glsl (in: D:\git\niklasharrysson\MaterialX\build\installed\resources\Materials) vs osl (in:
D:\git\niklasharrysson\MaterialX\python\MaterialX Test)

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\GltfPbr\gltf pbr boombox:

Material boombox glsl.png Material boombox osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\Examples\GItfPbr\gltf pbr_ default:

Default glsl.png Default osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard surface brass_tiled:

Tiled Brass glsl.png Tiled Brass osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard _surface brick procedural:

M BrickPattern glsl.png M BrickPattern osl.png




D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard _surface carpaint:

Car Paint glsl.png Car Paint osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard _surface chess set:

M Bishop B glsl.png M Bishop B osl.png

M Bishop W glsl.png M Bishop W osl.png

M Castle B glsl.png M Castle B osl.png




M Castle W glsl.png M Castle W osl.png

M Chessboard glsl.png M Chessboard osl.png

M King B glsl.png M King B osl.png

=

M King W glsl.png M King W osl.png

M Knight B glsl.png M Knight B osl.png




M Knight W glsl.png M Knight W osl.png

M Pawn Body B glsl.png M Pawn Body B osl.png

M Pawn Body W glsl.png M Pawn Body W osl.png

M Pawn Top B glsl.png M Pawn Top B osl.png

M Pawn Top W glsl.png M Pawn Top W osl.png




M Queen B glsl.png M Queen B osl.png

M Queen W glsl.png M Queen W osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard_surface chrome:

Chrome glsl.png Chrome osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard_surface copper:

Copper_glsl.png Copper_osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\Examples\StandardSurface\standard _surface default:




Default glsl.png Default osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard surface glass:

Glass glsl.png Glass osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\Examples\StandardSurface\standard_surface glass_tinted:

GlassTinted glsl.png GlassTinted osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard surface gold:

Gold glsl.png Gold osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard surface greysphere:




Greysphere_glsl.png Greysphere osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard surface greysphere calibration:

Greysphere Calibration glsl.png Greysphere Calibration osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\Examples\StandardSurface\standard_surface_jade:

Jade glsl.png Jade osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard surface look brass_tiled:

Greysphere Calibration glsl.png Greysphere Calibration osl.png




Tiled Brass glsl.png Tiled Brass osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard surface look wood tiled:

Greysphere Calibration glsl.png Greysphere Calibration osl.png

Tiled Wood glsl.png Tiled Wood osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard surface marble solid:

Marble 3D glsl.png Marble 3D osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard surface metal brushed:




Metal Brushed glsl.png Metal Brushed osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard_surface plastic:

Plastic glsl.png Plastic_osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\Examples\StandardSurface\standard_surface_thin_film:

ThinFilm glsl.png ThinFilm osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard _surface velvet:

Velvet glsl.png Velvet osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\StandardSurface\standard_surface_wood _tiled:




Tiled_Wood_ glsl.png Tiled Wood osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\UsdPreviewSurface\usd_preview_surface brass_tiled:

USD Tiled Brass glsl.png USD Tiled Brass osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\Examples\UsdPreviewSurface\usd_preview_surface default:

USD Default glsl.png USD Default osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\UsdPreviewSurface\usd_preview surface glass:

USD Glass glsl.png USD Glass osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\UsdPreviewSurface\usd_preview_surface gold:




USD Gold glsl.png USD Gold osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\Examples\UsdPreviewSurface\usd preview surface plastic:

USD Plastic glsl.png USD Plastic osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\libraries\metal\brass_wire_mesh:

Brass Wire Mesh glsl.png Brass Wire Mesh osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\libraries\metal\libraries\metal definition:

NG TestMetal out glsl.png NG TestMetal out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\locale\numericformat:




Number formats glsl.png Number formats osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\locale\ut{8:

Locale glsl.png Locale osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\pbrlib\bsdf\add_bsdf:

add bsdf test out glsl.png add bsdf test out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\pbrlib\bsdf\artistic_ior:

surfacematerial glsl.png surfacematerial osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\bsdf\bsdf graph:




IMP mybsdf out glsl.png IMP mybsdf out osl.png

test mybsdf out glsl.png test mybsdf out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\bsdf\burley diffuse:

test burley diffuse out glsl.png test burley diffuse out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\bsdf\conductor:

test conductor out glsl.png test conductor out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\bsdf\dielectric:




dielectric bsdf layer RT out glsl.png] dielectric bsdf layer RT out osl.png

dielectric bsdf RT out glsl.png dielectric bsdf RT out osl.png

dielectric bsdf R out glsl.png dielectric bsdf R out osl.png

dielectric bsdf T out glsl.png dielectric bsdf T out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\pbrlib\bsdf\diffuse_brdf:




test diffuse out glsl.png test diffuse out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\bsdf\diffuse btdf:

test diffuse btdf out glsl.png test diffuse btdf out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\bsdf\generalized_schlick:

generalized schlick bsdf layer RT out glsl.pnglgeneralized schlick bsdf layer RT out osl.png

generalized schlick bsdf RT out glsl.png generalized schlick bsdf RT out osl.png




generalized schlick bsdf R out glsl.png generalized schlick bsdf R out osl.png

generalized schlick bsdf T out glsl.png generalized schlick bsdf T out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\bsdf\layer bsdf:

layer bsdf testl out glsl.png layer bsdf testl out osl.png

layer_bsdf test2 out glsl.png layer bsdf test2 out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\bsdf\mix_bsdf:




IMP substratebsdf out glsl.png IMP substratebsdf out osl.png

IMP substrateshader out glsl.png IMP substrateshader out osl.png

mix bsdf testl out glsl.png mix bsdf testl out osl.png

mix bsdf test2 out glsl.png mix bsdf test2 out osl.png

mix bsdf test3 out glsl.png mix bsdf test3 out osl.png




D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\bsdf\multiply bsdf:

multiply bsdf test out glsl.png multiply bsdf test out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\bsdf\thin_film bsdf:

thin_film testl out glsl.png thin film testl out osl.png

thin film test3 out glsl.png thin film test3 out osl.png




thin film test4 out glsl.png thin film test4 out osl.png

thin film test5 out glsl.png thin film test5 out osl.png

thin film test6 out glsl.png thin film test6 out osl.png

"y

thin film test8 out glsl.png thin film test8 out osl.png




D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\pbrlib\bsdf\transmission:

IMP mysurface out glsl.png IMP mysurface out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\bsdf\varying_ior:

varying ior testl mtrl glsl.png varying ior testl mtrl osl.png

« -

varying ior test2 mtrl glsl.png varying ior test2 mtrl osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\bsdf\vertical layering:

IMP mybsdf out glsl.png IMP mybsdf out osl.png




NG custom layer out glsl.png NG custom layer out osl.png

NG scaled layer out glsl.png NG scaled layer out osl.png

vertical layering ex10 out glsl.png | vertical layering ex10 out osl.png

vertical layering exl out glsl.png vertical layering exl out osl.png

vertical layering ex2 out glsl.png vertical layering ex2 out osl.png




vertical layering ex3 out glsl.png vertical layering ex3 out osl.png

vertical layering ex4 out glsl.png vertical layering ex4 out osl.png

vertical layering ex5 out glsl.png vertical layering ex5 out osl.png

vertical layering ex6 out glsl.png vertical layering ex6 out osl.png

vertical layering ex7 out glsl.png vertical layering ex7 out osl.png
I | 1




vertical layering ex8 out glsl.png vertical layering ex8 out osl.png

vertical layering ex9 out glsl.png vertical layering ex9 out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\bsdf\wedge conductor:

test conductor out glsl.png test conductor out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\displacement\displaced material:

surfacemateriall glsl.png surfacemateriall osl.png




surfacematerial2 glsl.png surfacematerial2 osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\displacement\displacement:

displacement fractal3d float out glsl.png | displacement fractal3d float out osl.png

displacement fractal3d vector3 out glsl.pngldisplacement fractal3d vector3 out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\pbrlib\edf\add_edf:

add edf test out glsl.png add edf test out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\edf\edf graph:




IMP myedf out glsl.png IMP myedf out osl.png

test mybsdf out glsl.png test mybsdf out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\pbrlib\edf\mix_edf:

mix edf test out glsl.png mix edf test out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\edf\multiply edf:

multiply edf test out glsl.png multiply edf test out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\pbrlib\multioutput\multioutput:




multioutput test5 glsl.png multioutput test5 osl.png

multioutput test6 glsl.png multioutput test6 osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\bindinput_colorspace:

Car Paint glsl.png Car Paint osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\default_material:

nodegraphl out glsl.png nodegraphl out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\gltf tests:




gltf const colorimage material glsl.png]gltf const colorimage material osl.png|

gltf geomcolorimage material glsl.png| gltf geomcolorimage material osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\lama_tests:

LamaAddBSDFTest glsl.png LamaAddBSDFTest osl.png

LamaAddEDFTest glsl.png LamaAddEDFTest osl.png




LamaDielectricTest glsl.png LamaDielectricTest osl.png

LamaDiffuseTest glsl.png LamaDiffuseTest osl.png

LamaEmissionTest glsl.png LamaEmissionTest osl.png

LamaMixBSDFTest glsl.png LamaMixBSDFTest osl.png




LamaMixEDFTest glsl.png LamaMixEDFTest osl.png

LamaSheenTest glsl.png LamaSheenTest osl.png

LamaSSSTest glsl.png LamaSSSTest osl.png

LamaTranslucentTest glsl.png LamaTranslucentTest osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\mapped_surfaceshader:




ColorSpaceShaderMaterial glsl.png ColorSpaceShaderMaterial osl.png

MappedShaderMaterial glsl.png MappedShaderMaterial osl.png

UnitMappedShaderMaterial glsl.png | UnitMappedShaderMaterial osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\nodegraph_surfaceshader:




lightingl out glsl.png lightingl out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\normalmapped_surfaceshader:

[NormalMappedShaderMaterial glsl.png]NormalMappedShaderMaterial osl.png|

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\shader_ops:

mix_surface out glsl.png mix_surface out osl.png

mix surface with emission out glsl.pngfmix surface with emission out osl.png




mix_surface with opacity out glsl.png | mix surface with opacity out osl.png

M sheen glsl.png M sheen osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\subsurface:

M subsurface thick glsl.png M subsurface thick osl.png




M subsurface thin glsl.png M subsurface thin osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\surfacematerial with graph:

Orange Top Level SurfaceMaterial glsl.png Orange Top Level SurfaceMaterial osl.png

SurfaceMaterial All Mapped NodeGraph Mapped glsl.pnglSurfaceMaterial All Mapped NodeGraph Mapped osl.png]

SurfaceMaterial PinkNodeGraph glsl.png SurfaceMaterial PinkNodeGraph osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\surfaceshader:




examplel glsl.png examplel osl.png

example2 glsl.png example2 osl.png

example3 glsl.png example3 osl.png

example4 glsl.png example4 osl.png

example5 glsl.png example5 osl.png




D:\git\niklasharrysson\MaterialX\build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\surface ops:

nodegraphl out glsl.png nodegraphl out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\transparency nodedef test:

NG transpGraph image(0 ss opacity mapped out glsl.png | NG transpGraph image0 ss opacity mapped out osl.png

ING_transpGraph_image0_ss_opacity_unmapped _out glsl.pngING_transpGraph_image0_ss_opacity_unmapped_out_osl.png]

NG transpGraph image0 surf opacity mapped glsl.png NG transpGraph image0 surf opacity mapped osl.png




NG transpGraph image0 surf opacity out glsl.png

NG transpGraph image0 surf opacity out osl.png

| ..

NG transpGraph procO ss opacity ramp out glsl.png

NG transpGraph procO ss opacity ramp out osl.png

NG transpGraph procO surf opacity ramp glsl.png NG transpGraph procO surf opacity ramp osl.png

ss_opacity mapped out osl.png

| ..

ss_opacity ramp out glsl.png ss_opacity ramp out osl.png




unmapped out glsl.png ity unmapped out osl.png

surf opacity mapped glsl.png surf opacity mapped osl.png

surf opacity out glsl.png surf opacity out osl.png

surf opacity ramp glsl.png surf opacity ramp osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\transparency _test:




transpGraph image ss opacity mapped out glsl.png | transpGraph image ss opacity mapped out osl.png

trans Taj 1mage SS opacit unmapped out sl.png trans Taj 1mmage ss opacity unmapped out osl.pn
pGraph_image_ss_opacity pped_out glsl.p pGraph_image_ss_opacity pped_out_osl.png]

transpGraph image surf opacity mapped glsl.png transpGraph image surf opacity mapped osl.png

transpGraph image surf opacity out glsl.png transpGraph image surf opacity out osl.png

transpGraph proc ss opacity ramp out glsl.png transpGraph_proc ss opacity ramp out osl.png




transpGraph proc surf opacity ramp glsl.png transpGraph proc surf opacity ramp osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\pbrlib\surfaceshader\usd_uv_texture:

USDTexture Tiled Brass22 glsl.png | USDTexture Tiled Brass22 osl.png

USDTexture Tiled Brass23 glsl.png | USDTexture Tiled Brass23 osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\adjustment\adjustment:

constrast vector3FA constrast vector3FA out glsl.pngjconstrast vector3FA constrast vector3FA out osl.png]




contrast color3FA contrast color3FA out glsl.png contrast color3FA contrast color3FA out osl.png

contrast color3 contrast color3 out glsl.png contrast color3 contrast color3 out osl.png

contrast color4FA contrast color4FA out glsl.png contrast color4FA contrast color4FA out osl.png

contrast color4 contrast color4 out glsl.png contrast color4 contrast color4 out osl.png

29898
o6

contrast float contrast float out glsl.png contrast float contrast float out osl.png




contrast vector2FA contrast vector2FA out glsl png | contrast vector2FA contrast vector2FA out osl.png

| contrast vector2 contrast vector2 out glslpng | contrast vector2 contrast vector2 out osl.png

j.

contrast vector3 contrast vector3 out glsl png contrast vector3 contrast vector3 out osl.png

contrast vector4FA contrast vector4FA out glsl png | contrast vector4FA contrast vector4dFA out osl.png

contrast vector4 contrast vector4 out glsl.png

contrast vector4 contrast vector4 out osl.png




hsvadjust color3 hsvadjust color3 out glsl.png hsvadjust color3 hsvadjust color3 out osl.png
hsvadjust color4 hsvadjust color4 out glsl.png hsvadjust color4 hsvadjust color4 out osl.png

L J [

luminance color3 luminance color3 out glsl.png luminance color3 luminance color3 out osl.png

luminance color4 luminance color4 out glsl.png luminance color4 luminance color4 out osl.png

range color3FA range color3FA out osl.png

range color3FA range color3FA out glsl.png




range color3 range color3 out glsl.png range color3 range color3 out osl.png

range color4FA range color4FA out glsl.png range color4FA range color4FA out osl.png

range color4 range color4 out glsl.png range color4 range color4 out osl.png

range float range float out glsl.png range float range float out osl.png

29999
o6

range vector2FA range vector2FA out glsl.png range vector2FA range vector2FA out osl.png




range vector2 range vector2 out glsl.png range vector2 range vector2 out osl.png

range vector3FA range vector3FA out glsl.png range vector3FA range vector3FA out osl.png

range vector3 range vector3 out glsl.png range vector3 range vector3 out osl.png

range vector4dFA range vector4FA out glsl.png range vector4dFA range vector4FA out osl.png

98899
oo

range vectord range vector4 out glsl.png range vectord range vector4 out osl.png




remap color3FA remap color3FA out glsl.png remap color3FA remap color3FA out osl.png

remap color3 remap color3 out glsl.png remap color3 remap color3 out osl.png

remap color4FA remap color4FA out glsl.png remap colordFA remap colordFA out osl.png

remap color4 remap color4 out glsl.png remap color4 remap color4 out osl.png

remap float remap float out glsl.png remap float remap float out osl.png




remap vector2FA remap vector2FA out glsl.png remap vector2FA remap vector2FA out osl.png

remap vector2 remap vector2 out glsl.png remap vector2 remap vector2 out osl.png

remap vector3FA remap vector3FA out glsl.png remap vector3FA remap vector3FA out osl.png

remap vector3 remap vector3 out glsl.png remap vector3 remap vector3 out osl.png

ol

remap vector4FA remap vector4dFA out glsl.png remap vector4FA remap vector4dFA out osl.png




remap vector4d remap vector4 out glsl.png remap vector4 remap vector4 out osl.png

saturate color3 saturate color3 out glsl.png saturate color3 saturate color3 out osl.png

saturate color4 saturate color4 out glsl.png saturate color4 saturate color4 out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\adjustment\hsvtorgb:

rgb to hsv to rgb color3 rgb to hsv to rgb color3 out osl.png]

rgb to hsv to rgb color3 rgb to hsv to rgb color3 out glsl.png|




rgb_to_hsv_to_rgb_color4 rgb to_hsv_to_rgb_color4 out glsl.pngjreb to_hsv_to_rgb_color4 rgb to_hsv to_rgb_color4 out oslpng]

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\adjustment\smoothstep:

| smoothstep color3FA out glslpng |  smoothstep color3FA out osl.png

smoothstep color3 out glsl.png smoothstep color3 out osl.png

smoothstep color4FA out glsl.png smoothstep color4FA out osl.png




| smoothstep color4 out glslpng | smoothstep color4 out osl.png

smoothstep float range max out glsl.pnglsmoothstep float range max out osl.png]

[smoothstep float range min out glsl.png]smoothstep float range min out osl.png

| smoothstep vector2FA out glslpng | smoothstep vector2FA out osl.png

[ )

smoothstep vector2 out glsl.png smoothstep vector2 out osl.png




smoothstep vector3FA out glsl.png smoothstep vector3FA out osl.png

smoothstep vector3 out glsl.png smoothstep vector3 out osl.png

smoothstep vector4dFA out glsl.png smoothstep vector4FA out osl.png

smoothstep vector4 out glsl.png smoothstep vector4 out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\application\syntax:




syntaxGraph out gl constant glsl.png syntaxGraph out gl constant osl.png

syntaxGraph out webgl constant glsl.png syntaxGraph out webgl constant osl.png

syntaxGraph out doubleUnderScore glsl.pnglsyntaxGraph out doubleUnderScore osl.png

syntaxGraph out webgl constant glsl.png | syntaxGraph out webgl constant osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\application\timeFrame:




frameGraph out glsl.png frameGraph out osl.png

timeGraph out glsl.png timeGraph out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\application\unique identifiers:

blah2 output glsl.png blah2 output osl.png

NG blah2 float float out2 glsl.png | NG blah2 float float out2 osl.png




NG blah2 float float out glsl.png NG blah2 float float out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\channel\channel:

combine color3 out glsl.png combine color3 out osl.png

combine color4CF out glsl.png combine color4CF out osl.png

combine color4d out glsl.png combine color4d out osl.png




combine vector2 out glsl.png combine vector2 out osl.png

combine vector3 out glsl.png combine vector3 out osl.png

combine vector4dVF out glsl.png combine vector4dVF out osl.png

combine vector4VV out glsl.png combine vector4VV out osl.png

combine vector4 out glsl.png combine vector4 out osl.png




extract color3 out glsl.png extract color3 out osl.png

extract colord4 out glsl.png extract color4d out osl.png

extract vector2 out glsl.png extract vector2 out osl.png

extract vector3 out glsl.png extract vector3 out osl.png

extract vector4 out glsl.png extract vector4 out osl.png




separate color3 out glsl.png separate color3 out osl.png

separate color4 out glsl.png separate color4 out osl.png

separate vector2 out glsl.png separate vector2 out osl.png

separate vector3 out glsl.png separate vector3 out osl.png

separate vector4 out glsl.png separate vector4 out osl.png




D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\channel\channels_attribute:

color3 to color4 bgrl in out glsl.png| color3 to color4 bgrl in out osl.png

color3 to color4 bgrl out out glslpnglcolor3 to color4 bgrl out out osl.png

[ color4 to color3 bgr out out glsl.png | color4 to color3 bgr out out osl.png

color4 to color3 rga in out glsl.png | color4 to color3 rga in out osl.png




| color4 to float g in out glslpng | color4 to float g in out osl.png

color4 to float g out out glsl png color4 to float g out out osl.png

( X

float to colord4 rrrr in out glsl.png float to color4 rrrr in out osl.png

L I

float to color4 rrrr out out glsl.png | float to color4 rrrr out out osl.png

image4 to color3 bga in out glsl.png|image4 to color3 bga in out osl.png




image4 to color3 bgr out out glsl.pnglimage4 to color3 bgr out out osl.png

| image4 to float g in out glslpng | image4 to float g in out osl.png

et

image4 to float g out out glsl.png image4 to float g out out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\channel\convert:

convert boolean float out glsl.png convert boolean float out osl.png




convert color3 color4 out glsl.png convert color3 color4 out osl.png

convert color3 vector3 out glsl.png | convert color3 vector3 out osl.png

convert color4d color3 out glsl.png | convert colord color3 out osl.png

convert color4 vector4 out glsl.png | convert color4 vector4 out osl.png

convert float color3 out glsl.png convert float color3 out osl.png
I | 1




convert float color4 out glsl.png convert float colord out osl.png

convert float vector2 out glsl.png convert float vector2 out osl.png

convert float vector3 out glsl.png convert float vector3 out osl.png

convert float vector4 out glsl.png convert float vector4 out osl.png

convert integer float out glsl.png convert integer float out osl.png
I | 1




convert vector3 color3 out glsl.png | convert vector3 color3 out osl.png

convert vector4 color4 out glsl.png | convert vector4 color4 out osl.png

vec2vec3vec2 out glsl.png vec2vec3vec2 out osl.png

e

vec3vecdvec3 out glsl.png vec3vecdvec3 out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\channel\swizzle:




swizzle color3 color3 out glsl.png | swizzle color3 color3 out osl.png

swizzle color3 color4 out glsl.png swizzle color3 color4 out osl.png

swizzle color3 float out glsl.png swizzle color3 float out osl.png

swizzle color3 vector2 out glsl.png | swizzle color3 vector2 out osl.png

swizzle color3 vector3 out glsl.png | swizzle color3 vector3 out osl.png
I | 1




swizzle color3 vector4 out glsl.png | swizzle color3 vector4 out osl.png

swizzle color4 color3 out glsl.png | swizzle colord color3 out osl.png

swizzle color4 color4 out glsl.png | swizzle color4 color4 out osl.png

swizzle color4 float out glsl.png swizzle color4 float out osl.png

swizzle color4 vector2 out glsl.png | swizzle color4 vector2 out osl.png




swizzle color4 vector3 out glsl.png | swizzle color4 vector3 out osl.png

swizzle color4d vector4 out glsl.png | swizzle colord vector4 out osl.png

swizzle float color3 out glsl.png swizzle float color3 out osl.png

swizzle float color4 out glsl.png swizzle float color4 out osl.png

swizzle float vector2 out glsl.png swizzle float vector2 out osl.png




swizzle float vector3 out glsl.png swizzle float vector3 out osl.png

swizzle float vector4 out glsl.png swizzle float vector4 out osl.png

swizzle vector2 color3 out glsl.png | swizzle vector2 color3 out osl.png

swizzle vector2 color4 out glsl.png | swizzle vector2 color4 out osl.png

swizzle vector2 float out glsl.png swizzle vector2 float out osl.png




swizzle vector2 vector2 out glsl.png | swizzle vector2 vector2 out osl.png

swizzle vector2 vector3 out glsl.png | swizzle vector2 vector3 out osl.png

swizzle vector2 vector4 out glsl.png | swizzle vector2 vector4 out osl.png

swizzle vector3 color3 out glsl.png | swizzle vector3 color3 out osl.png

swizzle vector3 color4 out glsl.png | swizzle vector3 color4 out osl.png




swizzle vector3 float out glsl.png swizzle vector3 float out osl.png

swizzle vector3 vector2 out glsl.png | swizzle vector3 vector2 out osl.png

swizzle vector3 vector3 out glsl.png | swizzle vector3 vector3 out osl.png

swizzle vector3 vector4 out glsl.png | swizzle vector3 vector4 out osl.png

swizzle vector4 color3 out glsl.png | swizzle vector4 color3 out osl.png
I | 1




swizzle vector4 colord out glsl.png | swizzle vector4 color4 out osl.png

swizzle vector4 float out glsl.png swizzle vector4 float out osl.png

swizzle vector4 vector2 out glsl.png | swizzle vector4 vector2 out osl.png

swizzle vectord vector3 out glsl.png | swizzle vector4 vector3 out osl.png

swizzle vector4 vector4 out glsl.png | swizzle vector4 vector4 out osl.png




D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\color management\color3 vec3 cm_test:

normalmap cm normal map output glsl.png normalmap cm normal map output osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\color_management\color_management:

| ngl color acescg output glslpng | ngl color acescg output osl.png

ngl color g22 apl output glsl.png ngl color g22 apl output osl.png




| ngl color gammal8 output glsl.png | ngl color gammal8 output osl.png

| ngl color gamma22 output glsl.png | ngl color gamma22 output osl.png

| ngl color gamma24 output glsl.png | ngl color gamma24 output osl.png

| ngl color lin rec709 output glsl.png | ngl color lin rec709 output osl.png

ngl color srgb texture output glsl.png]ngl color srgb texture output osl.png
I |




ngl image acescg output glsl.png ngl image acescg output osl.png

ngl image g22 apl output glsl.png | ngl image g22 apl output osl.png

ngl image gamma24 output glsl.png | ngl image gamma24 output osl.png
|




Filename CM Test glsl.png Filename CM Test osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\color_management\surface_colorspace:

M test glsl.png M test osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\compositing\compositing:




burn color3 out glsl.png burn color3 out osl.png

burn color4 out glsl.png burn color4 out osl.png

burn float divzero out glsl.png burn float divzero out osl.png

burn float out glsl.png burn float out osl.png

00 06

difference color3 out glsl.png difference color3 out osl.png




| difference color4 out glsl.png | difference color4 out osl.png

o0

| difference float out glslpng | difference float out osl.png

disjointover colord divzero out glsl.pngldisjointover color4 divzero out osl.png]

o0

| disjointover color4 out glsl.png | disjointover color4 out osl.png

dodge color3 out glsl.png
I |

dodge color3 out osl.png




dodge color4 out glsl.png dodge color4 out osl.png

dodge float divzero out glsl.png dodge float divzero out osl.png

dodge float out glsl.png dodge float out osl.png

inside color3 out glsl.png inside color3 out osl.png

inside color4 out glsl.png inside color4 out osl.png




inside float out glsl.png inside float out osl.png

in _color4 out glsl.png in color4 out osl.png

mask color4 out glsl.png mask color4 out osl.png

matte color4 out glsl.png matte color4 out osl.png

00000
@

minus color3 out glsl.png minus color3 out osl.png




minus_color4 out glsl.png minus_color4 out osl.png

minus float out glsl.png minus float out osl.png

mix color3 color3 out glsl.png mix color3 color3 out osl.png

mix color3 out glsl.png mix color3 out osl.png

mix color4 color4 out glsl.png mix color4 color4 out osl.png




mix_float out glsl.png mix_float out osl.png

mix vector2 out glsl.png mix vector2 out osl.png

mix vector2 vector2 out glsl.png mix vector2 vector2 out osl.png

mix vector3 out glsl.png mix vector3 out osl.png

000060

mix vector3 vector3 out glsl.png mix vector3 vector3 out osl.png




mix vector4 out glsl.png mix vector4 out osl.png

mix vectord vector4d out glsl.png mix vector4 vector4 out osl.png

L J

outside color3 out glsl.png outside color3 out osl.png
outside color4 out glsl.png outside color4 out osl.png

outside float out glsl.png

outside float out osl.png




out color4 out glsl.png out color4 out osl.png

overlay color3 out glsl.png overlay color3 out osl.png

overlay color4 out glsl.png overlay color4 out osl.png

overlay float out glsl.png overlay float out osl.png

000060
900

over color4 out glsl.png over color4 out osl.png




plus color3 out glsl.png plus color3 out osl.png

plus color4 out glsl.png plus color4 out osl.png

plus float out glsl.png plus float out osl.png

premult color4 out glsl.png premult color4 out osl.png

o 0060
@

screen color3 out glsl.png screen color3 out osl.png




screen color4 out glsl.png screen color4 out osl.png

screen float out glsl.png screen float out osl.png

unpremult color4 out glsl.png unpremult color4 out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\conditional\conditional_if float:

ifequal color3 out glsl.png ifequal color3 out osl.png




ifequal color4 out glsl.png ifequal color4 out osl.png

ifequal float out glsl.png ifequal float out osl.png

ifequal vector2 out glsl.png ifequal vector2 out osl.png

ifequal vector3 out glsl.png ifequal vector3 out osl.png

ifequal vector4 out glsl.png ifequal vector4 out osl.png




ifgreatereq color3 out glsl.png ifgreatereq color3 out osl.png

ifgreatereq color4 out glsl.png ifgreatereq color4 out osl.png

ifgreatereq float out glsl.png ifgreatereq float out osl.png

ifgreatereq vector2 out glsl.png ifgreatereq vector2 out osl.png

ifgreatereq vector3 out glsl.png ifgreatereq vector3 out osl.png




ifgreatereq vector4 out glsl.png ifgreatereq vector4 out osl.png

ifgreater color3 out glsl.png ifgreater color3 out osl.png

ifgreater color4 out glsl.png ifgreater color4 out osl.png

ifgreater float out glsl.png ifgreater float out osl.png

ifgreater vector2 out glsl.png ifgreater vector2 out osl.png




| ifgreater vector3 out glslpng | ifgreater vector3 out oslpng |

ifgreater vector4d out glsl.png

ifgreater vectord out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\conditional\conditional_if int:

| ifequalB color3 out glslpng | ifequalB color3 out osl.png |

ifequalB color4 out glsl.png ifequalB color4 out osl.png




ifequalB float out glsl.png ifequalB float out osl.png

ifequalB vector2 out glsl.png ifequalB_vector2 out osl.png

ifequalB vector3 out glsl.png ifequalB vector3 out osl.png

ifequalB_vector4 out glsl.png ifequalB_vector4 out osl.png

ifequal color3 out glsl.png ifequal color3 out osl.png




ifequal color4 out glsl.png ifequal color4 out osl.png

ifequal float out glsl.png ifequal float out osl.png

ifequal vector2 out glsl.png ifequal vector2 out osl.png

ifequal vector3 out glsl.png ifequal vector3 out osl.png

ifequal vector4 out glsl.png ifequal vector4 out osl.png




ifgreatereq color3 out glsl.png ifgreatereq color3 out osl.png

ifgreatereq color4 out glsl.png ifgreatereq color4 out osl.png

ifgreatereq float out glsl.png ifgreatereq float out osl.png

ifgreatereq vector2 out glsl.png ifgreatereq vector2 out osl.png

ifgreatereq vector3 out glsl.png ifgreatereq vector3 out osl.png




ifgreatereq vector4d out glsl.png ifgreatereq vector4d out osl.png

ifgreater color3 out glsl.png ifgreater color3 out osl.png

ifgreater color4 out glsl.png ifgreater color4 out osl.png

ifgreater float out glsl.png ifgreater float out osl.png

ifgreater vector2 out glsl.png ifgreater vector2 out osl.png




| ifgreater vector3 out glslpng | ifgreater vector3 out oslpng |

ifgreater vector4 out glsl.png

ifgreater vector4 out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\conditional\conditional switch:

| swicth color4] out glslpng | swicth color4l out osl.png |

switch color3l out glsl.png switch color3l out osl.png




| switch color3 out glskpng | switch color3 out oslpng |

switch color4 out glsl.png switch color4 out osl.png

o0

switch floatl out glsl.png switch floatl out osl.png

switch float out glsl.png switch float out osl.png

[ ]

switch vector2] out glsl.png switch vector2] out osl.png




| switch vector2 out glskpng | switch vector2 out oslpng |

| switch vector3l out glslpng | switch vector3I out osl.png |

switch vector3 geometric out glsl.png|switch vector3 geometric out osl.png]

switch vector3 out glsl.png switch vector3 out osl.png

ﬂi

switch vector4l out glsl.png switch vector4l out osl.png




switch vector4 out glsl.png switch vector4 out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\convolution\blur:

blur color4 blur color4 out glsl.png blur color4 blur color4 out osl.png




blur float blur float out glsl.png blur float blur float out osl.png

blur vector4 blur vector4 out glsl.png | blur vector4 blur vector4 out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\convolution\heighttonormal:
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height to normal height to normal out glsl.png | height to normal height to normal out osl.png

height to normal standard surface out glsl.png height to normal standard surface out osl.png

height to normal usd preview surface out glsl.pngfheight to normal usd preview surface out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\definition\definition_from_nodegraph:

test colorcorrect outl glsl.png test colorcorrect outl osl.png




test colorcorrect out glsl.png test colorcorrect out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\definition\definition_using_definitions:

material layered glsl.png material layered osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\definition\surfacematerial definition:

mymaterial instance glsl.png mymaterial instance osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\geometric\geompropvalue:

geompropvalue boolean out glsl.png | geompropvalue boolean out osl.png




geompropvalue color3 out glsl.png | geompropvalue color3 out osl.png

geompropvalue color4 out glsl.png | geompropvalue color4 out osl.png

geompropvalue float out glsl.png geompropvalue float out osl.png

geompropvalue integer out glsl.png | geompropvalue integer out osl.png
geompropvalue string out glsl.png geompropvalue string out osl.png




geompropvalue vector2 out glsl.png | geompropvalue vector2 out osl.png

geompropvalue vector3 out glsl.png | geompropvalue vector3 out osl.png

geompropvalue vector4 out glsl.png | geompropvalue vector4 out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\geometric\streams:

bitangent output glsl.png bitangent output osl.png




color float output glsl.png color float output osl.png

color vec3 output glsl.png color vec3 output osl.png

color vec4 output glsl.png color vec4 output osl.png

normal object output glsl.png normal object output osl.png

normal world output glsl.png normal world output osl.png




position object output glsl.png position object output osl.png

position world output glsl.png position world output osl.png

tangent output glsl.png tangent output osl.png

texcoord0) output glsl.png texcoord0 output osl.png

texcoord) vec3 output glsl.png texcoord) vec3 output osl.png




texcoord] output glsl.png texcoord]l output osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\materials\material node discovery:

top level material assigned glsl.png top level material assigned osl.png

top level material def assigned glsl.pngftop level material def assigned osl.png

top level material def glsl.png top level material def osl.png




top level material no asssign glsl.png

top level material no asssign osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\math\math:

absval color3 out glsl.png absval color3 out osl.png

absval color4 out glsl.png absval color4 out osl.png

absval float out glsl.png absval float out osl.png




absval vector2 out glsl.png absval vector2 out osl.png

absval vector3 out glsl.png absval vector3 out osl.png

absval vector4 out glsl.png absval vector4 out osl.png

ceil color3 nodegraph out glsl.png | ceil color3 nodegraph out osl.png

ceil color4 nodegraph out glsl.png | ceil color4 nodegraph out osl.png




ceil float nodegraph out glsl.png ceil float nodegraph out osl.png

ceil vector2 nodegraph out glsl.png | ceil vector2 nodegraph out osl.png

ceil vector3 nodegraph out glsl.png | ceil vector3 nodegraph out osl.png

ceil vector4 nodegraph out glsl.png | ceil vector4 nodegraph out osl.png

clamp color3FA out glsl.png clamp color3FA out osl.png




clamp color3 out glsl.png clamp color3 out osl.png

clamp color4FA out glsl.png clamp color4FA out osl.png

clamp color4 out glsl.png clamp color4 out osl.png

clamp float out glsl.png clamp float out osl.png

clamp vector2FA out glsl.png clamp vector2FA out osl.png




[ clamp vector2 out glslpng | clamp vector2 out oslpng |

clamp vector3FA out glsl.png clamp vector3FA out osl.png

clamp vector3 out glsl.png clamp vector3 out osl.png

clamp vectordFA out glsl.png clamp vectordFA out osl.png

clamp vector4 out glsl.png clamp vector4 out osl.png




exp_nodegraph out glsl.png exp_nodegraph out osl.png

exp vector2 nodegraph out glsl.png | exp vector2 nodegraph out osl.png

exp vector3 nodegraph out glsl.png | exp vector3 nodegraph out osl.png

exp vector4 nodegraph out glsl.png | exp vector4 nodegraph out osl.png

floor color3 nodegraph out glsl.png | floor color3 nodegraph out osl.png




floor color4 nodegraph out glsl.png | floor color4 nodegraph out osl.png

floor float nodegraph out glsl.png floor float nodegraph out osl.png

floor vector2 nodegraph out glsl.png] floor vector2 nodegraph out osl.png

floor vector3 nodegraph out glsl.png]| floor vector3 nodegraph out osl.png

floor vector4 nodegraph out glsl.png] floor vector4 nodegraph out osl.png




invert color3FA out glsl.png invert color3FA out osl.png

invert color3 out glsl.png invert color3 out osl.png

invert color4FA out glsl.png invert color4FA out osl.png

invert color4 out glsl.png invert color4 out osl.png

invert float out glsl.png invert float out osl.png




invert matrix33 out glsl.png invert matrix33 out osl.png

invert matrix44 out glsl.png invert matrix44 out osl.png

invert vector2FA out glsl.png invert vector2FA out osl.png

invert vector2 out glsl.png invert vector2 out osl.png

invert vector3FA out glsl.png invert vector3FA out osl.png




invert vector3 out glsl.png invert vector3 out osl.png

invert vector4dFA out glsl.png invert vector4dFA out osl.png

invert vector4 out glsl.png invert vector4 out osl.png

In nodegraph out glsl.png In nodegraph out osl.png

In vector2 nodegraph out glsl.png In vector2 nodegraph out osl.png




In vector3 nodegraph out glsl.png In vector3 nodegraph out osl.png

In vector4 nodegraph out glsl.png In vector4 nodegraph out osl.png

max_color3FA out glsl.png max_color3FA out osl.png

max color3 out glsl.png max_color3 out osl.png

max_colordFA out glsl.png max_color4dFA out osl.png




max_color4 out glsl.png max_color4 out osl.png

max float out glsl.png max float out osl.png

max_vector2FA out glsl.png max_vector2FA out osl.png

max_vector2 out glsl.png max_vector2 out osl.png

max_vector3FA out glsl.png max_vector3FA out osl.png




max_vector3 out glsl.png max_vector3 out osl.png

max vector4dFA out glsl.png max vector4dFA out osl.png

max_vector4 out glsl.png max_vector4 out osl.png

min color3FA out glsl.png min color3FA out osl.png

min color3 out glsl.png min color3 out osl.png




min color4dFA out glsl.png min color4FA out osl.png

min color4 out glsl.png min color4 out osl.png

min float out glsl.png min float out osl.png

min_vector2FA out glsl.png min_vector2FA out osl.png

min vector2 out glsl.png min vector2 out osl.png




min vector3FA out glsl.png min vector3FA out osl.png

min_vector3 out glsl.png min_vector3 out osl.png

min vectordFA out glsl.png min vector4dFA out osl.png

min_vector4 out glsl.png min_vector4 out osl.png

sign color3 out glsl.png sign color3 out osl.png




sign color4 out glsl.png sign color4 out osl.png

sign float out glsl.png sign float out osl.png

sign vector2 out glsl.png sign vector2 out osl.png

sign vector3 out glsl.png sign vector3 out osl.png

sign vector4 out glsl.png sign vector4 out osl.png




sqrt nodegraph out glsl.png sqrt nodegraph out osl.png

sqrt vector2 nodegraph out glsl.png | sqrt vector2 nodegraph out osl.png

sqrt vector3 nodegraph out glsl.png | sqrt vector3 nodegraph out osl.png

sqrt vector4 nodegraph out glsl.png | sqrt vector4 nodegraph out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\math\math_operators:




add color3FA out glsl.png add color3FA out osl.png

add color3 out glsl.png add color3 out osl.png

add color4FA out glsl.png add color4FA out osl.png

add color4 out glsl.png add color4 out osl.png

add float out glsl.png add float out osl.png




add matrix33FA out glsl.png add matrix33FA out osl.png

add matrix33 out glsl.png add matrix33 out osl.png

add matrix44FA out glsl.png add matrix44FA out osl.png

add matrix44 out glsl.png add matrix44 out osl.png

add vector2FA out glsl.png add vector2FA out osl.png




add vector2 out glsl.png add vector2 out osl.png

add vector3FA out glsl.png add vector3FA out osl.png

add vector3 out glsl.png add vector3 out osl.png

add vector4FA out glsl.png add vector4FA out osl.png

add vector4 out glsl.png add vector4 out osl.png




divide color3FA out glsl.png divide color3FA out osl.png

divide color3 out glsl.png divide color3 out osl.png

divide color4FA out glsl.png divide color4FA out osl.png

divide color4 out glsl.png divide color4 out osl.png

divide float out glsl.png divide float out osl.png




divide matrix33 out glsl.png divide matrix33 out osl.png

divide matrix44 out glsl.png divide matrix44 out osl.png

divide vector2FA out glsl.png divide vector2FA out osl.png

divide vector2 out glsl.png divide vector2 out osl.png

divide vector3FA out glsl.png divide vector3FA out osl.png




divide vector3 out glsl.png divide vector3 out osl.png

divide vector4FA out glsl.png divide vector4FA out osl.png

divide vectord out glsl.png divide vector4 out osl.png

modulo color3FA out glsl.png modulo color3FA out osl.png

modulo color3 out glsl.png modulo color3 out osl.png




modulo color4FA out glsl.png modulo color4FA out osl.png

modulo color4 out glsl.png modulo color4 out osl.png

modulo float out glsl.png modulo float out osl.png

modulo vector2FA out glsl.png modulo vector2FA out osl.png

modulo vector2 out glsl.png modulo vector2 out osl.png




modulo vector3FA out glsl.png modulo vector3FA out osl.png

modulo vector3 out glsl.png modulo vector3 out osl.png

modulo vectordFA out glsl.png modulo vector4FA out osl.png

modulo vector4 out glsl.png modulo vector4 out osl.png

multiply color3FA out glsl.png multiply color3FA out osl.png




multiply color3 out glsl.png multiply color3 out osl.png

multiply color4FA out glsl.png multiply color4FA out osl.png

multiply color4 out glsl.png multiply color4 out osl.png

multiply float out glsl.png multiply float out osl.png

multiply matrix33 out glsl.png multiply matrix33 out osl.png




multiply matrix44 out glsl.png multiply matrix44 out osl.png

multiply vector2FA out glsl.png multiply vector2FA out osl.png

multiply vector2 out glsl.png multiply vector2 out osl.png

multiply vector3FA out glsl.png multiply vector3FA out osl.png

multiply vector3 out glsl.png multiply vector3 out osl.png




multiply vector4FA out glsl.png multiply vector4FA out osl.png

multiply vector4 out glsl.png multiply vector4 out osl.png

power color3FA out glsl.png power color3FA out osl.png

power color3 out glsl.png power color3 out osl.png

power color4FA out glsl.png power color4FA out osl.png




power color4 out glsl.png power color4 out osl.png

power float out glsl.png power float out osl.png

power vector2FA out glsl.png power vector2FA out osl.png

power vector2 out glsl.png power vector2 out osl.png

power vector3FA out glsl.png power vector3FA out osl.png




power vector3 out glsl.png power vector3 out osl.png

power vectordFA out glsl.png power vector4dFA out osl.png

power vector4 out glsl.png power vector4 out osl.png

subtract color3FA out glsl.png subtract color3FA out osl.png

subtract color3 out glsl.png subtract color3 out osl.png




subtract color4FA out glsl.png subtract color4FA out osl.png

subtract color4 out glsl.png subtract color4 out osl.png
subtract float out glsl.png subtract float out osl.png
subtract matrix33FA out glsl.png subtract matrix33FA out osl.png

subtract matrix33 out glsl.png

subtract matrix33 out osl.png




subtract matrix44FA out glsl.png subtract matrix44FA out osl.png

subtract matrix44 out glsl.png subtract matrix44 out osl.png

subtract vector2FA out glsl.png subtract vector2FA out osl.png

subtract vector2 out glsl.png subtract vector2 out osl.png

subtract vector3FA out glsl.png subtract vector3FA out osl.png




subtract vector3 out glsl.png subtract vector3 out osl.png

subtract vector4FA out glsl.png subtract vector4FA out osl.png

subtract vector4 out glsl.png subtract vector4 out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\math\transform:

ING transformnormal vector3M4 N out vec3 glsl.pngING transformnormal vector3M4 N out vec3 osl.png]




NG transformpoint vector2M3 N out vec2 glsl.png | NG transformpoint vector2M3 N out vec2 osl.png

NG transformpoint vector3M4 N out vec3 glsl.png | NG transformpoint vector3M4 N out vec3 osl.png
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NG _transformvector vector2M3 N out vec2 glsl.png|NG transformvector vector2M3 N out vec2 osl.png

NG transformvector vector3M4 N out vec3 glsl.png|NG transformvector vector3M4 N out vec3 osl.png

place2d vector2 out glsl.png place2d vector2 out osl.png




tf matrix3 vector2 out glsl.png tf matrix3 vector2 out osl.png

tf matrix3 vector3 out glsl.png tf matrix3 vector3 out osl.png
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tf matrix4 vector3 out glsl.png tf matrix4 vector3 out osl.png
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tf matrix4 vector4 out glsl.png tf matrix4 vector4 out osl.png
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tf normal vector3 out glsl.png tf normal vector3 out osl.png




| tf point vector3 out glslpng | tf point vector3 out osl.png
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tf vector vector3 out glsl.png

tf vector vector3 out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\math\trig:

acos nodegraph acos out glsl.png acos nodegraph acos out osl.png

lacos vector2 nodegraph acos out glsl.pnglacos vector2 nodegraph acos out osl.png




acos vector3 nodegraph acos out glsl.pnglacos vector3 nodegraph acos out osl.png

acos vector4 nodegraph acos out glsl.pnglacos vector4 nodegraph acos out osl.png
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asin vector4 nodegraph asin out glsl.png]asin vector4 nodegraph asin out osl.png

| atan nodegraph atan2 out glslpng |  atan nodegraph atan2 out oslpng

atan Vector2 nodegraph atan out glsl.pngjatan vector2 nodegraph atan out osl.png

atan_vector3 nodegraph atan out glsl.pnglatan vector3 nodegraph atan out osl.png

atan vector4 nodegraph atan out glsl.pnglatan vector4 nodegraph atan out osl.png




| cos nodegraph cos out glslpng | cos nodegraph cos out osl.png
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[ cos vector2 nodegraph cos out glsl.png | cos vector2 nodegraph cos out osl.png
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[ cos vector3 nodegraph cos out glsl.png | cos vector3 nodegraph cos out osl.png

[ cos vector4 nodegraph cos out glsl.png | cos vector4 nodegraph cos out osl.png
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sin_nodegraph sin out glsl.png sin_nodegraph sin out osl.png




[ sin vector2 nodegraph sin out glsl.png | sin vector2 nodegraph sin out osl.png
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| sin vector4 nodegraph sin out glsl.png | sin vector4 nodegraph sin out osl.png
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| tan nodegraph tan out glslpng | tan nodegraph tan out osl.png
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tan_vector2 nodegraph tan out glsl.png | tan vector2 nodegraph tan out osl.png




tan vector4 nodegraph tan out glsl.png | tan vector4 nodegraph tan out osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\math\vector math:

crossproduct vector3 out glsl.png crossproduct vector3 out osl.png

determinant matrix33 out glsl.png determinant matrix33 out osl.png




determinant matrix44 out glsl.png determinant matrix44 out osl.png

dotproduct vector2 out glsl.png dotproduct vector2 out osl.png

dotproduct vector3 out glsl.png dotproduct vector3 out osl.png

dotproduct vector4 out glsl.png dotproduct vector4 out osl.png

magnitude vector2 out glsl.png magnitude vector2 out osl.png




magnitude vector3 out glsl.png magnitude vector3 out osl.png

magnitude vector4 out glsl.png magnitude vector4 out osl.png

normalize vector2 out glsl.png normalize vector2 out osl.png

normalize vector3 out glsl.png normalize vector3 out osl.png

normalize vector4 out glsl.png normalize vector4 out osl.png




rotate vector2 out glsl.png rotate vector2 out osl.png

rotate vector3 out glsl.png rotate vector3 out osl.png

transpose matrix33 out glsl.png transpose matrix33 out osl.png

transpose_matrix44 out glsl.png transpose_matrix44 out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\nodegraph_inputs\cascade nodegraphs:




surfacemateriall glsl.png surfacemateriall osl.png

surfacematerial glsl.png surfacematerial osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\nodegraph_inputs\nodegraph_multioutput:

black multiout material glsl.png black multiout material osl.png

white multiout material glsl.png white multiout material osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\nodegraph_inputs\nodegraph_nodegraph:




graph graph graph graph out2 glsl.png graph graph graph graph out2 osl.png

graph graph graph graph out glsl.png graph graph graph graph out osl.png

graph graph out top glsl.png graph graph out top osl.png

graph to node node graph out glsl.png graph to node node graph out osl.png

nd graph graph nd graph graph out2 glsl.png nd graph graph nd graph graph out2 osl.png
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NG upstream graph nd graph out image2 glsl.png NG upstream graph nd graph out image2 osl.png

NG upstream graph nd graph out image glsl.png NG upstream graph nd graph out image osl.png
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surf graph graph out top glsl.png surf graph graph out top osl.png

surf graph graph surf graph graph out2 glsl.png surf graph graph surf graph graph out2 osl.png

surf graph graph surf graph graph out glsl.png surf graph graph surf graph graph out osl.png

surf graph node surf graph node out glsl.png surf graph node surf graph node out osl.png
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upstream_graph graph out image2 glsl.png upstream_graph graph out image2 osl.png




upstream graph graph out image glsl.png upstream graph graph out image osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\nodegraph_inputs\surfacematerial nodegraph_to_surfaceshader:

green material graph green material glsl.pngjgreen material graph green material osl.png]

surfaceshader graph red shader glsl.png surfaceshader graph red shader osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\noise\noise:







worleynoise2d vector2 out glsl.png | worleynoise2d vector2 out osl.png




worleynoise3d vector2 out glsl.png | worleynoise3d vector2 out osl.png

worleynoise3d vector3 out glsl.png | worleynoise3d vector3 out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\noise\procedural:




nodegraphl out glsl.png nodegraphl out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\noise\shared function:

shared function test out glsl.png shared function test out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\organization\organization:

dot color3 out glsl.png dot color3 out osl.png

dot color4 out glsl.png dot color4 out osl.png




dot float out glsl.png dot float out osl.png

dot matrix44 out glsl.png dot matrix44 out osl.png

dot vector2 out glsl.png dot vector2 out osl.png

dot vector3 out glsl.png dot vector3 out osl.png

dot vector4 out glsl.png dot vector4 out osl.png




D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\shader\surface:
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image vector4 output glsl.png image vector4 output osl.png




D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\texture\image addressing:
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vborder color out glsl.png vborder color out osl.png

image4 output bmp osl.png

image4 output bmp glsl.png




image4 output bridge3 hdr glsl.png | image4 output bridge3 hdr osl.png

image4 output bridge4 hdr glsl.png | image4 output bridge4 hdr osl.png
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image4 output gif glsl.png image4 output gif osl.png
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image4 output tga glsl.png image4 output tga osl.png

image4 output wood png glsl.png image4 output wood png osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\texture\image transform:

test place2d TRS out glsl.png test place2d TRS out osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\texture\noise:




cellnoise2d 1 output glsl.png cellnoise2d 1 output osl.png

cellnoise3d 1 output glsl.png cellnoise3d 1 output osl.png

fractal3d 1 output glsl.png fractal3d 1 output osl.png

fractal3d 2FAv output glsl.png fractal3d 2FAv output osl.png

fractal3d 2FA output glsl.png fractal3d 2FA output osl.png




fractal3d 2v output glsl.png fractal3d 2v output osl.png

fractal3d 2 output glsl.png fractal3d 2 output osl.png

fractal3d 3FAv output glsl.png fractal3d 3FAv output osl.png

fractal3d 3FA output glsl.png fractal3d 3FA output osl.png

fractal3d 3v output glsl.png fractal3d 3v output osl.png




fractal3d 3 output glsl.png fractal3d 3 output osl.png

fractal3d 4FAv output glsl.png fractal3d 4FAv output osl.png

fractal3d 4FA output glsl.png fractal3d 4FA output osl.png

fractal3d 4v output glsl.png fractal3d 4v output osl.png

fractal3d 4 output glsl.png fractal3d 4 output osl.png







noise2d 3FAv output glsl.png noise2d 3FAv output osl.png
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noise2d 3FA output glsl.png noise2d 3FA output osl.png
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noise2d 3v output glsl.png noise2d 3v output osl.png
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noise2d 3 output glsl.png noise2d 3 output osl.png




noise2d 4FA output glsl.png noise2d 4FA output osl.png

noise2d 4v output glsl.png noise2d 4v output osl.png

noise3d 1 output glsl.png noise3d 1 output osl.png

noise3d 2FAv output glsl.png noise3d 2FAv output osl.png




noise3d 2FA output glsl.png noise3d 2FA output osl.png

noise3d 2v output glsl.png noise3d 2v output osl.png

noise3d 2 output glsl.png noise3d 2 output osl.png

noise3d 3FAv output glsl.png noise3d 3FAv output osl.png

noise3d 3FA output glsl.png noise3d 3FA output osl.png




noise3d 3v output glsl.png noise3d 3v output osl.png

noise3d 3 output glsl.png noise3d 3 output osl.png

noise3d 4FAv output glsl.png noise3d 4FAv output osl.png

noise3d 4FA output glsl.png noise3d 4FA output osl.png

noise3d 4v output glsl.png noise3d 4v output osl.png




noise3d 4 output glsl.png noise3d 4 output osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\texture\ramp:

fc ramp2 output glsl.png ramp2 output osl.png




fc ramp3v output glsl.png fc ramp3v output osl.png

fc ramp3 output glsl.png fc ramp3 output osl.png

fc ramp4v output glsl.png fc ramp4v output osl.png

fc ramp4 output glsl.png fc ramp4 output osl.png

Ir rampl output glsl.png Ir rampl output osl.png




Ir ramp2 output glsl.png Ir ramp2 output osl.png

Ir ramp3v output glsl.png Ir ramp3v output osl.png

Ir ramp3 output glsl.png Ir ramp3 output osl.png

Ir ramp4v output glsl.png Ir ramp4v output osl.png




Ir ramp4 output glsl.png Ir ramp4 output osl.png

tb_ramp2v output glsl.png tb_ramp2v output osl.png

tb ramp2 output glsl.png tb ramp2 output osl.png

tb ramp3v output glsl.png tb ramp3v output osl.png




tb ramp3 output glsl.png tb ramp3 output osl.png

tb ramp4v output glsl.png tb ramp4v output osl.png

tb ramp4 output glsl.png tb ramp4 output osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\texture\split:

Ir splitl output glsl.png Ir splitl output osl.png




Ir split2v output glsl.png Ir split2v output osl.png

Ir split2 output glsl.png Ir split2 output osl.png

Ir split3v output glsl.png Ir split3v output osl.png

Ir split3 output glsl.png Ir split3 output osl.png

Ir split4v output glsl.png Ir split4v output osl.png
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tb_splitdv output glsl.png tb_split4v output osl.png
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D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\texture\tiledimage:

tiled imagel output glsl.png tiled imagel output osl.png




1344 as

53 | 54 | 5

65

(43 44 45

53|54 | 55

65

is \ag
26 | 277,
(=

26 | 37 3y

46 |47 4.

se | 5758

)
&6 | 67 | 68 ]

tiled image4v output glsl.png tiled image4v output osl.png




| se

56 | 57 |58
{ i % 1
66 | 67 |6 e | | 66 |
f ! g x| I i
76 [ F7) L. 3! | zs |
2 PBal s | as
ws | & R | wren

as | 27 %

Foi

Tokenized Image top level out bmp glsl.pnglTokenized Image top level out bmp osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\texture\triplanarprojection:




triplanarprojection 2 output glsl.png | triplanarprojection 2 output osl.png

triplanarprojection 3v output glsl.png] triplanarprojection 3v output osl.png

triplanarprojection 3 output glsl.png | triplanarprojection 3 output osl.png
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triplanarprojection 4v output glsl.png| triplanarprojection 4v output osl.png

triplanarprojection 4 output glsl.png | triplanarprojection 4 output osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\units\distance_units:

L TAT Ty i
| 1

= | | ey

Y =

albedo output glsl.png albedo output osl.png

displacement output glsl.png displacement output osl.png




unit_vector3 glsl.png unit_vector3 osl.png

unit vector4 glsl.png unit vector4 osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\units\image unit:

imagel_output_glsl.png

image2 output glsl.png image2 output osl.png




image3 output glsl.png image3 output osl.png

image4 output glsl.png image4 output osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\units\standard_surface_unit:

Jade glsl.png Jade osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\units\texture _units:

Unit test glsl.png Unit test osl.png

D:\git\niklasharrysson\Material X \build\installed\resources\Materials\TestSuite\stdlib\units\tiledimage unit:




| tiled unit imagel output glslpng | tiled unit imagel output oslpng |
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tiled unit image4 output glsl.png tiled unit image4 output osl.png

D:\git\niklasharrysson\Material X\build\installed\resources\Materials\TestSuite\stdlib\version\multiple version_test:
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