orthonormal frame in space we can write

& = {ws, wy,w.} (8)

Consider the point mass m;. Let its position from the origin O be given by the vector ;. The
velocity of the mass is
T=0dXT (9)



The total angular momentum will be
L= mifi x vy =Y myfy x (& x75) = > mgl(ry)? — (r; - w)7] (10)

We can write this in components. Let a = 1,2, 3 denote the three components of a vector V,,. Then
we have

L= Ly (11)
b

where

Iy = Zmi[(n‘)z%b — TiaTib) (12)
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More explicitly,
I = Zmz(yzz + 22)
i
Ly = ZmZ(ZZQ +$z2)
i
L. = Zmz(xlz +yz2)
i
Ixy = - Zmzxzyz
i
[yz = - Zmzyzxz
i
I = —Zmizﬂi
i

(13)
We also write
L=1-J (14)
where we note that I is a matrix (which happens to be symmetric), and &, L are vectors.
The kinetic energy is
1 9 1 L
T = 52;7””” = 3 : m;U; - (0 X %)
1 - o
= — m;@ - (7% X U;)
2 i
— 33 mi x 1)
= S ‘ my (7 X U;
1
L.z (15)
= —W -
2
If there is no torque on the body (i.e. 7= 0) then L is constant
dL
= _0 16
o (16)



But this does not mean that & is constant. So we have an interesting class of rotations to study:
torque free rotations.

Before we proceed, we note a complication. The way we have defined the matrix I, we see that
its components will change with time. This will happen because as the body rotates, the location
7; of each mass point m; will change, and these locations go into determining I. Computing I is
hard, since we have to sum over all the masses, and if we have to do a fresh computation at each
point time, then things will become quite impossible. So we adopt a different strategy: we choose
a set of orthonormal axes that are fixed in the body; these will be called body-fized azxes. As the
body rotates, the components of I will not change in this frame. We get a second advantage; we
can choose this orthonormal frame fixed to the body in such a way that I becomes very simple.
Note that I is a symmetric matrix, so it can be diagonalized by an orthonormal transformation.
This means that we can choose the body-fixed axes in such a way that we will have

I 0 0
I=lo 5 o (17)
0 0 I

The quantities I, I, I3 are called the principal moments of inertia. The disadvantage of using
body-fixed axes of course is that these axes will rotate with time, so even after we have solved
the problem in the body-fixed axes we will have an additional step to do: we will have to find the
orientation of the body with respect to the space-fixed axes.

Let us label the body-fixed axes as 1,2, 3, to distinguish them from the space-fixed axes which we
have called z,y, z. Then using the body-fixed frame, we have
Ly = hwy, Lg=Dlws, L3=I3w; (18)
The kinetic energy is
T:%mﬁ+b@+h@] (19)
The relation between space-fixed and body-fixed axes is given as follows. For any vector V(t) we

have
dVv av

(%)s = (E)b +oxV (20)
For 7= 0 we thus have ~ .
dL dL -
= (=), = (= L 21
0= (5 = (S0 +wx (21)
In components, we find for instance
d
a(llwl) + (w2l3 —w3la) =0 (22)
which is
Ly + (I3 — IQ)WQW3 =0 (23)
Overall we get 3 equations for 3 unknowns w1, ws, ws
Lo + (I3 — IQ)WQW3 =
Irwy + ([1 — Ig)wgwl =
T3ws + ([2 - Il)wlwg = 0 (24)



1.2 The case I1 =1, = I3

Suppose that
1121221351 (25)

This is the simplest possibility. Note that now we have

=

L=1I3 (26)

In the absence of torques, L is constant, and we see that < will also be constant for the present
case. The body therefore keeps turning at a fixed rate around a fixed axis, with the rate of turning
and the direction of the axis being determined by the initial conditions. This motion is therefore
rather trivial.

1.3 L =1 # I

Let
L=L+1I (27)

Now things will be more interesting, but still simpler than the general case where all the principal
moments of inertia are different. Such bodies are called ‘symmetric bodies’.

Now the torque free equations become

L + ([3 — Il)wgwg =
L + (11 — I3)wzwy

Isws = 0 (28)
From the last equation we see that
w3 = constant (29)
From the first two equations we then get
Is—T
M+K§[Hmp2: 0
1
. Is—T
b2 = [(FFwslen = 0 (30)
1
so we see that wi,wy describe a circle with angular frequency
Iy — 1
0 = (B )] (31)
1

The radius of the circle is fixed, so we see that w} + w? is constant. This could also have been seen
from the fact that the kinetic energy 1" must be constant
1
T = ST} +wf) + T (32)
(Recall that ws is constant.) In particular we see that the magnitude of w is constant

|3> = (w? + wi 4 w3) = constant (33)



Since w3 is constant, we see that the angle between & and the body axis ‘3’ is fixed; this angle is
called ap. The vector & will therefore describe a cone around the body axis ‘3’; this is called the
body cone.

The vector L is fixed in space since T = 0. Note that
L-& = Liwy + Lowsy + Lyws = I (w% + Ing) + Igwg, = constant (34)

Given that L and |& are constant, we find that the angle between L and @ is constant. Thus & will
describe a cone around Lj; this is called the ‘space cone’ and the angle between L and & is called
Q.

The next thing we observe is that E, @ and the ‘3’ axis of the body all lie in one plane. To see this,
suppose that any instant the body axes are set up so that

G =wl+wsd (35)

i.e., there is no component we. We see that @ and the ‘3’ axis of the body define the 1 — 3 plane.
But now we observe that
L = Lwl+ I3ws3 (36)

so it also lies on the 1 — 3 plane.

Note that if I3 > I; then L will lie between & and the ‘3’ axis, while if I3 < I; then L will lie
outside the angle made by & and the ‘3’ axis.

The last thing that we need to know is that the body cone rolls on the space cone ‘without slipping’.
This follows because at any instant of time the points that lie on the line through & are stationary.
But this line is just the line of contact between the two cones.

Let us use this fact to find the rate at which & precesses in space. To do this, imagine marking
the point on the body which lies at the tip of the vector & at ¢t = 0. At a slightly later time dt
a different point on the body will lie at the tip of w. We ask how the distance ds between these

points changes with ¢. The answer is
ds /

We now ask how far the tip of & has travelled on the space cone. This distance should equal the
distance ds, so we will have

ds (& - L)?
R — 2 _
dt s\ L2

[1(0.)2 + w2) + [30.)2]2
= 0 2 2 21 [ 1 2 3
s\/[(wl +w2) +w3] Ilg(w% _|_w%) n Igw%

BN D SA (5 e ) (38)

VIE (Wi +w3) + Fws

We thus get

VT )+ B}

Q, =0
(I3 — I)ws
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Note that if

then we get

w%+w§ << w%

I3
Q, = QI—1



