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float x = glFragCoord.x;
float y = glFragCoord.y;
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float a = 0.01 * x;

float b = 0.01 * y;
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gl_FragColor = vec4(a, a, a, 1.0);
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(1) EHDIEEDM>T, 300 < x <400 DBFFIFA vecs(1.0, 1.0, 1.0,
1.0). F5THIERS % E vecd(0.0, 0.0, 0.0, 1.0)I2%E A5,

(2)1TEVNV-ABLVE (BN A, BRlEEDIZEKEKIIZLES, EVF: B
timelZ&k>T BMEEDHIEFHETNZDEIIZLES,

(3)time MAHYIZ. float t = mod(time, 10.0); ZE>TH &K,
(3)EMH%#.300<x+y<400 HEIZEZTHED,

(4)float a = mod(x, 100.0);Z{E>TH K5,

(B) “HEOT7=A—2avDERZERLELTH LD,

vecd p = vecd(a, a, a, 1.0);

vecd q = vecd(b, b, b, 1.0);
gl_FragColor =p + q;



