OSL in Blender

* Success story

» Story of artist involvement in contributing
plugins

 Example: New procedural textures

 Even completely new tools are already
available this way

* You can get out-of-the-box solutions or small
building blocks



Past: Present:

#include "stdosl.h"

shader node_Pig(

int Slices = 4,

float Angle = 0,

float SmoothCenter = 0,
float Noise = 0,

point TextureVector = P,

output color Texture =0
)
{

float angle_intern = 0;

Pie plugin: Turbui

int plugin_tex_doitint, Cas", float", foat,foat")

float centerDot = 0;

¢
rotum B_PLUGIN_VERSION;
)

void plugin_but_changed(int but)
¢
)

centerDot =
o sqrt(TextureVector[0]*TextureVector[0]+TextureVector[1]*TextureVector[1]);

centerDot = 1-centerDot;
centerDot = smoothstep(1-SmoothCenter,1,centerDot);

angle_intern = atan2(TextureVector[0], TextureVector[1]);

angle_intern -= radians(Angle);

i

float piepattern = 0.5-0.5*sin(angle_intern * Slices - Noise );

noturb
s texveci0l texvec]1]. texvecf?])

piepattern += centerDot;

’ piepattern = clamp(piepattern, 0,1);

resulf0]= 05 - 05
if(cast>hard 1=1) resul0]= pow(esulf0], cast>harc); (Very siow, beter way?"/

if(resu(o] > 1) resul(0] = 1.0,
elseif resut{0]<0) resul{0}=0,

rosult4)= 10

Texture = piepattern;

)



Externa

Hardness 1.000

[ ] Angle 0.000

Scale 5.000

Detail 2.000

Distortion 0.000
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#include "stdosl.h" Mem: 16.38M, Peak: 16.38M | Scene | Elapsed: 00:04.30 | Done | Path Tracing Sample 10/10

shader node Pie(

int Slices = 4,

float Hardness = 1,

float Angle = 0,

float Noise = 0,

point TextureVector = P,

output color Texture = 0

)

{
float angle_intern = 0;
angle_intern = atan2(TextureVector[@], TextureVector[1]) + Angle*3.1415926,/180.0;
Texture = 0.5-0.5%sin{angle_intern * Slices - Noise - 8.5);

—y
(1) Suzanne




Internal External

\l\ |} Hardness 1.000

Angle 0.000

Multiply

shader node_Pie(

int Slices = 4,

float Hardness =

float Angle = 6,

float Noise = @,

point TextureVector = P,

output color Texture = @
float angle_intern =
angle_intern = atan2(TextureVector[0], TextureVector[1l]) + Angle*3.1415926/180.0;
Texture = 8.5-0.5%*sin(angle_intern * Slices - Noise - 0.5);
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shader node Pie(

int Slices = 4,

float Hardness =

float Angle = 0,

float Noise = @,

point TextureVector = P,

output color Texture = @
float angle intern = @;
angle_intern = atan2(TextureVector[0], TextureVector[1]) + Angle*3.1415926/180.0;
Texture = 0.5-0.5%sin(angle_intern * Slices - Noise - 0.5);




Past

 Few procedural
textures to prevent
feature-creep

* Only nodes and tools
the core developers
offered to the users

Present

* Myriads of procedural
textures and other
custom shaders
available as plugins

 Ability to customize
nodes to the user's
expectations

 All without interfering
with the Blender core
development



Why OSL was a success

* Integrates well with Blender's node-based
shader system

« Semantically similar to Cycles node

» Syntax close to RSL, GLSL, HSL etc.
* No Bolilerplate code whatsoever

* (Nearly) Live-coding possible



OSL Resources

http://www.openshading.com/

Tutorials and News on OSL and Cycles by Thomas Dinges
https://www.smashwords.com/books/view/368598

Open Shading Language for Blender — A Practical Primer by Michael Anders
(Must-read if you want to dive into OSL coding, includes lots of finished shaders)
https://github.com/sambler/osl-shaders

Huge collection of OSL shaders that are ready to use
https://github.com/GottfriedHofmann/osl-lib

WIP of small and useful tools and procedural textures for Cycles
http://blenderartists.org/forum/forumdisplay.php?47-Coding

Has two sections dedicated to OSL, you will find useful shaders in both
http://cgcookie.com/blender/cgc-courses/introduction-to-osl-in-blender-cycles/
OSL coding intro

http://blendersushi.blogspot.de/

Follow Jimmy Gunawan on his journey through OSL
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