All textures rendered in 3D should consider the light source. For the D, with front light and some top light, its side is darker, with its lower side the darkest.
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The wooden R has spiky outlines, making it feel like rough wood, with
zigzagging tree rings on its surfaces.

The metallic E has very smooth, strong outlines, making its inside feel
bright and shiny, with parallel lines as reflections.

The muddy A has shaky, fluid outlines, making it feel like melting,
moldable mud, with many U and W-like lines inside to suggest dripping.

The bushy M has grassy outlines, making it feel like it has grass and
leaves sticking out.

Objects’ outlines are key to rendered textures ¥ ie N iR B HE KU R,



