Tutorial by Masters1337 on Creating a Chrome Shader, edited by TheGhost
I've used these quite a lot, and they always come out quite nice.
1. Open a shader environment tag.

2. Make sure the only flags checked are "overbright,
under “specular properties” near the end of the tag.

extra-shiny," and "lightmap is specular." These are

3. Set everything in specular properties and reflection properties to 1, and in reflection properties
reference a cube map (such as “vehicles\warthog\reflection diffuse metal.bitmap”). The bottom of your
tag should look like this:

specular properties

Contralz dwnamic zpecular highlightz. The highlight iz modulated by <brighthess> as well az a blend bebween
¢perpendicular color: and <parallel colors: .

Set <brighthiess: to 2ero to dizable.

flags averbright
extra-shiry
lightmap is specular
brightriess 1 [0.1]
perpendicular color P g |1 b |1 |
parallel color Pl . g |1 b1 |

reflection properties

Controls ervironment cube map reflections. The color of the cube map iz "'tinted” by a blend bebween
¢perpendicular color: and <parallel color: from the SPECULAR PROPERTIES abowve, and then modulated by
a blend between <perpendicular brightneszsr and <parallel brightness:.

BUMPED CUBE MaF:
Thiz twpe of reflection uges the shader's bump map [if it exiztz] to affect the reflection, az well as the
perpendicular and parallel brightnesz [i.e. the "fresnel’’ effect],

FLAT CUBE MAP:
Thiz iz the fastezt tupe of reflection. The bump map iz uzed ta attenuate the fresnel effect, but the reflection
image itzelf iz not bumped.

Clear <reflection cube maps or zet bath <perpendicular brightness: and <parallel brightnezss to zero to dizable.

flags |:| dynamic mirror

tupe [ _I:uumpeu:l _u::ul:ue-rqap b

lightriap brightness scale 1 [0.1]

perpendicular brightness 1 [0.7]

parallel brightness 1 [0.1]

reflection cube map 'l:Ieta_i_l__an_d__cul:fg_mqps"x_r_ef_lecticnn c_liffuse m I:I |E F=

Note: | store my cube maps in a separate folder, use the “vehicles\warthog\reflection diffuse
metal.bitmap” if you want to use the same one | use.



game it should look like:

Here is another example:

Compile map or load Sapien and enjoy!




