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Lightless Bright 
 

To lighten a scene without using any light source whatsoever sounds 
strange but it can be done, the scene renders fast and can look quite nice. 

 

Introduction 
In August 2005 David Brinnen sent me the render of the 
Spiderbot he modelled (shown at right) and the Bryce 5.5 
source file. The sky is black, the sun disabled and not even 
visible, no radial or any other light in the scene — just the 
Spiderbot. The scene rendered as 800 x 600 pixels in a few 
seconds. This is rather surprising because getting all parts lit 
without any black shadows can be a bit elaborate: Obscure 
Light, TA (True Ambience), HDRI, Dome Lights, etc. are 
options but all take quite some time to render. 

During the years we have used Bryce, we found several interesting and undocumented 
features and were not always certain it is truly a feature, a bug or was just implemented by 
accident. The good news is that it works also in Bryce 7.1. 

 
Sky Setup (2) 

 
At left, select Custom Sky (down arrow) and set Sun Glow Color, Sky Color and Horizon Color 
to black (R/G/B = 0/0/0), also the other five colours Ambient, Fog, Haze, Sky Dome and 
Cloud. 

Enter the Sky Lab and open the Atmo-
sphere tab. Enable Fog and Haze, 
both have the colour already set to 
black (if not done in the main GUI, 
do it now). Enable Blend with Sun, set 
the controls to 100 and enable Blend 
Haze and Blend Fog. Strange as it 
may sound, this is the light source. 

Colour Perspective can be enabled or 
not. It is a colour option discussed 
below. Even though the sun is dis-
abled and must stay so, its Azimuth 
and Altitude settings as well as the 
colour (now white) control the gene-
ral light colour and the direction from 
where the haze is lit. 
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Scene Setup (1) 

Set up your scene using any sky setting that lets you see what you do, this is why the title 
features a (1) and the Sky Setup above a (2). It was arranged that way on reasons of page lay-
out for this document. 

Your scene can contain an object, a terrain, whatever. The important thing here is that all 
objects in the scene have the same simple material applied: all controls black and/or zero, 
except Reflection, set it to 100. If the scene does not get bright enough with the sky setting 
above, add a Hyper Texture. If you do not have one in your Texture Library, it can be made in 
a minute or two. See Phased Hyper Texture: https://horo.ch/docs/mine/pdf/PhasedHT.pdf. 
The 5 pages PDF document seems a bit elaborate but you only need the first page, where all 
the settings are listed in a table. If a PHT (Phased Hyper Texture) is used to boost Reflection 
over 100, reduce Reflection control to 20 or so. 

 
Adjusting Light and Colour (3) 

Once your scene is ready and you are at the sky settings as outlined on the previous page, 
you can adjust the light — brightness and colour. This is the fun part and you may spend some 
time to get the pleasing result you are after. 
 
Fog 

The Fog in Bryce gets from the ground up to 50 BU, not higher. So Base Height can be at 0 to 
100 = 50 Bryce Units (BU). For objects, the Fog obscures the ground plane, is black and 
depending on the Density and Thickness settings, the transition at the upper part is hard or 
soft.  

 
At left, Base Height 5, centre 50, right 100. Density and Thickness are both 50. 

Note how much Fog Base Height obscures the lower part of the object and makes the transi-
tion hard. How much the transition reaches up can be controlled with Density and Thickness. 

For terrains, the Fog seldom gets high enough to be visible at all. 
 
Haze 

How high Haze reaches up can be controlled with the Cumulus height. Open the Cloud Cover 
tab, enable Cumulus and set Cloud Height to 100, then disable Cumulus and return to the 
Atmosphere tab. This is not mandatory but gives you a better range for Haze. 

Use Render in Scene (down arrow below the preview), play with the three controls Density, 
Thickness and Base Height and watch what happens. It is vain to give precise instructions 
because it all depends on the Sun position and the Color Perspective setting. Not only the 
brightness changes, also the saturation of colours and this can be balanced by playing with the 
three controls. Even though Blend with Sun settings of Color and Luminance are at the 
recommended 100, reduce either or both of them a bit to see what happens. How high above 
ground the camera is also makes a difference. 

https://horo.ch/docs/mine/pdf/PhasedHT.pdf
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Color Perspective 

There are the three base colours Red, Green and Blue. The range is in percent (%), not pixel 
value. Therefore 0 is value 0 and thus black, 100 is value 255 and hence full bright. If you look 
for half light, pixel value 127 that would be 50. Colour Perspective increases the thickness and 
brightness of the Haze. Under normal circumstances, red would give the haze in the scene a 
red tint, for example. 

With black Haze, things go the other way around. Color Perspective takes light away from the 
scene, not add it. This means that the colours work inverse. Red is blue, but funny enough, 
that is not always the case. For example, if Red is 10, Green and Blue both 0 there will be 
some red in the haze if the Haze settings are low, around 10 to 20. However, if the Haze 
settings are higher, around 30, the Haze gets cyan, opposite to red. This is because the Haze is 
stronger and inverts the red from the Color Perspective. 

 
All Haze values 10.  |  All Haze values 40. 

Color Perspective R 10, B and G both 0, Haze all values 10 at left, next to it no Color 
Perspective. At right, all Haze values 40, with and without Color Perspective. The colour 
difference between the first and third image is obvious. Also notice the difference in 
brightness and contrast between the second and fourth picture. At higher contrast, the Color 
Perspective colour is correct, at lower contrast inverted. A low Haze setting results in darker, 
and a higher setting in a brighter backdrop. Though higher Haze settings reduce the contrast, 
the object is also more evenly lit, already a bit like using the TA (True Ambience) render 
option — but hugely faster to render. 
 
Sun Position 

All examples have the sun position at Azimuth 180° (shining from behind of the camera) and 
Altitude at 30°. Even though the sun is disabled and Sun/Moon Visible not selected, the sun 
colour and position have a dramatic effect on the result because Haze and Fog are blended 
with the sun and the settings of Color and Luminance also have an effect — experiment with 
them. 

 

The same settings 
for the scene with a 
terrain. At left, the 
sun Azimuth is 330° 
and at right 30°, the 
Altitude is 45° for 
both. The effect is 
obvious. 
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Like above, but Sun 
Azimuth both 0°. At 
left Altitude 30° and 
at right 60°. A small 
change and a dra-
matic effect. It is 
worth to experi-
ment with position. 

 
Sun Colour 

The set sun colour remains no matter how much Haze there is. Saturation gets stronger or 
weaker but the colour as such does not change the way Color Perspective does. 

 

The sun is at Azi-
muth and Altitude 
each 45°. Haze 
Density 20, Thick-
ness 15 and Base 
Height 30. Sun co-
lour left white, right 
R/G/B 90/200/255. 

 

Same settings as 
above but with 
Color Perspective 
R/G/B 8/10/12. 

Haze appears to be 
thicker than above 
without Color Per-
spective. 

The above shows that even though Color Perspective has a blue tint, it appears red but the 
Haze is coloured blue as the sun colour is set and thus red and blue get mixed at lower right. 
Adjust the three Haze parameters if you switch on or off Color Perspective. 
 
Additional Colour by an HDRI 

The same terrain as on top of this page. Since the terrain 
material is fully reflecting, an HDRI used as backdrop can 
also be used to add additional colour to the terrain. 
There is no Color Perspective, Haze Density and Thick-
ness 25, Base Height 50. The sun is at Azimuth 120°, 
Altitude 45° with the colour R/G/B 100/227/255. The 
HDRI used is the specular convolved WpH08_SC from 
the Hypertextures Base set. 

Because the HDRI is only used as backdrop, without light like Specular and HDRI Effect and 
Cast Shadows disabled, it does not increase the render time. Intensity controls light and colour. 
 
Conclusion 

Just give it a try and experiment. The preview and final render are fast. 

June 2021/horo 

https://horo.ch/
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