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https://github.com/tetracalibers/learn-browsers-work
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https://madebyevan.com/shaders/fast-rounded-
rectangle-shadows/
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Regular font Regular fant Regular font Distancefield ~ Distancefie
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https://libgdx.com/wiki/graphics/2d/fonts/distance-
field-fonts
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https://github.com/nical/etagere
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@fragment
fn fs main(in: VertexOutput) -> @location(0) vec4df {

let g = text.glyphs[in.instance];

let distance = textureSample(atlas, atlas sampler, in.uv).r

var width = mix(0.4, 0.1, clamp(g.font size, 0.0, 40.0)

width /= 2.0;

let alpha = g.color.a * smoothstep(0.5 - width, 0.5 + width,

vecdf(g.color.rgb, alpha);




515 M ICSDFDALPHAEZEYD
HIeE...

) TDEDHBIAR—ANEFLTTEND

[ NN Prototype: Text Renderer
alhsiaiglij e agguieeee: NI NEEEREEEEEREEIEENEEEE



NHEIE?



Zhb\s % ® 00
MR ELYA YT TV EESTUVETZ L

o FlutterD 7 —F T V7 F v HSZEICLDD

o VT—H—TECEFTTEDIN? DEERIFHL<
e (NILFALY KBMIBLIZWE...)

e LN\DMGrid LayoutDEZXK EDNH P > THTcLY

BigJXBEFTZ0Y.. 2O EhbHh S G0




FIN.






