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Introduction
The Tree Editor has been part of Bryce since version 5 and it has the potential to create good looking
trees. The main problem is the large memory requirement for elaborate trees and only elaborate
trees look good and natural. When a material is assigned to the leaves, it should be kept in mind that
light shines through leaves — the material ought to have a certain transparency.
Memory requirement: Up to version 6.1, Bryce has a hard coded memory limit at 2 GB for Windows
PCs. Even though there might be more physical memory installed in the computer, everything ends
at 2 GB. We suggest that the Windows Task Manager stays open and an eye is kept on the memory
consumption. If the memory is filled up to about 1.3 GB, the scene ought to be saved, Bryce shut
down, restarted and the scene re-loaded. If less memory is used, continue. If the memory is used up
to about 1.5 GB, render the scene. Bryce also needs some memory to render.
Bryce cannot use objects several times (no instancing), each tree in the scene requires the full
memory; a forest soon becomes a real memory issue.
Because Bryce has a bit an unfortunate memory handling system, the required memory for the tree
setting is shown.
Material: The shape and foliage are important parts of a tree. However, we must not forget that the
material for the, trunk branches and twigs and the leaves have a determining effect on the overall
appearance as well. This aspect is not shown here.
Often overlooked is the fact that there is water in the foliage which gives the leaves a diffuse
transparency. If an appropriate texture is used for the leaves in the Transparency channel in the
Materials Lab, everything looks a lot more natural. Here are two very suitable materials that can be
downloaded for free:
•

http://www.bryce5.com/details.php?image_id=2040.

•

http://www.bryce5.com/details.php?image_id=2041.

•

Or both RealLeaf_en.zip right here (online version only).
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Good looking trees
Now follow screen shots from the Tree Editor. With the settings shown, a tree resembling the one
shown subsequently can be created — though not exactly similar, only quite alike, because of the
randomness, with which Bryce generates a new tree each time. And, of course, a tree looks different
when it is rotated.

Sugar Maple 115'611 Polygons, Required Memory: 160 MB.
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White Oak 54'311 Polygons, Required Memory: 80 MB.
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Sweet Gum 60'909 Polygons, Required Memory: 80 MB.
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Hemlock 3'076 Polygons, Required Memory: 5 MB.
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Italian Cypress 2'038 Polygons, Required Memory: < 5 MB.
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Plants with large leaves: The «tree» has to be buried deep into the ground, such that only the top
twigs are above the surface. Even though it looks as if there are many plants, they consist of one
single tree.
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Ecosystem
An ecosystem consists of hundreds of trees in a scene which Bryce cannot cope with. We must find a
way how a scene with many trees could be modelled.
For conifer forests on mountain slopes in some distance, buried terrains with noise spikes give quite
nice results provided the material is well chosen.
For deciduous woods or thick Underwood, trees with branches and twigs that strive unnaturally
upwards are modelled in the Tree Editor. Such a tree is buried deep into the ground so that only the
crown is above ground. This appears as if there were ten or twenty trees. It is important that the
leaves are very small and numerous.

Vegetation: The «tree» has to be buried deep into the ground, such that only the top twigs are above
the surface. Even though it looks as if there is a whole forest or thick undergrowth, there are only a
few trees with the setting shown are involved. Things get even better if you create your own leaf
(User Leaf), which consists of many small leaves.
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Trees completely different for a change
Trees in Bryce are made of metaballs. With a bit of imagination, other objects can be created, that do
not resemble trees. The following setting — after an idea by David Brinnen — should serves as an
example to encourage you to start experimenting with the tree Editor.
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Non-Tree 990 Polygons, Required Memory: 18 MB.
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Ecosystems — two examples
Two Bryce scenes with hundreds of trees — at least it looks like there were a lot of trees.

A cut-out of Peninsula 2 by Horo. The tree in the foreground was modelled in Arbaro and shows the effect
of leaves with transparency. At the lake shore trees modelled after the concept shown above and in the
background a forest made of terrains.

Green & Blue by Rashad Carter shows a scene which was modelled with the settings shown above. Who
would have suspected that the vegetation was made in Bryce?
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