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= o matz / spinel

<> Code

() Issues 7

i1 Pull requests

spinel Public

¥ master ~

@3 matz and claude fix(codegen): regex const initialised with . freeze resolv...

P 4Branches O 0 Tags

" _githubjworkflows

lib

test

;s 0O 0O D0 O 0OC O F F F B

docs

LICENSE

Makefile

benchmark

examples/ffi

gitattributes

.gitignore

AUTHORS

POLY-AS-SET.md

NDEAMNRME wmAaA

1

Q. Type (/] to search &8 -~
> Agents  (*) Actions Projects (1) Security and quality |~ Insights
& watch 8 ~ %Y Fork 46 -
Q Go to file T Add file ~ About

= v c0828f5 - 4 hours ago

ci: wrap cc with sccache + GitHub Actions cache backend
bench: rename 10 files to bm_ prefix for naming consistency
docs: add Class object design memo + fix Windows test p...
examples(ffi/sqlite): toy blog on sqglite3

fix: mark sp_argv strings during GC

fix(codegen): regex const initialised with . freeze resolves ...
fix(test): normalize CRLF when reading .expected, force L...
chore: ignore .exe variants of bootstrap binaries

Initial commit: Spinel AOT compiler project

docs: fix typo in LICENSE — Matsumomto - Matsumoto

fix: mark sp_argyv strings during GC

docs: stage 2 design — poly-as-set type representation

https: //glthub Com/matz/splnel

¥4 1,280 Commits

5 days ago
last week

8 hours ago
5 days ago
12 hours ago
4 hours ago
last week
last week

2 months ago
last week

12 hours ago

2 days ago
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Starred 1.5k v

No description, website, or topics

provided.

Readme
MIT license
Activity
1.5K stars

8 watching
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46 forks

Report repository

Releases

No releases published

Packages

No packages published

Contributors 25
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» Shader Inputs
| precision highp float:

float gTime = 0.;
5 const float REPEAT = 5.0:
7 // E&EF
8 + mat2 rot(float a)
float ¢ = cos! al =sin(a)

10 return mat2(c;s, 5.0

| ;’»

|

13 float sdBox( vec3 p, vec3 b )

15 vec3 q=abs(p) - b;

16 return IengthtmaX|qOOx + min(max(g.x,max(qg.y,q.z)),0.0);
\ :

| ¢
1€

- float box(vec3 pos, float scale) |

| | 20 pos *=scale:
M Il 268 356fps 1280x720 T FR 4 “ gggtxl;a*szs—ssdBoxrpos vec3(.4,.4,.1)) /1.5;
23 pos.y -=
Octagrams <> $512 o4 pos.xy *=rot(.75);

25 float result = -base:

Views: 516940, Tags: raymarching, cineshader Created by whisky_shusuky in 2020-021é ;_ return result:
Inspired by arabesque. 9~ float box_set(vec3 pos, floatiTime) |
https://cineshader.com/editor 20 ver3 nns oriain = nos:

) Compiled in 0.0 secs 1727 chars
Comments (18)

Sign in to post a comment

iChannel2

A SEseTe 0,0
https://www.shadertoy.com/view/tIVGDt

iChannel3

. renttec, 2026-05-06 - -
| veryclean iChannel0 iChannell




precision highp float;

float gTime = 0.;
const float REPEAT = 5.0:
// BlEE1TS

+ mat2 rot(float a) { _
float ¢ = cos(a), s = sin(a):
return mat2(c,s,-s,c):

|

1{‘Ioat sdBox( vec3 p, vec3 b )
vec3 g = abs(
return Iengthg)max(q 0.0)) + min(max(q.x,max(q.y,q.z)),0.0);

|

+ float box(vec3 pos, float scale) |
pos *= scale;
float base = sdBox(pos vec3(.4,.4,.1)) /1.5;
22 POS.XYy *= 5.;
23 pos.y -= 3. 5
24 POS.XY *= rot( 75);

P == ) ) ) ) ) ) ) ) e
OOOONOUTHAWN=—=0OOWOoONOULTHLALAWN —

N
—

25 float result = -base
26 return result;

27 |}

28

29 ~ float box_set(vec3 pos, float iTime) {
20 vec:l nos oriain = hos:
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&
O taiseiue / rs2glsl Q, Type /] to search & ~ + <~ O H| &

(> Code (%) Issues 7 Pull requests 1 &y Agents () Actions Projects [0 Wiki (J Security and quality |~ Insights {83 Settings
c r529|s| Public 7 Pin & Wwatch 0~ Y Fork O - vy Star 0 -
F main ~ ¥ 2Branches O 0 Tags Q. Go to file T Add file ~ {> Code ~ About £e3
No description, website, or topics
C taiseiuve TZ2—%hrL—ATEEKDICTS 66af67f - 46 minutes ago @ 61 Commits provided.
=_ 7 = |- : (01 Readme
"B crates IS5—%RNL—ATEDLOICTS 46 minutes ago
58 MIT license
"B docs/reference update docs 3 days ago A~ Activity
M examples pub 4 days ago ¥ O stars
& 0 watching
B src init project last week
% O forks
Y .gitignore Initial commit last week
Releases
[ Cargo.lock I7—%KNL—ATEBDLS5KTD 46 minutes ago
No releases published
(9 Cargo.toml WsizWwsL—krUfk 4 days ago Create a new release
[ LICENSE Initial commit last week
Packages
(Y README.md koyukic ™2 <L > THD 5 days ago

No packages published
Publish your first package

(11 README &[5 MIT license 7 =
Contributors 1

rs2glsl https://github.com/taiseiue/rs2glsl € twisie e vens
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taiseiue@lily koyuki-shader % new sample_shader
Creating binary (application) "sample_shader package

note: see more Cargo.toml keys and their definitions at https://doc.rust-lang.org/cargo/reference/manifest.html
taiseilue@lily koyuki-shader % sample shader
taiseiue@lily sample shader %




taiseiue@lily koyuki-shader % new sample_shader
Creating binary (application) sample shader package
note: see more Cargo.toml keys and their definitions at https://doc.rust-lang.org/cargo/reference/manifest.html

talseiue@lily koyuki-shader % sample shader
taiseiue@lily sample shader % Cargo.toml
talseiue@lily sample shader % Cargo.toml
[package]

name = "sample_shader”

version = "0.1.0"

edition = "2024"

[dependencies]

rs2glsl-prelude = § git = "https://github.com/taiseiue/rs2glsl”, package = "rs2glsl-prelude” ¢
rs2glsl-macros = § git = "https://github.com/taiseiue/rs2glsl”, package = "rs2glsl-macros" }
rs2glsl-adapters = § git = "https://github.com/taiseiue/rs2glsl”, package = "rs2glsl-adapters” }
rs2glsl-stdlib = § git = "https://github.com/taiseiue/rs2glsl”, package = "rs2glsl-stdlib” ?




taiseiue@lily sample shader % generate-locktile
Updating git repository https://github.com/taiseiue/rs2glsl’
Updating crates.i1o 1ndex

Locking 12 packages to latest Rust 1.94.1 compatible versions
taliseiue@lily sample_shader %




use rs2glsl prelude: :x*;
use rs2glsl stdlib::x;
use rs2glsl_adapters: :shadertoy;

fn pixel(frag coord: Point, resolution: Point, _spectrum: Color, time: £32) -> Color 3
let uv = uv_from frag(frag coord, resolution);

* cos(t1i

+ 0.5
+ 0.5 % cos(ti
+ 0.5 % cos(t1




taiseiue@lily rs2glsl % run -p rs2glsl-cli -- /Users/taiseiue/source/github.com/taiseiue/koyuki-shader/sample shader
Finished 'dev’ profile [unoptimized + debuginfo] target(s) in 0.12s
Running target/debug/rs2glsl-cli /Users/taiseiue/source/github.com/taiseiue/koyuki-shader/sample_shader’

const float PI = 3.14159265359;

const float TAU = 6.28318530718;

vec2 uv_from_frag(vec2 frag coord, vec2 resolution);
vec2 aspect_uv(vec2 uv, vec2 resolution);

vec2 pixelize(vec2 uv, vec2 resolution, float size);
vec?2 repeat2(vec2 p, float cell);

float hashll(float x):

float hash21l(vec2 p);

vec?2 hash22(vec? p);

vec2 rotate(vec?2 p, float angle);

tloat circle(vec? p, float radius);

float box2(vec2 p, vec2 size);

vec3 palette(float t);

float clampf(float x, float lo, float hi);

vec3 mul color(vec3 c, float k);

vec3 mix_color(vec3 a, vec3 b, float t);

vold mailnImage(out vecd frag color, vec2 frag coord);
vec3 pixel(vec2 frag coord, vec2 resolution, vec3 _spectrum, float time);

vec2 uv_from frag(vec2 frag coord, vec2 resolution) 3
return vec2((frag coord.x / resolution.x), (frag coord.y / resolution.y));

§

vec2 aspect uv(vec2 uv, vec2 resolution) i

return vec2(((((uv.x - 0.5)) % resolution.x) / resolution.y), (uv.y - 0.5));
A
5

vec2 pixelize(vec2 uv, vec2 resolution, float size) %
return vec2(((floor(((uv.x % resolution.x) / size)) * size) / resolution.x), ((floor(((uv.y * resolution.y) / size)) * size) / re
solution.y));




Yniform float time;

uniform vec2 resolution;

uniform vec3 spectrum;

out vecd frag color;

const float PI = 3.14159265359;
const float TAU = 6.28318530718;

vec2 uv_from frag(vec2 frag coord, vec2 resolution);
vec2 aspect_uv(vec2 uv, vec2 resolution);

vec2 pixelize(vec2 uv, vec2 resolution, float size);
vec2 repeat2(vec2 p, float cell);

float hashll(float x);

float hash2l1(vec2 p);

vec2 hash22(vec2 p);

vec2 rotate(vec2 p, float angle);

float circle(vec2 p, float radius);

float box2(vec2 p, vec2 size);

vec3 palette(float t);

float clampf(float x, float lo, float hi);

vec3 mul color(vec3 ¢, float k):

vec3 mix_color(vec3 a, vec3 b, float t);

void main();

vec3 pixel(vec2 frag coord, vec2 resolution, vec3 _spectrum, float time);

vec2 uv_from_frag(vec?2 frag coord, vec2 resolution) 3
return vec2((frag coord.x / resolution.x), (frag coord.y / resolution.y));

§

vec2 aspect_uv(vec2 uv, vec2 resolution) 3

return vec2(((((uv.x - 0.5)) * resolution.x) / resolution.y), (uv.y - 0.5));
e
5




Shadertoy

+ O

» Shader Inputs

1st float Pl = 3.14159265359:
1st float TAU = 6.28318530718:

-2 uv_from_frag(vec?2 frag_coord, vecZ resolution);

-2 aspect_uv(vecZ uv, vecZ resolution); |

-2 pixelize(vecZ uv, vec?2 resolution, float size);

s2 repeatZ%vecZ p, float cell);

at hash11(float x);

at hash21(vecZ p):

:2 hash22(vec2 p);

=2 rotate(vec?2 p, float angle);

at circle(vec?2 p, float radius);

at box2(vecZ2 p, vec?2 size);

-3 palettegloat t); |

at clampf(float x, float lo, float hi);

>3 mul_color(vec3 c, float k);

>3 mix_color(vec3 a, vec3 b, float t);

d mainlmage(out vec4 frag_color, vec2 frag_coord); |
-3 pixel(vecZ frag_coord, vecZ2 resolution, vec3 _spectrum, float time);

OLCONOOUMBAUWN=OLRSNOUTDAWHRN —

N—I_I_I._L_L_I._L_I._L_I.

:  ww 21 =:2 uv_from_frag(vec? frag_coord, vecZ resolution) | |
M Il 10616 60.0fps 1280x720 @ L NI+ %,;_] turn vec2((frag_coord.x / resolution.x), (frag_coord[.y / resolution.y) );
»
24

25 w22 aspect_uv(vecZ uv, vec? resolution) | . -
§§ turn vecZ2(((((uv.x - 0.5)) * resolution.x) / resolution.y), (uv.y-0.5)):

|

28

% % -2 pixelize(vecZ uv, vec2 resolution, float size) |

} Compiled in 0.0 secs 2554 chars ER

iChannel0 iChannell iChannel2 iChannel3




use rs2glsl prelude: :x*;
use rs2glsl stdlib::x;
use rs2glsl_adapters: :shadertoy;

fn pixel(frag coord: Point, resolution: Point, _spectrum: Color, time: £32) -> Color 3
let uv = uv_from frag(frag coord, resolution);

* cos(t1i

+ 0.5
+ 0.5 % cos(ti
+ 0.5 % cos(t1




MSe rs2glsl prelude: :%;
use rs2glsl stdlib::x;
use rs2glsl adapters::kodelife;

fn pixel(frag coord: Point, resolution: Point, _spectrum: Color, time: £32) -> Color %
let uv = uv_from_frag(frag coord, resolution);

r: 0.5 + 0.5 x cos(time + uv.x),
g: 0.5 + 0.5 x cos(time + uv.y + 2.0),
b: 0.5 + 0.5 ¥ cos(time + uv.x + 4.0),




i @ Kodelife - Untitled

v A + JOsT7 k
JA= 7 v -l Wt A X >4 v JLEa—

uniform time,

uniform resolution;

uniform spectrum;

out frag color;

const f PI = 3.14159265359;
const TAU = 6,28318530718:

uy_from fragl frag _coord, v resolution); ' .
aspect uv( uv, resolution): » AT+
pixelize| uv, resolution, 1 size); PRy ST AR
repeat2(\ P, it cell),
hashll(f’ ) S v,
't hash21(\ P);
hash22( p);
rotate( 2 p, T1 angle}; ot RGBA32F
circle(v P, radius):;
T box2(ve p, ve size),
palette( e
't clampf( X, t lo,
mul _color( ¢, float K);
s ??lor( = b, R &R 77 4 FOAT
| Maln ;
pixel( frag coord, v resolution, spectrum, it time); v NS X—2— (4]
uv_from_ frag(v frag_coord, vec? resolution) { » Clock
return vec2((frag coord.x / resolution.x), (frag coord.y / resolution.y)); ¥

aspect uv( uv, \ resolution) { v kO—L _
return vecZ(((((uv.x - 0.5)) = resolution.x) / resolution.y), (uv.y - 0.5}),
L ) 6.283185

- - - . . 1.0000
pixelize(vecZ uv, resolution, f size) {

return vecZ(((floor({((uv.x * resolution.x) / size)) = size) / resolution.x), ((floor({((uv.y * resolution.y) / size))} * size) /[ re X
resolution

repeatZ(\ P, cell) { i P i v
return vec2((mod(p.x, cell) - (cell * 0.5)), (mod(p.y, cell} - (cell * 0.5}));
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GLSL: OpenGL Shading Language

%2_6 SGPU_E “E§JJ< /° Z

Graeme Leese, Broadcom (Editor) ; John Kessenich (Author) ; Dave Baldwin and
Randi Rast (Version 1.1 Authors)

Version 4.60.8, Mon, 14 Aug 2023 15:38:41 +0000: from git branch: main commit:
747576a437935h79d72cc07b6ched7136b613e71



C: Rello, World

#include<stdio. h>

int main()H{

printf("Hello, World");

return 0:

)




GLSL: SampleCode

| void mainimage( out vec4 fragColor, in vec2 fragCoord )

// Normalized pixel coordinates (from O to 1)
4 vec2 uv = fragCoord/iResolution.xy;

// Time valging pixel color
vec3 col = 0.5 + 0.5*cos(iTime+uv.xyx+vec3(0,2,4));

// Output to screen
fragColor = vec4(col,1.0);



CE:E® main & GLSL ® mainimage D&

CR7O075L2&FTI1E, GLSLREYVELZLICAESETIRTINS

O C:E& €@ GLSL / Shader

main 7075 LARREICTRIEZITFEENS f mainimage BEEOZE 7 I ZEICFEENS
r ™ R - 3
#include<stdio.h> void mainImage( out vec4 fragColor, in vec2 fragCoord )
: {
int main(){ : vec2 uv = fragCoord/iResolution.xy;
printf("Hello, World"); vec3 col = 0.5 + 0.5*cos(iTime+uv.xyx+vec3(0,2,4));
return 0; : fragColor = vec4(col,1.0);
5 ; - - )
—— étkili EXy) 'j’ : (1>0Esen ik )
[ 18R ER ] i & (coenoszy) | L
V ' malnlmage()]\ .. r-.. = Y,
6 ) fmalnlmage()J — = .==§ -(x g
. [ mainlmage() | — .r ﬂ.. i "
main () — = l. ..i fragCoord =
! mainlmage() | L .... \\\. ZFDOEI LN DOERE
\ / coe .l....L fragColor =
7075 LR I ZFDEIEIIC
Fmamlmage(ﬂ — EHEEE L] BHALE
3 e TNThOEZEIICBHBZAZNS N
1 G E4T (BFIH) o ‘\ s> (RG8
FZIEX 19201080 25% 207 KAk (2,073,600[]) & =

\

34N CSE: 1-070/5L0FENnE1EED 3 1E7:1F - EFI
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use rs2glsl prelude: :x*;
use rs2glsl stdlib::x;
use rs2glsl_adapters: :shadertoy;

fn pixel(frag coord: Point, resolution: Point, _spectrum: Color, time: £32) -> Color 3
let uv = uv_from frag(frag coord, resolution);

* cos(t1i

+ 0.5
+ 0.5 % cos(ti
+ 0.5 % cos(t1
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usez R 9 %

use rs2glsl prelude: :x*;
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use rs2glsl prelude: :x*;
use rs2glsl stdlib::x;
use rs2glsl_adapters: :shadertoy;

fn pixel(frag coord: Point, resolution: Point, _spectrum: Color, time: £32) -> Color
let uv = uv_from frag(frag coord, resolution);

* cos(t1i

+ 0.5
+ 0.5 % cos(tim
+ 0.5 % cos(t1
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BEHBNA Y~ BERIINRY MUICET S

Color 3
. x cos(time + uv.x),

+ 0.5
+ 0.5 % cos(time + uv.y + 2.0),
+ 0.5 * cos(time + uv.x + 4.0),




BEHBNA Y~ BERIINRY MUICET S

##[structlayout(vec3) ]
pub struct Color 3
r. 132,

g: 132,
b: 132,




BEHBNA Y~ BERIINRY MUICET S

return vec3(
(0.5 + (0.5 % cos((time + uv.x)))),

(0.5 + (0.5 % cos(((time + uv.y) + 2.0)))),
(0.5 + (0.5 % cos(((time + uv.x) + 4.0))))




use rs2glsl prelude: :x;
use rs2glsl stdlib: :*,

use rs2glsl adapters::shadertoy;




pub use glam::{Vec2, Vec3, Vec4d};

use rs2glsl macros::builtin;

#[builtin("sin")]
pub fn sin(x: f32) —> 32 {
X.sin()

#[builtin("cos")]
pub fn cos(x: f32) —> 32 {
X.cos ()




pub use glam::{Vec2, Vecl \ecdl:

use rs2glsl _macros: :b #[builtin()]
=X 1E0penGLAPICEFEIT 2D CTERICIT
LT&L

#[builtin("sin")]
pub fn sin(x: f32) —> 32 {
X.sin()

#[builtin("cos")]
pub fn cos(x: f32) —> 32 {
X.Cos ()




use rs2glsl prelude: :*;
use rs2glsl stdlib: :x;

use rs2glsl adapters::shadertoy;



rs2glsl macros::structlayout;

FaV oV,

rs2glsl prelude: :%;

pub const : 32 = 3.14159265359;
pub const : f32 = 6.28318530718;

#[structlayout (vec2)]
pub struct Point {

x: f32,

y: 32,

WOV WNN N

pub struct Color {
r: 132,
OERRIE 2y
b: 32,

impl Add for Point {
type Output = Paoint;

fn add(self, rhs: Point) —-> Point {
Point
x: self.x + rhs.x,
y: self.y + rhs.y,

impl Sub for Point {
type Output = Point;

fn sub(self, rhs: Point) — Point {
Point
x: self.x - rhs.x,
y: self.y - rhs.y,




use rs2glsl prelude: :x;
use rs2glsl stdlib: :x;

use rs2glsl adapters::shadertoy;



adapter

. GLSLIFIRA R Z U —yavick>TIVRYMRA Y RHNES
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1Z0= T 17 - -
Hversion 150

R

uniform float time;

3 luniform vec2 resolution: J
void mainlmage( out vec4 fragColor, in vec2 fragCoord s luniform vec? mouse; §
uniform vec3 spectrum;

» Shader Inputs

// Normalized pixel coordinates (from O to 1) :
vecz uv = fragCoord/iResolution.xy |uniform sampler2D textureD;

uniform sampler2D texturel;
uniform samplerZD texture?2;
uniform sampler2D texture3;
// Output to screen 2 uniform sampler2D prevFrame;
fragColor = vec4(col,1.0 13 lJuniform samplerZ2D prevPass,

// Time varying pixel color
vec3 col = 0.5 + 0.5*cos(iTime+uv.xyx+vec3(0,2,4

in VertexData

{
vecd v _position;
vec3 v_normal;
vec/ v texcoord;

} inData;

out vec4d fragColor;

void main(void)

vec2 uv = -1, + 2. = inData.v texcoord;

fragColor = vecd(
abs(sin(cos(time+3.*uv.y)=2.” uv.x+time) ),
abs(cos(sin(time+2.*uv.x)=3.~uv.y+time))
spectrum.x * 100,,

!

’ Compiled in 0.0 secs 158 chars

iChannelQ iChannell iChannel2 iChannel3




adapter
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