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2. Settings > Sun & Sky

1) Change to Spherical Sky

Sky Type  Spherical Sky

Intensity 2) Make the intensity a bit higher

3) Choose Spherical image (example in attachment)

Finish «d




3. Right click ‘material’ > edit material...
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3) If you want add an effect to your light

Right click ‘radiance’ > Procedural

Engines in last render do have this settings (with Windy Texture as procedural)




4. Press render button

Render Tools

'8 Camera and Settings.
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Resolution 1916x888
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