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AGSL (Android Graphics Shading Language)
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« [Heartfelt] Created by BigWlings
o https://www.shadertoy.com/view/Itffzl

« [Sitting By The Window] Created by Kris_Katur
e https://www.shadertoy.com/view/slfSzS



https://www.shadertoy.com/view/ltffzl
https://www.shadertoy.com/view/slfSzS
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[RippleEffectFragmentShader] Created by abhi_bansal
« https://www.shadertoy.com/view/IdBXDD



https://www.shadertoy.com/view/ldBXDD

TNAZDIEEZEICE>TERTBLT7H—FAT7 7 b

ShaderlZ A TFOGLSLOD O— FASFE (2L 1-,

['Voronoi Boronoi] Created by jcraw
« https://www.shadertoy.com/view/Mc2BD1



https://www.shadertoy.com/view/Mc2BD1
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AGSL

uniform vec2 u_resolution;

uniform u_contents;

{

vec2 fragCoord.xy / u_resolution.xy;

vec3 col = vec3(0,0);

col.r = imgCol.b;

col.g = imgCol.r;

col.b = imgCol.g;
vec4(col, 1.0);

GLSL

uniform vec2 u_resolution;

uniform u_text;

{

vec2 uv = fragCoord.xy / u_resolution.xy

vec3 col = vec3(0,0);

col.r texColor.b;
col.g = texColor.r;
col.b = texColor.g;
vec4(col, 1.90);
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AGSL GLSL

uniform vec2 u_resolution; uniform vec2 u_resolution;

uniform u_contents; uniform u_text;

{ {
vec2 fragCoord.xy / u_resolution.xy; vec2 uv = fragCoord.xy / u_resolution.xy

vec3 col = vec3(0,0);
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col.g = imgCol.r; « Developers(CZR#ITEDSZFHELEH I NT WD,
col.b = imgCol.g; = https://developer.android.com/develop/ui/views/graphics/agsl/agsl-
vecad(col, 1.9); vs-glsl#coordinate space

e AGSLICIZTFEELAWGLSLDOE#ILH 5,
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col.r = imgCol.b;



https://developer.android.com/develop/ui/views/graphics/agsl/agsl-vs-glsl
https://developer.android.com/develop/ui/views/graphics/agsl/agsl-vs-glsl
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val shader = RuntimeShader (AGSL_CODE)
Image(
painter = painterResource(id = R.drawable.landscape),
modifier = Modifier.
onSizeChanged { size ->
shader.setFloatUniform(
shader.setFloatUniform("resolution”, size.width.toFloat(),size.height.toFloat())
)
}.graphicsLayer {
renderEffect = RenderEffect
.createRuntimeShaderEffect(shader, "contents")

.asComposeRenderEffect()
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Image(

painter = painterRg @Language("AGSL")
Tl e hkary constval AGSL CODE = """
uniform float 2 resolution;

onsizeChange uniform shader contens;

shader.se
shader vecd main(in vec2 fragCoord) { size.height.toFloat())

)
}.graphicslLa
IS """.trimIndent()

.CreateRUr

.asComposeRenderEffect()
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val shader = RuntimeShader (AGSL_CODE)

Image(
painter = painterResource(id = R.drawable.landscape),
modifier = Modifier.

onSizeChanged { size ->

}.graphicsLayer { @Language("AGSL")
renderEffect = RenderEffect const val AGSL_CODE = """

uniform float 2 resolution;

uniform shader contens;

.createRuntimeShaderEffect

.asComposeRenderEffect()
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val shader = RuntimeShader (AGSL_CODE)
Image(
painter = painterResource(id = R.drawable.landscape),
modifier = Modifier.
onSizeChanged { size -> @Language("AGSL")
shader.setFloatUniform( const val AGSL CODE = """

JEL IR ARSI @]  uniform float 2 resolution;
uniform shader contens;

)
}.graphicsLayer {
renderEffect = RenderEffect

.asComposeRenderEffect()
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val shader = RuntimeShader (AGSL_CODE)
Image(
painter = painterResource(id = R.drawable.landscape),

modifier = Modifier.

onSizeChanged { size ->

shader.setFloatUniform( RSO v — R A S D/ 85 X — & —AHAGSLTfE

JIEL IS d AN RIS (MR /- L 55, setFloatUnifom&E & graphicLayer (S
) ERUNERCI

}.graphicsLayer {
renderkEffect = RenderEffect

.createRuntimeShaderEffect(shader, "contents")

.asComposeRenderEffect()
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