
Using Color, Stars and Mist

You’ve  created  a  nice  scene  for  your  lighthouse,  but  we’re  missing  a  really  nice 
background.  Depending on which release of  Blender you’re running,  you will  either 
have a black, gray or blue background. This is due to the fact that some releases do 
not start with a world setup initially (black) and newer releases start with a blue or gray 
background (a basic world set-up). Blender gives you some basic options in the World 

settings. You can control the colors of the top and bottom (Zenith 
and Horizon), stars, fog or mist, clouds and, of course, loading JPEG 
images. In order to create a new world, select the World button. If a 
world has not already been placed in your scene, click  the “New”. 
This will  give you a basic world with a  horizon and a zenith color. 
Press the “F12” button to render your scene. You have some basic 
options that you can set in the world buttons. Here’s what you see:

Mist Settings:
When  using  Mist,  You  will  need to  set  both  the  Zenith  and 
Horizon colors to the color of the mist you desire (middle gray 
for a real fog), turn on the  Mist button, then adjust the  Start 
(start  from camera distance) and  Depth(depth of mist).  You 
also  have  a  Height 
setting  to  vary  fog 

height  (like  fog  at  the  ground  level).  The 
Intensity slide can adjust  intensity.  Depth and 
Intensity work together for the best effects.
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Preview Window: Sample of your world settings

Mapping Options: You can flatten (Paper), Blend (Horizon/Zenith 
colors), or Real Sky (gives true horizon)
Color Settings: Horizon (bottom), Zenith (top), and Ambient 
(reflected light). Ambient supplies global illumination.
Ambient Occlusion: Another way to simulate ambient lighting.

Environmental Lighting: Global lighting settings.

Gather: Raytrace or Approximate. Approx. will 
allow for indirect lighting effects. (discussed in the 
lighting chapter)
Mist:  3D fog settings.
Stars: 3D star field settings.

When setting just a straight gradient color for your world, 
Select the “Blend” option above the color swatches and 
set the Horizon and Zenith colors.

I can't see through my fog!  Your 
Depth setting is too low- the fog 
is too thick!



Star Settings:
When using Stars, you 
will  need to set  both 
the  Zenith  and 
Horizon  Sliders  to 
black  (for  a  space 

scene). Turn on the  Star button and adjust the Star 
Separation (distance  between  stars)  and  the  Min. 
Distance  (starting distance from camera).  You can 
also set Star Size and Color Noise. This is a true 3D star 
field meaning that if  you move the camera through it,  the stars  will  move past  the 
camera.

Creating a 3D Cloud Backgrounds

There are several ways to create clouds, but the easiest is to use a texture in the world 
settings. To set up a scene with clouds, create a world as described previously. Set  the 
Zenith color to  white. Keep the Horizon at a blue color (make sure Blend is checked). 
Now, go to the texture  buttons  and create a new texture using  “Clouds”  (you  will  
notice that the texture will be linking to the world and not a material) Go down to the 
Mapping panel and adjust the Size X and Y sliders (try a low X and a higher Y) to get the 
effects that you want. Press F12 to check your results. If you plan on moving the camera 
in your scene, you may want to hit the “Real” button in the World panel. Try a different 
Noise Basis like Voronoi F2-F1 for a puffier look. Clouds can also be animated which will 
be discussed in a later chapter.
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Using an Image in the Background

If you plan to use an image in your world settings, use one that is large and high quality. 
Low resolution images have a tendency to be grainy and unrealistic. To use an image, 
create a world as described before, then go to the Texture Settings. This time, select the 
“Image or Movie” type option and select your image (described in the Materials and 
Textures chapter). Go back to the world settings. Take your  Zenith color to  white and 
check the  Blend button (and also the  Paper button if  desired).  After you do this  it 
should look much better. If you hit “F12”, the background image shows up, but may 
look like a black-and-white image. In order to correct this you need to go back to the 
texture settings and select the “Blend”, “Horizon”, and “Zenith” buttons under Influence. 
This should correct  the problem and display the proper colors. 
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RoboDude Asks: How do I make a puffy-looking mist 
 or cloud effect?
If you would like to have a mist or “cloudy” looking 
effect that move and blows by (like used in “Elephants 
Dream” movie, use a cloud texture and the mist 
settings. Cloud textures can be animated (discussed 
later) and will look 3D with the mist settings. We will 
actually use this effect in the next exercise. 



Open your “Landscape Scene”. Before we add a world to your scene, 
we  need  to  Append your  lighthouse  into  the  scene.  Append  was 
discussed back in Chapter 1 (page 1-5) and is used to bring elements 
from one Blender  file into another  one. With the  Landscape Scene 

open, go to “File” and “Append”.

Find and select your “Lighthouse” file.

In the append window, select “Object” which will take you to all of the 
objects in the lighthouse file. You should only see a camera, a few lamps 
and the circle object that represents the lighthouse. If you see more than 
one object, you might have forgotten to join the meshes back together. 
Go back into the lighthouse file and do that before you append. Click on 
the mesh Circle (or Circle.00X) that represents your lighthouse to select it, 
then click the”Link/Append from Library” button.

Your lighthouse will now be in your landscape scene. It will probably need to be scaled 
and moved to a good location. Always work in your 3 principle views (#1,3,7) to get it 
accurately moved and scaled. Try for something like this final rendering:
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It’s time to add a world to our scene. Feel free to experiment with any of the settings, 
but we are actually looking for a “dark and stormy night”, say, at late day or dusk. I 
imaging it being foggy, with a billowing effect. 

Start by going to the World buttons and delete the default 
world by hitting the “X” by the name block, then “New”.

Since we want a fog, set the Horizon and Zenith colors to 2 
slightly different shades of gray. To do this, you can click 
on the color swatches and pick the gray from the menu 
blocks. Press the “Blend” button as well if not already set.

Turn  on  the  Mist button  and start  with  a  Depth setting  of 
about  25;  Intensity at 0;  Start at  0; and  Height at  0. Render 
the image and make adjustments as needed. Your goal is to 
be able to see the lighthouse, but be a bit foggy. 

You should try for something like the render below:
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This  foggy scene looks  good,  but  it  would be nice to  see some 
depth.  Many  times,  a  fog  can  appear  “billowy”  with  varying 
density.  For this, we will  add a  Cloud Texture.  Go to the  Texture 
buttons and add a  Cloud texture. Make sure  World is selected by 
the preview. Try  different  Noise Basis settings to get the look you 
want. 

At this point, go back to the World buttons, render an image and 
make adjustments as needed. You can adjust the sizes of the cloud 
texture,  adjust the colors,  work with the mist  settings (Depth and 
Intensity). You may also want to go back to the texture settings and 
adjust the Noise Basis. We will animate this fog rolling by in a later 
chapter.  

The settings used for the render below are: 

Texture Settings:
Basis: Voronoi F2-F1- Size 0.05
Mist Settings:
Intensity 0.100; Depth 22.00

** Call the instructor when finished**
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