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MaterialX v1.39.5

• Released in May of 2026, and now integrated 

into OpenUSD 26.08

• The largest set of contributors in the history of 

the MaterialX project

• Adding support for Slang shader generation, 

flake nodes, retro-reflective BSDFs, graph 

editor improvements, and much more



MaterialX Scattering Equations

• Contributing formal mathematics for the 
Physically Based Shading Nodes

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

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



MaterialX Stirling

• A new production-quality example asset 
from Pixar

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

• More details in the upcoming talk from Leif 
Pedersen



MaterialX Teapot and Lion

• Two new production-quality example assets 
from NVIDIA

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

• More details in the upcoming talk from 
Andrea Weidlich



ASWF Dev Days 2026

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

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

• 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

13



 Validation and reference implementations

o NVIDIA typhoon

 Reference pathtracer for USD, MaterialX

o Blender OpenPBR testsuite

 Multirenderer validation

 Make it easy for implementers to check correctness

 Ensure implementations are converging

Correctness and Validation

14



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 Glinty NDFs in Constant Time

 Beyond surfaces

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


 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

22

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






















































































MaterialX Playground

An open-source project that aims to make MaterialX easier to use 

everywhere: open, view, build and learn MaterialX in your browser, 

your IDE, your desktop, or any HTML page.

JOÃO VÍTOR BUSCATTO SILVA  ·  MATERIALX TOWN HALL 2026  ·  SEPTEMBER 15

MATERIALX PLAYGROUND



Open it anywhere For Newcomers

An intro to MaterialX, a gallery to 

explore materials, and (soon) 

tutorials.

True to the library

Rendering runs on the official 

MaterialX WASM bindings.

Browser, IDE, desktop, or one tag on 

any HTML page. Nothing to install 

(unless you want to!).

WHAT  /  MATERIALX, ANYWHERE

What is the Playground?

MATERIALX PLAYGROUND 2



TOOLS  /  ONE SHARED ENGINE

Four main tools, one engine

Viewer

Drop in a .mtlx or a zip with textures, 

or pick a preset. Your own HDR or EXR 

lighting and shader-ball scenes.

NEW: Load custom geometry, .obj, .glb 

or .gltf

NEW: Studio backdrop with shadows 

and environment-driven light.

MATERIALX PLAYGROUND 3



TOOLS  /  ONE SHARED ENGINE

Four main tools, one engine

Compare

Two materials side by side or under a 

slider, synced cameras, per-pixel 

difference, live SSIM, RMSE and PSNR

NEW: Comparison across different 

MaterialX versions!

MATERIALX PLAYGROUND 3



Build spec-conformant graphs 

visually: nested nodegraphs, 

validation, autosave, session restore 

and .mtlx export.

NEW: Node Def/Node Graph 

creation/edition/viewing

TOOLS  /  ONE SHARED ENGINE

Four main tools, one engine

Graph Editor

MATERIALX PLAYGROUND 3



TOOLS  /  ONE SHARED ENGINE

Four main tools, one engine

Node Docs

Every standard node, documented 

from the spec, easily searchable, 

with a live interactive preview & color 

coded tables.

MATERIALX PLAYGROUND 3



WHAT'S NEW  /  GALLERY

Explore example Materials

MATERIALX PLAYGROUND 4

Material Gallery

•  Browse the examples and showcase 

materials with search and filters.

•  One click to a zip with textures.

•  License, source and permalink per 

material.



•  Drop a folder with .usda, .usdc or 

.usdz plus its textures

•  OpenUSD runs in the browser 

through WebAssembly

•  Supports authored cameras

•  Turntable GIF export

WHAT'S NEW  /  LOAD FULL SCENES

USD Scene Loading

MATERIALX PLAYGROUND 5

Open a USD stage

•  Referenced .mtlx materials render 

through the same engine as the Viewer

•  Supports JPEG, PNG, EXR, HDR, 

TIFF, WebP and KTX2 textures

•  UDIM Textures

MaterialX on full scenes

EXPERIMENTAL

MATERIALX TEAPOT



WHAT'S NEW  /  LOAD FULL SCENES

USD Scene Loading

MATERIALX PLAYGROUND 6

MATERIALX LION MATERIALX STIRLING



USD Scene Loading
WHAT'S NEW  /  LOAD FULL SCENES

DEMO CLIP HERE

MATERIALX PLAYGROUND 7OPENCHESS SET



USD Scene Loading
WHAT'S NEW  /  LOAD FULL SCENES

DEMO CLIP HERE

MATERIALX PLAYGROUND 7OPENPBR PLAYGROUND



Desktop App

•  An Electron shell around the same code base.

•  Native menus and file access for pipeline folders.

•  No browser limits on memory and file access.

EXPERIMENTAL

ANYWHERE  /  BEYOND THE BROWSER TAB

Browser, IDE, desktop, any page

VS Code Extension

•  Edit .mtlx with live preview, validation and hover docs.

•  The same WASM engine, running locally in your editor.

•  Installs from a .vsix on GitHub Releases.

EXPERIMENTAL

MATERIALX PLAYGROUND 8



Embed Builder

Writes the snippet for you on 

the site, with a live preview.

ANYWHERE  /  MATERIALX ON ANY HTML PAGE

A <model-viewer> for MaterialX

MATERIALX PLAYGROUND 9

<!doctype html>

<html>

<head>

<title>Hello MaterialX!</title>

</head>

<body>

<script src="https://joaovbs96.github.io/MaterialXPlayground/embed/mtlx-viewer.js"></script>

<materialx-viewer

src="https://raw.githubusercontent.com/AcademySoftwareFoundation/MaterialX/refs/heads/main/resources/Materia

ls/Examples/OpenPbr/open_pbr_carpaint.mtlx">

</materialx-viewer>

</body>

</html>

AVAILABLE NOW

Same engine, same 
fidelity

The official MaterialX WASM 

bindings, exactly as on the 

full site.

No build step, no 
framework

Docs, blogs, asset stores, 

internal wikis: paste and 

publish.

Focus on Performance

Lazy-loads and caps how 

many viewers run at once, so 

the page stays smooth.
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ROADMAP  /  WHAT'S NEXT

Where this is going

Shipped
Material Gallery, custom 

geometry, color management, 

switchable 1.39.4 / 1.39.5 

builds

In progress
Full release of Desktop app 

for Windows, macOS and 

Linux. Releasing VSCode 

extension on store. USD 

Scene Viewer.

Next
Learn: interactive tutorials 

served alongside the app. A 

graph-preview embed. 

Support for glTF files in the 

scene viewer. Support for 

ShadingLanguageX.

Exploring
Your suggestions: tell us what 

would help you most!

MATERIALX PLAYGROUND 10



THANK YOU /  QUESTIONS

Try it in your browser

Issues, ideas and pull requests are very welcome.

Open the Playground

Open the Playground

View the source

View the source

joaovbs96.github.io/MaterialXPlayground

joaovbs96.github.io/MaterialXPlayground

github.com/joaovbs96/MaterialXPlayground

github.com/joaovbs96/MaterialXPlayground

VS Code extension

MATERIALX PLAYGROUND 11

SCAN TO OPEN

https://joaovbs96.github.io/MaterialXPlayground/
https://github.com/joaovbs96/MaterialXPlayground
https://joaovbs96.github.io/MaterialXPlayground/
https://joaovbs96.github.io/MaterialXPlayground/
https://github.com/joaovbs96/MaterialXPlayground
https://github.com/joaovbs96/MaterialXPlayground
https://joaovbs96.github.io/MaterialXPlayground/#!vscode
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Image courtesy of Attila Torok



OpenPBR Volume

 A new appearance model for volume assets

 Collaboration between Autodesk and SideFX

 Combining Houdini Pyro and Arnold Standard 
Volume

 Work in progress

 Early draft stage - now in private review, reach 
out!
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Parametrization

 Extinction

 Scattering

 Emission (s)

o Multiple sets

 Direct control

 Physical Blackbody

 Artistic Blackbody

 Ramps and masks



Next steps

 Public draft soon

 Working with the community to support the 
parametrization in USD and MaterialX
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