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(mid_x,	mid_y,	0)
z	=	0		—	on	base	plane
←	seam	/	degenerate

z=0

(mid_x,	mid_y,	|p−q|)
z	=	separation	distance
←	rises	above	base	plane

embed

{p₀,p₁}	≡	{p₁,p₀}		(symmetry)

Δ	=	diagonal	locus
	p	=	q		→		z	=	0

	rendered	as	red	seam



HEAT	DIFFUSION	—	one	frame	step
h'[i]	=	(	h[i]	+	Σ	h[N(i)]	)	/	(	|N(i)|	+	1	)	×	0.96
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v11	diffusion	step:
N(v11)	=	{v00,v01,v10,v12,v20,v21}		deg	=	6
h'	=	(300+0+0+20+80+5+150)	/	7	×	0.96

			=	555	/	7	×	0.96		=		76.1
←	peak	spreads	to	neighbors
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Program	/	agent	injection:
heat[i]	+=	Δ			(additive,	runs	before	diffuse)





KERNEL		(kernel.html	—	frozen)

LOADER		(index.html)

PROGRAMS		(programs/*.js)

MANIFOLD
ENGINE

HEAT	BUFFER
Float32Array[1024]

init	zeros

ADJACENCY
GRAPH		G=(V,E)

build

THREE.JS
RENDERER

z	+=	h[i]×w

diffuse/frameAGENTS
Friend×5

N(v)

PCB
CONSOLE

eval	JS

FRONTIER
Anthropic	API

plain	text

USER
draw	/	type

viewport +=	8.0/stepreply→eval

BOOT
SEQUENCE

PROGRAM
LOADER

<script	src>

BUBBLE_SORT REACTION_DIFFUSIONLORENZ CONWAY_LIFE …9	more

heat[i]+=

wrap	run()

seedPoints

cmd



DRAW
→	seedPoints[]

SAMPLE
m=32	points

SYM²(X)
u×v	grid
m²	vertices

pairs	{X[u],X[v]}
EMBED	→	R³
(mid_x,	mid_y,
|p−q|)

mid	+	sep

TRIANGULATE
2(m−1)²	faces

SEAM		Δ={u=v}
red	line

u=v	diagonal

ADJACENCY
G=(V,E)

HEAT	BUFFER
h	:	V	→	R≥0

init	zeros

AGENTS
heat-seek	walk

N(v) DIFFUSE
h'[i]	=	avg(N(i))×0.96

per	frame

h←h'

DEFORM
z[i]	+=	h[i]×w

h[i]

ORACLE
w	=	eval(expr)

w

RENDER
Three.js	/	WebGL

user	sees

PROGRAMS
heat[i]	+=	x

additive	+=

+=	8.0/step
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