
How do these textures look? Well, I've included a sample right here. 

Here is a section of cloth from a material with albedo, normal, specular, smoothness, and occlusion
maps, using Materialise to render it shaded on the left.

 

You can see that the cloth is rough, slightly shiny, and the creases in it have shadows. 

Now, compare that to an area of the same texture for a metal object.

You can see the specular and albedo are both bright, and it's really reflective and shiny. Notice how
the colour of the reflection is tinted with the colour of the metal.

The final result looks like this. 

Visual Example

https://vrclibrary.com/wiki/uploads/images/gallery/2022-01/image-1643288985439.png
https://vrclibrary.coms-ilent/SCSS/-/wikis/uploads/9ce1711caf09bcb03277003cc6f4ad66/materialexample2-fb69adb8-a946-4a66-abd7-3b55ca71fa76.png
https://vrclibrary.com/wiki/uploads/images/gallery/2022-01/image-1643288989901.png
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