[bookmark: _GoBack]Using Blender 2.7 for Animation - Part 2 - Point of reference & rendering
The Aspect ratio is X:1.000 Y:1.000 since these are just for pixel aspect ratio (pixels that are not square are only for DVD)

Pixel Aspect Ratios:
Video for HD & normal computer viewing are 1:1 (square pixels, no stretching)
NTSC Widescreen DVD is 720x480 @ 40:33 aspect ratio (wider pixels make result wider) (“Pixel”)
NTSC 4:3 Fullscreen DVD is 720x480 @ 10:11 aspect ratio (narrow pixels make result narrower). (“Pixel”)
NOTE: Europe is PAL standard: PAL 16:9 DVD is 720x576 @ 118:81; 4:3 DVD is 720x576 @ 59:54 (mir.com)

Create an animation with a Point of Reference
· File, Save As, click your home drive (H:) 3da2reference
· There must be at least an animated camera, an animated object, and a point of reference (stationary object)
· Render the animation at 320x180 (set this in the rendering button tab, & set scale “100%”)
· Change the end frame to the last frame of your animation so that you don’t have frames you don’t want:
[image: ] (250 frames is the default length—about 8 seconds at 30 frames per second)
· Before you Render, choose your home drive for where to save the image (in the Output section of the Render button tab).
· For Output, choose H.264 for the type of file:
[image: ]
· For Encoding, you must choose a preset for encoding (Bitrate is the space used per second in Kilobits):
[image: ]

Sources Cited
 “Pixel Aspect Ratio.” <http://en.wikipedia.org/wiki/Pixel_aspect_ratio> accessed 2011-01-17
<http://www.mir.com/DMG/aspect.html> accessed 2011-01-18
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