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1 REAREAHENZOEBRE, BRFARNRNERERRE

FHENELZS, SeRHEEART —MHESENELELSN. EATAREBIEENHFRALRE XA
7R, MIFKMIAGNSEEHZRGRES]. AXRSISERNEROAFARERERSE, NEPF—UxMy
215, SIEHMERLAZISERFNNSRER, RREX, EREREEER(FENZOER, HEXFHES
RIDE R LNSE .

BR— 7R EXNHE. DVERIBEAIHR, XEARTHZHIERBNHENES, MEHE—MERH
HFRBRIBESNMER x M y LIRERHTERH. X5|HT —MREMEE: HNIRFEEH LLEFFAR
FMHE S, BNREBIENMIFEHHKEER, SHREHNTEN? ANEEREX—AE, BETH
EREGBRINVA, BHENEEERAERRAMFRDHATELIE BIAXNFS], ERFEBEMRERERE
BOBLEET, FHMIZKIMEMER R,

2 BhiERE: HMNEHh5LIRR

TERRRFEET, FREGBVDEREROAR, STAEERVEANRARE, FREERATAETER
BERBA—R, AEHRLHE, XEEMNEREXRIERTR, ATEBMY, HM5INT—HLITRREE,
BT IRELLIT fragCoord. xy BRUEFR T iResolution.xy, FATEET—HA4R uv, HEETE [0,1] 2
& XHRT HBERRD YR TEIERN .
Bgn, AFEERETR T R —84R:

vec2 uv = fragCoord.xy / iResolution.xy;

EXEEAIEH, fragCoord. xy RRHFIGERNLAR, M iResolution.xy BEMNEENSE. FRERIER
AIRERESE [0, 1] XiE), MMEIR— M SRWERTXNER. AH—THA, RIS RROEEEERH
=, FHEEESEELRIEER AR, #HMAERIEENT:

uv -= 0.5;

uv.x %= iResolution.x / iResolution.y;

XE, uv -= 0.5 BATRLSBEERPO, BEZN[-0.5,0.5], #5, BIFRUESL, RITBERERET
x My AELELEFI—2, BRER, XESBNREEMENEE T BEEH,



3 OHE: HSEERK 2

3 ZOEEE: FSEER

RFSEBRHREBERBATEXNIZLTR, EXRRLE—MIFER f(point), RELTERTIBITER &I
WENERNSER. EENEABEREFHERE X Efﬁ?@mﬁ?’fﬁ’lﬂ(?l‘%ﬁ, SERTAETHAR L, MABRTR
TERARAER. XEMF—IMERNEI /17, ABEKBEXTHEREE,

MRS EERHEAIMAER, RINFEMEBTHEE, B, step(edge, x) KT x /NF edge BFiR[E] O,
FBNERE 1, M smoothstep(edge®, edgel, x) IEFBIE, BEIFMEL. LUsHREF G, HFSIE
BEREAXA length(uv) — r, HA r 244F. EREH, HITTLUXELRIN:

float d = length(uv) - radius;
float circle = step(d, 0.0);

EXEBAEH, length(uv) HERIRSMERS, BEFRERFIENTSER do step(d, 0.0) HHE (K
) &R 1 (BR), EfE (GMER) BREYA O (FRfEl) , MMEM—MERSEN. HfEM smoothstep, MA
BB BASGR

float circle = smoothstep(0.01, 0.0, d);

XE, smoothstep EEBIZIITNFEIHE, BOEAIAR. BIERREL d (FARKE, BALERILARLEE
B, EMEERID .

B INERRFT SEBRBMR T RINWITEM. fli, BFEHNAXA length(p) —r, BERZEIER box K, H
£FIE sdSegment SKElo XLEERIAIFHAVREWZEMM LA, MEFBERBIMNIZER,

4 MESHE: BEHATREE

FISEERBNBAZAETHXFHRRER, MMAGERTK, BIHRFRE, BNTUEIHE. &M
E&, AEFEA min(dl, d2) K, MRPERZHHBIME, BEMIK; XEMEA max(dl, d2), RE
AMREEE D ; ZENET max(dl, -d2) ME—PMRFEEE Z4

stz NERZ A6, HRINATUSPER. Bk, EX—TMEENTSEBRHK

float circle_d = length(uv) - radius;

¥BE, EX—MEREARESRS:

float mouth_d = sdBox(uv, mouthSize);

Hrh sdBox @I HIIER R, &5, MAEEEEHE:

float pacman_d = max(circle_d, -mouth_d);

float final_shape = step(pacman_d, 0.0);

EXEARBH, max(circle_d, -mouth_d) SEELTY MEIFEHREREFEIME, EA -mouth_d BEFREE
RfaE, SMEBTAIEE, &8 max BEE, RYSERFERNBEREELANERAT. step REBEERZRE A
MER, XFEERR T NS ERERFALE HERILIT.



5 BE/lL: SB5RR 3

5 BE/lH. EB5R

—BEXT AR, BB TIEERNMENRR, ISEELUES LTSI BEEHTM. fl
W, A uv.x M uv.y IX5h RGB &, RIELIMEHT:

vecd color = vec3(uv.x, uv.y, 0.5);

XERAR x SRS NI EEE, y LRGN FEEE, EH—TNELEETHHE, EEa=AKRY,
90 sin # cos, BILABIRRSRLERIRESR:

float pattern = sin(uv.x * 10.0) * cos(uv.y * 10.0);

vecd color = vec3(pattern);

X8, sin #l cos RHEMAIRET L, MERIRSEE,
FEPSRYE, BMSINEZERENERTIER, FSEERMNEEREMAEL, 7@ fwidth K
e

vecd normal = normalize(vec3(dfdx(d), dfdy(d), 1.0));

EXERAIEF, dfdx(d) M dfdy(d) HEEBHE x My AENRSEHS, WAZEZREN XMy DE, z5
8187 1.0 LAREN, B8, EXICRAGM lightDir, HNAERITMRE:

float diff = max(dot(normal, lightDir), 0.0);

vec3d color = vec3(diff);

dot(normal, lightDir) WHEZEZSHENS, max WRIER, EHREZK, XES—TFTEERLZN
HI AR AR, #—PERER, FTUIEERERR:

float spec = pow(max(dot(reflectDir, viewDir), 0.0), 10.0);

vecd final_color = diff + spec;

X8, reflectDir @R EIFM, viewDir BMAFM, pow REILREIRE, BEXELSE, EEITHRE
{ERESCIE BRI RELR,
6 HMEE: SINEESHE

FEMERNE MM, FATRTUGINRERBMEEE, BERL, 0 Simplex 8 Perlin IR/, i@
I RN eI TR N, Fla0, AREREFAFNEZTFAMR:

float noise = snoise(uv * 10.0);
float cloud_d = length(uv) - radius + noise * 0.1;

float cloud = smoothstep(0.0, 0.01, cloud_d);

EXBRAIEH, snoise BIRERE, WHERATRARERD, ERAMUAAR, LMth, RERHTFEMNKE
BRAMLIE, B IFH G K I,
BB E iTime RIFEREITTN, HIg0, SIBR— P RKPRICHIIKIK:



6 BMEE: SINRESHTE 4

float pulse = sin(iTime) * 0.1;
float d = length(uv) - (radius + pulse);
float circle = smoothstep(0.0, 0.01, d);

XE, sin(iTime) ERAMMEN, BMEIFRL, EIKEX/NFERERKR, MR BT ERLIREN:

float angle = iTime;
vec2 rotated_uv = vec2(uv.x * cos(angle) - uv.y * sin(angle), uv.x * sin(angle) + uv.

< y * cos(angle));

XEGARS R AR AL FE PRI AAAT uv, ERTHSIREER., XERAGHSERECNEGIE, TR T eI
REM.

B4, J[3—24T uv (EARREESE, MSEBRBENETEXIES, EaHFEEM GLSL BRI,
W T EBREENZOELR, XMAEIRNBEE: BRETHEEN, IRLRIMEER; TESEHT,
RE GPU 324, mhSHSHMIAREE, BLLIERE,

BANSFIRE RBEX LS, MENSEHFR, ZBPRRAGFTREANSESRYN, RAQEREEN . RRN
Shadertoy FERMUFETN, AIHFEISE, TEERNERE, EXRBERER, MEHANENE —B
KROBW—IAR, BIHHRRER, TRBMESNEEE, NEEAXPZEHERE F.



