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Transcript for video "Use Sky" 
 
We talk about the Use Sky feature for IBL. We have a very simple scene with a sky from the library, a 
white cube, a grey cylinder and on top of it, a mirror ball. This will show light, colour hue and shadows. 
 
Click on Use HDR Image, then on Use Sky, accept the Sky Resolution popup and Voilà! — Is that all? 
 
Well, there are a few additional things you should know to make best use of this new feature in Bryce 7 
Pro. You might have noticed that Sunlight has been Disabled and that the light got cooler. The Sunlight 
is always disabled the moment you create an HDRI from the Sky. We can switch it back on, if we wish. 
 
The first thing we should consider is whether we want to have the Sun in the HDRI or not. If Sun/Moon 
Visible is switched off there will be no sunlight and the scene is only lit by ambient light. 
 
For the sake of simplicity, we position the sun to azimuth 120° and 30° above the horizon and switch off 
the clouds. 
 
We also set the camera to Y=120° and X to -30° so we can see the sun. 
 
If Sun/Moon Visible is enabled, Sun/Moon Size can also be enabled. With Disk Size and Horizon 
Illusion, the size of the Sun in the HDRI can be set. 
 
Glow Intensity adjusts the halo around the sun. None of these three controls have an effect on the 
brightness of the sun in the HDRI. 
 
Disk Intensity does have an effect on the brightness of the sun in the HDRI. Even though the sun disk 
appears to be partly transparent, it will not be so in the HDRI. If the Disk Intensity is halved, the 
brightness of the sun in the HDRI and the dynamic range are also halved. 
 
If the Sun is set to visible, the sun colour will also be reflected in the HDRI. 
 
The Sun Intensity Diffuse setting also has an effect on the brightness of the sun in the HDRI, provided it 
is set to visible. Generally, it can be said that doubling the Sun Intensity Diffusion also doubles the 
brightness of the sun in the HDRI and the dynamic range. 
 
However, this is only true up to a setting of 200. Beyond 200, there is no increase of the sun brightness 
in the HDRI and also the dynamic range is unchanged. 
 
Note that this limit at Diffuse 200 is only for the Sun in the HDRI. The Bryce sun power will linearly 
increase all the way to 1000. 
 
Intensity is the last control that has an effect on the sun brightness in the HDRI. Actually, it has an effect 
on the overall brightness of the HDRI but not on the dynamic range. Essentially, doubling the value will 
quadruple the brightness of the HDRI. BUT! the dynamic range will stay the same for all Intensity 
values up to 10 and will then be halved for each doubling of Intensity. Additionally, the HDRI brightness 
will only double. 
 
This is an inconsistency in the current implementation but not actually a show stopper if you are aware 
of it. Again, this is only so for the sun in the HDRI. If a photographic HDRI is used, doubling Intensity 
quadruples the light output from the HDRI and this can be compensated by dividing the value of the 
HDRI-Effect by 4. 
 
Provided the sun is visible in the HDRI, we recommend to use the full range of Disk Intensity to control 
the brightness of the sun in the HDRI but limit Sun Intensity Diffusion to 200 and only use IBL Intensity 
from 0.01 to 10.00. Within these restrictions, you have full control over the brightness. 
 
What about Sky Dome Only? We have the full sky as HDRI, a sky sphere. Look how the shadow 
renders: a lot of banding. We could increase Quality to make the banding less obvious but doubling the 
Quality will also double the render time. Note the blue light on the underside of the cube. 
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If no light from below is needed, a sky dome suffices. There will be more lights above the horizon 
because there are none below. Therefore, quality increases without actually increasing the quality 
setting. But we do lose the light from below. 
 
The explanation is shown in the picture. On the left side, HDRIs created from the sky, at right the lights 
generated made visible (Q 64). If Sky Dome only is used, there are more lights above but none below. 
The second picture shows the same but with a large sun. 
 
What about the Size when creating an HDRI from the Sky? So far, we used the default value of 600 
pixels diameter for the light probe to be created. This is generally a good choice because you wouldn't 
want to use the HDRI as backdrop and it is therefore switched off by default. 
 
You could create a larger HDRI, say 3600 pixel diameter if you have the time to wait — 6 times larger 
— and you would still not be satisfied. Use a large HDRI if you intend to export it for using the HDRI in 
another 3D program — Carrara, for example. 
 
We won't discuss Exporting here, when some missing features are implemented, there will be enough 
stuff for another video tutorial. 
 
A much better idea than using the HDRI from the Sky as backdrop is to use the Bryce sky with the 
Bryce clouds and use the HDRI just for the light. You can always switch on the sun light to support the 
sun from the HDRI — or move the sun to another position.  
 
Then you have the light from two suns and can control the shadow softness for each one separately. 
Just in case you have a scene on a planet of a binary solar system. 
 
Please also consider this option: If you have set up your sky, switch off all atmospheric options and the 
clouds, then generate an HDRI from that sky — with or without a visible sun. Then, switch back on the 
atmospherics (haze, colour perspective, whatever) and the clouds. If you use the HDRI as backdrop 
now, its ambient light will change the colour of the clouds but there won't be blurred clouds because of 
the low resolution HDRI. 
 
Here we see the Bryce Sun ahead of us and the sun in the HDRI rendered as backdrop in the mirror 
ball. The clouds are from Cloudscapes 3 from David Brinnen, the material on the terrain is included in 
the Pro Materials that come with Bryce 7 Pro, also by David. The light rays are a free resource from 
Denny Markovic aka frozencry. 
 


