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MaterialX v1.39.5

Å Released in May of 2026, and now integrated 

into OpenUSD 26.08

Å The largest set of contributors in the history of 

the MaterialX project

Å Adding support for Slang shader generation, 

flake nodes, retro-reflective BSDFs, graph 

editor improvements, and much more



MaterialX Scattering Equations

Å Contributing formal mathematics for the 
Physically Based Shading Nodes

Å A collaboration between the MaterialX 
project and the Alliance for OpenUSD 
Materials Working Group

Å Enabling a new wave of open path tracers 
for MaterialX and OpenUSD content



MaterialX Stirling

Å A new production -quality example asset 
from Pixar

Å Built entirely from MaterialX nodes, 
leveraging new features in v1.39.5

Å More details in the upcoming talk from Leif 
Pedersen



MaterialX Teapot and Lion

Å Two new production -quality example assets 
from NVIDIA

Å Built entirely from MaterialX nodes, and 
approved by the ASWF DPEL

Å More details in the upcoming talk from 
Andrea Weidlich



ASWF Dev Days 2026

Å Our next ASWF Dev Days event will be on 
September 17 th

Å A chance for new developers to receive 
guidance on a one -day contribution to an 
ASWF project

Å Register at https://www.aswf.io/dev -days/

https://www.aswf.io/dev-days/
https://www.aswf.io/dev-days/
https://www.aswf.io/dev-days/
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Updates

·Contributions

o 34 PRs merged in fix and feature branches

·OpenPBR 1.1.1 released in MaterialX 1.39.5

o Nonbreaking wording improvements

o MaterialX implementation fixes

·OpenPBR 1.2 Feature Complete

Image Courtesy of Lee Griggs



Industry adoption
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·New implementers help clarify the specification

Correctness and Validation
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·Validation and reference implementations

o NVIDIA typhoon

·Reference pathtracerfor USD, MaterialX

o Blender OpenPBR testsuite

·Multirenderervalidation

·Make it easy for implementers to check correctness

·Ensure implementations are converging

Correctness and Validation
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OpenPBR 1.2 is Feature Complete

·Specular retro-reflectivity

·Specular Haze

·Emission weight

o Better parameter symmetry

·Unbound specular weight

o Boost reflectivity without breaking physicality

·Decoupled specular IOR

o Adjust reflectivity without affecting refraction direction

·Transmission scatter as volume albedo

o Simplified parametrization



Retro Reflectivity

·New contribution

·The Mininal Retroreflective Microfacet Model

·Collaboration between Autodesk, NVIDIA, Intel

·In MaterialX 1.38.6

·Single parameter
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Specular Haze

·Represent smudged reflective surface

·Two parameters

o specular_haze

o specular_haze_spread

·Easy to use dual specular model



Specular Haze
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·OpenPBR 1.3

o Better Thin-walled translucency ?

·A Biophysical Approach to Foliage Rendering: Time-Dependent BSDF for Aging Leaves - EGSR26

o Glint NDFs ?

·Evaluating and Sampling GlintyNDFs in Constant Time

·Beyond surfaces

What is next ?
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https://perso.telecom-paristech.fr/boubek/papers/Glinty/
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·GitHub

o Issues and PRs

o https://github.com/AcademySoftwareFoundation/OpenPBR

·ASWF Slack

o #openpbr

·ASWF Zoom OpenPBR meeting

o Bi-weekly alternating with the MaterialX meeting

How to contribute
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https://github.com/AcademySoftwareFoundation/OpenPBR
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