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#[wasm_bindgen]
pub fn update_particles(dt: 32, positions: &mut [f32]) {
for i in (0..positions.len()).step_by(4) {
positions[i] += 10.0 * dt; // EH x 245
if positions([i] = 1.0 { positions[i] = -1.0; } // @FHR

}

XEGILMER # [wasm_bindgen] ZZAEAL IS 487%E. update_particles HREIZURATIEIIEE dt FI{UE LA
positions (MR WebGL TRmEH), BIFK 4 BFH (B8MIFS x,y,z,w BN £32), FH x LARH K
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const vsSource = °
attribute vec2 a_position;
attribute vecd a_color;
varying vecd v_color;
void main() {
gl_Position = vec4(a_position, 0.0, 1.0);
v_color = a_color;

}

const fsSource = °
precision mediump float;
varying vecd v_color;
void main() {
gl_FragColor = vec4(v_color, 1.0);
}
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= gl.createShader(gl.VERTEX_SHADER); gl.shaderSource(vertexShader, vsSource);
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#[wasm_bindgen]

pub struct ParticleSystem {
positions: Vec<f32=>,
velocities: Vec<f32>,

count: usize,

#[wasm_bindgen]
impl ParticleSystem {
#[wasm_bindgen(constructor)]

pub fn new(count: usize) -> ParticleSystem {
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let mut positions = vec![0.0; count * 2];

let mut velocities = vec![0.0; count * 2];

/1 sk ENRE

for i in 0..count {
positions[i*2] = (rand::random::<f32>() - 0.5) * 2.0;
positions[i*2+1] = (rand::random::<f32>() - 0.5) * 2.0;
velocities[i*2] = (rand::random::<f32>() - 0.5) * 0.1;
velocities[i*2+1] = (rand::random::<f32>() - 0.5) * 0.1;

}

ParticleSystem { positions, velocities, count }

pub fn update(&mut self, dt: 32) {
for i in 0..self.count {
self.positions[i*2] += self.velocities[i*2] * dt;
self.positions[i*2+1] += self.velocities[i*2+1] * dt;
/] BRRE
if self.positions[i*2].abs() > 1.0 {

self.velocities[i*2] *= -0.9;

if self.positions[i*2+1].abs() > 1.0 {

self.velocities[i*2+1] %= -0.9;

pub fn get_positions(&self) -> *const 32 {

self.positions.as_ptr()
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it JS BgT A TypedArrayo JS fIFXEX const positions = new Float32Array(wasmMemory.buffer,
particleSys.get_positions() as usize, count * 2);, 48%F WebGL FEMWIEMA particleSys.update(deltaTime)
gl.bufferSubData(...); gl.drawArrays(gl.POINTS, 0, count);. MEENMIXER, 48 JS RTE 10 A
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