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#ifdef GL_ES
precision mediump float;
#endif

uniform float time;
uniform vec2 mouse;

uniform vec2 resolution;

void main( void ) {

vec2 position = ( gl FragCoord.xy / resolution.xy ) +

mouse / 4.0;
float color = 0.0;

color += sin( position.x * cos( time / 15.0 ) * 80.0 )

+ cos( position.y * cos( time / 15.0 ) * 10.0 );

color += sin( position.y * sin( time / 10.0 ) * 40.0 )

+ cos( position.x * sin( time / 25.0 ) * 40.0 );

color += sin( position.x * sin( time / 5.0 ) * 10.0 )

+ sin( position.y * sin( time / 35.0 ) * 80.0 );
color *= sin( time / 10.0 ) * 0.5;

gl FragColor = vec4( vec3( color, color * 0.5, sin( co

lor + time / 3.0 ) * 0.75 ), 1.0 );
}
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#ifdef GL_ES
precision mediump float;
#endif
uniform float time;uniform vec2 mouse;uniform vec2 resoluti
on;
void main( void ) {
vec2 p=(gl FragCoord.xy-.5*resolution)/min(resolution.x
,resolution.y);//-1~+1DEZEZR
vec2 o = vec2(0,0);
vec3 ¢ = 0.01/(length(p-0))*vec3();
gl FragColor = vec4(c,1l);
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#ifdef GL_ES
precision mediump float;
#endif
uniform float timej;uniform vec2 mouse;uniform vec2 resoluti
on;
void main( void ) {
vec2 p=(gl FragCoord.xy-.5*resolution)/min(resolution.x
,resolution.y);//
vec3 c=vec3(0);
for(int i=0;i<20;i++){
float x = .5%cos(2.*3.14*float(1)/20.);
float y = .5*sin(2.*3.14*float(1i)/20.);
vec2 o = vec2(x,Y);
c += 0.01/(length(p-0))*vec3(1l);
}
gl FragColor = vec4(c,l);
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#ifdef GL_ES
precision mediump float;
#endif
uniform float time;uniform vec2 mouse;uniform vec2 resoluti
on;
void main( void ) {
vec2 p=(gl FragCoord.xy-.5*resolution)/min(resolution.x
,resolution.y);//
vec3 c=vec3(0);
for(int i=0;i<20;i++){

float t = 2.*3.14*float(1i)/20. * fract(time*0.5);
float x = cos(t);

float y = sin(t);

vec2 o = .5*vec2(x,Y);

c += 0.01/(length(p-0))*vec3(1l);

}
gl FragColor = vec4(c,1l);
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#ifdef GL_ES
precision mediump float;
#endif
uniform float time;uniform vec2 mouse;uniform vec2 resoluti
on;
void main( void ) {

vec2 p=(gl FragCoord.xy-.5*resolution)/min(resolution.x
,resolution.y);//

vec3 c=vec3(0);

for(int i=0;i<20;i++){

float t = 2.*3.14*float(i)/20. * fract(time*0.5);

float x = cos(t);
float y = sin(2.*t);
vec2 o = .5*vec2(x,Y);

c += 0.01/(length(p-0))*vec3(1l);

}
gl FragColor = vec4(c,l);
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#ifdef GL_ES
precision mediump float;
#endif

uniform float time;uniform vec2 mouse;uniform vec2 resoluti

on;

float 1 = .5%(sin(6.28*fract(time))+.5);///L—7RAZH

void main(void ) {

vec2 p=(gl FragCoord.xy-.5*resolution)/min(resolution.x

,resolution.y);//
vec3 c=vec3(0);
for(int i=0;i<30;i++){

float t = 6.28*fract(float(i)/20.*(0.5%1+.8)+0.3 +.

l*mouse.y) ;
float tt = 6.28*float(i)/20.;
float x
float y
for(int j=0;j<8;j++){

(l.+mouse.x)*cos(t);

sin(5.0*mouse.x*t);

float s = 6.28*(.3*fract(time)+float(j)/8.);

float dx = 0.4*cos(s);

float dy =

vec2 o = .5*vec2(x+dx,y+dy);
float r = 0.5*t;

float g = 1;

0.4*sin(6.28*fract(time))*sin(s);

c += 0.001/(length(p-0))*vec3(r,g,1);

}

vec3 d = vec3(0.1-0.1*1*mod(gl FragCoord.y,2.));

gl FragColor = vec4(c-d,1);
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#ifdef GL_ES
precision mediump float;
#endif
uniform float timej;uniform vec2 mouse;uniform vec2 resoluti
on;
float 1=.5*(sin(6.28*fract(time))+.5);
void main(){
vec2 p=(gl FragCoord.xy-.5*resolution)/min(resolution.x
,resolution.y);
vec3 c=vec3(0);
for(int i=0;i<30;i++){
float t=6.28*fract(float(i)/20.*(0.5%1+.8)+0.3+.1*m
ouse.y);
float tt=6.28*float(i)/20.;
float x=(l.+mouse.x)*cos(t);
float y=sin(5.0*mouse.x*t);
for(int j=0;j<8;j++){
float s=6.28*(.3*fract(time)+float(j)/8.);
float dx=0.4*cos(s);
float dy=0.4*sin(6.28*fract(time))*sin(s);
vec2 o=.5*vec2(x+dx,y+dy);
float r=0.5*t;
float g=1;
c += 0.001/(length(p-0))*vec3(r,g,1);

}
vec3 d=vec3(0.1-0.1*1*mod(gl FragCoord.y,2.));

gl FragColor=vecé4(c-d,1);
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#ifdef GL_ES
precision mediump float;
#endif
uniform float time;uniform vec2 mouse;uniform vec2 resoluti
on;
float 1=.5*(sin(6.28*fract(time))+.5),m=mouse.x,n=mouse.y;
void main(){
vec2 p=(gl FragCoord.xy-.5*resolution)/min(resolution.x
,resolution.y);
vec3 c=vec3(0);
for(int i=0;i<30;i++){
float t=6.28*fract(float(i)/20.*(.5*1+.8)+.3+.1
*n);
for(int j=0;j<8;j++){
float s=6.28*%(.3*fract(time)+float(j)/8.);
vec2 o=.5*vec2((l.+m)*cos(t)+.4*cos(s),sin(5.0%
m*t)+.4*sin(6.28*fract(time))*sin(s));
c += 0.001/(length(p-0))*vec3(.5*t,1,1);

}
vec3d d=vec3(.1l-.1*1*mod(gl FragCoord.y,2.));

gl FragColor=vec4(c-d,1);
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#ifdef GL_ES

precision mediump float;

#endif

uniform float time;uniform vec2 mouse;uniform vec2 resoluti
on;float 1=.5%*(sin(
6.28*fract(time))+.5),m=mouse.x,n=mouse.y;void main() {vec2
p=(gl FragCoord.xy-
.5*resolution)/min(resolution.x,resolution.y);vec3 c=vec3(0
); for(int i=0;i<30;

i++){float t=6.28*fract(float(i)/20.*(.5*%1+.8)+.3+.1*n);for
(int j=0;3<8;j++){

float s=6.28*(.3*fract(time)+float(j)/8.);vec2 o=.5*vec2((1
.+tm)*cos(t)+.4*cos(s
),sin(5.*m*t)+.4*sin(6.28*fract(time))*sin(s));c+=.001/(1len
gth(p-0))*vec3(.5*t,

1,1);}}vec3 d=vec3(.1l-.1*1*mod(gl_FragCoord.y,2.));gl FragC
olor=vec4(c-d,1);}
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