Intro Shadertoy

Fragment shader: language GLSL

Shadertoy

void mainlnage( out vecd fragColor, in vec2 fragCoord
fragColor = vecd (6.0.6.0,1.9,1.0:
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https://www.shadertoy.com/
https://shaderoo.org/
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Shadertoy: fragment shader
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IName of your shader

[ Tags, comma separated. For examy |

Describe your shader
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p Shader Inputs

void mainImage( out vecd fragCeler, in vec2 fragCoord

// Normalized Eixel coordinates (from @ to 1)
vec2 uv = fragCoord/iResolution. xy

// Time varging pixel color,
vec3 col = 8.5 + 8.5*cos(iTime+uv.xyx+vec3 (6,2, 4

// Output to screen
fragColor = vecd|col, 1.08);
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1 void mainImage( out vecd fragColor, in vec2 fragCoord

// Normalized Eixel coordinates (from 6 to 1)
vec2 uv = fragloord/iResolution. xy

/i Time varging pixel coler
vecd col = 8.5 + 0.5*cos(iTime+uv.xyx+vec3(0.2.4

/f Output to screen
fragColor = vecd(col,1.8);
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1 wvoid mainImage( out vecd fragColor, in vec? fragCoord

3 // Normalized Eixel coordinates (from 6 to 1)
4 vec2 uv = fragloord/iResolution. xy

// Time varging pixel color

vecd col = 8.5 + 0.5*cos(iTime+uv.xyx+vec3(0.2.4

9 // Output to screen
1@ fraglolor = vecd(col,1.08);
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Shadertoy: fragment shader

p Shader inputs

1 wvoid mainImage( out vecd fragColorfl in vec? fragCoord

3 // Nermalized Eixel coordinates [from © to 1)
4 vec2 uv = fragloord/iResolution. xy

// Time varging pixel color

vecd col = 8.5 + 0.5*cos(iTime+uv.xyx+vec3(0.2.4

9 // Output to screen
1@ fraglolor = vecd(col,1.08);
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Shadertoy: fragment shader
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p shader inputs

1 wvoid mainImage @out vecd fragColor Min vec2 fragCoord

3 // Normalized Eue coordingges (from 8 to 1)
4 vec2 uwv = fragloord/iResolufon. xy

/i Time varging pixel color,
vecd col = 0.5 + 0.5*%cos(iTim@Ruv.xyx+vec3(0,.2.4

9 // Output to screen
1 | fragColor = vecd(col,1.8);
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Shadertoy fragment shader

https://www.shadertoy.com/view/WsSBzh


https://www.youtube.com/watch?v=8--5LwHRhjk
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