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Using Blender 2.7 for Animation - Part 17 - Adding a Music Track  Using Video Sequence Editor

Adding Music:
· Open your existing scene (3da16&17 scene)
· Change the view to a Video Sequence Editor panel
· At the bottom of the Video Sequence Editor, click “Add”, “Sound”, then choose the music file you downloaded.
· It will appear on the current frame
· Click the music on the timeline then press ‘g’ then move the video to the beginning (0.0) or to whatever second you want the sound to start, then click to drop it.
Rendering the video using standard MPEG2 (same compression as DVD; or any other format as long as you make a rendered video with sound):
· Click on the Scene [image: ] button, then click “Update Animation Cache” (in some scenarios you may have to do this if changed position of audio since last render if resulting video’s audio is incorrect). NOTE: this may bake smoke too, so if you have smoke, in the Outliner find domain, & on right of it, turn off eye & camera to make this faster.
· Click Render button tab.  For widescreen DVD set resolution to 854 by 480, 100% (even number is required by most compression methods—you can squeeze it down to 720 DVD width in a DVD authoring program later—854 to make it 16:9 for widescreen TVs).
· Choose an output file using the browse button [image: ] then choose a location & filename then click Accept
· Under “Output” category, click the drop-down box & choose MPEG file format.
· Click to expand the “Encoding” category at bottom & for Format choose MPEG-2, then Audio Codec MP2
· [image: ]In the Scene button [image: ] tab, click the Format drop-down box & choose “Stereo”

	Tips
· If rendered file still has no audio, try playing using R:\PortableApps\Video\vlc\VLC
· Keep in mind, if you choose DVD for Preset, besides changing the compression, that will automatically chooses MPEG-2 Format, AC3 Audio Codec, and in the Scene button tab the Format will be changed to “5.1” surround sound, so change it back to “Stereo” & change resolution. In the Render button tab, change Encoding Preset to H264, Output drop-down to H.264, & change Audio Codec to PCM (which is uncompressed), MP2, FLAC, or Vorbis.  Then under Resolution category (near top) change X to 854, Y to 480.
· If still no audio, open each sound effect in Audacity (free program) and Export each as WAV (as 44.1KHz, Stereo, PCM).  Then in Blender, for each speaker click Object Data button tab (looks like speaker) then Open the new WAV file you made (do this for every speaker).
· If still no audio, click the Scene button tab then click “Mixdown” button, for “Container” choose “WAV”, name your file ending in .wav using the second box, press enter twice.  This saves the 3D audio.  Now you can import the resulting file back into the Video Sequence Editor (put it on a new track at frame 0, then Blender will mix it with anything else that is in the Video Sequence Editor, which you’ll have to delete).



Before you click “Render Animation,” you must choose an audio codec (compression-decompression). Otherwise, the rendered video will have no audio. Pick a codec that is compatible with your video, for example:
Go to the render button tab
If you chose H.264, then under Encoding, change Audio Codec to “AAC” (standard HD audio compression)
If you chose mp2, then try mp2 audio. For other formats, you can use PCM (standard uncompressed audio) if necessary.

Remember to choose a filename under Output (In the Render button tab) then Click Render, Render Animation
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