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Figure 10: As the path approaches the well, it gains inertia and starts drawing a curve around it. In classical
conditions, the path would describe a perfectly symmetrical orbit. Nevertheless, the quantum walk perturbs
the orbit, introducing quantum randomness that deforms it. The initial position is (100, 100), the initial
velocities are (10,�10), and the acceleration variables are m = 10 and Dt = 0.52.

Now that the plotting onto the interface introducing the potential fields has been handled, the
following section, Section 4, explains how the paths are sonified using the drum pattern generation
of the rhythmspaces.

4 Third stage: sonification

The final stage of the methodology involves sonifying the quantum walks by encoding them
as MIDI messages, which are then converted to audio using the generative algorithm of the
rhythmspace. The resulting audio files can be exported from the DAW and added to animated
videos of the trajectories.

As each point in the rhythmspace outputs a rhythm pattern, a quantum path describes a series
of 2D positions that each can become a drum pattern. In order to provide a coherent rhythmic
progression, the path is resampled onto a 16th semiquaver grid in this case, ensuring that the
rhythmic evolution is structured. Once the resampled path is computed, the rhythmic patterns
corresponding to each point are generated. To build the final rhythmic sequence, a single slice from
each pattern at each resampled dot is selected.

The elements or slices within a pattern are called "events". The event chosen within each
pattern is the one that aligns with the global beat of the grid. An event within a pattern consists of
a list of percussive instruments to be triggered at that instant. Therefore, all the selected events
contain the information about which instruments should be triggered at each instant of the temporal
percussive grid. Fig. 11 illustrates this resampling process.


