Aresources\Materials\Examples\GltfPbr\gltf pbr boombox:

SR _boombox_glsl.png SR _boombox_osl.png

Aresources\Materials\Examples\GltfPbr\gltf pbr_default:

SR default _glsl.png SR default osl.png

Aresources\Materials\Examples\StandardSurface\standard _surface brass_tiled:

SR brassl glsl.png SR_brass]_osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface_brick procedural:

N StandardSurface glsl.png N StandardSurface osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface carpaint:




SR carpaint glsl.png SR carpaint osl.png

Aresources\Materials\Examples\StandardSurface\standard _surface_chrome:

SR_chrome_glsl.png SR chrome osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface copper:

SR copper glsl.png SR copper osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface default:

SR default glsl.png SR default osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface_glass:




SR_glass_glsl.png SR glass osl.png

Aresources\Materials\Examples\StandardSurface\standard surface glass_tinted:

SR glass tinted glsl.png SR glass tinted osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface gold:

SR gold glsl.png SR gold osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface greysphere:

SR greysphere glsl.png SR greysphere osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface greysphere_calibration:




SR_Greysphere_Calibration_glsl.png | SR_Greysphere_Calibration_osl.png

Aresources\Materials\Examples\StandardSurface\standard _surface jade:

SR jade glsl.png SR_jade _osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface look brass_tiled:

SR brassl glsl.png SR brass! osl.png

SR_Greysphere Calibration _glsl.png SR_Greysphere Calibration osl.png

Aresources\Materials\Examples\StandardSurface\standard _surface look wood tiled:




SR Greysphere Calibration glsl.png | SR Greysphere Calibration osl.png

SR woodl glsl.png SR woodl osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface_marblc_solid:

SR marblel glsl.png SR marblel osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface_metal brushed:

SR_metal _brushed_glsl.png SR_metal brushed osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface plastic:




SR_plastic_glsl.png SR _plastic_osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface_thin_film:

SR thin film glsl.png SR thin film osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface velvet:

SR velvet glsl.png SR velvet osl.png

Aresources\Materials\Examples\StandardSurface\standard_surface_wood _tiled:

SR woodl glsl.png SR woodl osl.png

Aresources\Materials\Examples\UsdPreviewSurface\usd_preview_surface brass_tiled:




SR brassl glsl.png SR _brass1_osl.png

Aresources\Materials\Examples\UsdPreviewSurface\usd_preview_surface_default:

SR_default_glsl.png SR default osl.png

Aresources\Materials\Examples\UsdPreviewSurface\usd_preview_surface glass:

SR glass_glsl.png SR _glass_osl.png

Aresources\Materials\Examples\UsdPreviewSurface\usd_preview_surface gold:

SR gold glsl.png SR gold osl.png

Aresources\Materials\Examples\UsdPreviewSurface\usd_preview_surface plastic:




SR plastic_glsl.png SR plastic_osl.png

Aresources\Materials\TestSuite\libraries\metal\brass_wire_mesh:

shaderref0 glsl.png shaderref0_osl.png

Aresources\Materials\TestSuite\locale\numericformat:

SR numberformats glsl.png SR numberformats_osl.png

Aresources\Materials\TestSuite\locale\utf8:

SR Localetest glsl.png SR Localetest osl.png

Aresources\Materials\TestSuite\pbrlib\bsdf\add _bsdf:




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

Aresources\Materials\TestSuite\pbrlib\bsdf\artistic_ior:

standard_surface_glsl.png standard surface osl.png

Aresources\Materials\TestSuite\pbrlib\bsdf\bsdf graph:

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

Aresources\Materials\TestSuite\pbrlib\bsdf\burley_diffuse:

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

Aresources\Materials\TestSuite\pbrlib\bsdf\conductor:




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

Aresources\Materials\TestSuite\pbrlib\bsdf\dielectric:

dielectric bsdf layeredRT dielectric bsdf layeredRT out glsl.png]dielectric bsdf layeredRT dielectric bsdf layeredRT out osl.png]

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

diclectric bsdf R dielectric bsdf R out glsl.png diclectric_bsdf R_diclectric_bsdf R_out _osl.png

dielectric bsdf T dielectric bsdf T out glsl.png | dielectric_bsdf T_dielectric_bsdf T out osl.png




Aresources\Materials\TestSuite\pbrlib\bsdf\diftuse_brdf:

test diffuse out glsl.png test_diffuse_out _osl.png

Aresources\Materials\TestSuite\pbrlib\bsdf\diffuse_btdf:

test_diffuse_btdf out glsl.png test_diffuse_btdf out osl.png

Aresources\Materials\TestSuite\pbrlib\bsdf\generalized_schlick:

generalized schlick bsdf RT generalized schlick_bsdf RT out glsl.png

oeneralized schlick bsdf layeredRT generalized schlick bsdf layeredRT out glsl.pngjgeneralized schlick bsdf layeredRT generalized schlick bsdf layeredRT out o

generalized schlick bsdf RT generalized schlick bsdf RT out osl.png_




eneralized schlick_bsdf’ R_generalized_schlick _bsdf R_out glsl.png

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

eneralized schlick bsdf R generalized schlick bsdf R out osl.an

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

Aresources\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

Aresources\Materials\TestSuite\pbrlib\bsdf\mix_bsdf:




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

Aresources\Materials\TestSuite\pbrlib\bsdf\multiply bsdf:

multiply bsdf test_out glsl.png multiply bsdf test out osl.pn,

Aresources\Materials\TestSuite\pbrlib\bsdf\thin_film_bsdf:




thin film test] 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

Aresources\Materials\TestSuite\pbrlib\bsdf\varying_ior:

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

varying ior test2 glsl.png varying_ior test2 osl.png

Aresources\Materials\TestSuite\pbrlib\bsdf\vertical layering:

vertical layering _ex10_out _glslpng | vertical layering ex10_out _osl.png




vertical layering ex1 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_exS_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

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

vertical layering ex9 out glsl.png vertical _layering ex9_out_osl.png

Aresources\Materials\TestSuite\pbrlib\bsdf\wedge conductor:

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




Aresources\Materials\TestSuite\pbrlib\displacement\displaced _material:

surf glsl.png surf_osl.png

Aresources\Materials\TestSuite\pbrlib\edf\add_edf:

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

Aresources\Materials\TestSuite\pbrlib\edf\edf graph:

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

Aresources\Materials\TestSuite\pbrlib\edf\mix_edf:

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

Aresources\Materials\TestSuite\pbrlib\edf\multiply _edf:




multiply edf test out _glsl.png multiply edf test out osl.pn

Aresources\Materials\TestSuite\pbrlib\multioutput\multioutput:

multioutput test2 out glsl.png multioutput test2 out osl.png

multioutput test3 out glsl.png multioutput test3 out osl.png

multioutput test4 out glsl.png multioutput test4 out osl.png

standard surfacel glsl.png standard_surfacel_osl.png




standard surface2 glsl.png standard surface2 osl.png

Aresources\Materials\TestSuite\pbrlib\surfaceshader\bindinput_colorspace:

SR carpaint glsl.png SR_carpaint_osl.png

Aresources\Materials\TestSuite\pbrlib\surfaceshader\default material:

nodegraphl out glsl.png nodegraphl out osl.png

Aresources\Materials\TestSuite\pbrlib\surfaceshader\lama_tests:

LamaAddBSDFSurface glsl.png LamaAddBSDFSurface osl.png




LamaAddEDFSurface glsl.png LamaAddEDFSurface osl.png

LamaDielectricSurface glsl.png LamaDielectricSurface osl.png

LamaDiffuseSurface glsl.png LamaDiffuseSurface osl.png

LamaEmissionSurface glsl.png LamaEmissionSurface osl.png




LamaMixBSDFSurface glsl.png LamaMixBSDFSurface osl.png

LamaMixEDFSurface glsl.png LamaMixEDFSurface osl.png

LamaSheenSurface glsl.png LamaSheenSurface osl.png

LamaSSSSurface glsl.png LamaSSSSurface osl.png

LamaTranslucentSurface glsl.png LamaTranslucentSurface osl.png

Aresources\Materials\TestSuite\pbrlib\surfaceshader\mapped_surfaceshader:




ColorSpaceShader glsl.pn, ColorSpaceShader osl.pn

MappedShader glsl.png MappedShader osl.png

NormalMapShader glsl.pn, NormalMapShader osl.pn;
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UnitMappedShader glsl.png UnitMappedShader_osl.png

Aresources\Materials\TestSuite\pbrlib\surfaceshader\nodegraph_standardsurface:

IMPL_standard_surface_graph_out_glsl.png}IMPL_standard_surface_graph_out_osl.png|




Aresources\Materials\TestSuite\pbrlib\surfaceshader\nodegraph_surfaceshader:

lighting1_out_glsl.png lightingl _out_osl.png

Aresources\Materials\TestSuite\pbrlib\surfaceshader\normalmapped_surfaceshader:

NormalMappedShader_glsl.png NormalMappedShader osl.png

Aresources\Materials\TestSuite\pbrlib\surfaceshader\shader ops:

nodegraphl out glsl.png nodegraphl out osl.png

Aresources\Materials\TestSuite\pbrlib\surfaceshader\sheen:

SR sheen glsl.png SR sheen osl.png

Aresources\Materials\TestSuite\pbrlib\surfaceshader\subsurface:




SR subsurface2 glsl.png SR subsurface2 osl.png

SR subsurface glsl.png SR subsurface osl.png

Aresources\Materials\TestSuite\pbrlib\surfaceshader\surfacematerial with_graph:

Orange Top level surface shader glsl.png

Orange Top level surface shader osl.png

Pink surfacc_shader in_graph_out _glsl.png Pink surface_shader in_graph_out osl.png

Pink surface shader in graph standard surfacel glsl.png Pink surface shader in graph standard surfacel osl.png




Surf Displace_NodeGraph_out glsl.png Surf Displace NodeGraph out osl.png

Surf Displace NodeGraph standard surface glsl.png Surf Displace_NodeGraph_standard_surface_osl.png

hite_SurfaceMaterial _In_NodeGraph White_Shader_glsl.png|White_SurfaceMaterial In_NodeGraph_White Shader_osl.png|

Aresources\Materials\TestSuite\pbrlib\surfaceshader\surfaceshader:

examplel surface glsl.png examplel surface osl.png

example2 surface glsl.png example2 surface_osl.png




example3 surface glsl.png example3 surface osl.png

example4 surface glsl.png example4 surface osl.png

example5 surface glsl.png example5_surface_osl.png

Aresources\Materials\TestSuite\pbrlib\surfaceshader\surface_ops:

nodegraphl_out_glsl.png nodegraphl_out_osl.png

Aresources\Materials\TestSuite\pbrlib\surfaceshader\transparency nodedef test:




ss_opacity unmapped out glsl.png ss opacity 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

Aresources\Materials\TestSuite\pbrlib\surfaceshader\transparency _test:

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

rans Taj 1mmage ss opacity unmapped out sl.png trans Taj 1mage SS opacr unmapped out osl.pn
pGraph_image_ss_opacity 1 pped_out_glsl.p pGraph_image_ss_opacity | pped_out_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

Aresources\Materials\TestSuite\stdlib\adjustment\adjustment:

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 glslpng | contrast color4 contrast color4 out osl.png

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 glsl.png

contrast_vector2 contrast vector2 out osl.png




| contrast vector3 contrast vector3 out glslpng | contrast vector3 contrast vector3 out osl.png

| contrast vector4FA contrast vector4FA out glsl.png | contrast vector4FA contrast vector4FA 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




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 glsl.png range color3FA range color3FA out osl.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

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

range vectord range vectord out glsl.png range vector4 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 color4dFA out glsl.png remap color4FA remap color4FA 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

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

remap vectord remap vector4 out glsl.png remap vector4 remap vectord 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

Aresources\Materials\TestSuite\stdlib\adjustment\hsvtorgb:

rgb to hsv to rgb color3 rgb to hsv to rgb color3 out glsl.pngjrgb to hsv to rgb color3 rgb to hsv to rgb color3 out osl.pngI

reb 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 osl.png]

Aresources\Materials\TestSuite\stdlib\adjustment\smoothstep:

smoothstep color3FA out glsl.png smoothstep color3FA out osl.png




smoothstep float range max out glsl.pngjsmoothstep float range max out osl.png

smoothstep float range min out glsl.pnglsmoothstep float range min out osl.png




smoothstep vector2FA out glsl.png 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 vector4dFA out osl.png




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

\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.pngfsyntaxGraph out doubleUnderScore osl.png]

syntaxGraph_out _webgl constant glsl.png | syntaxGraph out webgl constant_osl.png |




Aresources\Materials\TestSuite\stdlib\application\timeFrame:

frameGraph out glsl.png frameGraph out osl.png

timeGraph out glsl.png timeGraph out osl.png

Aresources\Materials\TestSuite\stdlib\application\unique_identifiers:

blah2 output glsl.png blah2 output osl.png

\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 color4 out glsl.png combine color4 out osl.png

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

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

combine vector4VF out osl.png

combine vector4VF out glsl.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 colord out glsl.png extract color4d out osl.png

extract vector2 out osl.png

extract vector2 out glsl.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 osl.png

separate vector4 out glsl.png

Aresources\Materials\TestSuite\stdlib\channel\channels_attribute:

color4_to_color3 bgr out out glsl.png | color4_to_color3_bgr out out osl.png |




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




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

Aresources\Materials\TestSuite\stdlib\channel\convert:

convert_boolean float_out_glsl.png

convert boolean float out osl.pn,




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

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

convert float color3 out osl.png

convert float color3 out glsl.png




convert float color4 out glsl.png convert float color4 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




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

) 4

vec3vecdvec3_out glsl.png

vec3vecdvec3 out osl.png

\resources\Materials\TestSuite\stdlib\channel\swizzle:

swizzle color3 color3 out glsl.png

swizzle color3 color3 out osl.pn




swizzle color3 colord 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

swizzle color3 vector4 out glsl.png

swizzle color3 vector4 out osl.png




swizzle color4 color3 out glsl.png swizzle color4 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 colord vector2 out glsl.png | swizzle colord vector2 out osl.png

swizzle color4 vector3 out osl.png

swizzle color4 vector3 out glsl.png




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

swizzle float vector3 out glsl.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 color4d 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 osl.png

swizzle vector3 float out glsl.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

swizzle vector4 color4 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 vector4 vector3 out glsl.png | swizzle vector4 vector3 out osl.png

swizzle_vector4 vector4 out glsl.png | swizzle vector4 vector4 out osl.png

Aresources\Materials\TestSuite\stdlib\color management\color3_vec3_cm_test:

ight to_normal cm_height normal map_output_glsl.pnglhei to_normal cm_height normal map_output osl.pngl



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

Aresources\Materials\TestSuite\stdlib\color management\color management:

ngl color acescg output glsl.png ngl color acescg output osl.png

ngl color g22 apl output glsl.pn ngl color g22 apl output osl.pn
gl ~_g22_apl_output glsl.png 21 gz apl_output osl.png

ngl color gammal8& output glsl.png 1 color gammal8 output osl.png

1_color_gamma22 output glsl.png | ngl color gamma22 output osl.png




ngl color gamma24 output glsl.png 1 color gamma24 output osl.png

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

1,

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




ngl image gammal8 output glsl.png

ngl image lin rec709 output glsl.png

gl image srgb texture output glsl.pngjngl image srgb texture output osl.png]

Aresources\Materials\TestSuite\stdlib\color_management\filename_cm_test:




shaderrefl glsl.png shaderref] osl.png

Aresources\Materials\TestSuite\stdlib\color management\surface colorspace:

SR test glsl.png SR test osl.png

Aresources\Materials\TestSuite\stdlib\compositing\compositing:

| burn color3 out glslpng | burn_color3 out osl.png

burn color4 out glsl.png burn_color4_out_osl.png




burn float divzero out glsl.png

burn float out glsl.png

difference color3 out glsl.png

difference color4 out glsl.png

difference float out glsl.png

burn float divzero out osl.png

burn float out osl.png

difference color4 out osl.png

difference float out osl.png




disjointover color4 divzero out glsl.png}disjointover color4d divzero out osl.png|

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

dodge color3 out glsl.png

dodge color4 out glsl.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.

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

in_color4_out_glsl.pn§ in_color4 out osl.png




mask color4 out glsl.png

matte color4 out glsl.png

minus_color3 out glsl.png

minus colord out glsl.png

minus float out glsl.png

mask color4 out osl.png

matte color4 out osl.png

minus color4 out osl.png

minus_float out osl.png




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

mix color4 out glsl.png mix_color4 out osl.png

mix_vector2 out glsl.png mix vector2 out osl.png

mix float out glsl.png mix float out osl.

mix_vector3 out glsl.png mix_vector3_out_osl.png




mix_vector4 out glsl.png

outside color3 out glsl.png

outside color4 out glsl.png

outside float out glsl.png

out color4 out glsl.png

mix vector4 out osl.png

outside color3 out osl.png

outside color4 out osl.

outside float out osl.png

out _color4 out osl.png




overlay color3 out glsl.png

overlay color4 out glsl.png

overlay float out glsl.png

over colord out glsl.png

plus color3 out glsl.png

overlay color3 out osl.png

overlay color4 out osl.png

float out osl.png

over color4 out osl.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.

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

screen colord out glsl.png screen_color4_out_osl.png




| screen float out glslpng | screen float out osl.png

unpremult color4 out glsl.png

unpremult_color4_out_osl.png

Aresources\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 osl.png

ifgreater color3 out glsl.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 glsl.png ifgreater vector3 out osl.png

ifgreater vector4 out osl.png

ifgreater vector4 out glsl.png

Aresources\Materials\TestSuite\stdlib\conditional\conditional_if int:




ifequalB color3 out glsl.png 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 osl.png

ifequalB_vector3 out glsl.png




ifequalB vector4 out glsl.png ifequalB vector4 out osl.png

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

ifequal colord out glsl.png ifequal color4d out osl.png

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

ifequal vector2 out osl.png

ifequal vector2 out glsl.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 colord out glsl.png ifgreatereq color4d 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 vector4d out osl.png

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

ifgreater color4 out osl.png

ifgreater color4 out glsl.png




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

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

ifgreater vector3 out glsl.png ifgreater vector3 out osl.png

ifgreater vector4 out glsl.png ifgreater_vector4_out _osl.png

Aresources\Materials\TestSuite\stdlib\conditional\conditional_switch:

swicth_color4l out_glsl.png swicth color4l out osl.png




switch color3l out glsl.png switch color3] out osl.png

switch color3 out glsl.png switch color3 out osl.png

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

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

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




switch vector2l out glsl.png switch vector2l out osl.png

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

switch vector3l out glsl.png 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




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

switch vector4 out glsl.png

switch vector4 out osl.png

A\resources\Materials\TestSuite\stdlib\convolution\blur:

blur color4 blur color4 out glsl.png

blur_color4_blur _color4_out osl.png |




blur_vector4_blur_vector4 out glsl.png | blur_vector4 blur_vector4 out_osl.png |

Aresources\Materials\TestSuite\stdlib\convolution\heighttonormal:

ight to_normal height to_normal out glsl.png | height to_normal height to_normal out osl.png




height to normal usd preview surface out glsl.pnglheight to normal usd preview surface out osl.png]

Aresources\Materials\TestSuite\stdlib\definition\definition _from_nodegraph:

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

test_colorcorrect_out_osl.png

test_colorcorrect_out glsl.png

Aresources\Materials\TestSuite\stdlib\definition\definition_using_definitions:




shader_layered glsl.png shader layered osl.png

Aresources\Materials\TestSuite\stdlib\definition\surfacematerial _definition:

G mymaterial instance standard surface glsl.png]NG mymaterial instance standard surface osl.png]

NG mymaterial standard surface osl.png

output2_glsl.png output2_osl.png

Aresources\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 vector4d out osl.png

Aresources\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 texcoord) output osl.png

texcoord) vec3 output glsl.png texcoord0) vec3 output osl.png




texcoordl output glsl.png texcoordl output osl.png

Aresources\Materials\TestSuite\stdlib\materials\material_node_discovery:

NG material def material 1 0 standard surface2 glsl.png NG material def material 1 0 standard surface2 osl.png

top level material in graph assigned standard surface2 glsl.png | top level material in graph assigned standard surface2 osl.png

level material in_graph_no_assign_standard_surface2_glsl.pngftop level material in_graph no_assign_standard_surface2_osl.png]

top_level shaderl glsl.png top_level shaderl osl.png




top_level_shader_glsl.png top_level shader_osl.png

Aresources\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 glsl.png clamp_vector2_out_osl.png




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

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

clamp vector4dFA out glsl.png clamp vector4dFA out osl.png

clamp vector4d 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 vectord nodegraph out glsl.png | exp vector4 nodegraph out osl.png

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

ﬂoor_color4_node§raph_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 color4dFA 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 osl.png

invert matrix33 out glsl.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 vector4FA out glsl.png invert vector4FA 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_color4FA out osl.png

max_color4 out osl.png

max_color4 out glsl.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 osl.png

max_vector3 out glsl.png




max_vector4FA out glsl.png max_vector4FA 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_color4FA out glsl.png min_color4FA_out_osl.png




min color4 out glsl.png min color4d 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_vector4dFA out glsl.png min vector4dFA out osl.png

min_vector4 out glsl.png min vector4 out osl.png

| sign color3 out glslpng |

| sign color3 out oslpng |

sign color4 out glsl.png 51gn 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

Aresources\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 osl.png

add matrix33 out glsl.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 osl.png

add vector3FA out glsl.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 colordFA 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 vector4 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 vector4FA 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 glslpng | 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 vectordFA out glsl.png multiply vectordFA 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 color4dFA out glsl.png power color4dFA 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 vector4dFA out osl.png

power vector4dFA out glsl.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 osl.png

subtract matrix44 out glsl.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

\resources\Materials\TestSuite\stdlib\math\transform:

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

NG _transformvector_vector2M3 N _out_vec2 _glsl.png NG _transformvector_vector2M3 N _out_vec2_osl.png|




NG transformvector vector3M4 N out vec3 glsl.png ING 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 glslpng | tf matrix3 vector3 out osl.png

tf matrix4 vector3 out glsl.png tf matrix4 vector3 out osl.png




B

tf matrix4 vector4 out glsl.png tf matrix4 vector4 out osl.png

tf point vector3 out glsl.png

tf normal vector3 out glsl.png tf normal vector3 out osl.png

tf_vector_vector3 out_glsl.png tf vector vector3 out osl.png

Aresources\Materials\TestSuite\stdlib\math\trig:

acos_nodegraph_acos_out_glsl.png acos_nodegraph_acos_out_osl.png




acos vector2 nodegraph acos out glsl.pngfacos vector2 nodegraph acos out osl.png]

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

acos vector4 noderah acos_out glsl.pnglacos vector4 nodegraph acos out osl.png

| asin nodegraph asin out glslpng | asin nodegraph asin out osl.png

asin_vector2 nodegraph asin out glsl.png]asin vector2 nodegraph asin out osl.png




[asin_vector3 nodegraph asin out glsl.png]asin vector3 nodegraph asin out osl.png

[asin_vector4 nodegraph asin out glsl.png| nodegraph asin_out glsl.pnglasin vector4 nodegraph asin out osl.png

atan node aph atan2 out glsl.png atan nodegraph atan2 out osl.png

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

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




atan_vector4 nodegraph atan out glsl.png]atan vector4 nodegraph atan out osl.png

cos nodegraph cos_out glsl.png cos_nodegraph cos out osl.png

cos Vect0r2 noderah cos out glsl.png | cos vector2 nodegraph cos out osl.png

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

cos vector4d nodegraph cos out glsl.png | cos vector4 nodegraph cos out osl.png




| sin nodegraph sin out glslpng | sin nodegraph sin out osl.png

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

sin vector3 noderah sin out glsl.png | sin vector3 nodegraph sin out osl.png

| sin_vector4 nodegraph sin out glsl.png | sin vector4 nodegraph sin out osl.png

tan_nodegraph tan out glsl.png tan_nodegraph tan out osl.png




tan_vector4 nodegraph tan_out glsl.png | tan_vector4 nodegraph tan_out oslpng |

Aresources\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 osl.png

magnitude vector2 out glsl.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

Aresources\Materials\TestSuite\stdlib\nodegraph_inputs\cascade_nodegraphs:

standard surfacel glsl.png standard_surfacel_osl.png




standard surface glsl.png standard surface osl.png

upstream?2 upstream2 outl glsl.png | upstream2 upstream2 outl osl.png

upstream?2 upstream2 out2 glsl.png | upstream2 upstream2 out2 osl.png

upstream3_out_glsl.png upstream3_out osl.png

Aresources\Materials\TestSuite\stdlib\nodegraph_inputs\nodegraph _multioutput:




black multiout shader glsl.png black multiout shader osl.png

white multiout shader glsl.png white multiout shader osl.png

Aresources\Materials\TestSuite\stdlib\nodegraph_inputs\nodegraph_nodecgraph:

-

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

ng_surf graph graph nd surf graph graph out glsl.png | ng surf graph graph nd surf graph graph out osl.png




surf graph graph out top glsl.png surf graph graph out top osl,png
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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 osl.png
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surf graph node surf graph node out glsl.png surf graph node surf graph node out osl.png

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

Aresources\Materials\TestSuite\stdlib\nodegraph_inputs\surfacematerial_nodegraph_to_surfaceshader:

standard surface glsl.png standard surface osl.png

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

surfaceshader graph standard surface glsl.pngjsurfaceshader graph standard surface osl.png]

\resources\Materials\TestSuite\stdlib\noise\noise:







noise2d out osl.png

noise2d out glsl.png

ect out osl.png
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noise3d ob

ect out glsl.png
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noise3d world out osl.png

noise3d world out glsl.png

worleynoise2d float out osl.png

oise2d float out glsl.png

worle;

worleynoise2d vector2 out osl.png

worleynoise2d vector2 out glsl.png




worleynoise2d vector3 out glsl.png | worleynoise2d vector3 out osl.png

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

worleynoise3d vector3

worleynoise3d_vector3 out_glsl.png out osl.png

Aresources\Materials\TestSuite\stdlib\noise\procedural:

nodegraphl_out_glsl.png nodegraphl_out_osl.png




Aresources\Materials\TestSuite\stdlib\noise\shared_function:

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

Aresources\Materials\TestSuite\stdlib\organization\organization:

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

Aresources\Materials\TestSuite\stdlib\shader\surface:

unlit surface2 glsl.png unlit surface2 osl.png




image color3 output glsl.png image color3 output osl.png

image color4 output glsl.png image color4 output osl.png

image_vector2_output_glsl.png image vector2 output osl.png
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umirror_out_glsl.png umirror_out_osl.png




vborder color out glsl.png vborder color out osl.png

95|99 (100

vmirror out glsl.png vmirror_out_osl.png

Aresources\Materials\TestSuite\stdlib\texture\image codecs:

image4 output_bmp_glsl.png image4 output bmp osl.png




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

image4 output exr glsl.png image4 output exr osl.png

image4 output jpg glsl.png image4 output jpg osl.png




image4 output png glsl.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

\resources\Materials\TestSuite\stdlib\texture\noise:

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

cellnoise3d_1_output_glsl.png cellnoise3d | 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
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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
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noise2d 1 output glsl.png noise2d 1 output osl.png

noise2d 2FAv output glsl.png noise2d 2FAv output osl.png




noise2d 2 output glsl.png noise2d 2 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




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

o N

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




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

5

noise3d 1 | noise3d | output glslpng | - glsl.png noise3d 1 output osl.png

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

| noise3d 2FA output glslpng |

| noise3d 2FA output oslpng |

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

Aresources\Materials\TestSuite\stdlib\texture\ramp:

fc_rampl_output_glsl.png fc rampl output osl.png




fc ramp2v output glsl.png fc ramp2v 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 ramp2v output glsl.png Ir ramp2v 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 rampl output glskpng | tb rampl 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

Aresources\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

Ir split4 output glsl.png Ir split4 output osl.png
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tb_splitl output glsl.png tb splitl output osl.png

tb split2v_output glsl.png tb split2v output osl.png

tb_split2 output glsl.png tb_split2 output osl.png




tb_split3v_output glsl.png tb split3v output osl.png

tb_split3 output glsl.png tb_split3 output osl.png
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tb_splitdv_output glsl.png tb_splitdv_output osl.png
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tb_split4 output glsl.png tb_split4_output_osl.png

Aresources\Materials\TestSuite\stdlib\texture\tiledimage:
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tiled_imagel_output_glsl.png tiled_imagel output osl.png
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tiled image4v output glsl.png tiled_image4v_output_osl.png




tiled_image4 output_glsl.png tiled image4 output osl.png

\resources\Materials\TestSuite\stdlib\texture\tokenGraph:

To! Tokenized Image 4k jpg out 4k jpg osl.png]

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

Aresources\Materials\TestSuite\stdlib\texture\triplanarprojection:




projection glsl. | 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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albedo output glsl.png albedo output osl.png

displacement output glsl.png displacement output osl.pn,

unit vector3 glsl.png unit_vector3_osl.png




unit vector4 glsl.png unit_vector4 osl.png

Aresources\Materials\TestSuite\stdlib\units\image_unit:

imagel_output_glsl.png
image2 output glsl.png image2 output osl.png

image4 output_glsl.png

image4 output_osl.png




Aresources\Materials\TestSuite\stdlib\units\standard_surface unit:

SR_jade_glsl.png SR_jade osl.png

Aresources\Materials\TestSuite\stdlib\units\texture units:

ut_shader_glsl.png ut shader osl.png

Aresources\Materials\TestSuite\stdlib\units\tiledimage unit:

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

tiled unit image2v output glsl‘pn{_; tiled unit ima§e2v output osl.png_




tiled unit image2 output glsl.png tiled unit image2 output osl.png

tiled unit image3v output glsl.png tiled unit image3v output osl.png

QG

tiled unit image3 output glsl.png tiled unit image3 output osl.png

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

tiled unit image4 output glsl.png tiled unit image4 output osl.png

Aresources\Materials\TestSuite\stdlib\version\multiple version_test:




v2 out glsl.png v2_out_osl.png




