
Enhanced Simulation with Full Physics and Audio
Controls

1. Physical Constants (SI Units)

Include  all  fundamental  constants  in  SI  to  scale  the  simulation  correctly  (e.g.  speed  of  light,  Planck’s
constant,  gravitational  constant,  etc.).  The  SI  definitions  are  exact  (e.g.  c =  299 792 458 m/s,  h =
6.62607015×10⁻³⁴ J·s ), so using these values ensures realistic scaling. In practice, define these constants
in your code (or expose them as UI parameters) using authoritative sources. For example, set const C = 
299792458;  for light speed, or use a lookup list of values. This makes the simulation’s physics (velocities,
energies, forces) use real-world units and remain accurate . You can cite NIST or Wikipedia tables of
constants for precise values, and update them if standards change.

2. Dynamic Effects & Shader Controls

Design the UI so the user can toggle advanced simulation effects and visuals. Use WebGL shaders and GPU
acceleration for real-time effects. For instance:

WebGL Shaders and GPU: WebGL is a JavaScript API for rendering interactive 3D/2D graphics in the
browser without plugins . It allows GPU-accelerated physics and image processing on the web

. Use GLSL vertex/fragment shaders to implement effects like color gradients (harmonics), burst
sparks or trails, and distortion (curl, divergence) on particles or fields. These shaders can run physics
or visualization steps in parallel on the GPU, giving smooth performance.

Particle  Trajectories  &  Integration: Model  particle  motion  by  numerically  integrating  their
equations of motion each frame. For example, apply Newton’s laws or Lorentz forces via Euler or
more advanced integrators.  Since  the  motion equations  are  ordinary  differential  equations,  you
solve them step-by-step in real time . A simple Euler integrator updates position and velocity by
x += v*dt; v += a*dt , where acceleration a comes from fields (gravity, electromagnetism, etc.).

The code from the sandbox shows exactly this approach – it treats the system as coupled ODEs and
updates via Euler’s method . You can expose the timestep, integrator type, and precision as UI
parameters.

Electromagnetic/Field Effects: Include toggles for electric/magnetic field strengths, particle charge,
adiabatic parameters, etc. For example, allow the user to switch on/off an electromagnetic force term
or adjust a “curl” or “divergence” factor in a shader. Phasing effects (e.g. sinusoidal modulation of
field  parameters)  can  be  added  by  varying  parameters  over  time  or  based  on  position.  These
parameters effectively let the simulation emulate phenomena like wave interference or adiabatic
transitions. 
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Particle  Interactions  &  Clusters: Let  users  cluster  or  group  particles,  and  enable/disable
interactions like collisions or attraction. For instance, a “burst” mode could spawn particles with an
initial  velocity  burst,  while  “collision”  toggle  turns  on  inter-particle  collision  handling.  A  “color
harmonics” control can map particle properties (energy, charge) to color via harmonic gradients.
Each of these should be a UI control (slider, checkbox, etc.) that adjusts the underlying simulation
state in real time.

Gamepad / Quaternion Controls: If you support game controllers or VR devices, read orientation
data and apply it to the camera or objects. The standard Gamepad API even provides a quaternion
for orientation . For example, you might map the controller’s quaternion to camera rotation so
the user “looks around” by tilting a gamepad. The GamepadPose.orientation  property returns
{x,y,z,w}  (a quaternion) , which you can use to smoothly orient objects or view. Ensure you

offer a UI ratio or sensitivity toggle so the user can adjust how strongly the controller input affects
the simulation.

(Each effect above should be linked to a UI element so it can be toggled or adjusted in real time. Citations: the
WebGL API  enables  GPU-accelerated  graphics  and physics ;  differential  equations  in  such simulations  are
typically  solved by numerical  integration ;  and controller  orientation is  given as  a quaternion in  the Web
Gamepad API .)

3. Ambient Drone Audio Synthesis

Integrate a generative audio component using the Web Audio API. Generate a continuous “drone” sound
whose parameters are driven by the simulation’s state (position, velocity, events, geometry). For example,
create one or more OscillatorNode sources (sine waves, noise, or custom waveforms) and slightly detune
or  phase-shift  them  to  produce  rich  interference  patterns.  The  Web  Audio  API  provides  an
OscillatorNode  for  periodic  waveforms .  You  can  route  these  through  BiquadFilterNodes  or

GainNodes to shape timbre and amplitude over time. By modulating the oscillator frequencies or volumes
based on particles’ motion (e.g. faster particles increase frequency or add new harmonics), the resulting
soundscape will reflect the system dynamics. Include UI toggles for sound clusters – for instance, a mute/
unmute button or sliders for “frequency spread”, “reverb/delay”, or “volume” – to let the user control the
audio experience in real time. This creates an immersive ambient sound that evolves with the simulation.

(Citation: The Web Audio API is a signal-processing API with nodes like OscillatorNode and BiquadFilterNode for
synthesis and effects .)

4. Creative Metaphors and Conceptual Design

Treat the simulation as generative art.  Use metaphors and creative labels to enrich the experience. For
instance, describe particle swarms as “starlings swirling” or field lines as “gossamer currents.” Embrace a
primitive/conceptual interface:  instead  of  raw  numbers,  use  evocative  names  (e.g.  “ether  drift”  for
background field, “chromatic flux” for color variance). This encourages critical inquiry – let users experiment
freely, see emergent patterns, and iteratively refine the environment. For continuous improvement, include
a “training” or “learning” mode where the system gradually adapts parameters (as in machine-learning-
based art). Although these elements are subjective, they fit into the sandbox ethos: a lab-like setting for

• 

• 

4

4

2

3

4

5

5

2

https://developer.mozilla.org/en-US/docs/Web/API/GamepadPose/orientation#:~:text=The%20%60orientation%60%20read,54%2C%20as%20a%20quarternion%20value
https://developer.mozilla.org/en-US/docs/Web/API/GamepadPose/orientation#:~:text=The%20%60orientation%60%20read,54%2C%20as%20a%20quarternion%20value
https://builtvisible.com/webgl-examples/#:~:text=What%E2%80%99s%20webGL%3F
https://github.com/jlcarr/particle-simulator#:~:text=https%3A%2F%2Fen,d
https://developer.mozilla.org/en-US/docs/Web/API/GamepadPose/orientation#:~:text=The%20%60orientation%60%20read,54%2C%20as%20a%20quarternion%20value
https://www.w3.org/TR/webaudio-1.1/#:~:text=,positioning%20audio%20in%203D%20space
https://www.w3.org/TR/webaudio-1.1/#:~:text=,positioning%20audio%20in%203D%20space


creative exploration. (No specific citation needed; the idea is to adopt generative art principles and treat
the simulation as an open-ended creative canvas.)

5. Implementation with Existing Code and Tools

Build on the repo’s existing classes and shaders, and use vanilla JS/WebGL/audio. For example, the provided
code  already  defines  classes  like  QubitNode ,  QubitLayer ,  and  QubitNet  to  manage  state.  The
QubitNet.step()  method in the repository uses a simple cosine/sine phasing rule to update each node’s

complex  amplitude  every  frame .  In  the  animation  loop,  these  amplitudes  are  used  to  drive  visual
properties – e.g. setting each sphere’s opacity proportional to the amplitude magnitude . You can extend
this pattern: hook your new parameters into such classes so that updating a slider immediately changes the
simulation state on the next frame. 

Use  WebGL  (or  Three.js) for  rendering  and  shaders.  The  initWebGL  helper  and
THREE.WebGLRenderer  in the code set up the 3D scene. You can either write raw GLSL shaders or attach

custom uniforms in Three.js to implement bursts, trails, etc. In vanilla JS, connect HTML UI controls (sliders,
checkboxes) to the simulation variables or shader uniforms. For sound, create an AudioContext , attach
Oscillator and filter nodes, and start/stop them based on UI toggles. For example, tie a gain node to a
“sound on/off” checkbox.

Finally,  allow “real-time toggling with  ratio”  as  requested:  implement  UI  elements  that  adjust  ratios  or
speeds (e.g. a slider for “time scale” that speeds up or slows the entire simulation, or a ratio between two
oscillators in the audio).  Make sure changing any UI control immediately affects the simulation loop or
audio graph without restarting the program.

With these pieces, you regenerate the simulation artwork incorporating all listed parameters. You leverage
physics constants , advanced WebGL shader effects , differential equation integration , controller-
based quaternion input ,  and Web Audio synthesis .  The existing code’s classes (e.g.  QubitNet )
already demonstrate  phasing and dynamic  visuals ,  so  extend them with  your  new controls.  By
combining  these  elements,  the  result  is  a  richly  interactive,  scientifically  grounded,  and  artistically
expressive simulation interface. 

Sources: Authoritative references on SI constants ; WebGL capabilities ; numerical integration ;
Web Audio API nodes ; Gamepad quaternion input ; and the repo’s own code for class structure and
phasing . 
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List of physical constants - Wikipedia
https://en.wikipedia.org/wiki/List_of_physical_constants

A collection of webGL content examples in the wild - Builtvisible
https://builtvisible.com/webgl-examples/

GitHub - jlcarr/particle-simulator: A WebGL project to simulate classical physics particles.
https://github.com/jlcarr/particle-simulator

GamepadPose: orientation property - Web APIs | MDN
https://developer.mozilla.org/en-US/docs/Web/API/GamepadPose/orientation

Web Audio API 1.1
https://www.w3.org/TR/webaudio-1.1/

multiverse.js
https://github.com/spectra-gallery/arquolab-sandbox-models/blob/7bfe64dcb39d03a6d8100f55c823667e74ca6648/simulations/
multiverse/multiverse.js
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