How to apply a bump map to a surface

OBJECTIVE

This tutorial will show you the steps to add a material texture and a bump map to a surface.

INSTRUCTIONS

1. Start by applying a UV Map to your geometry to avoid the texture running. Use UV Map
for simple shapes like cylindrical, cubical, cones, etc. Use UV Unwrap for more complex

geometry, and break it down into pieces.
2. Wedl start by creating a box.
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3. Next, wedl apply a UV Map to it. Go to Modifiers i UV Coorinates - UV Map. Set the
Mapping to box, since it& suitable for the object wede using for this demo.
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4. Next, open the Material Editor and apply it to the box. To do this, press M and with the
cube selected, click on the Apply Material to Selection button.
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5. Scroll down to the Maps section, and find the BUMP attribute. Click on the NONE
attribute next to it to map a Cellular map to it and create some roughness.
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6. On the Material Map window, select the Cellular Map and click OK. That will apply the
bump map to the material on your box.
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7. Press F9 to render your box. Youdl notice that you have a texture now that shows on
your box. See the before/after image below.
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8. You can resize that texture now by clicking on the Map button with the texture and
adjusting the Tiling (repetition) to 10. This will make the bumps smaller, similar to stucco
on the walls.
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9. Finally, you can click on the GO TO PARENT button, and set the bump value higher or
smaller to show the texture more or less. The example below shows a bump of 30.
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Below is an example of bump value set to 100.



Below is an example of bump value of 10.



