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JAVASCRIPT

gl.drawArrays(gl.POINTS, 0, 100);

VERTEX

attribute float size;

gl PointSize = size;

FRAGMENT

gl FragColor = vec4(1.0);
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gl FragColor = color * texture2D(sprite, gl PointCoord);
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SIGNED DISTANCE FIELD (SDF)
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float d = texture2D(sprite, gl PointCoord).r;
// Antialias
gl FragColor.a *= smoothstep(0.5 - smoothing, 0.5 + smoothing, d);
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gl.lineWidth(5);

gl.drawArrays(gl.LINES, 0, 100);
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vec2 dirA = normalize(currScreen - prevScreen);
vec2 dirB = normalize(nextScreen - currScreen);
vec2 tanget = normalize(dirA + dirB);

len *= 1.0 / max(dot(tanget, dirA), 0.5);
offset = tanget;

offset = vec2(-offset.y, offset.x) * len;
currScreen += offset;
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CPU without Bames Hut: ~41000 ms
CPU with Bames Hut: ~400 ms



Macbook 13 2012
CPU without Barmes Hut: ~28000 ms
CPU with Barmes Hut: ~1000ms
GPU. ~260ms



GIX1070, i/
CPU without Barnes Hut: ~12000 ms
CPU with Barmnes Hut: ~300ms
GPU: ~2ms
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