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Shader of the Week

Build and Share your best shaders with the world and get Inspired.

= Create your own shaders = Teach and learn from the best shader developers

= Make your creations react to music and videos = Share and connect by commenting and discussing

Featured shaders

A

‘Flappin... " by Eitk@> 120 W 7

D Wiz

. by e 230 W “Thumper” by jeofkBx255 W2 by arkhD23c W1 ‘Emboss" by P_mSE» 252 W02 “Sparks” by vanbd@e0; W&
Latest contributions Headlines
» attempt to port cdak 4 hours ago 13/07/2013 - Release 0.3 brings W=bCam support, = new front page and minor bug fixes!
= Flying Spheres 7 hours ago 11/07/2013 - Shadertoy will bz presentzd at Siggraph 2013 Check out the "Rezl-Time Live!” website for more info. http:/ /s2013.siggraph.org/attendees/ real-time-live
« Scharr Filter 20 hours 2go 10/07/2013 - The Solsk demoparty h ing this weskend in Norway has 2 Shadertoy competition. Join us and participate! http:/ /www.solskogen.no/
. d Ref pectrum Vis 41 hours 2go 03/07/2013 - Release 0.2.2: "Public - Not Listed” shaders that can be shared (using URL) vithout being listed by our search engine or the browse page

» Grass 41 hours ago

About  Guidelnes  Send Feedback  Terms &Privacy W by Beautypi
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Shader of the Week

Build and Share your best shaders with the world and get Inspired.

= Create your own shaders = Teach and learn from the best shader developers

= Make your creations react to music and videos = Share and connect by commenting and discussing

Featured shaders

“The Inversion Mac..." by Kali D Wi ‘Flsppin..." by Eith@® 120 @ 7

r : -

Recommended shaders

‘by drkhD W1

“Thumper” by jeofkBx255 W2 “Emboss” by P15 zsz 9

Latest contributions Headlines

» attempt to port cdak 4 hours ago 13/07/2013 - Release 0.3 brings W=bCam support, = new front page and minor bug fixes!

= Flying Spheres 7 hours ago 11/07/2013 - Shadertoy will bz presentzd at Siggraph 2013 Check out the "Rezl-Time Live!” website for more info. http:/ /s2013.siggraph.org/attendees/ real-time-live
« Scharr Filter 20 hours 2go 10/07/2013 - The Solsk demoparty h ing this weskend in Norway has 2 Shadertoy competition, Join us and participate! http:/ /www.solskogen.no/

. i Refe pec Vis 41 hours ago 03/07/2013 - Release 0.2.2: "Public - Not Listed” shaders that can be shared (using URL) without being listed by cur search engine or the browse page

» Grass 41 hours ago

WIHIEHZ 5. YNZESBROZELITEATHD

About  Guidelnes  Send Feedback  Terms &Privacy W by Beautypi
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&« (Y www.shadertoy.com/view,

Candlestick

Tags: raymarch, flame, iterative, candle

<0 @234 Y3 Ws

Uploaded by P_Malinin 17/7/2013

Playing with iterative raymarching and cubemap materials,

PeRs.LIc N &I &

movAX13h, 18/7/2013
hehe lovely scene! )

poljere, 13/7/2013

Awesome!

iq, 18/7/2013
Yay, very nice! Another instant classic!

srtuss, 18/7/2013
quite photorealistic, imressive!

m About  Guidelines  Send Feedback  Terms & Privacy

2 vec3 vFlameWander =

Welcome gyabo | Browse New Shader Profile

uniform vec3 iResolution; viewport resolution (in pixe
uniform float iGlobalTime; hader playback time (in s)
uniform float iChanneITime [4]; // channel playback time (in seconds)
uniform vecd iMouse; mouse pixel coords rent (if MLB down), zw: click
uniform sampler®X¥ iChannel0..3; input channel. be
uniform vecd iDate; (year, month, da time in seconds)
/f Candlestick - @P_Malin
/7 License Creative Commons Attribution-NonCommercial-ShareAlike 3.0 Unported License.
i
/7 Playing with iterative raymarching and cubemap materials.
I

Try uncommenting LOW_QUALITY and ENABLE_MIRROR below.
#define LOW_QUALITY

#ifdef LOW_QUALITY

adetine Maavmarchiani e 92 ShaderCode
Belse

#define kRaymarchMaxlter 64 (GLSL)

#define kMaxlter 3
Sendif é/

//%define ENABLE_MWIRROR

//%define BURN_DOWN

float fScenelntensity = 0.5;

vec3 vFlameLightColour = vec3(1.0, 0.5, 0.1) * 10.0;
vec3 vFlameColour1 = vec3(1.0, 0.5, 0.1);

vec3 vFlameColour2 = vec3(1.0, 0.05, 0.

vec3(0.0, 0.0, 0.0);

iChannel2 iChannel3
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&« C {§ https://www.shadertoy.com

Shader of the Week Browse%ﬁ ]) ‘y 7 !

Build and Share your best shaders with the world and get Inspired.

= Create your own shaders = Teach and learn from the best shader developers

= Make your creations react to music and videos = Share and connect by commenting and discussing

Featured shaders

“The Inversion Mac..." by Kali D Wi

r : -

‘Flsppin..." by Eith@® 120 @ 7

Recommended shaders

“Thumper"” by jmmﬂ L i

‘by drkhD W1

“Sparks” by vanbd@e0; W&

Latest contributions Headlines

» attempt to port cdak 4 hours ago 13/07/2013 - Release 0.3 brings W=bCam support, = new front page and minor bug fixes!

= Flying Spheres 7 hours ago 11/07/2013 - Shadertoy will bz presentzd at Siggraph 2013 Check out the "Rezl-Time Live!” website for more info. http:/ /s2013.siggraph.org/attendees/ real-time-live
« Scharr Filter 20 hours 2go 10/07/2013 - The Solsk demoparty h ing this weskend in Norway has 2 Shadertoy competition, Join us and participate! http:/ /www.solskogen.no/

. i Refe pec Vis 41 hours ago 03/07/2013 - Release 0.2.2: "Public - Not Listed” shaders that can be shared (using URL) without being listed by cur search engine or the browse page

» Grass 41 hours ago

About  Guidelnes  Send Feedback  Terms &Privacy W by Beautypi
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&« C @ htt www.shadertoy.com
Shad,ertoy. Welcome gyabo | Browse New Shader Profile Logout

851 shaders: Newest  Love

Elevated by iq D77 W D525 W

Clouds"by ig D 10572 W55 Fiame by XT95 D959 W

D572 Wi Main Sequence Star"by flight404 & 435 W 2; Piano by iq

Mike by iq D22 O Tnsect"by iq

21l SRR 7
ZHUFI ANFE(Popular), 1T b A DERI(Newest), BRUZA D B(Love) T/ — h L TAHABZZ LB TEET

The Cave by BoyC

About  Guidelnes  Send Feedback  Terms &Privacy W J by Beautypi
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Shader of the Week

= Create your own shaders = T and learn from the best shader developers

= Make your creations react to music and videos hare and connect by commenting and discussing

New Shaderz2V v 7 |

Featured shaders

“The Inversion Mac..." by Kali D Wi “Candles..." by P_KWiazz W& ‘Flsppin..." by Eith@® 120 @ 7

r : -

Recommended shaders

“Thumper" by jeofBX255 W2 by drkfa335 W1 “Tunnel..." by reifl> 143 W0 ‘Emboss" by P_mSE» 252 W02 “Sparks” by vanbd@e0; W&
Latest contributions Headlines
» attempt to port cdak 4 hours ago 13/07/2013 - Release 0.3 brings W=bCam support, = new front page and minor bug fixes!
= Flying Spheres 7 hours ago 11/07/2013 - Shadertoy will bz presentzd at Siggraph 2013 Check out the "Rezl-Time Live!” website for more info. http:/ /s2013.siggraph.org/attendees/ real-time-live
« Scharr Filter 20 hours 2go 10/07/2013 - The Solsk demoparty h ing this weskend in Norway has 2 Shadertoy competition. Join us and participate! http:/ /www.solskogen.no/
. d Ref pectrum Vis 41 hours 2go 03/07/2013 - Release 0.2.2: "Public - Not Listed” shaders that can be shared (using URL) vithout being listed by our search engine or the browse page

» Grass 41 hours ago

About  Guidelnes  Send Feedback  Terms &Privacy W by Beautypi
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Shaderioy QEENINENEGN

to submit your shader

L=t

7w e @ =

Browse New Shader SignIn

uniform vec3 iResolution;
uniform float iGlobaITime;
uniform float iChanne ITime [4] ;
uniform vecd iMouse;

uniform sane ler®¥ iChannel0..3;
uniform vecd iDate;

You are not logged in to Shadertoy - you won't be able

|{mid main(void)

/¢ wiewport resolution (in pixels)

/¢ shader playback time (in seconds)

/¢ channel playback time (in seconds)

£/ mouse pixel coords. xy: current (if MLE down), zw: cli
/¢ input channel. XX = 20/Cube

/f (year, month, day, time in seconds)

vec2 vv = gl _FragCoord xy 7 iResolution xy:

#1_FragColor = vecd(uy,

0.5+0_5*sin(iGlobalTime), 1.0);




LTT22E AV
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/ @ https://www.shaderto, x _

&« C' { https://www.shadertoy.com/new

Shadertoy CESENIEE Browse New Shader Sign In

uniform vec3 iResolution; /¢ wiewport resolution (in pixels)

uniform float iGlobalTime; /{ shader playback time (in ds)

uniform float iChanneITime [4]; // channel playhack time (in seconds)

uniform vecd iMouse; - current (if MLB down), zw: cli
uniform same ler®X iChannel0..3; f/ input rhgnnal XX = 20/Cube

uniform vecd iDate; /¢ (year, month, day, time in seconds)

1 ?oid main(void)

2

3 vec2 vy = gl _FragCoord xy 7 iResolution xy

4 . £1_FragColor = vecd(uy,0.5+0.5%sin(iGlobalTime), 1.0);
5

ShaderFH T 5 5
FEITS

< @0 $0 Mo
Created by None in 14/1/2013

LYY L TR e \

eIy ] & FPS
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ezt R A R R e e




V) —AF YN BV ITHBE
Ty FPENS (Texture, H3. @, Webcam...)

=
/ @ https://www.shaderto, x
€« C' @ https

‘www.shadertoy.com/new

Deruascn Mnee Chader  Sign In

No Input
f ME down), zwl cli

5)

»

512 x 512 512 x 512 512 x 512 512 x 512 1024 x 1024 1024 x 1024 1024 x 1024 512 x 512
rgb rgb rgb rgb rgb rgb

1024 x 1024
rgb rgb rgb rgb

256 x 32 8x8 256 x 256
rgb r rgba r r rgba

Videos /| Webcam

128x128

Music
A A Y
" | ‘ ” | ‘ %5’ & |
% N S I/&v'
Electronebulze 8 bit mentality XTrackTure  ourpithyator
I 4m 185 3m 255 3m 505 7m 325
(stag=7)

(stage7) (josSs) (AudeoFlow&Gizma) ]) \/ — Z ﬁ‘iﬂ 6
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iResolutio n; /4 wiewpor
iGlobalTime I h d
iChani Iflne[d] /¢ channel
Mot £ o

i use
er¥¥ iChannel0..3; A
iDaf f I (

fl
fl

_—v--r

ec3
4
IVP
ecd

ooooo

eeeee

uniform vec3 iResolut ion: ff viewport resolution (in |
uniform float iGlobalTime; £ shader plavback time (in
uniform float iChannelTime[4]: // channel playback time (ir
uniform vecd iMouse: ff mouse pixel coords. xw: o
uniform sampler®¥ iChannel0..3: £ input channel. XX = 2D/C
uniform vecd iDate: £/ (year, month, day, time
1 TOid mainivoid)

2

3 vec? uy = gl FragCoord.xy / iResolution.xy:

A ol FraslPalar = verdifiaivw N R4 Rceinfl ilPlnhal Tima)
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Shadertoy  C/EEEN S —
uniform vec3 iResolution;
vniform float iGlobalTime;
uniform float |Channell’|me[4] ds)
uniform vecd Wouse; curr»nt (if MB down), zw: cli
uniform sane ler XX |ChanneI0..3, mput channel. D/Cube
uniform vecd iDate; (year, month, day, time in seconds)
? float map(vec3 p) |
float musica = texture2D(iChannell, vec2(0_1, 0.0)) x;
-'l return musica + dot(p. vec3(0, 1, 0)) - (sin(p.x) + sin(p.z)) * msica;
5
6
1 vec2 rot(vec2 ax, float r) {
return vec2
f! cos(r) * ax. x - sin(r) * ax_y,
10 sin(r) * ax.x + cos(r) * ax. y);
1
12 }
13
14 void main(void)
15 {
16 vec2 vv = -1.0 + 2.0 * gl _FragCoord xy 7 iResolution xy
17 = vec3(iGlobalTime + texture2D(iChannell, vecz(o 1, 0.1)).%, 5
18 = normalize(vec3(uy, 1.0));
19 rot(dir_xz . iGlobalTime * 0_1);
20 .05
21 forCint i = 0; i < 50; i++) { |
22 , t += map(pos + dir * t);
23
< o Yo Wo 24 vec3 ip = pos # dir ¥ < G 3.
B 25 vec3 col = texture2Dd |Channelo mod(ip.xz * 0.1, 1.0))_xyz:
Created by Nonein 14/1/2013 26 col *= max(0.0, wap(ip + normalize(vec3(2, 3, 4)) * 2.1));
27 ; %1 _FragColor = vecd(vec3(col + vec3(t * 0.01)), 0.0);
28

(X LIX LShaderZH W72z 56
Sz 71) > 7 |
¥ Alt + Enter T3 OK
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Shaderioy QNI Browse MNew Shader Sign In

uniform vec3 iResolution; /¢ wiewport resolution (in pixels)

uniform float iGloba T ime; // shader playback time (in seconds)

uniform float iChanneITime[4]; // channel playback time (in seconds)

uniform vecd iMouse; muse pixel coor : current (if MLE down), zw: cli

uniform sane ler X iChannel0..3; /¢ input channel. 20/Cube
uniform vecd iDate; // (year, month, day, time in seconds)

/ float map(vec3 p) {

float musica = texture2D(iChannell, vec2(0.1, 0.0))._x;
a . return msica + dot(p, vec3(0, 1. 0)) - (sin(p.x) + sin(p.z)) * musica;
5 1
6
7 vec2 rot(vec2 ax, float r) {
8 return vec2(
9 cos(r) * ax. x - sin(r) * ax_y,
10 sin(r) * ax.x # cos(r) * ax.y);
1
12} I
13
14 \{:oid main(void)
15
16 vec2 vv = -1.0 + 2.0 * g1_FragCoord xy / iResolution xy
17 vec3 pos = vec3(iGlobalTime # texture2D(iChannell, uecz(o 1, 0.1)).x, 5
18 vec3 dir = normalize(vec3(uy, 1.0));
19 dir_xz = rot(dlr xz . iGlobalTime * 0.1);
20 float t =
21 for (int i = 0, i <50; i#s) {
22 ; t #+= map(pos + dir * {);
23
< o0 Y0 Wo 24 vec3 ip = pos + dir * t:
B 25 vec3 col = texture2D(iChannel0, mod(ip.xz * 0.1, 1.0))_xyz:
Created by None in 14/1/2013 26 col *= max(0.0, map(ip + normalize(vec3(2, 3, 4)) *x 2.1));
27 %z1_FragColor = vecd(vec3(col + vec3(t * 0.01)), 0.0);
28 }

VY —ZAB 2 THFZATY
BRIZHOETHEHP LIV ET
ok BEERRLHPTEXET

172.77s
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Shadertoy QEEENIEEENEGEGD

iResolution;
iGlol b ITime;
iChann Il'mne[d]

i vec iMous:
e ler X iChan IO 3;
iDa te,

I koid main(void)
¥

vec2 vv = -1.0 + 2.0 * gl_FragCoord.xy / iResolution xy
zl_FragColor = vecd(texture2D(iChannel0, vv)_ xyzz):

L3 RETF 2 AF v % \
AT AIEIFDGLSLCode

< @0 Yo Mo i

Created by Nonein 14/1/2013

DALY PAYLITE i i e e |
Raytrace, Raymarchng, FakeEffect...
BRE. HIREEERD TRPBLETY,

P

IZDD ANDShaderzFHR L THETHDN LT HHE |

About  Guidelines  Send Feedback  Terms & Privacy ‘j ® by Beautypi
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/ @® Shadertoy BETA

&« C {§ https://www.shadertoy.com oo O

Shader of the Week

Build and Share your best shaders with the world and«€&t Inspired.

= Create your own shaders apefiearn from the best shader developers

= Make your creations react to music and videos are and connect by commenting and discussing

s SiE0 Iz 2D
Vo

“The Inversion Mac..." by Kali D Wi Vector..." by srtd@ 273 W&

r : -

Recommended shaders

“Thumper" by jeofBX255 W2 by drkfa335 W1 “Tunnel..." by reifl> 143 W0 ‘Emboss" by P_mSE» 252 W02 “Sparks” by vanbd@e0; W&
Latest contributions Headlines
» attempt to port cdak 4 hours ago 13/07/2013 - Release 0.3 brings W=bCam support, = new front page and minor bug fixes!
= Flying Spheres 7 hours ago 11/07/2013 - Shadertoy will bz presentzd at Siggraph 2013 Check out the "Rezl-Time Live!” website for more info. http:/ /s2013.siggraph.org/attendees/ real-time-live
« Scharr Filter 20 hours 2go 10/07/2013 - The Solsk demoparty h ing this weskend in Norway has 2 Shadertoy competition. Join us and participate! http:/ /www.solskogen.no/
. d Ref pectrum Vis 41 hours 2go 03/07/2013 - Release 0.2.2: "Public - Not Listed” shaders that can be shared (using URL) vithout being listed by our search engine or the browse page

» Grass 41 hours ago

About  Guidelnes  Send Feedback  Terms &Privacy W by Beautypi
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@ Shadertoy BETA x \ EJ Question - Google 2% x

€ > C @ https

www.shadertoy.com S

Welcome gyabo |

= Create your own shaders » Teach and learn from the best shader developers

= Make your creations react to music ang = Share and connect by commenting and discussing

Featured shaders

i

- A\

r.
ngk... @ sk W 12

“Out You..." KB3@usM &

“The Inversion Mac..." by Kali

Recommended shaders

— ‘
cm—

“Waves" by G ‘Thumper" S@yciisle® 2

... " KD 4951 3

“Moonligh<8 #eindW11 ‘Fire" by SBX 1010 W 12

Latest contributions

Headlines

Flying Spheres 13 hours 2go

Scharr Filter 25 hours ago

Annotated Reference Spectrum Vis 45 hours zgo
Grass 47 hours ago

Distort Close 45 hours 2go

About  Guidelines  Send Feedback

Terms & Privacy W

13/07/2013 - Release 0.3 brings WebCam support, 2 new front page and minor bug fixes!

11/07/2013 - Shadertoy will bz presented at Siggraph 2013! Check out the "Real-Time Live!” website for mors info.
http:/ /s2013.siggraph.org/attendees/ real-time-live

10/07/2013 - The Solsk de ty h
http:/ /www.solskogen.no/

05/07/2013 - Release 0.2.2: "Public - Not Listed” shaders that can be shared (using URL) without being listed by our search engine or the browss page

ing this kend in Norway has 2 Shadertoy competition. Join us and participate!

by Beautypi
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BHTHIHPTEES

- B P
@ Shadertoy BETA x \_ B Question - Google ##F  x
&« C  { https://www.shadertoy.com/profile W oa © =
Shﬂda'w @_ Welcome gyabo | Browse New Shader Profile Logout
Username: gyzbo
Email: gyzbo il
O Change password Delete Your Account
Member since: February 25, 2013, 7:02 am
) Introduce your password and click ‘Delete All', This
Reputation: §71 toys ST T “-—————l action will delete your account and all data associsted
toit.
Privacy: Your email isn't visible to other users. k i
View your Public Profile. B Nev: Password ‘_______—‘ Note: You will not be able to recover your
Repest New Passviord ‘ | information later on.
2 U )T, Tip: Your password should have at least two Password |
Confi characters even though we recommend stronger
nrig password to protect yourself -
a— |
/| Recsive socil notficstions,
Listed (public) Not Listed (public) Drafts (private)
No submitted shaders
Name Dats Views Options Name Datz  Views Options
e e o (. T
neg-color June 30, 2013 51 _ rmarch-template - (] _
rotate pyramid June 15, 2013 217 _
string February 27, 2013 235 -
L About  Guidelines  Send Feedback  Terms & Privacy ﬂ -} by Beautypi
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C Xk 9 izNew Shadern#A Thids

S

Welcome gyabo | Browse New Shader Profile Logout

1
2 float map(vec3 p) {
float musica = texture2D(iChannell, vec2(0.1, 0.0)) x;
a return musica + dot(p, vec3(0, 1, 0)) - (sin(p.x) + sin(p.z)) * musica;
5 1

6
7 vec2 rot(vec2 ax, float r) {
8 return vec2

9 cos(r) * ax. x - sin(r) * ax.y,
10 sin(r) * ax.x + cos(r) * ax.y):

12 }

12 yoid main(void)

5

6 vec2 uv = -1.0 + 2.0 * gl _FragCoord xy 7 iResolution xy

vec3 pos = vec3(iGlobalTime + texture2D(iChannell, uec2(0 1, 0.1)).%x, 5
vec3 dir = normalize(vec3(uv, 1.0));

dir_xz = rot(dir_xz ., iGlobalTime * 0.1);
dir_xy = rot(dir_xy . iGlobalTime * 0.1 + sin(iGlobalTime * 0.2));

float t
i< 50; i+e) |

for (int i =
t o= -ap(pos + dir * t);

H

vec3 ip = pos + dir * t

vec3 col = texture2D(iChannel0. mod(ip.xz * 0.1, 1.0)) xyz:
col *= max(0.0, map(ip * normalize(vec3(2, 3, 4)) % 2.1)):
%1 _FragColor = vecd(vec3(col + vec3(t * 0.01)), 0.0);

Ground Test | ®0 %o Mo

[raymarching, texture ]
practice, ra

_ public listed ' public not listed @ draft —

triTE 4. BEY 7,
| IR b EIDEN...

 About  Guidelnes  Send Feedt
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Ground Test ] pribe e L

raymarching, texture

practice, raymarching shader.

) publiclisted ) publicnotlisted @ draft _

Publich32yBaH @ Draftid FH X EITHEHT %,

RKE(ES>HBTHRY) X—HRRETE LS
BANIDraft CHEFZ2 R TH 5
PubliclZ L TERT DDA |




(Y
i
' o32%
N

Public TG T 5 &. browser -> Newest]

@® Shadertoy BETA x \

- -—

| €& C {§ https://www.shadertoy.com/results?query==&sort=newest
Sllada'foy Q_ Welcome gyabo | Browse New Shader Pro
851 shaders:  Popular - Love ﬁlf < hf:ﬁﬁiﬁﬁ% < h%ﬁ) %) Lni ‘&A/ !

"Annotated Refer...” by guycook D V:

‘Flying Spheres" by martin_shirokov @ 2¢ W0  “Scharr Fiter” by thenumbernine Dz W

‘Distort Qlose” by wakka D ¥y

D o
ge0
TS5 e =
SEIEESN A L8
“Candlestick * by P_Malin D33 W38  Vector Graphic” by srtuss D55 W3 ‘emphasing textures” by Fabricelleyref® 71 W1 ‘Ksleidoscopic w..." by gleurop D Wy
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@ neg-color x \L > Sy L

&« C G https://www.shadertoy.com/view/4sX

Welcome gyabo | Browse New Shader Profile Logout

uniform vec3 iResolution;

uniform float iGlobalTime;

uniform float iChanne IT ime [4] ; nds)

uniform vecd iMouse; rrent (if MB down), zw: cli
uniform same ler¥¥ iChannel0..3; e

uniform vecd iDate; (year, month, time in seconds)

float bf(vec2 p., float r)
vec2 rot(vec2 p, float a)

return length(abs(mod(p, 10.0)) - 5.0) - r; }
return vec2(p.x * cos(a) - p.y ¥ sin(a), p.x *

float map(vec3 p) {

float k = 5.0 - dot(abs(p), vec3(0, 1, 0)) + (cos(p.z) + cos(p.x)) * O

. return max(max(k, -bf(p.xz, 4.0)), -bf(p.zy, 3.5));
9 void main( void ) |
‘neg-color ‘ < 51 ¥3 Wa void main( voi o - . . . .

vec3 dir = normalize(vec3( vec2(iResolution x / iResolution y, 1.0)
float a = -iGlobalTime * 0_1;
i dir_xz = rot(dir_xz, sin(a * 4.0));
\raymarchmg ‘ 1 dir_xy = rot(dir_xy, -a)
vec3(iGlobalTime * 4.0, 0, iGlobalTime * 7.0):
POS

Fake neg color.

vec3 npos
float t .0
for(int i =0 ; i < 75; i+#) {
npos = pos + dir * t;
t += map(npos)

9! public listed ' public notlisted ' draft _ vec3 el = vec3(1,

vec3 col = 0.1 *m
%zl _FragColor = vec

1. cl yzx, t * 0.7) * map(npos * abs (ves3(8, 11,
-5-abs(sqrt(3.0 - col) #+ t X 0.01), 1.

Comments ? H

JoshuaBatty, 1/7,

2013 14 i \
Awesome, love the/colour scheme! Z: /r ﬁ b\ b }
e A FBEHXHRHOIY LET |

iq, 2/7/2013
This looks pretty cool. Pity the aliasing, and lack of lighting? But for some reason i still find it
super appealing.

gyabo, 2/7/2013

Thanks!

Theme is darks, vivid, and raymarching colour texturing.

Iwas trying to devise a light, but so could a little tint of chance, I tried to swell idea.
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Build,and ‘Share your best shaders with the world aldgd Inspired!
San Francisco, CA - shadertoy.com

v—1—b

Shadertoy ) Shaderto =35
Ml  Featured shaders: "Yet Another Metaballs" by Antonalog, "LivingKIFS" by

Kali, "Industry” & "Out Your Mind" by srtuss! pic_ twitter.com/OPepMIVXDK
@ BEfERTID

Shadertoy @ Shadert 78188
Featured shaders: 2d vector gfx by srtuss, raymarhcing by synulation's,

. modeling by P_Malin's and 2d design Eitraz pic twitter.com/HObteGii8q
@ EfEETIT D

Shadertoy ) Shadertoy B178
Shadenoy @ Slggraph 2013! fb.me/1DwioFCBO

)
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851 shaders: - Newest  Love |

-

D sz Wis

! ke .Vl
“Qloudy Terrain" by iq Diowe Wi “Two Tweeks"byiq D7 W7 ‘TextCandy" by CPU “Fireball” by simesgreen D 523 Wi

“electron” by gopher Dz Wi

‘furball” by simesgreen D W7 “Coffee and Tablet" by P_Malin <@ 2332 W 16

“Spout” by P_Malin ‘edge glow” by jmk Do Wiz

1-3 a7
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“Cell” by iq
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No Input

512 x 512 1024 x 1024 512 x 512 512 x 512 512 x 512 1024 x 1024 1024 x 1024 1024 x 1024 512 x 512 1024 x 1024
rgb rgb rgb rgb rgb rgb rgb rgb rgb rgb

DY Y —AHIRT
TERLTHD

Egs'ix 2 : ol 2 :
Videos [ webcam ) Shaderi)ig’}‘( Yo

= DVWRIEWebCam $
PiR— b I

128x128 x84

A4

512x512 64x84

Electronsbulze  Experiment 8 bit mentalty XTrackTurs ourpithyator
4m 18s 3m 48s 3m 255 3m 50s 7m 325
(stage7) (iq) (stage7) (josSs) {AudecFlow&Gizma)
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Shadertoy Community - Problem Notice iEhLA x =
Shadertoy <info@shadertoy com:= @ 3H4H -

X, ®E~ > BEREEv vt —UEEHR ROEETENCITD HF x
Dear gyabo,

Thanks a lot for your shader "string”, https-//www shadertoy com/view/4sXGR8

Unfortuntally WebGL seems to be a pretty fragile technology still today, and we have observed that this shader is not showed as designed on
Chrome for Mac and Linux. Still today WebGL is not standard, especially regarding loop instructions, INF numbers or NANs.

Our team does not change your code without your permission. Instead, we want to ask if you could take some time to modify the shader so
all users of Shadertoy get to see your shaders as you intended them to be seen! However, since your shader works just fine on your current
development platform and you cannot easily reproduce the issue, we make ourselves available for testing the shader or fixing any code if you

don't have the time. Just let us know. X' < L Lf‘::_‘é‘:ﬂ*
Sincerely, r%fd: f:i)ij&*l_% L?":Shaderbjt Z B 6 ch:g}éE Lfd’:lf ‘H' CE
THLALIHFETARIITEBE L THEMLTIZLW

The Shadertoy Team
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Welcome gyabo | Browse New Shader Profile

Build and Share your best shaders with the world and get Inspired.

= Craate your own shaders = Teach and learn from the best shader developers

= Make your creations react to music and videos = Share and connect by commenting and discussing

vy -~ " .
" o § ‘ﬁ? 4
s " aut HTI LR
g A\ )
& ¥ . 7 t
“The Inversion Mac...” by Kali D 1215 W1z yetankD sy W2 IndufBrze We LK@ 25, MBIz Out v 'Sy W
Antonalog srtuss

Recommended shaders

—

kY ey Wii Voxekretsy Wi NighiBEs W3  oldsEDE7 Wi  Beer' DHauW  ankBrtsig W WadDsr Wi
simesgreen Dave_Hoskins nikat triggerHLM bonniem

Latest contributions Headlines

= Ground Test 41 minutes ago 13/07/2013 - Release 0.3 brings WebCam support, 2 new front page and minor bug fixas!

= Flying Spheres 14 hours 2go 11/07/2013 - Shadertoy will be presented zt Siggraph 2013! Check out the "Real-Time Live!” website for mors info.

« Scharr Filter 27 hours ago http:/ /s2013.siggraph.org/attendees/ real-time-live

« Annotated Reference Spectrum Vis 48 hours 5%297,‘2013 - The Solskogen demoparty happening this weskend in Norway has 2 Shadertoy competition. Join us and
participatz! http:/ /www.solskogen.no/
035/07/2013 - Release 0.2.2: "Public - Not Listed” shaders that can be sharad (using URL) without being listad by our
search engine or the browss pags

= Grass 48 hours 2go

Abo Guidelines  Send Feedback  Terms & Privacy Wi by Beautypi
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Siggraph2013CLiveCodingd % o &\

/ 75 Shadertoy: Live Coding x \__\""%
€& - (€ [ s2013.siggraph.org/attendees/real-time-live/events/shadertoy-live-coding-reactive-shaders

' r SIGGRAPH2013 _M

The 40th International Conference and Exhibition
on Computer Graphics and Interactive Techniques

For Submitters For Volunteers For Attendees For the Media

m

ll Register Now! p

Explore categories and fees, and
register online.

Home

For Attendees

STt g Shadertoy: Live Coding for Reactive
Committee o Shaders

Shadertoy: Live Coding for
Reactive Shaders

Real-Time Live!
TUESDAY, JULY 23, 2013 - 5:30PM TO 7:00PM

Anaheim Convention Center | Hall A

n Eocabinti At SIGGRAPH 2012, after Beautypi showed visuals on stage that reacted

to music and controllers that could interact with the audience, many

Google Plus people expressed interest in building similar visuals. For SIGGRAPH 2013,

u P Beautypi introduces Shadertoy, a web tool that allows developers all over
witter

tha nlnhe tn niich niveale fram ~ade tn errean nicina \Wah(l Navalanare

< | 1]
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x \\g Question - G;gle

& https://www.shadertoy.com

Shaderioy ©

Shader of the Week

“The Inversion Mac..." by Kali

Recommended shaders
— 1

“Thumper* K@yczisleW 2

“Waves" by @howsm W

Latest contributions

« Flying Spheres 13 hours ago

= Scharr Filter 25 hours ago

« Annotated Reference Spectrum Vis 45 hours 250
« Grass 47 hours ago

« Distort Close 43 hours 2go.

About  Guidelines  Send Feedback

Terms & Priacy W14

Welcome gyabo | Browse New Shader Profile Logout ‘

Build and Share your best shaders with the world and get Inspired. ‘

@ rotate pyramid —

= Create your own shaders

€« C {3 https://www.shadertoy.com/view/Xd

= Make your creations react to

Featured shaders

“Ing|

Eo=7

Tust Tr...".

Img
Heg

13/07/2013 - Release 0.3 brings WebCam support,  new front page
11/07/2013 - Shadertoy vl be presented at Siggraph 2013' Check out]
http://s2013.siggraph. ime-li

10/07/2013 - The Solskogen demaparty happening this weekend in N

./ [www.solskogen.no/ rotate pyramid < Da7 94 B2

03/07/2013 - Release 0.2.2: "Public - Not Listed” shaders that can be T e Uploaded by gyaboin 16/6/2013
Practice raymaching.

Comments 74

N ia, 16/5/2013
very cool!

gyabo, 17/6/2013
thanks!

Sign in to post a comment.
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uniform vecd
uniform
uniforn float
uniform vecd
uniform samp ler ¥y
uniform vec.

5 #define EPSH

iChannel0

iReso lu tion
float iGloba
|Dhanne||‘vme[4]v
iMouse;
iChanne 0.

Cin pixel

time (m secol

74 (year, month, ¢

#ifdef 6L_ES
precision mediump float;
Sendif

0.9999

/7iq’s tool
float “hash( Float n )

return fract(sin(n)*43758_5453123)

float hexp( vec2 p. vec2 h )
vec2 q = abs(p)
return max(q.x-h.y.max(q x+q y*0_57735,q.y*1.1547)-h_x)

float plane(vec3 p, float D) |
return D - dot(abs(p), normalize(vec3(0.0, 1.0, 0.0)));
vec2 rot(vec2 p, float a) {
return vec2(
cos(a) * p.x - sin(a) * p.y
sin(a) ®* p.x + cos(a) * p.y)

vec3 map(vec3 p)
PP =

/7ground
[peS oo

iChannel1 iChannel2
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Question?
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WebGL Rendering Pipeline Overview

coordinates
colors
normals
scalars |

User defined

properties

Attributes

Vertex Shader

Uniforms Varyings

Fragment Shader

/ e
Shaderlid Z CIZEH I N5, “ '

i En TS
SR Z DI

http://my.safaribooksonline.com/book/web-development/9781849691727/2dot-rendering-geometry/id286751012



