Cool Materials for Text Faces and Sides

This material uses a MultiLayer shader. It is based on the Anisotropic shader which is
often used for a brushed metal look but allows for two different highlights with
independent control. This MultiLayer shader is often used to simulate materials such
as a metal that is covered with a shiny coat of wax.
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Cool Materials for Text Faces and Sides

A material with reflective properties looks only as good as the environment it is
reflecting. So...... what if there is no environment to reflect? We’'ll fake it!

We created those swell bevels to catch the highlights. But, you’ll find that only a few of
the beveled surfaces can catch the light and reflect it back toward the viewer’s eye. To
overcome this, we’'ll place a material that has a reflection map (don’t worry you'll find
out what that is soon) on the bevels to increase the reflections.
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Rename the material as
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Compare the two images below:

In the top image | applied the first material we made to the whole text. Note that only a

few parts of the bevel are catching reflections. The “e” is almost lost in black
background.

In the second image, the face and sides of the text have our first material applied to
them and the bevel has the second material applied. The highlights of the bevel are
now simulated by using the reflection map. We can go back, if we want to, and adjust
the amount of bevel reflection by adjusting the Reflection spinner in the maps rollout.

The next lesson will show you how to apply different materials to different parts of a
text object (or any object




