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	ABS
r,s
	r = abs(s)
	MIN
r,s1,s2
	r = min(s1,s2)

	ADD
r,s1,s2
	r = s1+s2
	MOV
r,s1
	r = s1

	CMP
r,c,s1,s2
	r = c<0 ? s1 : s2
	MUL
r,s1,s2
	r = s1*s2

	COS
r,s
	r = cos(s)
	POW
r,s1,s2
	r ≈ s1s2

	DP3
r,s1,s2
	r = s1.xyz • s2.xyz
	RCP
r,s1
	r = 1/s1

	DP4
r,s1,s2
	r = s1 • s2
	RSQ
r,s1
	r = 1/sqrt(s1)

	DPH
r,s1,s2
	r = s1.xyz1 • s2
	SCS
r,s1
	r = (cos(s),sin(s),?,?)

	DST
r,s1,s2
	r = (1,s1.y*s2.y,s1.z,s2.w)
	SGE
r,s1,s2
	r = s1≥s2 ? 1 : 0

	EX2
r,s
	r ≈ 2s
	SIN
r,s
	r = sin(s)

	FLR
r,s
	r = floor(s)
	SLT
r,s1,s2
	r = s1<s2 ? 1 : 0

	FRC
r,s
	r = s - floor(s)
	SUB
r,s1,s2
	r = s1-s2

	KIL
s
	if (s<0) discard
	SWZ
r,s,cx,cy,cz,cw
	r = swizzle(s)

	LG2
r,s
	r ≈ log2(s)
	TEX
r,s,name,nD
	r = texture(s)

	LIT
r,s
	r = lighting computation
	TXB
r,s,name,nD
	r = textureLOD(s)

	LRP
r,t,s1,s2
	r = t*s1 + (1-t)*s2
	TXP
r,s,name,nD
	r = texture(s/s.w)

	MAD
r,s1,s2,s3
	r = s1*s2 + s3
	XPD
r,s1,s2
	r = s1×s2

	MAX
r,s1,s2
	r = max(s1,s2)
	
	


