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ReaRead: REAPER books and training manuals printed and spiral bound are now available from
http:/ /www.lulu.com/spotlight/glazfolk

Up and Running: A REAPER User Guide

The essential and definitive guide to recording, editing and mixing with REAPER. Fully updated for each dot
version. Includes sample project files and step by step examples to help you learn how to use many
features of REAPER. Includes special sections on routing and audio channel splitting, as well as numerous
examples of how to use and apply many of the supplied FX plug-ins.

"Up and Running is not only a comprehensive guide to using REAPER, it's also full of an amazing amount of
information on audio recording and engineering. I simply cannot recommend it enough!" - Justin Frankel
(COCKOS Inc and REAPER Developer).

ReaMix: Breaking the Barriers with REAPER

This book does much more than just teach you how to use basic tools (such as volume, panning, EQ, gates,
compressors, delay, reverb etc.) to get an OK mix. It also guides you thru the relationships — some simple,
some complex — that exist between the dimensions of sound and the dimensions of space to transform your
OK mixes into great mixes. Although not light on theory, it has a definite practical emphasis, with links to
archives containing some 40 or so project files, with step by step examples to help you put your knowledge
into practice.

"Wow! So much good stuff - from mindbending advanced techniques to solid sensible advice. This guide
should have a positive effect on just about anybody interested in mixing (and especially those using
REAPER)!" - Justin Frankel, Cockos Inc, developer of REAPER.

REAPER Web Resources

The REAPER project is a live, dynamic and ongoing one. Be sure to check these web sites often:

http://www.cockos.com/reaper/ The REAPER Home Page
http://www.cockos.com/reaper/download.php The REAPER Downloads Page
http://www.cockos.com/reaper/about.php REAPER Features summary
http://www.cockos.com/forum/forumdisplay.php?f=20 The REAPER Forums
http://www.cockos.com/wiki/ The REAPER Wiki

Sample Project Files
These are available for download from http://www.cockos.com/wiki/index.php/REAPER_User_Guide

The links are case sensitive. After unzipping the files, follow the instructions in README.txt to install. The media
files are in .MP3 format. Some of the examples outlined in this book require recording further tracks in MP3
format. In order to be able to do this, you will need to have an MP3 encoder installed in your REAPER program
directory. The Lame encoder included in the REAPER install package will by default be installed there.

Acknowledgements

Much thanks goes out to the many people who have assisted with or contributed to the production of this guide
over the last dozen years or so. There are so many of you that that if I was to attempt to list names I'd be sure
to miss some out! Thank you very much — you know who you are!

Disclaimer

This document is intended to introduce you to REAPER and to assist you in learning and understanding how to
use this software. It is not, nor is it intended to serve as, a 100% comprehensive encyclopaedic repository of
every detail, every aspect or every application of all of REAPER’s many, many features.

This User Guide is not intended to serve as a comprehensive generic and universal guide to the world of digital
audio. If you feel you need a better understanding of the meaning of terms like bit, byte, amplitude, fast fourier
transformation (FFT), and so on, you can post your questions on the REAPER forums, or find your answers by
searching the internet.
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What's New In This Edition ....

The table below summarizes the main feature changes introduced in the most recent REAPER updates. It may include
features that were previously undocumented, but not bug fixes, performance improvements and minor changes. See
the official REAPER changelog for full details (Help, Changelog).

Main Changes in 7.18 (July 2024)

Take markers: customisable mouse modifiers for left drag, left click and double-click....................... Page 161
Regions: option to display selected regions over unselected regions when overlapping.................... Page 183
Tempo: preference to shap tempo envelope edits to whole or fractional bpm......cccccceeeeiiiiiiiiiiiinnnn, Page 433
Main Changes in 7.19 (July 2024)
Project settings: option added to base ruler markings on customized start measure........cccccveeervnnnnn. Page 30
Ruler display” more options, including fractionsS...........ccceerriiiiiiiiieeeiiri e e ra e Page 44
Metronome: various improvements, including to click panels and use of samples...........ccccccererennnnn. Page 59
Media explorer: various options to set preview display UNits............cccccvvuiiiniiiieiniiiiin e, Page 84
Tempo/time signature markers: various improvements inc set metronome pattern and

FESE SPACING 1iiiiiiiiii it Page 183
Appearance preferences: option to display vertical line at mouse cursor position...........ccccevvvvivreennnns Page 428
Ruler/grid appearance preferences: options to shade every x seconds when ruler displays

time, frames, samples Or BEats ... Page 427
Fixed lane comping: new options Section i PreferencCes ........cccooiieriermieniiiniiiieee e Page 435
Main Changes in 7.20 (August 2024)
Preferences: various changes to MIDI SEtUP PreferE€nCES..........ouuieerrrrreeererrsinreeeeeeeeeesnrreeeeeeseeeeens Page 22
Main Changes in 7.23 (September 2024)
Metronome: option for project grid to follow the metronome pattern.........cccccceviiiinienieeniin e Pages 59-60
Metronome: options to save, recall, rename, delete sample presets.........ooccveeeeriiiniccneee e, Pages 59-60
Track groups: up to 128 track groups SUPPOMtEd..........cccceiiiiri e Page 100
Normalize: various item processing improvements and additional options............ccccceeviiiiiiieeenieees Page 139
Render: option to normalize media items/regions when rendering not through master..................... Page 139
Peaks display: more display combinations available.............ccueeeiiiiiiiiii e Page 150
Peaks display: opacity control slider added to dialog..........cuuvuiiiiiiiieiiiiiiii e e Page 151
Ruler: context menu commands added to set/reset project start time or start measure...........ccccee... Page 209
Menu customization: ability to copy, move or delete several commands together ................ooeee. Page 303
Automation: adding envelopes for container FX parameters..........oooccoveerienininniiieeeeen e Page 362
Render to file: many enhancements to dry run OptioNS.......ccooeeiiiiiiiiiiin Page 405
Render to file: options to include razor edit areas as SOUICE..........ccurerrrerriiisinrre e e Page 407
Envelopes: preferences options to set envelope point Scaling..........vvviiiiiii e Page 428
Normalize: preference option for normalize actions to affect all takes in media item...........coccvveeeees Page 432
Automation preferences: specify behavior if pre fx/post fx envelopes are both armed..........c........... Page 434
MIDI editing: preferences to avoid setting MIDI items on non-playing lanes visible......................... Page 436
Main Changes in 7.25 (October 2024)
Rendering: options following output format options rearranged and increased.........cccccoeerecueeeeennnn. Page 405
Main Changes in 7.26 (October 2024)
Customization: actions added to display custom toolbar as @ MmenU..........ceeevvereeiieeeieeeieeeeeeeeeeeennnnnn. Page 309
Rendering: more option buttons added to rendered file display WindOW..........cocccmmmemmininniinninneeeenn, Page 405
Main Changes in 7.27 (November 2024)
Actions: action added to dry run render project using most recent settings...........ccceevvevnreennnnns Page 406
Rendering: option to prevent render window to reopen modelessly after render finishes.......... Page 427
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How To Search This PDF Guide

This document is optimised for use with PDF-Xchange Editor, Adobe or Foxit. Internal document hyperlinks are

available: click on the hyperlink to jump straight to that part of the document, then use Alt Left-Arrow to return to

where you were.

Most PDF readers allow you to search this (and other) PDF documents. My personal preference is for PDF-
Xchange Editor, which has remarkably powerful and flexible search options. For users of Adobe, detailed
instructions can be found here: https://helpx.adobe.com/acrobat/using/searching-pdfs.html
That page includes various further links, including one to Advanced Search Options, including:

Press Ctrl F to open a simple search window which enables you to find a word or exact phrase. For example,

type reacomp and press enter to find the first occurrence of reacomp. Two arrows will be displayed to enable

you to move thru the document to the next or previous occurrence. This is not case sensitive.

Similarly, you could search for automation envelopes or ctrl alt r to find either of those phrases. Simple
search, however will only find exact matches. For example, a search for track color would find track color or
track colors or track coloring, but not color track

That's where advanced search comes in handy. Press Ctrl Shift F to open the Advanced Search Window

(shoOwn on the

far right). This Locking For: Search - 0 pe
will find and list reaverb in the current document 1
in its context Results: 3
every instance of 1 documents with 23 instances
w ?
your search New Search | Loakine
string. An 2 T4 The Current Dacument ~
example — after Results: \
searching for " 1 What word or phrase would you like to search for?
reaverb - is T ReaVerb Features Summary Echo generatol | reaverb |
shown here T of ReaVerb in the current project. For a bou \ N
(immediate T using ReaVerbate which is included with R ! 3| Return results containing:
rlght) Thus you T the ReaVerbate plug-in (or whatever you a ‘ 3 |Match Exact word or phrase V|
. r

: T add ReaVerbate to the FX Chain for the Boi | -
are able to jump % of ReaVerbate added t f the takes cz ‘ i Uze these additional critenia:
Stl’alght tO any o eaver ead ECd IO ONeE O ET3KESs CE t
one of them T as ReaVerb and ReaFir). On multiprocessor, gWholewords Bl

. 7 Case-Sensitive
Advanced Search v M | Proximity
has many more Sl > 3| O stemming
features than can s Dlnclude Bookmarks
be detailed here: indeed, the link at the start of this section leads to |, [Include Comments
what is virtually a manual in its own right! However, in overview, § e e
click on Show more options or (depending on which Adobe F—
version you are using) Use advanced search options (at foot of |
window) to enable a whole assortment of options, including. v

+ Match any of the words. For example, type color tint to  |l|  show Fewer Options
find all occurrence of color or tint, and their derivatives (e.g. Y , i
L Find a word in the current document
colors, tinting). | 7 TARanInA The

¢ Whole words only to exclude derivatives (e.g. to find
reaverb but not reaverbate), and Case sensitive to force case sensitivity.

¢ Match exact word or phrase, for example to find frequency spectrum only when both words occur
together.

Other supported features include boolean searches, although for this feature to be available you need to select
the directory where your PDF is stored (rather than Current Document) from the Look In drop down. To learn
more about these and other features, including Search preferences, follow the link at the start of this section.

Note: With REAPER's rapid rate of development, this edition may not be 100% up to date. For a full list of new
and recent features, choose the Help, Changelog command from the REAPER menu. To check for the latest
versions of both REAPER and this User Guide, go to http://www.cockos.com/reaper/download.php
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1 Setting Up and Getting Started

1.1 Downloading REAPER

To download REAPER, visit the download page http://www.cockos.com/reaper/download.php. Read the on-
screen information carefully (especially about 32 bit and 64-bit) and be sure to select the correct version for your
computer. If you keep the program for more than 60 days then you must purchase a license. To purchase your
REAPER license, go to http://www.cockos.com/reaper/purchase.php

After downloading you will need to install the program. There are differences in the installation process for
MacOS (Mac) and for Windows (PC).

1.2 Installing REAPER on a MacOS
To install REAPER on a Mac (MacOS) follow this procedure.
1. Double-click on the REAPER disk image (.dmg) file to
open it.
2. If you agree to accept the licence conditions, click on
Agree to open this file.
3. Drag and drop the REAPER icon (shown right) into your
Applications folder.
To pin REAPER to the dock, simply drag and drop the
REAPER icon from the Applications folder on to the Dock. We
strongly recommend that you should also, under System
Preferences, ensure that for your Mouse right click is
enabled as a secondary button.
1.3 Installing REAPER on a Windows PC
To install REAPER on a PC with r = == == ==
Windows you should follow this B REAPER v7.0pre20 (x64 — *
sequence: - install Location —
1. In Windows Explorer, find Choose the folder in which to install REAPER +7.0pre20 (x54). Ks)
the install file. The file '
nam.e includes the current Setup will install REAPER. v7.0pre20 (x64) in the following folder. To install in a different
Version number, €.g. folder, dick Browse and select another folder. Clidk Next to continue.
reaper70-install.exe.
2. Double click on this file to
start the install program.
3. Click the I Agree button
to accept the conditions Destination Folder
and contlnue.. | C:\Program Files\REAPER. (x64) Browse. ..
4. For a normal install, accept
the default folder offered
to you (but see note Space required: 140.7MB [portable install
Space available; 325.2GB
below) - for example,
C:\Program
Files\REAPER (x64).
5. If you need to, enable the
Portable install option
(see note below), then click Next.
6. Select which elements you wish to install (if in doubt accept the default settings - see also section 1.4
below) and click on Install.
7. Wait while the program installs. When prompted, click on Close to close the Install program. You will be
asked if you wish to run the program now: in this case, choose No.
8. Follow any other on-screen instructions.
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Note: If you are installing REAPER for the first time, or if you wish to replace an existing installed version of
REAPER with this one, you should accept the default destination folder and not enable portable install. If you
wish to install this alongside an existing installed version (such as 6.xx), then you should change the destination
directory (e.g. to \REAPER?) and enable portable install. This will ensure that your existing settings and
preferences will be preserved separately.

Tip: If you choose not to install some of the REAPER program elements or options, you can later change your
mind by simply running the install program again.
14 The Install Options (Windows only)

The Install screen lets you decide which REAPER elements you choose to install and which ones you prefer not to
install. Listed below is a summary of your main options. By default, most of them are enabled.

Item Explanation

Required files These are the files that REAPER needs to perform effectively. You have no
choice but to install these.

Optional Functionality | ReaWire ;
ReaRoute ASIO driver e v
These options enable REAPER's ReaRoute ASIO driver
various advanced routing - [¥] Configure Windows to save REAPER crash dumg
capabilities, such as controlling the [ Desktop icon

. . . - [] Start menu shortouts
passing of aUdIO/MIDI material Assodiate with RPP (Reaper Project) files
between REAPER and other
programs. If you choose not to install these, you can reinstall REAPER to add
them at any time in the future.

Configure Windows to save REAPER crash dumps. This option causes
diagnostic information to be saved in the event of REAPER crashing. By default
this option is set to off.

Desktop Icon Leaving this option selected ensures that a REAPER shortcut icon will be placed
on your Windows desktop.

Start Menu Shortcuts Leave this option ticked to ensure that REAPER is added to your Windows Start

Menu.
Associate with RPP Ticking this option will enable you to open REAPER with any of your REAPER
Files Project files direct from Windows Explorer or any desktop shortcut that you

might create for your projects.

1.5 REAPER'’s Default Settings and Preferences

Throughout this guide you will find frequent references to various preferences and settings that help determine
REAPER's behavior.

e® If you are installing REAPER on your computer for the first time, the default settings and preferences
described throughout this document will be applied.

@ If you are installing REAPER over the top of, and replacing, an earlier version of REAPER, your existing
settings and preferences will be ported across to the new installation.

For example, for a brand new installation of REAPER 7, the REAPER 7 default color theme will be selected.
However, if you are installing it over an earlier version, such as REAPER 6.xx, then your previously selected
theme will be applied. You could change this using the Themes command from the Options menu.
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1.6 REAPER Software Updates

REAPER is updated frequently with bug fixes, new features and other enhancements. You can check for updates
at any time by visiting http:/ /www.reaper.fm/ Simply download and install. There is no need to first
uninstall any previous version. Existing preferences and settings will automatically be carried over.

Tip: An option is available under Options,
Preferences, ngeral (Startup Settings) to ha_uve Open projectis) on startup: | Last project tabs »
REAPER a_Utomatlca"y check for updates e_aCh time the Automatically check for new versions of REAPER on startup

program is started. By default, this option is enabled. If
you do not wish to be notified whenever a new version is available, you can disable it.

Startup settings

1.7 Starting REAPER
To start REAPER, just double click on the REAPER desktop icon. You might also wish to 9 :
consider creating a keyboard shortcut for this. For Windows users, this is done using the MREAPERGIY

Shortcut tab of the icon's Properties dialog box. Right-click over the icon to display this.

Tip: If REAPER fails to open but instead returns an error message then this is most likely because of an issue
with a third party plug-in. Try opening it using either of the methods described below (section 1.8).

1.8 REAPER Startup Tips

By default, REAPER opens with the last used project. As you will see in Chapter 22 (Preferences, General), you
can disable this behavior. Also, you can use hot keys when starting REAPER to override the default behavior:

Action Booster Key(s)

Open REAPER without loading last project. Shift (while starting REAPER)
Open REAPER without loading any default project template. Ctrl Shift (while starting REAPER)
Open REAPER without scanning new/updated VST plugins. Ctrl (while starting REAPER).

1.9 REAPER Selections, Controls and Commands

Working in REAPER involves making selections and giving commands. For example, to copy a single item you
would select the item (usually using your mouse) and then give the command for REAPER to copy it. Other
times, you will use commands that affect the whole project file without any selection. For example, you might
wish to save all your work. In that case, there would be no need to select anything — you would only need to
give the necessary command. There are four main methods commonly used to give commands in REAPER:

Method Comment

The Main Menu As with other applications, this is accessed by the mouse or keyboard.

Context Menus Click your right mouse button over an item or area of the screen to display a context
menu relevant to where you have clicked.

Toolbars Click your mouse on any toolbar button for its command to be executed.

Keyboard Many commands and actions can be accessed by keyboard shortcuts. You can also

Shortcuts assign your own shortcuts to other commands and actions. Chapter 15 explains this.

In some cases, different modifier keys are used for the PC and for the Mac. The
examples used throughout this guide are PC (Windows) shortcuts. Mac users should refer
to the summary table of similarities and differences shown below:

PC (Windows) Key Mac (MacOS) Key Equivalent
Shift Shift

Control (Ctrl) Command (Cmd)

Alt Option

Windows Control
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1.10 The REAPER Screen

REAPER allows you to select from a number of different color themes. The screen shots used in this book mostly
use the REAPER 7 default theme.

When you start REAPER, it displays a screen similar to that shown below. We have added (for illustration) a

simple project file with two tracks. A first time installation will not show this. The table below the illustration
introduces briefly each of the main screen elements.

| & All Thru The Night [proj 4/7] - REAPER v7.0rc2 - Commercial license Title Bar and Main Menu - m} =
File Edit View Insert lem Track Options Actions Extensions Help [44.1kHz 96kbps MP3 : 8/8ch 1024spls ~27/39ms ASIO]

Main Toolbar

Ruler/Timeline

O Guitar

Arrange Area
Track Control Panel g

0:36.448 Transport Bar
- -

VU Meters _ = Mixer Control Panel

u ||.-I ] II-I I

Vox Guitar
1 2

Note: You can adjust the boundary between the arrange view and the mixer view so as to
I allocate screen space between the two as you wish. Hover the mouse over the border

("] between the mixer and the transport bar to display a vertical double-headed arrow across a

light blue line. You can then drag the boundary up or down as you wish.

Element Explanation

The Menu Bar This displays the Main Menu near the top as a row of commands — File, Edit,
View, Insert, Item, Track and so on. As in other Mac and Windows applications,
the menu is used to give commands.

The Main Toolbar Just below the menu are two rows of buttons. This is the REAPER Main Toolbar.
You can hover your mouse over any button to obtain a tooltip (see example, left).

L Some of the tools might appear animated. Don't worry about this for now. The
various icons are introduced and explained throughout this guide as they are
needed, and summarized at the end of Chapter 5. In Chapter 15 you will be shown
how you can customize this toolbar.

The Ruler/Timeline | The timeline (or ruler) runs across the top of the REAPER window, to the right of
the main toolbar. It measures the length of your project and helps you identify the
position of the various media items. In the example shown, the timeline is
measured and displayed in both measures/beats and minutes/seconds.

The Track Control This area controls the behavior of your audio and MIDI tracks — in this example
Panel (TCP) there are two tracks. You can have as many tracks as you need.
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Element Explanation

The Arrange Area: To the right of the TCP, this contains a track's media items (audio and/or MIDI
Main Window and and/or video). In this example, there are two tracks each containing one media
Workplace! item.

The VU Meters These Volume Unit Meters give a visual indicator of the level of the track's audio

signal strength (volume). These are visible in both the TCP and the Mixer.

The Transport Bar This is used to control recording and playback — for example, to start and stop
recording. We'll look at this in Chapter 2.

The Mixer and This is shown at the bottom of the screen, displaying the same tracks in a different
Mixer Control Panel | way. This also includes a Master output track. The output of the Master is what
(MCP) you hear when you play your tracks and media items. Mixer and Master display

options will be explored in detail in Chapter 11.

Don't be surprised if your screen doesn't look quite the same as this, or even if it looks considerably different.
The REAPER screen can be customized to suit your individual needs. We'll be covering this in Chapter 2.

1.11 The Track and Track Controls

This illustration shows REAPER's track
controls. Their exact position may vary
according to factors such as the track
height and the track control panel width.
Note that Record input and Input source
are only visible when Record arm is
enabled.

By default, not all of these controls

Track Record Arm  Input FX Solo Track FX
Num Track Name Volume Mute | Routing

will be visible in the TCP when you Pan Input Source Phase

first start REAPER. This is because Record Input (Me/Insh) - Automation VU Meter
both the Arrange View and the Mixer are (AudiofMIDI) Envelopes

shown.

Since all controls are shown in the mixer (below right) many users prefer not to show all of them in the TCP. The
default mixer and track panel layouts are dynamically linked: if you close the mixer (Ctrl M), all controls will then
become visible in the track panel. Reopen the mixer (Ctrl M) and some track controls will again be hidden.

Especially if you are working on a laptop, or have only one monitor, in order to be able to make the best use of
screen space you might wish to keep the mixer open only when you are needing
to use it.

You can hover your mouse over any control for a tooltip. You click on a control to | AR oo
engage it (for example, click on the Mute button to toggle mute status of any Input
track, click and drag on the Volume control to adjust the volume level), and right Pan
click on a control for a menu of commands, options and/or settings.
Some controls might not be visible if the track panel is not large :Iulte
enough to show them all. If so, you may need to increase the track olo
panel height or width. Hover your mouse over the appropriate Routing
boundary (see left) so that your cursor becomes a double headed
arrow, then click-drag to the right or downwards. To increase the Track FX
height of all tracks, press PgUp. Envelopes
Depending on track layout, the volume control may be a
rotary (as shown here) or a horizontal fader. All controls Phase
Volurne: 0.00dB will be explained further as you work thru this guide. Volume
Note: By default, the volume and pan controls work with audio items, not MIDI. Record Arm
To change this for any track(s), choose MIDI track controls, Link track
volume/pan to all MIDI channels from the right-click menu. Track No.
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1.12 Setting Up For Audio

Before you can record or play anything you will need to set up your audio preferences. This is needed to tell
REAPER which audio device(s) you have, and how you wish to use them. There are differences in how you
should do this for a Mac under MacOS and a PC under Windows. It is also advisable to disable System Sounds.
For MacOS users, this is done in System Preferences. Windows users should use the Control Panel.

1.12.1 Setting Up For Audio (PC Windows)

To set up your Audio
Device, first choose
Options, Preferences
from REAPER's Main
Menu, then under Audio
select Device.

If you plan to use the
PC's internal sound card,
you should familiarize
yourself with its control
software (usually
opened from the
Windows Control Panel).
This can be important to
prevent previously
recorded material from
being mixed back in, and
re-recorded with, new
material when new
tracks are overlaid. If
your sound card includes
its own ASIO drivers
then these should
usually be preferred. On
the Audio Device Preferences screen, you should set the following options:

r? REAPER Preferences =

Project | Pudio device settings
Track/Send Defaults
Media ttem Defaults

Audio
Device
MIDI Devices
Buffering
Mute/Solo
Playback
Seeking
Recording
Loop Recording
Rendering

Appearance
Media
Peaks/Waveforms
Fades/Crossfades
Track Control Panels

Editing Behavior
Envelope Display
Automation
Mouse
Mouse Modifiers
MIDI Editor

Audio system: | ASIO

ASIO Driver; | AudioBox ASIO Driver
Enable inputs:
first | 1: Mic/Inst 1
last | 8: Mic/Line 8
Output range:
first | 1: Line Out 1 ~
last | 8: Line Out 8 ~

Request sample rate: |44100 | [] Request block size:

ASIO Configuration...

[] Prezero output buffers, useful on some hardware (higher CPU use)
[ lgnore ASIO reset messages {needed for some buggy drivers)

Audio thread priority: | ASIO Default / MMCSS Pro Audio / Time Critical

Allow projects to override device sample rate

Cancel

Item Comment

The other items on this screen will vary with the audio system selected. Choose ASIO
and ASIO drivers if they are available for your sound card or Firewire or USB device.
Otherwise, WASAPI or WaveOut will usually give better performance than will the
Direct Sound setting: you might need to set WASAPI to Exclusive mode.

Audio System

Enable Inputs This option needs to be turned on (ticked) if you wish to use REAPER for recording.

Input Range If your device has multiple inputs (up to 512), specify the first and last that you want to
be available. In this example, eight inputs are available, allowing up to eight

microphones or lines (in any combination) to be used simultaneously for recording.

Output Range If your device has multiple outputs (up to 512), specify the first and last that you wish to
be available. Usually, your MASTER bus will direct output to a single pair of outputs, but

you can use the others also if you wish.

Request sample
rate/block size

Tick these to set sample rate and block size for your audio device here (generally
preferred), or leave these blank if you wish to use your sound card's own control
software to set these. If unsure, start with 44100 and 512.

ASIO If your sound card/audio device uses ASIO drivers, then clicking this button will give you
Configuration direct access to the control software for your sound card/audio device.

Audio Thread Assigning a higher priority will ensure that audio threads will be processed ahead of
Priority other threads (e.g. graphics).
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1.12.2 Setting Up For Audio (MacOS)
Audio devices on the MacOS are set up and selected in the MacOS Audio MIDI Setup. Make sure you have first

downloaded and installed the latest Mac updates You should also check your Audio Device in REAPER. To do
this, start REAPER and choose the Options, Preferences command from REAPER's Main Menu, then under
Audio select Device from the list of headers in the column on the left.
In the first example shown below, a USB Saffire device (a Focusrite Saffire Pro 40) has been installed. Saffire has
therefore been selected so as to ensure that this device is used for both input and output. You can (as shown
here) set the sample rate and block size (which helps determine latency) here, or you can independently open

the device's own control
panel and set them there. If
unsure, set these at 44100
and 512 to begin with.

If using the Mac's internal
sound card, you need to
prevent existing material
being mixed back into, and
re-recorded with, any tracks
that are added later.

To do this, you will need an
aggregate device. Open the
0OS X Audio MIDI Setup
then click on the + in the
bottom left corner of the
window to create such a
device. Add to this
aggregate device the built
in input and built in output
as shown here. If you wish
to rename it, double click
on the text Aggregate

}jf‘\

<none:>
| <default system devices>
Built-in Microphone

¥ General
Paths
Keyboard /Multi-touch
¥ Project
Track/Send Defaults
Media Item Defaults
¥ Audio

Built-in Input
Built-in Output
Audio Device: EEFTI

Audio device

[g Request sample rate: 44100

|21 Request block size: 512

If you need to use multiple devices, open Audio MIDI Setup and create an aggregate devi

Audic MIDI Setup...

Audio Devices

8060
% Built-in Microphone
2inf 0 out

i Built=in Input
1 2in/ 0 out

Built-in Qutput
S8 Din/ 2 out

Aggregate Device
Clock Source: | Built-in Input

Sample Rate: 44100.0 Hz
Use | Audio Device

Built-in Input

@  Built-in Qutput

@  Built-in Microphone

4

In | Out | Drift...

Device.
Next, in REAPER's Audio, Device

preferences screen, select your aggregate
device and Apply your changes. You will

Audic device settings
Audio Device: Aggregate Device

gkequestsample rate: 44100

a“r

Audio MIDI Setup...

[g Request block size: 512

now be able to use your headphones with
the computer's audio out socket and your
microphone with its audio in socket. Using an aggregate device can also resolve routing issues which can arise if
using built-in inputs and outputs.

1.13 Input Aliasing

REAPER supports Input Aliasing. This is the ability to give your own names to your audio inputs. It can be
used to shorten the long names that the system will often give to these inputs, especially when your device
supports multiple inputs. An example of the use of this feature might be to change names like Analog In 1
Delta 1010 (1), Analog In 2 Delta 1010 (1) and so on to just Mic/Line 1, Mic/Line 2, etc.

Input Aliasing is accessed from the Audio Preferences screen. Select Input Channel Name
Aliasing/Remapping. The method is similar to that used for output aliasing — see section below.

1.14 Output Aliasing

REAPER also supports Output Aliasing. This enables you to give names to your audio outputs, names that
make sense to you. This is especially useful if your sound card or other audio device provides multiple outputs.
For example, one pair of outputs might be connected to your control room monitors, another to studio monitors,
and a third pair to a multi-output headphone monitor. By default, your outputs will have names something like
those shown here (below right). Clearly, these names are not very useful to you.

Assigning aliases to outputs can ensure that whenever you see them listed (e.g, when specifying the output to
be used by your Master) your own names will be displayed, instead of the hardware device output numbers.
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Example
To create output aliases: ) Input channe! alias/mapping
1. Choose the Options, Preferences command. ASIQ Focusite USB ASIO
2. Displa_y the Audi_o page. In the §ection Channel a Aliased Name HWHE | HW Name
Namlng/Mapplng tick the option Output Channel
Name Aliasing/Remapping. 2 Main R 2 input 2
3. Click on the Edit Names/Map button. 3 Headphones L 3 Input 3
4. Double-click in the Aliased Names column on each item 4 Headphones R 4 Input 4
in turn to edit them. In each case, after typing your : ﬁ”'ﬂ > Loop 1
R . op 2 [ Loop 2
preferred alias, click on OK to return to the Output

Channel Alias/Mapping window.
5. Click on OK to close this window and return to the Preferences dialog box.
6. Click on OK to close the dialog box.

Your specified names will be automatically used throughout REAPER. The topic of assigning outputs to tracks will
be covered later, beginning with Chapter 2.

1.15 Setting Up For MIDI

To use MIDI, you need to enable your MIDI devices. Many PCI sound cards and USB audio devices include MIDI
input and output ports (for use, for example, with a MIDI Keyboard). For beginners you should be able to simply
enable the devices and accept the default settings. Other options are available for more advanced users.

MIDI Input

Choose Options, Preferences from ™~

the Main Menu, then display the MIDI MIDT input devices

Inputs screen (under Audio). You can Device ~ ctatus mput | Al | Control | DD
select in turn each of your MIDI Input Focusrite USB MIDI 0
devices, right-click over its name, then

choose Enable Input. You can double-
click on any input device name to display its Configure MIDI Input settings (see below right). This enables
you to assign your own name (or alias) for the device, or to specify your advanced timestamp options (if
required). You can also Enable input for control messages if you wish to use the device as a MIDI controller
— see also Chapter 15.

Where several devices are present (input or output) you can click on any column header (Device, Mode or ID) to
sort the device list in that order.

If the device list includes items no longer present use the
option to Ignore device. .

To assign your own name or to specify a time offset for any Device name:  3- Focusrite LUSB MID)
MIDI Input or Output device, right click over the device name
and choose Configure Device from the context menu. If you

&) Configure MIDI Input x

Alias name: Focusrite USE MIDI

have a joystick that you wish to use with REAPER you should Sl L

click on the Add virtual MIDI button, then Add joystick R e

MIDI, then select the device name and processing script. You (U Enable input for control messages ~ Source channel
can also specify whether you wish to use it for Virtual MIDI () Do not wam i unable to open device

Keyboard input an/or as a MIDI control/learn device. Advanced MIDI event timestamp aptions

To use a Control Surface, such as a Presonus Faderport, with © Let REAPER timestamp everts (default)

REAPER, you should Enable input for control and select its
channel.. The use of Control Devices will be explained later in
this guide, notably in Chapters 12 and 15. ] B ] )
Timestamp precision should be ==t to match this MIDI input
Reset: Near the foot of the MIDI Input Devices preferences device driver. If the driver precision is unknown, let REAPER
window there is the options for Reset all MIDI devices. mestam MID! events.
Loopback: This advanced topic is best ignored by beginners. ok |
The Add virtual MIDI button includes an option to Add
loopback MIDI device. This allows a device to receive the
MIDI of the matching output, with a delay of one audio block.

() High precision system timestamp (3PC)
() Low precision system timestamp (TG T)

Cancel

vy 1
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MIDI Output

Choose Options, Preferences from the MIDI output devices

Main Menu, then display the MIDI

-~

Status Enable Clock D

Outputs screen (under Audio). You can Device

select in turn each of your MIDI Input
devices, right-click over its name, then

i3- Focusrite USE MIDI
Microsoft G5 Wavetable Synth

. 1
[use cautiously] o

choose Enable Output. You can double-

click on any input device name to display its Configure MIDI
Output settings (right). This enables you to assign your own
name (or alias) for the device, or to specify your advanced

timestamp options (if required).

Experienced users might wish to note that these options are also
available on the context menu that is displayed by right-clicking

on the device (shown below).
Other Audio Preferences.

=

Device Status

3- Fxausrite USB MIDI I

Configure device...

+  Enable output

Send clock to output

Do not send reset messages

Low latency cutput mode (low precision)
Do not warn if unable to open device

Ignore device

Device ID

Abbreviate long device names

There's one further Preferences screen you will probably want to visit before you get started — VST Plug-ins.
REAPER has several pages of Plug-in Preference screens, but most can (at first at least) be left to their default
settings. However, if you have a collection of VST and/or VSTi Plug-ins (including VST3), REAPER needs to be

There are other Audio
Preference screens that
we have not yet
examined, including
Buffering, Playback
and Recording. These

r? Configure MIDI Cutput

Device name: 3 Focusrite USB MIDI

Mias name: 3 Focusrite USE MIDI|

Enable output to this device

[C) Send clock to this device  [_| No SPP/continue
|
|

|_J Do not wam if unable to open device

| Do not send reset messages

| Open device in low latencydow precision mode

Offset output to this device by:  0.00 ms

oK l Cancel

Dlzizrl 1771

will be dealt with later in this User Guide, particularly in Chapter 22.
Newcomers are advised to eave these settings at their defaults: you can
return to change them later if the need arises so. When finished, clicking
on OK will, of course, close the Preferences box and cause your

settings to be remembered.

This section has covered the general issues involved in setting up your
system for working with MIDI. For project specific settings and options,
see Chapter 2. In particular, if you are working primarily with MIDI
material you may wish to change the default project timebase setting.
This too is explained in Chapter 2.

1.16 VST, CLAP and LV2 Plug-ins

told where to find them.

VST plug-in paths (can be multiple paths separated by semicolons):

*

|C:'-.Program Files {(x86)"V5TPluglns:C:\Program Files"Cakewalk\VstPlugins:C:\Program Files'\Cor

Note that VST3 plug-ins | REAPER Preferences
should be kept in Loop Recording ~ | WST plug-ns settings
directories separate Rendering
from other plug-ins. ’“ﬂhﬁegram
edia
Choose Options, Peaks/Waveforms
Preferences , then Fades/Crosstades
select VST in the Plug- [ | _J=ck ool Fencie
N . iting Behavior
ins section. You can -~

Re-scan... Scan new./updated plug-ins on startup Edit path list...

F muttiple VS Ts are scanned with the same dll name, only one will be available: either the plugin
found later in the path list, or highest in the directory structure for a given path.

use the Edit path

list... button to locate your plug-ins. This offers you a number of options. Add system VST paths will detect
and select those directories used by default for installing many plug-ins. You can also use the Add path... option
to identify and add other folders. You can leave most other settings as they are (at least for now).
MacOS uses two “built in” folders for installing shared plug-ins. These are Library/Audio/Plug-Ins and
Users/ <your account>/Library/Audio/Plug-Ins. REAPER will scan these by default: you should, however,
check that they are automatically listed as your VST plug-in paths. If not, you should add them.

By default, REAPER will scan the specified directories to look for new plug-ins each time it starts up. You can
disable this by turning off the option Scan new/updated plug-ins on startup.
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Windows by default uses C:\Program Files\Common Files\VST3, but if your VST plug-ins are spread across
several folders it might not be able to locate all of these for you. In this case you may need to use the Add path
... option several times, each time selecting one of your folders. Use the OK button in the Browse for folder
window each time after selecting the folder name. Clicking the Re-scan button in the above window will then
make the contents of your VST and VSTi folder(s) available immediately. REAPER will also scan any subfolders.
Re-scan... button will also check for any listed plug-ins that failed to scan earlier.

REAPER will automatically scan your VST folders each time the program is launched. You can also return to this
screen at any time and add more VST folders later. Specify the extra location(s) of your VST plug-ins, then Re-
scan then Apply then OK to close this screen and cause your new settings to be remembered. You can find
more information about the various VST Preferences settings and options in Chapter 22.

VST and VST3: important note: REAPER scans for VST plug-ins according to your directory list, from left to
right. If a VST3 plugin is named even slightly differently from its VST version, both will be installed. If both are
named identically, only the last one found will be installed. Consider making your VST3 directory last in the list.

Of special use to Linux users, REAPER will also automatically scan for LV2 plug-ins, and install any that it finds.
Various options for managing LV2 plugins are available on the Options, Preferences, Plug-ins, LV2/CLAP page.

REAPER also supports Clever Audio Plugin format (CLAP) plug-ins. Options for scanning and installing these are
also available on the LV2/CLAP preferences page.

1.17 REAPER’s Installed Folders and File Location

The locations to which REAPER's various resources are installed will depend on whether you are using OS X or
Windows, and

. e
even then which 8608 L REAPER
version: for [ «|» | | 22 | = Pl mi | [£5~] (=~ Q
examp|el Back: View Action Arrange Search
Windows 11 FAVORITES 1 Application Support » || AddressBook = [ MouseMaps
behaves = All My Files [] Assistants [ com.apple.QuickLook F| [l presets
. = ] Audio || CrashReporter = || ProjectTemplates L

dlff_erent_ly from 7. = AirDrop 3 Caches + [ Dock ~ reaJrJer_Iice:se_kev.rk
To |dent|fy where % Applications | [ ] Calendars ~ |] Focusrite L reaper-auplugins-bc.ini
the various files [ Desktop | ColorPickers [ Mail - reaper-auplugins.ini

= || Colors r ] Preview =] reaper-install-rev.txt
are located, ® b ; = reap
choose Show L POCUmENt [ Compositions ’ reaper-kb.ini

.~ Downloads || Containers = || SyncServices L reaper-license.rk

-
REAPER ] = i (] Cookies " reaper-menu.ini
resource path in = Musi [ Favorites L reaper-midihw.ini
explorer/ finder ol BISIG | FontCollections I reaper-maouse.ini
from the Options @ Pictures || Fonts L reaper-pinstates.ini
menu. f . SR s R

Shown here is an example of the OSX Finder path. The Windows Explorer display is similar. Several of these files
will be referenced elsewhere in this guide. Meanwhile, you might find the following table helpful:

REAPER's Installed Folders and File Locations

The Registry Windows users note: REAPER does not store any install data, settings or
(Windows only) preferences in your Windows Registry. Windows will set up an item for
REAPER under HKEY_ LOCAL_MACHINE, Software but it contains no data
other than keeping a record of your file movements in Registry areas such
as its MUICache and creating file associations, so that you can open .RPP
files (for example, in Windows Explorer) by double-clicking on them.

The REAPER Install MacOS installs REAPER to its Applications folder. Copy any PDF files (such
Directory — MacOS as this User Guide) that you want to be able to access from REAPER's Help
Menu to:

/Users/<username> /Library/Application Support/REAPER

With some versions (e.g. Lion) you may need to hold down the Options key
while displaying the Go menu to make this path accessible.
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REAPER's Installed Folders and File Locations

The REAPER Install By default, REAPER on Windows installs to C:\Program Files\REAPER
Directory - Windows Copy into this directory any PDF files (such as this User Guide) that you
want to be able to access from REAPER's Help Menu.

Some of the optional install items are held in sub-folders of C:\Program
Files\REAPER. These include the COCKOS ReaPlug VST plug-ins and (if
installed) the SWS Extensions. Anything stored in this directory is accessible
to all users of REAPER on this computer.

Most REAPER features (such as configuration files and custom settings) are
placed into an Applications Data or AppData folder. The location of this will
depend upon which version of Windows you are using.

The Application Data/ To access the REAPER AppData or Application Support folder, choose
Support Directory Options, Show REAPER resource path... from REAPER's main menu.
Some of the main items you can expect to find there are listed below.
Sub Directories You should find that you have a number of sub-directories here, such as:
Color Themes Plug-ins
Configurations Presets
Cursors Project Bays
Data ProjectTemplates
Effects QueuedRenders
FXChains Scripts
KeyMaps TrackTemplates
MenuSets User Plugins

Many of these are self-explanatory, especially those which contain the
various files and items that you can create yourself as an aid to managing
your REAPER projects. For example, any FX Chains that you create will be
stored on the FXChains sub-directory. Custom menu and toolbar data is
stored in the MenuSets sub-directory, and so on.

Topics such as creating FX Chains and Custom Menus are covered
elsewhere in this user guide.

Information held in the Data directory includes track icons and toolbar
icons. The Effects folder is where your JS effects are stored.

preset-vst-plugname.ini For each VST plug-in, a separate file is used to store any presets that you
have created or imported.

REAPER.ini This includes all of your Options, Preferences settings, information about
your last screen layout, and your recently used projects history.

reaper-dxplug-ins.ini These files store information about your installed plug-ins.

reaper-vstplug-ins.ini

reaper-reginfo.dat Store your product registration data

reaper-reginfo.ini

reaper-recentfx.ini This file stores a list of your recently used FX: this list is used to produce the
Recently Used FX submenu that is available in the Mixer.

screensets.ini This file stores details of your windows screen sets. Note that track screen

sets are stored with the relevant .RPP file.

Specify Default Paths for | You can use the General, Paths page of your Options, Preferences to

Saving new projects, specify default paths saving new projects and for your recorded media
Recording and Rendering | items. For recorded media, however, any path specified in your Project
(see also Chapter 3 and Settings will take precedence over this.

Chapter 22). You can also specify default paths for your waveform peak files and for

project rendering.
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There's one more thing that might interest you here. All of the settings, preferences and custom files are text
files. Any of them can be opened and modified using a text editor such as Notepad. This even applies to
REAPER's project files, with .RPP extension. Of course, most probably you will never need to do this, and if you
do, you should always take a copy first, just in case of any errors or accidents. However, you should never try
to use a text editing program to open, view or edit any file ending in .app, .dmg, .exe or .dll

1.18 Localization and Language Packs

You can select a language pack for REAPER to use for its menus, dialog boxes, tool tips, and so on. The default
language is U.S. English. Language packs are managed from the General page of REAPER's Preferences.

To see what language packs are available, and to download any, click on the link Download language packs
(see below). This will take you to a URL where you can follow the links (including to REAPER Stash) to find your
language. After downloading, close the

Preferences window and use the
command Options, Show REAPER
resource path in Explorer/Finder to
display REAPER's resource folders. Next,
drag and drop the downloaded file(s)

General settings

English [US] - default

Language: “w | frestart REAPER after changing lang

English [US] - default
Import co <prompt on load>
Deutsch+5WS (ansi) [DE] WIP (12080

Download language pack:

: Undo setti| Frangais V5.0
into the LangPack folder.

To select a language pack other than
U.S. English, select from the drop down
list (right) and click on OK. You will need to restart REAPER for the language to take effect.

fisables undo/prompt to save)

Ervelone noint A tme [ | coumar nosit

1.19 Backing Up Settings

In this chapter you have been introduced to some of REAPER's settings and preferences. As you progress, you
will find many more. You can back up these settings and preferences at any time. This can be a good precaution
to take against system failure, and can also be used to ensure identical REAPER installations on two or more
machines. The procedure for doing this is explained in REAPER’s General Settings (Chapter 22) in the categories
Import Configuration and Export Configuration. Don't be concerned if you do not yet understand the meaning of
many of the options. Just keep it in mind that this facility is always available.

If uncertain about what to back up, it can be a sensible precaution to backup all your configuration settings from
time to time, each time to a new ReaperConfig.zip file. How often you should do this really depends on how
often you make changes to any of your settings, and how important those changes are to you. Remember to
keep a copy of your ReaperConfig.zip files off line, for example on an external drive or a USB flash drive.

1.20 Running REAPER on
a Flash Drive

You can install REAPER on a USB
flash device, or other external drive.
This ensures, for example, that if
you are going to be away from
home or your normal workplace,
you can take your USB Stick (or
external drive) with you, plug it in
to a computer, and away you go.
Before you can install REAPER on a
flash drive, it makes sense to first
install it on your hard drive. When
you then install REAPER to an
external device in this way, all your
settings, preferences etc. are also
migrated.

The install method is different for
MacOS and Windows users.

7 REAPER v6.0rcd Setup — x

Choose Install Location
Choose the folder in which to install REAPER v6&.0rc4.

Setup will install REAPER v6.0rc4 in the following folder. To install in a different folder, dick
Browse and select another folder. Click Next to continue.

Destination Folder

|H:'|,

| | Browse...

Space required: 106.6MB
Space available: 1.2G8

Partable install

Cancel
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MacOS

1.

Insert the flash drive into a USB port. Create a new folder on this flash drive, e.g. REAPER4. In this folder
create an empty text file called reaper.ini

2. Open the Mac folder containing the REAPER disk image (.dmg) file: this will most likely be Downloads.

3. Double click on this file to open it. Drag and drop the REAPER icon to the new folder on the flash drive.

4. Be patient. There is a large number of files to be transferred. This can take 10 minutes or more.

Windows

1. Insert your external device into an available USB port on your PC. Note its drive letter (e.g. E:, F:. G:, H:.
I:. etc.). This will depend how many internal hard drives, disk partitions, external hard drives, DVD
burners, etc. you have already installed.

2. Double click on the REAPER install file to start the install process.

3. Click on I Agree to accept the license agreement. The Choose Install Location window will be displayed.

4. Enable the option for Portable install.

5. Click on Browse. Select your flash drive and click on Make New Folder. Name the folder (e.g. REAPER)
and press Enter.

6. On returning to the screen shown here, work your way thru the installation process in the normal way.

7. Wait while the various files are installed. There are a lot of files and this might take quite a few minutes.

1.21

REAPER Start Menu Options (Windows only)

Normally to start REAPER you can simply double-click on your Windows desktop shortcut. This will cause REAPER
to be started in accordance with your existing preferences and settings. However, for times when you do not
wish to do this, you should also be aware of other options available from the Windows Start menu.

Click on the Start button, then All Programs then REAPER (or REAPER x64, as appropriate) to be presented
with a flyout menu of choices:

Menu Command Explanation

Install REAPER to USB key This can be used to install REAPER to a Flash drive or similar device.

However, the method described earlier in this Chapter is simpler!

REAPER Starts REAPER normally, with last project.

REAPER (create new project) Starts REAPER with a new project file.

REAPER (reset configuration to |Starts REAPER and resets all settings, options and preferences to factory
factory defaults) defaults. Use this with caution!

REAPER (ReWire client mode) |Opens REAPER as a ReWire client. This is beyond the scope of this User

Guide, but is discussed in overview towards the end of Chapter 17.

REAPER (show audio Starts REAPER with the Audio settings Preferences page.
configuration on startup)

REAPER EULA Displays License information.

Uninstall REAPER Uninstalls REAPER. If you need to uninstall REAPER for any reason, you

should always use this method.

Whatsnew.txt Opens the text file displaying a history of new features and changes

introduced in each version of REAPER.
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1.22 REAPER File Types

Like any other program, REAPER creates a series of files that it uses to store your work. Some of the main file
types and their purposes are described in the table below, along with other useful information.

File Type Example Explanation

.RPP Alone.RPP This file is the core of your project. It holds all the

REAPER Project File information about your tracks, your media and their
settings. .RPP files are stored in text format.

.RPP-bak Alone.RPP-bak When you save an existing project file, the previous version

Project Backup File is saved with the .RPP-bak extension. You can recover a

project from its previous state by opening the backup file.

Note: Sooner or later you should familiarise yourself with REAPER’s project backup options (see section
22.3.1 of this guide) for managing and organising your backup files.

.RPP-UNDO Alone.RPP-UNDO This file type will be created if the option to save undo
Undo History File history with your project files is enabled in the Undo
Settings section of the General section in your Options,
Preferences window. See Chapter 2 for more information.

.reapeaks Vox.wav.reapeaks These files contain the information necessary to enable
REAPER Peaks File REAPER to draw the waveforms etc. on your media items.
.reapindex Vox.wav.reapindex These files contain index information about your individual
REAPER Peaks File media items.

1.23 User License Information

By default, REAPER's title bar will display license information such as the registered user’s name. This can be
changed on the Purchase tab of the window that is opened by the Help, About REAPER command.
Alternately, you can set your display to full screen mode — this is toggled on and off in Windows by pressing
F11, in OS/X by Cmd F11.

1.24 Pops and Clicks

You're nearly ready to start making music with REAPER! Before you do, though, you should take a few moments
to read this section, which deals with the not uncommon problem of unwanted pops and clicks being heard when
you play back your music. This is a computer issue rather than a REAPER specific issue, and is generally less
likely to occur with a Mac than with a PC.

If you encounter unwanted pops and clicks when you play back a song in REAPER, then most probably all it
means is that your audio device settings are not right for your computer. As a quick fix, try adjusting the block
size (Preferences, Audio, Device), starting at 128 and working up thru, 256, 512, 768 or 1024 to find the
lowest setting for your system at which you can play back your music without any pops or clicks getting in the
way. If you do encounter this problem, you should also read Chapter 22 to learn more about this topic.

1.25 Uninstalling REAPER

There is no need to uninstall your current version of REAPER before installing a new one. Your existing
installation will automatically be upgraded from the new installation. However, should you wish to uninstall
REAPER for any reason, MacOS users should simply drag the REAPER icon into Trash and then remove the folder
~ [Library/Application Support/REAPER. Windows users should follow this procedure:

1. Click on the Windows Start button, then All Programs, then REAPER then Uninstall REAPER.

2. When the REAPER Uninstall Wizard is displayed, click on Uninstall.

3. When the uninstall process is finished, click on Close.

4. When prompted, choose Yes if you wish to see which files have been left on your Hard Drive, otherwise

choose No.

Tip: If you are likely to be reinstalling REAPER at some later date, do not remove these files. This will ensure
that your previous settings and preferences will be recalled when it is reinstalled.
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2 REAPER Project Basics

In this chapter you will be shown the basic essentials of working with a project file in REAPER. Topics include
opening and closing files, navigating the REAPER environment, working with tracks and audio effects, and more.

Track Panel and Mixer Panel Layouts. By default, REAPER uses Layout A for both panels.with this layout,
when the mixer is open, some track panel controls are not visible: when it is closed, all track controls are visible

2.1 Opening an Existing Project

To open an existing REAPER Project File, use the File, Open Project command, or the keyboard shortcut

Ctrl 0. As with other Windows Apps, you will need to navigate to the appropriate folder to find your project.
Recently used projects can more easily be opened using the File, Recent Projects command. This causes a list
of up to the last 100 recently used project files to be displayed. You can then select any file from that list.

The General page of your Options, Preferences window offers a number of options. At this stage there
should be no need for you to dig deeply into these, but be aware that they are there. In particular, you can:
® Selecta

language other
than English,
provided that the
necessary
language pack is
installed. b

® Manage your
Export and
Import
configurations.
These let you
transfer copies of
your various
REAPER
preferences and

[ r? REAPER Preferences

Undo

Paths

Keyboard /Multitouch
Project

Backups

Track/5end Defaults

ltem Fade Defaults

tem Loop Defaults
Audio

Device

MID| Devices

Buffering

Mute/Solo

Flayback

Scrub/log
Appearance

Media

Peaks/\Waveforms

General settings
Language: <prompt on load> R Language pack options

Import configuration. .. Export configuration...

Startup settings

Last project tabs -
Automatically check for new versions of REAPER on startup
Create new project tab when opening media from explorer.finder

Open projectis) on startup:

Show splash screen on startup [T Skip animation

Check for muttiple instances when launching when launching with project/media

Maximum projects in recent project list: 50 Recent project list display

Wam when REAPER's memory use reaches 0 megabytes (0 to never wam)

x|

settings between
computers.
® Startup settings
determine
REAPER's behavior each time you open the program. You can choose to open the Last project tabs, i.e.
any projects that were open when REAPER was last closed, or to open a New project or to Prompt you
every time.
® Specify whether you want to Automatically Check for New Versions of REAPER on Startup.
® Whether to Create a new project tab for projects opened from explorer/finder. This option will leave any
project (s) already open to remain open on separate tabs.
® Whether to Show splash screen on startup and if so, whether to Skip the animation.
® Whether to Check for multiple instances of REAPER on startup. If enabled this will prevent you from
opening another instance of REAPER when one is already open.
e Determine the number of files displayed on the Recent project list and what information to display (e.g.
file name only, file name and path, with an option also to Clear recent project list.
® Whether to warn you when REAPER’s memory usage reaches a specified level.
Notice too the command Continuous scrolling on REAPER’s main Options menu. If disabled (the default), the
play cursor will scroll from left to right during playback. If enabled, this cursor will find and then remain
stationary in the center of the arrange window during playback, while the media items scroll across the screen.

Advanced Ul/system tweaks....

Choose language from installed languages (you must quit and restart REAPER for I QK I
langusge changes to take effect. —

Find Cancel

The examples used throughout this guide use the project file All Through The Night.RPP. This can be
downloaded from www.cockos.com/wiki/index.php/REAPER_User_Guide. It might help you to keep that
project open while using this documentation. Take a copy of these files and work with them.
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2.2

Project Settings

REAPER project settings can be set for individual projects. The Project Settings dialog box is opened by the
File, Project Settings command, or by pressing Alt Enter. The five pages of settings are- Project Settings,
Media, Video, Advanced and Notes. If
in doubt, accept the default values.
Project Settings: Project Settings
These include:

Project Sample Rate: for example,
44100 Hz (CD standard) or 48000 Hz
(DVD standard).

Option to force the time signature to
beats or whole samples.

Project beats per minute and time
signature.

Method for setting the timebase for
items/envelopes markers and for
tempo/time sig - essentially you have
a choice of Time, Beats (position,
length rate) or Beats (position only).
Project start time and measure
(includes option to Base ruler
spacing on measure 1) Leave
these at their defaults for now. In
Chapter 12 you'll see when, why and
how to change them.

There is an option to Base ruler
markings off any specified start
measure. The default is the first.
Playback and render resample
mode — from Lowest (point
sampling) thru Medium (64 Sinc) to
Extreme HQ (768 HQ Sinc).

Default modes and parameter
to be used for pitch shifting and
stretch markers See Chapter 10.

Project Settings: Media
These include:

Paths (primary and secondary) to
store media files. For example, if you
specify “"Audio” then your media will
be stored in a folder called Audio, as
a sub-folder of the project folder. If
left blank, REAPER will use the
project file folder.

Option to use or over-ride the

‘-f Project Settings

Project Settings Media Video Advanckd Motes

Project sample rate: | 44100 - | Hz (if unset, use hardware default)

] Force project tempo/time signature changes to occur on whole samples

Project BPM: 120.000 Time signature 4 f 4

Timebase for tems//envelopes/markers:  Time

Timebase fortempo/Aime signature envelope: Beats

Project start time:  00:00:00:00 Change start time/measure...

Start measure: 1| Base ruler label spacing on measure 1

Playback resample mode:  Sinc Interpolation: 64pt medium quality)

Render resample mode: Sinc Interpolation: 192pt

Default pitch shift mode: SoundTouch

Pitch shifter parameter: Default settings

Stretch marker mode: Balanced

Cancel Save as default project settings

r? Project Settings

Project Settings  Media  Video  Advanced Motes

Path to save media files (can be relative. leave blank for same path as project file):

| | Browse...

Secondary recording path (blank for none, can be enabled pertrack):

| | Browse...

On import of media to project: | Use global preference (do not copy media to project

Recording

Audio format for new recordings: | WAV w
WAV bit depth: | 24 bit PCM ~ | Largefiles: | Auto WAV Waved
[ Write BWF (bext’) chunk [ Include project filename in BWF data

Do not include markers or regions | [[]Embed project tempo (use with care)

Format for Apply FX. Glue, Freeze, etc:

Automatic wav (recommended)

Default format for project /region render:

{not set)

Cancel Save as default project settings

global preference for copy media on import. Media items can be copied to the project file folder.

Recording format - typically WAV or MP3, but there are others , e.g. AIFF, DDP, FLAC, OGG Vorbis
Video (GIF) and WavPack. Each of these comes with its own set of options and settings.

Settings and specifications for chosen recording format — e.g. for WAV files this includes Bit Depth.
Whether to include markers and/or regions and whether to embed the project tempo.

Preferred media formats when FX are applied, or items are glued or frozen, and when media items are
rendered. Also, default media format for project and regions. You have the same range of formats,
options and settings as you have for recording format.
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Project Settings: Advanced

e Item Mix Behavior. See right. Determines behavior when one Enclosed tems replace enclosing items
media item is placed on top of another: enclosed items to - -nlace enclosing items
replace enclosing items, items always to be mixed, or for the ttems always mix
newer item to replace older item. (iems aways replace sarier tems b)

e Track mixing depth. If unsure, leave at the default setting.

® The option to allow feedback in
routing. Feedback routing can risk () Project Settings *
damage to audio equipment. If in
doubt, do not select this option.

Project Seftings Media Video Advanced Notes

[ ] AutO-bypaSS FX that report tail ltem mix behavior: Enclosed tems replace enclosing items
length or have autotail set ... Track mixing bit depth: |64 bt float (default)
® ... threshold. Establishes dB floor [] Allow feedback in routing (can result in lower peformance, loud noiges)
below which a FX where this option (] Auto-bypass FX that report tail length or have auto-ail set, threshold: dB
has bee_n enabled ShOUId_ be bypassed' [] Extemal timecode synchronization Configure ReWire client settings
® The option to synchronize project [ Limit project length. stop playback/recording at:
with an external device timecode. Enable ‘Preserve pitch when changing rate” for new tems
® Rewire client_ settings. These are Bezier envelope segments are affected by sumounding non-bezier points
shown below rg ht. Smooth abrupt volume/pan/width envelope changes by ms {max 250)
® There are options to limit project
- . Default track channels: |2 ~ | Default parent send channels: | All
length and recording time, also to
set the default state for Preserve Pan mode: | REAPER 3x balance (deprecated) w
pitch when changing rate. Fan law: dB  []Gain compensation {boost pans)
e Option to prevent bezier envelope Sine taper &
segments being affected by

Cancel Sawe as default project settings

surrounding non-bezier points.
® Smooth abrupt —
volume/pan/width envelope changes: applies square envelope points less abruptly.
® Default number of track channels and parent send
channels for new projects (up to 128).
® Specifying a track default pan law . The pan law
determines how relative track volume behaves when a track
is panned more to one side or the other.

f? ReWire Client Project Settings >

(®) Build tempo map autornatically as master plays h
() lgnare tempo change notifications from master

® Gain compensation boost can be enabled or disabled. Send loop point/iepeat change requests to master
This is discussed in more depth later in Chapter 2. Play project [0 | audfio blocks early (ususlly )
o Default track pan mode. You have choice of pan modes, L
some mono, some stereo. See Chapter 11. Cancel | 10
Project Settings: Video: Explained in Chapter 20. e e i

The Project Timebase Settings

The project timebase controls how media items, envelopes and project markers behave when project tempo
changes. If possible, get your project timebase settings right before you record or import any items. The default
is Beats (position, length, rate) for items/envelopes/markers and Beats for tempo/time sig envelopes. For
more information choose the main menu command Help then Project timebase help.

It's worth also noting that you can still over-ride the project timebase setting for individual tracks within your
project. To do this, select the track(s) and choose Track timebase from the track control panel context menu.
To do this for an individual item, select the item then press F2 to display the Item Properties dialog box.
Project Settings: Notes

Notes and comments can be included with your project file. Options include automatic word wrap and automatic
display of notes each time the project is opened. By default, word wrap is turned on for new projects. Text saved
as the Title or Author can be used with the $title or $author wildcards as metadata when rendering.

Save as default project settings: click this button if you wish to save all your project settings as defaults for
new projects: options can be changed for individual projects.
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2.3 The Transport Bar

If the Transport Bar is not visible in your REAPER window, use the View, Transport command to display it, or
use the keyboard shortcut Ctrl Alt T. The Transport Bar appear docked just below arrange view, or, as shown
here, as a floating window (undocked) inside REAPER. At this stage, the exact position of the Transport Bar is

not important. The ay (S bar) v C
P Play (Spacebar Play Cursor
?aln TlranSpOII;t Record (Ctrl R) | Toggle Repeat (R) Position
ontrols are shown Go to End (End) Stop (Space)
below, though your Go to Start (Home) Pause (Enter)

exact layout might not
be identical.

The four transport
buttons are fairly
standard — Go to Time Automation  Adjust

Start, Go to End, Time Selection Signature Overwrite  Play Rate
Record and Play.

After these come Toggle Repeat loop, Stop and Pause. The Stop button stops playback and returns the
play cursor to the position it was in when playback started. The Pause button pauses playback without moving
the play cursor.

The Record button starts and stops recording, without stopping playback. Clicking on the Stop button when
recording will stop both playback and recording. The Toggle Repeat button turns on and off the option for any
looped time selection to be played over and over again during playback.

The Global Automation Override feature will be explained in Chapter 18. Further to the left of this the current
time selection is shown (start position, end position and length). Working with and managing time selections is
a theme that will recur throughout this User Guide.
The current play cursor position is also shown: in the above example this is 7.1.00/0:12.000. Above this and
in the center is the playback status (Playing, Paused or Stopped). Notice also edit boxes that show the project
Tempo (BPM) and Time Signature values. To change the value of either box click in the box and type the
new value. Depending on your mouse preferences (Chapter 22), you can also use your mousewheel to adjust
this. Finally (in the above layout) is the playback rate. This can be made faster or slower by adjusting the fader
knob. If adjusted, this knob is colored green. Double-clicking resets the rate to 1.0. You can also hover your
mouse over the box and use your mousewheel to increase (up) or decrease (down) the value.
Three other useful transport control keys are Ctrl Left (go back a little), Ctrl Right (go forward a little) and Alt
Space (play, skipping loop selection.
Right clicking over the Transport Bar displays a context menu. This may seem slightly intimidating at first. We'll
get to the more advanced stuff in Chapter 10, but for now just notice that there are menu options available to:
e  Select your preferred time display format.
o Dock or Undock the transport in the Main Dock transport in docker _
Window. You can choose the main docker or Dock transport in main windoy
any of four other pOSitiOﬂS — Below arrange D.DEkEd transport pDSItIDn% 3 Below arrange {default)
. . . Hide Transport Abowve ruler
view, Above ruler, Bottom of main window Battor oF main window
or Top of main window. Top of rain window
e Flash transport status as yellow if a possible
audio under-run is detected.

Note: The transport bar appearance, like that of other features such as the track control panel and mixer panel,
can be modified using the theme adjuster, for example to hide any controls surplus to your requirements. This
theme adjuster will be introduced and explained in Chapter 12.

Playback
Rate

Scrubbing

The top of the edit cursor is marked by an upside down triangle. You can grab this with your
mouse and drag to move the edit cursor without affecting playback. Depending on your
preferences settings, you may need to hold down the Shift key. If you do this when the project
is not playing, it will “scrub” your audio -see Chapter 10 of this User Guide.
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24 Using the Track Controls
Basics
First, make sure that you are using REAPER’s default theme — to do this choose Options, Themes, Default.

As things stand, when you play back a project the same sound comes out equally from both speakers. That's
because no adjustments have been made to any track's Volume or Pan controls.

Which faders are visible in the track panel is determined by your

chosen track layout: in these examples, the default Layout A has | Revting fertrack 1: Vox

been used: with the mixer closed, all controls are visible. Master send channelsfromAo: Al ~ = 12~
If, despite this, some controls are still not visible, you might need [+0.00 |dB Track channels: 2~
to enlarge your track panel. Hover the mouse over the panel’s T, O—
right edge and left drag out to the right. Pan- Width- —0

Clicking on a track’s Route button reveals that by default all
output goes to the Master via parent channels 1/2. If this is not so, adjust the track settings accordingly and
check that your audio device output settings are correct.

The first rotary fader shown here adjusts a track’s = =
volume. With some layouts, this is shown as a ) v s | woure | Iex EJNGD N
horizontal fader. The other rotary adjusts the

panning, sending the signal more to the left or

the right as preferred. If you see a second pan 5 Vox ] ) s | soure | rx EINEN
control, ignore it for now. This is used with some L
pan modes to control stereo width, a more i ) Lo o

advanced concept covered in Chapter 11. To
adjust any horizontal, vertical or rotary faders in REAPER, you can:
e Left click-drag faders in the direction required, releasing the mouse when finished. For rotary faders, drag
up to rotate clockwise, down for anti-clockwise. Hold Ctrl while doing this for more subtle adjustments.
e Hover your mouse over the fader, use the Scroll Wheel to adjust the level down/up. To enable this
feature, go to Options, Preferences, Editing Behavior, Mouse and deselect Ignore mousewheel
on track panel faders and on all faders. See also mouse behavior preferences in Chapter 22.
Metering
By default, a track's VU meter shows the signal after being adjusted by the volume fader. If you wish
instead to show the pre-fader level, choose from the Options menu Pre-fader track metering. There is
an option in Preferences, Appearance, Track Meters for all track meters to display pre fader levels.
Routing
Clicking on the Route control opens the routing dialog box (shown top right of page). You can enter values as
dB for volume (e.g. -6) and as percentages for pan (e.g., 25R for 25% right) and width directly into this box.
By default, volume and pan controls apply to a track's audio output. If you want to use these to control its
MIDI signal, right-click on the track n umber in the TCP, then choose MIDI track controls, then Link track
volume pan to all MIDI channels from the context menu.

Tip: To audition possible changes, hold down the Alt key while dragging the fader with the mouse. When you
release the mouse, it will then return to its original position.
Tip: To work with more than one track, hold down Ctrl while clicking in the Track control panel on each track
number required. Then release Ctrl. Any fader or other movement will be applied to all selected tracks.
Mute/Solo
The two buttons on the right of each track’s control panel have these functions:

Mute Toggles Mute on/off for selected track(s) | Note: Both the Mute and Solo controls can also
Solo Toggles Solo on/off selected track(s) be used with modifier keys such as Alt and Ctrl for
various functions. See Chapter 5 for details.

By default, Solo causes the output of both the track and any sends to be heard. This is

known as Solo in place. Thus, a soloed in place track with a send to a reverb track will € 3
play with the reverb. To hear only the track without its sends, hold the Alt key while BRI Phase Normal |
soloing the track. The phase control button can be used to reverse track polarity.
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2.5 Pan Law and Pan Mode

When two channels are mixed the result is louder if both are panned
dead center than if they are each panned to the extreme left and
right. Pan laws enable you to compensate for this. You can choose a
default pan law for new tracks in your advanced project settings.
Right-click on the pan control to choose a pan mode (see right).
Pan modes are explained more fully in Chapter 11 when we look at
stereo panning. In brief, however, you have a number of options —
Stereo balance/mono pan is the default (see Project Settings).
This is equivalent to the mode used in versions before REAPER 4.
You can change the pan law for individual tracks. Right-clicking over
a track’s pan fader opens a window with an option to Override
default track pan law. Selecting from the list (in a range 0.0 dB to
-6.0 dB) or type in your own value. A negative setting causes the
signal at the center to be attenuated as panning increases.

The Gain compensation (boost pans) option if enabled causes
the signal's audio strength to be boosted as it is panned further away

Pan Law: 1. Vocals n

Pan mode: | Project default {Stereo balance) ~ |

. |Project default (Stereo balance
MMV Stereo balance / mono pan (defaul)  w

Sine taper e
Pan Law: 1. Vocals n
Pan mode: | Project default (Stereo balance) ~

Ovemide default track pan law

from the center. The -3 dB and -6 dB settings correspond exactly to equal power and equal gain respectively.

The pan law dropdown options are sine taper, linear taper and hybrid taper. The default is hybrid taper. With
linear taper the overall sound increases as you pan towards the center. Non-linear tapers seek to compensate for
this. There is morel information about pan laws here: https://samplecraze.com/tutorials/the-pan-law/

2.6 Navigation and Zooming

Mac users: remember you should substitute Cmd for Ctrl and Opt for Alt when using booster keys.

Navigating within the Track Control Panel (TCP)

The following keyboard shortcuts can be used to navigate within the Track Control Panel:

Function Keystroke Function

Keystroke

Go to next track. Ctrl Alt Down

Go to previous track.

Ctrl Alt Up

Adjusting Panel Width with Mouse

To adjust the width of the track panel area, hover your mouse over the vertical border separating
the TCP from the main area. The cursor changes to a horizontal double headed arrow. Drag the
border left or right to decrease/increase track panel width and release the button when the desired
track control panel width is reached. Double-clicking on this vertical border will toggle track panel

visibility on and off.
Adjusting Track Height with Mouse

+—k
E

Function Action

Adjust height of single track

Click/drag up/down on lower track boundary

Adjust height of selected tracks

Alt + click/drag up/down on lower track boundary

Adjust height of all tracks.

Ctrl + click/drag up/down on any lower track boundary

Adjust height of all tracks.

Click/drag up/down between + and — on vertical scrollbar

Toggling Track Height with Keyboard or Mouse

Function

Keystroke

Minimise height of all tracks: if already minimised,
restore to most recent previous height.

* (this is the key immediately to the left of 1,
usually directly above the Tab key).

Maximise height of all tracks: if already
maximised, restore to previous height.

~ (on most keyboards, this is the Shift key in
combination with the * key).

Increase height of selected tracks, minimise
others. Repeat to restore previous track height.

I (on most keyboards, this is the Shift key in
combination with the 1 key).

Minimise all tracks.

@ (on most keyboards, Shift with the 2 key).
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Function

Keystroke

Increase/decrease height of all tracks

Ctrl click on +/- at foot of vertical scrollbar.

normal and maximised.

Toggle height of all tracks between minimised, Double click mouse on vertical scroll bar.

adjustment and vertical zoom shortcut keys.

Make selected track(s) unaffected by track height Use Lock track height command on track

right-click context menu.

Lock/unlock track controls (volume, pan, etc.)
including the FX chain.

Use Lock track controls command on track
right-click context menu.

Zooming In and Out from the Main Menu or with Keyboard Shortcuts
Several zoom actions are available on the View, Zoom menu. Keyboard shortcuts are available as follows:

Function

Keystroke

Zoom in/out (horizontally)

+ (plus) or up arrow/ - (minus) or down arrow

Zoom to time selection

Ctrl Num Pad +

Zoom to selected media item(s)

(No default shortcut)

All tracks to same height and size up Page Up
All tracks to same height and size down Page Down
Toggle track heights to minimum t

Toggle track heights to maximum ~

Expand selected track, minimize others !

Minimize all tracks @

Scrolling with the Keyboard

The following keyboard shortcuts can be used for scrolling within a project:

Function Keystrokes Function Keystrokes
Scroll View down Alt Down Scroll View left Alt Left
Scroll View up Alt Up Scroll View right Alt Right

Zooming and Scrolling with the Mousewheel
The mousewheel can also be used for zooming in and
below summarises how the mouse wheel behaves.

out when you are navigating a project file. The table

Behavior Modifier Key for Mousewheel
Horizontal Zoom (no modifier) Zoom management options, such as set zoom center and max zoom
Vertical Zoom Ctrl level, are set in your Preferences, Appearance, Zoom/Scroll/Offset
Horizontal Scroll Alt (Chapter 22). Also, the Actions List includes several zoom actions, for
Vertical Scroll Ctrl Alt example to set vertical zoom according to theme defined sizes.

You can change any default keyboard and mousewheel assignments. For example, you could use just the
Down and Up arrows (without Ctrl Alt) to go to the next or previous track, or the mousewheel without a
modifier to scroll rather than zoom. Mouse modifiers are covered in Chapter 15.

Tip: Making and using a zoom/navigate toolbar. Zooming and navigating are much used activities. You
can make your own Zoom/Navigate custom toolbar. Creating custom toolbars is explained in Chapter

15.Keyboard Shortcut and Mouse Defaults

The command Help, Keybindings and Mouse Modifiers (Shift+F1) will open your web browser with a list of
REAPER's mouse modifiers and keyboard shortcuts. As you will see in Chapter 15, you can also define your own
mouse modifiers, keyboard shortcuts and action keys,

so as better to suit your own workflow.

Tip: REAPER makes extensive use of context menus, which also show keyboard shortcuts. These are accessed
by clicking the right mouse button. For example, for commands relevant to the track panel, right click over the
track panel. For a media item. Right click over that item ... and so on.
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2.7 The Visual Track Spacer

REAPER's visual track spacer can be used to insert a spacer
between any tracks, as required. This can be helpful in easily
identifying in a project tracks which belong together, or simply
to prevent screen clutter. A simple example is shown here.
Shown left are a vocal track and two guitar tracks. A spacer has
Gtr Neck s |® been inserted above the first and after the second guitar track

i to visually separate them from the other tracks.
Default track spacer height is 16 pixels: you can change this
value in your Options, Preferences, Appearance settings.
Spacing is added in arrange view by right clicking over a track’s track panel

O Gtr Bod Vi

and choosing Virtual spacer from the context menu. Options are to add a Insert spacer before tracks h
spacer before or after the track, or both, or to remove existing spacers. iesrtizpaceatientacks
To add a spacer after or before a number of adjacent tracks, simply select Insert spacer before and after tracks
all of the required tracks and right click over any one of their track panels: Remove spacer before tracks
choose Virtual spacer from the menu, then make your selection as before. Remove spacer after tracks
Note that if multiple tracks are Remove spacers
Track Manager

selected, the space will be

| added before the first track in the selection, or after the last track,
or both, depending on your menu selection.

# A quick and easy way of adding or removing spacers between

; T - — tracks is within the track manager. The track manager is covered

3

4

+ Name TCP MCP 5 M Spacer

GirNeck |+ |« in detail in Chapter 12.

Bouzouki |+ g - For now, note that spacers can be added above any track or tracks.
2 — Simply click in the Spacer column for each track where you require
spacing to be added: click again to remove the spacer (see above left).

Jjogooo

If you are moving a track or track selection up or down the track order, you
can drop the track below a spacer to place it after the spacer, above a spacer
to place it before the spacer, or in the middle of a spacer (as shown here) to
show spacers both above and below it.

To move a spacer from one track to another, use Left drag up or down. To
copy a spacer from one track to another, use Ctrl left drag up or down.

2.8 Directing Audio and MIDI Output

Audio output will by default go from your master to the first available pair of outputs on your soundcard (usually
outputs 1 and 2), and only to this pair. If your sound card has multiple pairs of outputs and you wish to change
this, you can do so via the Routing Matrix (View, Routing Matrix or Alt R).

MIDI Output can be directed to an external hardware or virtual synth (such as Microsoft GS Wavetable) or to a
VSTi Instrument plug-in. For the former. Open the track’s routing window and select the required synth from the
MIDI Hardware Output drop down list. Alternately, to use an instrument plug-in, insert the required VSTi in the
track’s FX chain. This will usually be the first item in the chain.

2.9 Using the Navigator

The REAPER Navigator shows an overview of your
project. It can be zoomed in or out to display a
selected area area of your project.

To display the Navigator, choose the View,
Navigator command. Use Ctrl Alt V to toggle the
Navigator display on and off.

You can also use the Navigator to scroll thru your
project. Simply position the mouse over the box
within the navigator window that represents the on-screen area of your project. Then hold down the left mouse

MOMITOR P (]
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button, and click and drag to scroll the display. Release the mouse button when finished. Other ways of using
the Navigator are:

Activity Method Activity Method
Define area to display Right drag Zoom in/out tracks only Alt right drag
Reposition display area. Left click Zoom in/out time only Ctrl right drag
Move display area. Left drag Move play area and cursor Ctrl left click
Note also that the mousewheel can be use to scroll and/or zoom as in workspace itself.

2.10 Track FX Basics

FX can be used with
REAPER, for purposes
such as EQ, compression,
chorus, reverb and more.

Add FX to Track 4 "Bouzouki” i nl
FX  Options

Fitter:

~ | Clear fitter

Track FX (JS, VST, VST3
and DX, VSTi, VST3i and
DXi, and, for Mac users,
AU) can be added to
tracks and media items €
from the FX browser or by |
directly inserting them into

the track or item FX

=I- Al Plugins || Container

VST: ReaStream (Cockos) (8ch)
VST: ReaSumound {Cockos)
VS5T: ReaSumoundPan (Cockos)
V5T: ReaTune {Cockos)

VST: ReaVerb (Cockos)

W5T: ReaVerbate (Cockos)
V5T: ReaVocode (Cockos)
VST: ReaVoice (Cockos)

VST: ReaXcomp {Cockos)

V5Ti: ReaPlay (Cockos)

V5Ti: ReaSamplOmatic5000 (Cockos
VST: ReaMIMJAM (Cockos) V5Ti: ReaSynDr (Cockos) (4 out)
VST: ReaPitch (Cockos) W5Ti: ReaSynth {Cockos)

> £ >

Video processor

VST: ReaCast (Cockos)

V5T: ReaComp (Cockos)

V5T: ReaContralMIDI (Cockos)

WST: ReaDelay (Cockos)

WST: ReaEQ (Cockos)

VST: ReaFir (FFT EQ+Dynamics Processor) (Cockos)
VST: ReaGate (Cockos)

V5T: Realnsert {Cockos)

W5T: Realimit {Cockos)

Chain. Media item FX are
explained in Chapter 6.

Cancel

Many FX plug-ins are

supplied with REAPER, including Jesusonic and Cockos effects.

We'll examine many of these later in this User Guide, especially in Chapters 6 and 16. For now, let's just focus on
some general aspects of how audio FX fit in to the REAPER scheme of things. To access any of these FX, simply

follow these procedures:

FX can be added to any track or item FX directly from the main FX Browser window. Each track and item also
has its own FX window: these are most suitable for managing the individual FX parameters and the FX chain
itself, although FX can also be added to individual track and item FX from within this window.

From the FX browser...

You can do this ...

Open the FX Browser

Choose View, FX Browser command or press Shift F.

Add FX to a track or item

Drag and drop FX from FX Browser to track panel or mixer panel or item.

Add FX with preset

Right click on FX name, choose Add with preset from menu.

Add several FX to a track or
item

Use Ctrl left click to build selection. Drag and drop selection from FX
Browser window to track panel or mixer panel or item.

Add one or more FX to a
number of tracks or items

Select the tracks (track panel) or items (arrange view). Select the FX.
Right click over any selected FX, choose Add to selected tracks or Add
to active takes of selected items.

Rename the FX

Right click on FX name, choose Rename FX... from menu.

Create keyboard shortcut

Right click on FX name, choose Create shortcut ... from menu. This
shortcut can now be used to insert that FX into any track or media item.

Set default preset for FX

Right-click on FX name, choose Set default preset and select a preset
from the list.

Insert previously saved FX
chain in a track or item.

In FX Browser, select Chains in left hand panel. Drag and drop required
chain to track panel or mixer panel or item.
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From the FX browser... You can do this ...

Create new track and add FX

Drag FX from FX browser window to empty area of track panel.

Dock FX Browser

Right click on title bar, choose Dock FX browser in docker To undock,
right-click on browser tab and deselect Dock FX browser in docker.

Advanced technical default

options Advanced plug-in defaults.

More advanced technical options are documented in the section

From a track FX window... You can do this ...

Open a track’s FX window
on Add button.

Click on track’s FX button. If no FX chain already exists for this track, click

Add FX to track FX chain

Double-click on the required FX in FX browser window.

Add several FX

Use Ctrl click to build selection, then click on FX browser Add button.

Set FX to bypass (toggle)

In the FX chain, click on the FX name, press Ctrl B.

Set FX to offline (toggle)

FX, offline FX will consume no CPU.

In the FX chain, click on the FX name, press Ctrl Alt B. Unlike bypassed

Note: Any plug-in added to an FX chain will then be displayed in the FX Browser's Recently Used FX folder.

2.11 Using the Supplied FX Presets

FX Edit Options

To get started you might wish to explore some of the presets that come
with these plug-ins. For example, Cockos ReaDelay includes presets which
you can try with your various tracks. Simply display the drop down list and
select the item that you want (example shown right).

Most of the Rea plug-ins include presets, which you can explore for yourself.
Of course, you can also make any adjustments and changes to these that
you like, in order to customize them more precisely to your own needs.

VST: ReaDelay...

I:

Test

Reset to factory defautt
— User Pregets (mpl) —
stock - vocal slapback
stock - slap fb

stock - basic 5tap ping p

To set any FX preset as the default for that FX
1. Select the required preset from the drop down list.

2. Click on the + button to the right of the list and choose Save preset as default from the menu.

3. Type your own name for the preset and click on OK.

To download more presets, go to http://stash.reaper.fm/ and follow the link to FX Preset Libraries.

To import downloaded presets into REAPER, follow this sequence:

1. Insert an instance of the plug-in into any track.

2. Click on the + button (next to the Param button in the FX Chain window).
3. Choose Import Preset Library.
4.

Navigate to and select the required .RPL file then click on Open (or, to insert

several files, use Ctrl click to build your list before clicking on Open.)
To select a preset when loading an FX
1. Open the track FX window and click on the Add button.
2. Select required category (e.g. Cockos) and required FX (e.g. ReaEQ).
3. Right click on the FX and choose Add to... from the context menu.
4. In the FX window, click on the + button then select the required preset.

2.12 Controlling Track FX

|

Param | 244 in2ou m‘

Save preset...

Save preset as default...
Delete preset

Rename preset...

Move up

Move down

Import preset library (.rpl)...
Export preset library (.rpl)...

REAPER provides you with a number of tools to help you manage your Track FX. For example, you can:

Change the order in which they are applied.
Copy or move any FX from one track to another.

Bypass individual FX or an entire FX chain.

Save (and retrieve) any sequence of FX as a chain that can be easily inserted into other tracks.

Specify a default set of FX to be automatically inserted into new tracks for your project.
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In order to do this ...

You need to do this ...

Dock the FX Chain

Choose the FX, Dock FX Window in Docker command.

Adjust the values for track FX
parameters

Drag with the mouse, or scroll mouse wheel over, the parameter
control fader. For fine adjustments, hold Ctrl key while you do this,
or click once on the control and use up/down keys on keyboard.

Adjust the wet/dry mix of any FX

Select the plug-in in the FX chain, then use the mouse to adjust the

small rotary control next
to the UI button, as 13[[% (] Tﬂ’é’?‘%

shown here. 100% equals

completely wet: 0% is completely dry.

Change the FX Order

Drag and drop FX name up or down within the track FX window.

Float an FX window

Right-click on FX button in TCP and select the FX, or ...
Double-click on the FX name in the FX Chain window (toggles). The
title bar of the floated window will display the track name, the FX
name, and its place in the track FX chain. For example: VST:
ReaEQ, Track 1 “Vocal” [2/3],i.e. the 2nd FX in a chain of 3.

Advanced floated FX window
options

For more advanced floated FX window options, see the section
Advanced Floated FX Window Options.

Keep FX/Add FX window on top

Click on the pin symbol at right of title bar.

Close a floating FX window

Double-click on FX window title bar.

Copy an FX (or FX selection) from
one track to another.

Ctrl drag the FX from to the track panel to another track. To copy
automation envelopes with the FX, use Shift Ctrl drag.

Move an FX (or FX selection) from
one track to another.

Hold down Alt, drag the FX from the source track FX window and
drop on the track panel for any other track.

Rename an FX Instance

Select the FX name in the FX Chain and press F2, or right-click and
choose Rename FX instance from the context menu.

Bypass an FX (toggle)

Click either the FX check box next to the FX name in the FX chain or
the check box in the top right corner of the FX window.

Set an FX offline (toggle)

Ctrl Click either the FX check box next to the FX name in the FX
chain or the check box in the top right corner of the FX window.

Replace one FX with another,
preserving any existing routing
configuration

In Track FX window, either click on Add to display FX browser.
Select required FX, then Alt left drag to Track FX window and drop
over the FX to be replaced,

or ... Select the FX in the FX chain and press Ctrl R. In the Replace
FX window (now displayed) double-click on the replacement FX.

Make the current track FX the
default for new tracks

Within the Track FX window, choose FX, Save Chain as default
for new tracks.

Open an FX from track panel

Right click on FX button, then left click on the required FX name.

Remove an FX from a track

Select FX in the track FX chain then click on the Remove button.

Remove all FX from a track

Hold Alt while clicking on the track’s FX button in the TCP.

Search for an FX

Enter text in the Filter List at the bottom of the FX window.

Save the current sequence of
Track FX as a chain

In the Track FX window, choose the FX, Save FX Chain command.
FX parameter settings are saved with the chain.

Insert additional FX within an
existing FX chain

Drag and drop the required FX from the FX window to the required
position in the FX chain.

Save selected track FX as a chain

Select the names of the FX to be included in the chain (use Ctrl
Click), then choose FX, Save Selected FX as Chain.
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In order to do this ... You need to do this ...

Retrieve an existing previously Within the Track FX window, choose FX, Add FX Chain command,
saved FX Chain (from FX menu) or within the TCP right-click over the FX button and select Add FX
Chain from the menu.

Retrieve an existing previously Drag and drop the chain from Media Explorer window: hold Alt key

saved FX Chain (from Media while dragging to replace existing FX.

Explorer))

Save track FX as the default chain | From the Track FX menu, choose FX then Save chain as default

for new tracks for new tracks.

Load your default FX Chain In Track FX window, click on Add then choose FX, Load Default
Track Chain command.

Access the FX Preferences Within the Track FX window, choose the Options, FX Plug-in

settings Settings command. These are discussed in Chapter 22.

Bypass all FX for a track In the Track Control Panel, click on the I

FX Enable/Disable toggle button. Click

again to reverse this. E FX disabled
Bypass all FX (all tracks) Hold Ctrl while clicking on FX Turns red in bypass
Enable/Disable toggle button. mode.

2.13 FX Window and Keyboard Shortcuts

For your convenience the FX window makes various keyboard shortcuts available to you when you are working in
it. These include navigation shortcuts (such as Down and Up to select next/previous FX in chain) and command
shortcuts (such as Ctrl S to Save FX chain...). The
command FX keys are displayed on the menus.

You might prefer to instead use these keys in arrange i
view even when you are working in the FX window, so
that (for example) Ctrl S can still be used to save the
project file and the Down and Up arrows to zoom
out/in horizontally. In this case, you should enable the
menu option Ignore FX chain keyboard shortcuts (send to main window).

QOptions
F Auto-float new FX windows
~ Ignore FX chain keyboard shortcuts (send to main window)
X Plug-ins settings...

CPU utilization display >
T

Example
In this example, we will create a default FX chain consisting of ReaEQ and ReaComp, both set to bypass mode.
1. Open any project file and add a new track at the end. We will use this track to create our FX chain.

2. Click on the FX button for this track to open the FX Window. In the first (left) column of the Add FX
window, click on Cockos.

3. Select in turn, first ReaEQ (Cockos) and then ReaComp (Cockos). In each case, either use the OK
button to add the plug-in to the track FX chain, or drag and drop them into the chain.

4. Make sure that both these FX are unticked — this sets them to bypass.

5. Right click over one of the FX and from the context menu, choose FX Chain, Save all FX as default
for new tracks.

6. Close the FX window. You can now exit REAPER if you wish. There is no need to save the changes to
the project file.
7. Re-open REAPER, open any project file and insert a new track anywhere you wish.

8. Open the FX window for your new tracks. You should see that the two plug-ins, ReaEQ and ReaComp
have already been inserted into this FX bin, in bypass mode.

Tip 1: If you wish to make changes to the contents of your default FX chain, simply repeat the process
described above, this time with the changed set of plug-ins, or (to remove it) with no plug-ins at all.

Tip 2: If you hold down the Ctrl Shift keys when opening a project file, the file will be opened with its FX off
line. This can be useful if you need to conserve CPU, or if there is a plug-in which might be causing problems.
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Tip 3: If you switch the FX to bypass mode before saving your FX chain, then the FX chain will be saved in
bypass mode. This means that the FX in your new tracks will not require any CPU usage until such time as you
open the FX window and enable them.

2.14 Using an FX Bus

If you have used other DAW software, or an analog (tape) recording and mixing desk, you are probably already
familiar with the concept of a Bus. The exact meaning of the term can have several variations, but most
commonly (and in this example), a Bus is used to enable a number of tracks to share the same resource (such as
perhaps Reverb or Chorus FX).

This saves on valuable computer resources such as CPU. For example, instead of requiring multiple instances of
the same FX in perhaps three or four tracks or more, by using a Bus you can ensure that only one instance of
the FX is required. Note that when you use a Bus in this way:

e The output of each track is still directed to the Master.

e In addition, a copy of the signal from each track is directed to the FX Bus.

e At some stage, the output of the FX Bus is then mixed back in with the original signal. Typically (and in the
example shown here) this is achieved by directing the output of the FX Bus to the Master, although other
more complex routing arrangements are also possible.

The Bus track can be inserted wherever you like. In this example, we will place it just after the last track. This

example uses the sample project file All
Through The Night.RPP. Open this file, then D vox { s | o
save a copy to a new name such as All 5

Through The Night with Bus.RPP before $ Gtr Body . S
embarking on this example. , 5
We are now going to create an FX Bus and ) Gtr Neck { s | maifie
insert into that bus a Chorus effect. We will

then ensure that both of our guitar tracks use Y Bouzouki [ s || eoume
the chorus.

REAPER differs from many DAWSs in that it
makes no inherent distinction between a Bus and a Track. The difference is determined solely by how you use it.
For a more pleasing sound, you might wish to pan the guitar tracks have been panned somewhat to the left and
right respectively.
To Create the Bus and add the FX to it:

® Select track 4 (in the Track Control Panel).

® To insert a new track either choose the Track, Insert New Track command, or press Ctrl T or double
click in the vacant track control panel area beneath the last track.

® To name this new track, click in the area where the name is to go, type FX Bus then press Enter.

® To insert the Chorus FX into this bus, click on the bus’s FX button. From the list of plug-in types, select
JS, then in the list of plug-ins double click on JS: Chorus (Guitar chorus). Close the FX window.

To Create Sends from the two guitar tracks to the Bus:

® To select the two guitar tracks in the TCP, click on the panel for Gtr Body, then Ctrl click on the panel for
Gtr Neck. Right-click over the ROUTE button for either of these tracks.

® From the context menu, choose Sends then Track 5: FX Bus.

Q- QEEEAM: Com
~  Master Send

o Gtr Neck @-

Sends > Adjust |/0 Parameters (right click on volume fader)
Receives >
o] O Bouzouki 1 Vex
Audio Hardware Output ¥ 4 Bouzouki
MIDI Output e 5F}(Bus*
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For every send there is an equivalent receive, and vice versa. For example, if you now open the Routing window
for Track 5 (click on the track's ROUTE button) you will see that it has a receive from each guitar track. You'll
learn more about REAPER's routing later in this chapter (Routing Essentials) as well as in Chapters 5 and 17.

Routing for track 5 "FX Bus" n
Master send channels fromAo: Al vl 12 - MIDI Hardware Output -
dB Tiock chamnels: 2 v | oot =
I:D m Send to original channels w
Fan: |Cer|ter | Width: |'|DD3"= | | [D - Receives -
[] Media playback offset: + [ Ims | lsamples | Addnew receive... -
o Receive from track 2 "Gtr Body™ Delete
_ Frrik -
Add new send... e m Pre-FX | V|
] Il

- Audio Hardware Outputs -
Add new hardware output... ~

Audio: 12 [~ |= 172 || MDAl [~ Al ||
Receive from track 3 "Gir Neck" Dielete

] B et L
0 el

Audio: 1/2 ||+ 1/2 |v| MDL AL v AL [V
/]

You might have noticed a Media playback offset option. This allows you to compensate for possible latency
introduced by third party VST instruments. For now you can ignore this: it will be explained in Chapter 10.
Making Adjustments
When you now play the song, you'll probably find that there’s more chorus on the guitar tracks than you would
like. There are four main ways to adjust this. Experiment until you find what gives you the results you want:

1. Adjust the chorus FX parameters. In this case, you could lower the amount of Wet signal in the mix.

2. Adjust the levels of one or both of the receives in the FX bus routing window.

3. Display the routing window for either guitar track and adjust the send levels for that track.

4. Adjust output volume fader for the track called FX Bus.

Speed Tips
In Order To Do This ... Do This
Toggle on/off send from track to | Hold Alt while clicking on ROUTE button. Works with single track or
Master multiple track selection.
Create a quick send on the fly In TCP or MCP, drag and drop from send track ROUTE button to
from one track to another. receive track’s. See Chapter 11 for a the full range of options.
Send output of track or selection | Select track(s). Right-click on ROUTE button and select Audio
of tracks direct to any hardware | Hardware Output or MIDI output (as required) then choose from the
output. sub-menu. This is independent of the track's master send status.

2.15 Managing the Play Cursor

By default, when a project is playing, pressing s

Stop (or Spacebar) will stop playback and Seek playback when clicked:

return the play cursor to its previous starting [ Top ruler - [] Empty areas of tracks Empty area below tracks
position. Pressing Pause (or Enter) will pause [ Media items (when moving edit cursar)

playback at the current play cursor position.
You can also specify that the play cursor should be moved when you click on the Time Ruler, an empty area of
any track and/or in the empty area below tracks. These three options can be enabled/disabled in your Seek
playback when clicked. (Options, Preferences, Audio, Seeking settings).
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2.16 Analyzing FX Performance

FX plug-ins can impose a heavy load on your computer’s CPU. To help Performance Meter ! B
you overcome this, you can use the Performance Meter to closely curfavg: 0.65/0.43% range: 0.0-7.2%
monitor your FX in the following ways: ll
® You can check how much CPU is being used by the FX in your CPU: D.6%
various tracks and in the master. St el et ol
® You can disable and enable FX chains for individual tracks, :
. K . . Disk read: 6IKB/=
quickly, easily and conveniently, all together in one place. Disk write- OB/s
® You can toggle on and off the mute status for your tracks, again s
all in one convenient place. System fres: 11553MB/16315MB
To display the Performance Meter, press Ctrl Alt P, or use the View, 1 FX: 0.03% CPU. Media 0.08%
Performance Meter command. Track. FXCPU #FX PDC Media CPU
Example 000% O
In the example shown (right), the Master track with 3 plug-ins is using Show FX dialog
0.05% and the Vocals, with four plug-ins, is using 0.23%. Media items Teggle FX bypass
on this track are using a further 0.01%. Toggle track mute
If any track shows an unexpectedly high reading examine the track FX f
to heyllp identify the reason ?or this.y Togopen a trgack FX chain, double BRI R T
click on the track name or number in the Performance Meter window. I Show master FX when empty
This feature is useful if a project has many tracks. You can use the Show monitoring FX when empty

Performance Meter window to browse your project file, checking it track
by track, without having to scroll or navigate thru Track View. You can also toggle FX Bypass for any track,
selection of tracks, or all tracks in the Track View or Mixer View. The table below summarises these options.

In order to do this ... In Mixer or Track View, do this ...

Toggle FX Bypass On/Off for that track. Click the FX Bypass button for any track.

Toggle FX Bypass On/Off for all tracks in | Select a number of tracks (Ctrl Click) then click the FX
the selection. Bypass button for any track in the selection.

Toggle FX Bypass On/Off for all tracks. Hold Ctrl key while clicking any track’s FX Bypass button.

The first of the performance meter’s two right click menus is accessed by right clicking in the track list area.

In order to do this ... In the Performance Meter window do this ...

Open FX Window for that track. Right click on track nhame, choose Show FX Dialog.

Toggle FX Bypass On/Off. Right click on track nhame, choose Toggle FX Bypass.
Toggle track mute for that track. Right click over any track, choose Toggle Track Mute.

Show in/hide from Performance Right click on any track, enable/disable Show track FX when
Meter (PM) list tracks with no FX. empty.

Show hide in PM master track/ Right click on a track, enable/disable Show master FX when
monitoring when these have no FX. empty and/or Show monitoring FX when empty.

The other menu selects what you want shown or not shown in the window. Most options are enabled by default.

Right click anywhere in the main Performance Meter area to display this. For example, you can choose to display
(or not) the CPU graph, Real time CPU on the graph, CPU use, Real time longest block processing
time, Disk use, RAM use, Video load, FX and media item CPU use, and more.

You can also use this menu to move the window to the docker.
Tip: You can select several tracks — using Ctrl Click — then right click over any of their track numbers in the
Performance Meter to Toggle FX bypass and/or Track Mute status for all tracks in the selection.

Note: You'll find more information about the REAPER Performance Meter in Chapter 22 of this guide.
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2.17 Time Selections and Time Loops

You might need to work on just a part of your project for a while. To do this, first check the Options menu to
see if Loop Points Linked to Time Selection is enabled. If it is, then making a time selection and defining a
loop are the same thing. If not, then making a time selection and defining a loop become two different things.
Either way, to define a loop area click and drag along the timeline. The start and end of the loop are marked by
two small equilateral triangular indents.

e Stop the playback at or near the point where you want your loop to begin (or click your mouse in the
background area) to move the Edit Cursor there.

e Place your mouse over the Timeline (above the first track), then click/drag along it, releasing the mouse to
define the area to be looped. This is shown here. The start and
end of the loop are marked by two small triangles. If when you
attempt this the selection snaps outwards to define a larger
area than you want, then REAPER has snapping enabled.
Snapping will be discussed in detail in Chapter 7: The shortcut
keys Alt S toggle snapping on and off.

Tip: To set the loop selection to match a media item, hold Ctrl while you double click on that item.
To set the time selection to match a media item, hold Shift while you double-click on the item.

Now when you play the project, provided that the loop (toggle repeat) button on the transport bar is engaged, it
will replay over again the area selected for your Loop. If loop points are linked to
time selection, the start time, finish time and duration of the selection are also - Yo 08 BB
shown on the Transport Bar. Pressing the R key toggles this repeat function on
and off. There is also the option (under Options, Preferences on the Playback 0:C 2
page) to stop playback at the end of a loop when the repeat function is disabled.

To change the area defined as your loop, repeat the
original procedure. To clear the loop altogether, without
defining a new one, press the Escape key. NESIG o

If loop points are not linked to time selection, you can | AeTriM | (&)
define a time selection by
clicking and dragging in the space underneath or between the media items, in
the arrange view background area.

Start: 0:33.000 . . . .
EE;;ED;A&UDD Note that when you mark a time selection, a tooltip pops up which shows the

Length: 0:13.000 start position, end position and length of your selection.

Right clicking on the Timeline then gives you a menu of commands which you
can apply to a time selection, including Zoom Selection. You can use this menu to change the units used on
the timeline — for example, Minutes:Seconds, Measures:Beats, Measures:Beats ,a Measures.Beats
(minimal), Measures.Beats (minimal). Measures.Fractions, Seconds, Samples,
Hours:Minutes:Seconds:Frames or Absolute Frames. You can also specify as a secondary time unit
Minutes:Seconds, Seconds, Samples, Hours:Minutes:Seconds:Frames or Absolute Frames.

The other commands on this menu will be discussed elsewhere in this User Guide, as the need arises. These are
features that you are likely to find useful when editing your files. Incidentally, to zoom out of a time selection
and restore a whole project length to view, press Ctrl PgDown.

There's more about loops and time selections elsewhere in this guide, e.g. Chapter 9.

2.18 Managing Time and Loop Selections

In the previous section you learnt how to click and drag within an empty area of the track view to define a time
selection. This may or may not also change the loop selection, depending on your Options, Loop points
linked to time selection setting. As you progress thru this User Guide, you will see that time selection plays an
important role in REAPER, for example when it comes to editing your media items. You'll probably find at first
that it’s too easy to perhaps select too large an area, or to miss part of the area that you intended to select.

To modify a loop selection using the mouse, hover the mouse over the edge at the start or finish of the loop
selection on the timeline, then click and drag left or right. Dragging left from the start of the selected area
extends the selection left, dragging right shortens it. Dragging right from the finish of the selected area extends
it to the right, dragging left shortens it. Holding Ctrl while you do this cause any snap settings to be ignored.
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To move a loop selection, hold the mouse over the selected area on the time line, then hold down Shift while

clicking and dragging the mouse left or right.

You can also modify a time selection by first clicking then
scrolling the mousewheel over the Selection area of the
Transport Bar. Scroll over the start area to adjust start time,
end area to adjust end time, or over the length of selection

Selection: 57.3.69

‘kﬂ.ﬂl.?d

Start time of time selection

area to move the entire selection. If you wish, you can enter actual times in the start and end time boxes. There
are also several keyboard shortcuts you can use for managing Time Selections, summarised below. If loop
points are linked to the time selection, then the loop area will also be modified.

Function Keystroke
Nudge Entire Time Selection left a little. , (comma)
Nudge Entire Time Selection right a little. . (period or full stop)
Extend Time Selection to left by nudging left edge left a little. Ctrl,

Shrink Time Selection from right by nudging right edge left a little. Ctrl Alt,
Extend Time Selection from left by nudging right edge right a little. Ctrl Alt.

Move Time Selection left by time selection length. Shift,

Move Time Selection right by time selection length. Shift .

Copy portions of selected media items in Time Selection. Ctrl Shift C
Remove (Unselect) Time Selection. Esc

Zoom to Time Selection. Ctrl PageUp
Zoom back to Project. Ctrl PageDown

If you wish, you can use the keyboard rather than the mouse to manage your time selections. First you need to
position the cursor at either the start or the end of the loop, then use one of these:

Function

Keystroke

Drag cursor to the left and create time selection.

Shift Left Arrow

Drag cursor to the right and create time selection.

Shift Right Arrow

Tip: If your cursor will not stay exactly where you wish when creating a selection, make sure snapping is off.

2.19 Navigating by Jumping

You can jump to any point on the timeline using the View, Go
To, Jump To command or the keyboard shortcut Ctrl 3. In
typing the place to jump to you should use the same format as
the timeline. In the example used here, the timeline displays
Measures and below it Minutes and Seconds. You could
therefore use either format, e.g. 33.1 or 1:04.

To jump to an absolute position in a project, simply enter the
required position as in the example shown.

To jump forward or back relative to the current cursor position,
enter a + or — followed by a value - e.g. -2.0

To jump to a specific time in an item, type I followed by the
time, e.g. 10:30

If you are using markers and/or regions, you can jump to any
maker or region — e.g., typing M1 will cause it to jump to

I’? Jump to time/marker/region:

Jump to: |15-1-|}E'|

jump to minutes :seconds fraction
jump to measures beats fraction
jump to hours:minutes:seconds frames

T 88 3000
mim b xxx
hmsf
preface with + or - for relative jump
preface with i to jump to time in selected tem
preface with £ to jump to time in track X tem Y

mM ormname  jump to marker by number or name
jump to region by number or name
jump to take marker by name

rN or rname
k'name

Cancel

marker 1, R2 to jump to the start of region 2, and so on. Markers and regions are explored in Chapter 9.
Tip: Another easy way to open the Jump to dialog box is to double-click on the time on the transport bar.
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2.20 Time and Loop Selections and the Transport Bar
There are two special ways in which the transport bar can be used with a loop selection or a time selection.

In order to do this ... ... you should do this

Make the required loop selection, make sure Repeat is enabled (the
button next to Record on the Transport Bar), position the play cursor
within the loop and press Space.

Repeatedly play the selection
over and over

Make the required time selection and position the play cursor
anywhere before the start of that selection. Press Alt Space.

Play back project skipping over
time selection

2.21 Keeping a Window on Top =

The small pin on a window’s title bar (just before the X) can be used to keep it on ' I
top. Click to toggle its on top status on and off (as shown here).

2.22 Item Names, Buttons and Icons

Depending on Appearance, Media preference settings, you may
(or may not) see item names displayed above the media item
rather than on it (see right). You might also see some media item
icons (or buttons). You'll learn more about this when we examine
media items in Chapter 7.

2.23 Online and Offline Media Items

By default, REAPER sets all media items offline when the program loses focus. This can be changed by disabling
the option (Preferences, Media) to Set media items offline when program is not active.

As well as this, you can use the Item, Media command from REAPER’s main menu to set all or selected media
items online or offline should you wish or need to do so.

If any media items are still flagged as offline even when REAPER is active, or when a project is loaded, this is
likely to mean either that the media files is to be found in a directory and/or drive other than the project
directory, or that it has somehow been deleted altogether. Note that REAPER'’s editing is non destructive and it
will never delete files. You can browse/search your hard drive or external drive to search for the missing file(s).

s || =ote || Fx IOY

® /e

=
s | wine [ ix

)| A [ (@)

2.24 REAPER Routing Essentials

This section covers an important function of REAPER —
Routing. Routing directs media output (audio and/or
MIDI) to where you want it to go. You encountered a basic
example earlier, when we looked at creating and using an
FX bus. Routing can be very simple or extremely complex — and anything in between. This section explains basic
routing concepts. More complex options will be covered later in this chapter, also in Chapter 5, Chapter 17, and
elsewhere.

Each track includes a
Routing Button in its

=
s || eoure | Fx 7Y

B
AT

Sends, Receives, and H

rare Qutput Options

Reuting for track 1 "Vox" n

panel. Hover the mouse over Master send chamnels fromdo: 12~ = 12 - MIDI Hardware Output -
this button to display a tool (+0.00 |48 Track channels: 2 <no output> ~
tip showing any sends and/or 0D 0 Send to original channels v
recelves_as_sooated with that — e 1 m e
track. Clicking the button S = :

. . [] Media playback offset: = ' <0 | Ims | Jsamples  Addnew receive... it
opens the routing window for
that track. To close the track - Sends -
routing window, Escape , or Add new send... ~

click on the little X in the top
right corner of the window,
or click anywhere outside the
window.

- Audio Hardware Outputs -
Add new handware output ... w
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Routing window display depends on project structure and DAW hardware setup (e.g. audio devices, MIDI
devices). Depending on the nature of your project, your display should be similar to that shown here, but not
necessarily identical. Note:

® Master send channels: these direct the track’s output to the Master. In most cases you will want to
direct the output of channels 1-2 directly to the Master, as shown for Track 1 (above).

® Parent channels - The example shown above directs audio to the master via channels 1 and 2 (stereo):
this is the default. If you wish to send a mono signal to the master, select 1 from the first drop down, then
a single channel from the parent channels drop down (e.g. channel 1 or 2 only).

® Sends - In the FX Bus example earlier in this chapter you created sends. A track's output can be routed
via a send from any track to any other track or tracks. This topic will be covered in more detail later.

e Audio Hardware Outputs — as well as (or instead of) directing output to your Master Bus, you can direct
output of any track directly to hardware outputs on your audio device. If this device has multiple outputs,
this can be useful, for example, for creating a headphone mix, or a series of separate headphone mixes.

e MIDI Hardware Output — Directs MIDI output to an external device.

® Receives — For every send (source) track there will be a receive (destination) track. In the earlier
example, the FX bus included two receives, one from each of the two guitar tracks in that project file.

e Playback time offset — This can be used to enable

REAPER to compensate for any latency that might be Controls for track 1 "Vox" B
created (for example) by a third party VST instrument. Sendto track 5 "TX Bus” Do
This explained in detail in Chapter 10. [+0.00 ] certer | o —
{Post-Pan) e
Notice (right) that when you create a send, you are shown m.lgl 0 ﬂ

volume and pan faders which can be used to control this, and
options to send audio output, MIDI output, or both.

When you select a listed track, audio hardware output or MIDI
device to be used for a track’s routing, controls such as Level and Pan are automatically added to this interface.
When you create a new project, by default the output of each new track is routed to the Master track and from
there to the output of your sound card. If that is all you need, you do not need to study other routing options.
However, understanding REAPER'’s routing capabilities in greater depth might enable you to get more benefits.
The illustration below shows an example of the Track Routing Window for a track for which both a send and a
receive have been created. You will be shown how to do this later in this User Guide, starting at Chapter 5.

The early chapters of this User Guide will take you thru the basics of track routing. After mastering these, you
will find more complex

Audio: 172 || = 142 |v| MIDE AL [ Al | v

examples elsewhere in Routing for track 2 "Guitar" n
this U_ser G_Uide' Master send channels fromAo: 12 ~ = 12~ - MIDI Hardware Output -

especially in Chapter 17. oo [ T n TR ~
Note: Sends and ED m Send to original channels v
recshes canbeany o || iy

Fader (Post Pan), Pre- [[] Media playback offset: +0 [ Ims | lsamples  Addnew receive... -
Fader (Post FX) and - Sends -

Pre Fader (Pre FX). Add new send._. >

The differences will be Send to track & "Reverb” —

discussed in Chapter 17. [-0.00 Jlcenter | .@. PostFader PostPan) | v

The default is Post- 0 ®[3)

Fader (Post Pan), but Audio: 172 | v = 172 | vl morA vea v

you can change this in :

Options, Preferences, - Audio Hardware Outpus -

Project, Track/Send Add new hardware output. .. ~

Defaults. See also the

flow charts in Chapter 6.

Tip: Drag and drop routing. A quick way to create a send from one track to another is to drag and drop from
the route button on the source track to the track panel of the destination track -- see also Chapter 17.
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2.25 Showing Sends in the Track Panel

The Options, Show sends in TCP (when size permits) command can be used to display your sends in the
track panel (as shown here). You can make adjustments (such as to the send volume) without needing to open

the routing window.

You can also click on the send to access all of
the send controls, or right click for a menu
which includes Mute send, Remove send,
Show track routing window and Go to
destination track.

2.26 The Routing Matrix

O Gtr Body

center a

in ®IE

[ ) 0.00dB

Mic/Inst 1

s | soie | Fx O3
| ATrm [ ()

REAPER's Routing Matrix is a “one stop” window where you can manage and arrange a project's entire routing
structures. For example, you can add and delete sends and receives and manage their various parameter

controls, such as volume and pan.

Press Alt R to display the routing matrix. For the project file All Through The Night with Bus it should

resemble that shown below:

of course your hardware
outputs will not be the same.
Observe the cell in the matrix

master output
where the Gtr Body row Vo

. . 2  Gtr Body
intersects with the FX Bus 0 et
column. It contains two small ~ [§ 4 s
blobs. By right clicking over "5 Fxus

this cell, you can cause the
controls to be displayed

which determine how the
signal from the Gtr Body track

* P n o 8 55 5 5 55 555555553
666660000600000204
- - o g B E2EEEREEZERZEEE
L e e
[
"I"0"N

<] master

t%untrols for track 2 "Gtr Body"

Send to track 5 "FX Bus"

- Post-Fader (Post-Pan) | V|

Audio: 172 |~ |= 172 |~| miDI: Al

Delete

=0 Bl

|v]

|| = Al

is sent to the FX Bus (see
right).
Simplifying the Matrix Display

If your sound card has multiple outputs, then by default, REAPER’s Routing Matrix will display multiple
permutations of paired outputs, including several that you might not need. You might want to use only “natural”
pairs (e.g. 1 and 2 as one pair (e.g. for your speakers) and 3 and 4 as another(e.g. for a headphone amp). It
would be unusual to use, say, 2 and 3 together as a pair. To hide these unwanted combinations, from the main
menu choose Options, Preferences, Audio. In the Channel naming section you can turn off the option to

Show non-standard stereo channel pairs .

2.27 The Big Clock

Use the View, Big Clock command (or
press Alt C) to toggle on and off the
display of the Big Clock, which clearly
displays the current position of the Edit
Cursor.

This window can be sized and moved at
will, or docked in the docker. Right
clicking over the Big Clock gives you a
context menu of options, including
changing the display format.

Big Clock i

L
0:03:26:18

~  Hours: Minutes : Seconds : Frames

Dock Big Clock in Docker

Use ruler time unit
Minutes : Seconds
Measures . Beats
Seconds

Samples

Absolute Frames

Beats (Visual Click)

Colors

Visual Click Background Image

Close Big Clock
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2.28 Managing Tracks

You have already encountered basic REAPER track
management features, such as Volume, Panning, Mute and
Solo. We can now explore these features in more depth and
introduce others, e.g. moving and removing tracks,’ track
folders and track grouping.

Many of the relevant commands and actions are available
from the menu that is displayed when you right click over
any track number (see right). Ctrl Z can be used to undo
your last action.

PC or Mac?

Booster keys are used frequently throughout this User
Guide. Booster keys on the macQOS are not the same as
they are in Windows (PC). This user guide references PC
(Windows) booster keys. For OS users, please refer to the
table in Chapter 1, Selections, Controls and Commands for
a table of booster key equivalents.

Tip: Before continuing, you might wish to open the project
file All Through The Night.RPP and save it to a new
name, e.g. All Through The Night EDITS.RPP. You can
use this file to experiment with some of the ideas
presented in this section.

Basic Track Management

A number of techniques can be used for carrying out these
various track management tasks.

Visual spacer

Track Manager (show/hide tracks)...

Insert new track

Insert new track at end of track list
Insert virtual instrument on new track...
Insert track from template

Save tracks as track template...

Remove tracks
Duplicate tracks
Move tracks to new subproject

Render/freeze tracks

MIDI track controls
Lock track controls

Lock track height

Fixed item lanes
Fixed item lanes (convert takes to lanes)

Free item positioning
Automatic record-arm when track selected
Meters

Track coler

Track icon

Track timebase

Track automation mode
Track performance options
Track layout

Envelopes

Track grouping

Ctrl+Shift+M

Ctrl+T

¥

W W e w e

To do this ... You should do this ...

Move a track up or down
the track order

until the cursor is just inside the required track, then release the
mouse. Media items are moved with the track.
Make sure the mouse displays a hand before you release it.

Click inside the track panel and drag the track up or down the track list

-

Move two or more adjacent
tracks up or down

Click in the first track panel as above, then hold Shift while clicking
likewise inside the panel of the last track to be selected. Release the Shift
key, then click and drag up or down. Media items move with the tracks.

Delete a track

Click on or around the track number, the press Delete, or right click and
choose Remove tracks. All media items are removed with the track.

Delete two or more tracks

Use Ctrl click to make your selection, then press Delete, or right click
and choose Remove tracks. Media items are removed with the tracks.

Copy a track or tracks as
the next track(s)

Select track(s). Right click on one, choose Duplicate tracks. Media items
are duplicated with the track.

Copy a track to a specified
location

Click on the track number. Press Ctrl C. Move to the required location
then press Ctrl V. All media items are duplicated with the tracks. To do
this with more than one track, select all required tracks first.

Display the Master in Track
View

Right click anywhere in the Track Control Panel area, below the last track.
Choose Show master track, or use the keys Ctrl Alt M to toggle.

Make the Track Control
Panel wider/narrower

Click and drag right/left on the boundary between the TCP and the
arrange area. A narrow TCP might cause some controls to be hidden.
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2.29 The Track Wiring View

Until now, there have been three main ways of managing track routing within REAPER.
e Drag and drop in TCP or MCP view.
@ Using a track’s routing window.
® Using the Routing Matrix.

Now you have a fourth option — Track Wiring. Track Wiring view cannot just be used to create routing: it also
gives you an overview of your project’s routing, and allows you to manage it. For example, it can help you to
identify any routing you may have created and forgotten about, but which needs to be deleted.

This section introduces you to Track Wiring and explores its environment. Track Wiring is accessed directly from
the View menu. Let's start with a simple example.

Track Wiring Diagram LN n

Wiring

Above you see the track wiring view for a project with two recorded tracks and one reverb track.
® The solid straight white lines depict sends to the master.
® Click and hold -

on any track Track Wiring Diagram o n
name to drag Wiing i

and drop it

around at will.

® The curved
lines represent
sends from
one track to
another (from
each recorded
track to the
reverb track.

® The little arrow
next to the
track number
can be used to
collapse/
expand the
display of
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detailed track information for individual tracks. This can be especially useful if your file has a large number
of tracks and/or more complex routing (as shown in the second example above). Notice also how the two
folders (Vocals and Music) and their child tracks are depicted.

In “normal” mode for each track the following overview information is displayed: track number and name, media,
fx, fader information,
channels and any sends.
Here is an example (right).

The Gtr Neck track shown
here contains media, one FX
(ReaComp) one send (to the
Reverb track) and a send to
the master. It uses two
channels (hence the two
vertical lines on the right).

The Reverb track contains
no media, has receives from
tracks 1 and 2, contains
ReaVerbate and also directs
its output to the master.

® Click on any FX name
to open its UI — you can then adjust any of its parameters, and/or
access its the pin connector. Click where shown here (right) to
show all routing information for that FX.

® Click on the text “Fader” to open the routing window for that track:
this has the same effect as clicking on the Route button in the TCP
or MCP. Here you can modify, add or delete sends and/or receives
for this track.

® You can click and drag in Track Wiring view to create new sends
between tracks. The send type will be determined by exactly where
you position the mouse before dragging:

Hover the mouse over the “body” of any track box (as shown below
right) and you will see three boxed tiny + symbols on the left side
of the track box.

Click and drag from the symbol beside the first FX in the FX chain to
the destination track to create a Pre fader (Pre FX) send.

Click and drag from the symbol beside the box labeled “Fader” to
the destination track to create a Pre fader (Post FX) send.

Click and drag from the symbol beside the box labeled “Master” to
the destination track to create a Post fader (Post FX) send.

You can also modify MASTER settings in Track Wiring view:

® Click on any FX listed within the MASTER box to open its UI, where
you can adjust any of its parameters.

@ Within the MASTER box, click on the text “Fader” to open its
hardware outputs window, Here you can add, adjust, or remove
hardware outputs.

Other points to note are:

@ Within any track box, click on the text “Send” to open the control window for that send. Here you can
modify or delete this send, for example to change the send type, adjust volume and/or pan, or specify

destination channels.

® The more complex the project, the more complex the track wiring diagram. This is where the context menu
can be helpful. Right click anywhere in the Track Wiring window to display the menu shown below.

® You can “unclutter” the diagram using any or all of the three toggle options shown:

Send: 3 Reverb

Master

For a bound hard copy of the latest version of this User Guide (printed in B&W) go to LULU.com
51


http://www.lulu.com/spotlight/glazfolk

Up and Running: A REAPER User Guide v 7.27

Only show wires on track on mouseover

Only show hardware output/input wires on Wiﬁgj v

track mouseover Only show send wires on track mouseover

Show routing controls when Creating Only show hardware output/input wires on track mouseover
send/hardware output. Show routing controls when creating send/hardware output

e If you get into a tangle after dragging and dropping
things around, Reset all track positions will get
you out of trouble! »  Show input activity indicators

® The option Show input activity indicators, if Dock matrix window in Docker
enabled, will cause MIDI and audio inputs to light up
in response to any input signal.

Reset all track positions

Close window

® You can use the dropdown list (top left corner of window) to switch between any of the four listed view
modes - routing matrix, wiring, track grouping matrix, and region render matrix.
This can be especially useful for switching between the track wiring diagram and the routing matrix.
This menu also includes the option to Dock or Undock this window. Docking is explained in the section
immediately following this one.

2.30 Docking and Floating

Too much on the screen at once creates clutter. That's when the Docker becomes useful. Right clicking over the
title bar or background area of most windows opens a context menu relevant to that window. Usually their
purpose will be obvious. This will include either the option Dock in Docker or Dock Window.

When a number of windows are docked, at the foot of the Docker you will see a series of tabs. These are used
to select which item is displayed by the Docker at any time. Notice also that:

e If you close a Window, next time it opens its — ,
docking status will be the same as when it was 8. NT1000 "l
closed. If a Window is docked when it is closed, e g
next time it is opened it will still be docked. '

® To undock a WindOW, rlght click over the Attach Dacker to main window 14 Mixer (]
backgroun_d or tab area of the win_dow and deselect Attached docker position: botkam
the Dock in Docker or Dock Window option. Attached dacker position: left
® The Docker can itself be attached to the main 2:::3::: jzzﬁ: Ezz:gz: :;';t
window or detached and floated. Click over the :
v Compact docker when small and single kab

small exclamation mark in the bottom left corner of

the Docker and use the option to Attach Docker ZLcacty o
to Main Window to toggle Close all windows in dock, 5% [%
By default the docker will be attached to the v 100%
bottom of the main window. You can use the same Opanue when active

menu to change this position to left, top or right.
® Clicking over the exclamation mark after detaching the Docker from the Main Menu will also give you
access to the Set Opacity feature. This can be used to ensure that when floated and not in focus, the
Docker is transparent. Opacity can be set between 25% and 100%.
Tip: The keyboard shortcut Alt D can be used as a toggle to show or hide the Docker or Dockers.
More experienced users might be interested to know that if you wish you can work with multiple dockers. This
topic is covered in Chapter 12, Project Management Features.

As an alternative to docking windows, you can use the toggle command View, Show/hide all floating
windows to manage screen clutter. Another useful command can be View, Cascade all floating windows.

2.31 The Undo History Window
REAPER's Undo feature is very powerful. The Edit, Undo History command (or use Ctrl Alt Z) toggles open
and closed the Undo History Window.

The Undo settings page of Options, Preferences, General includes options to manage your undo history.
Settings options are shown below. In particular, you can:

® Specify the maximum amount of memory to be allocated to Undo.
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int and/or time selection and/or cursor positions

® Specify whether to include item, track, envelope po
changes in the undo history.

® Ensure that if the allocated Undo settings
undo area becomes full, the Mo
most recent actions will be | .

i nclude selection:

retained. _ _

e Save your Undo History Biem  [irack

[_] When approachin

with the Project File to
ensure that this file is
loaded with the project.
Even at some later date,
you will still be able to

|_| Save unda histony

[ Store muttiple redo paths when possible (zan use a lot of RAM)

Show last undo point in menu bar

nyuse: 256 megabytes (0 disables undo/prompt to save)

[CJenvelope poirt @ time (| cursor position [ MID| events

g full undo memery, keep newest undo states

with project files {in \RPP-LINDO file) Allow load of undo history

revert the project to an

earlier state if you wish.

Undo History

Store multiple undo/redo paths. You can
even store alternate sequences of commands
and actions, then switch between them!

Show last undo point in menu bar.

You can double click on any event displayed in the
undo history window to load that undo state. This
option is also available on the undo history window'’s
right-click menu. Other menu options menu include
Remove selected state(s) from undo history
(can apply to a selection of actions), and Dock/

Description

rack

Load this undo state

Remove selected states from undo history (warning: cannot undaol)

Re Remove selected states alternate redo histories

Ad

Re Dock unde history in Docker

Ad Close Window

Toggrersnow TempoenveInpe 7 T ZU Ty T aE I AT
£ >

Undo History Memaory Usage: 0.18/256.00 MB

undock the undo history in the docker.

2.32 Multiple Project Tabs

Project tabs allow you to keep several projects open at
the same time, thus enabling you to jump between
different projects when working on more than one song,
or to move or copy media items (audio and/or MIDI)
from one project to another. To create a new project tab
when you already have one file open, simply use the
File, New Project Tab command (Ctrl Alt N). A new
tab will be opened (labelled Unsaved), but the previous
project will also remain open on a different tab. You can
jump between projects simply clicking on the tab.
To open a file in an existing project tab, select that tab,
then use the File, Open Project command in the usual
way. To open it in a new project tab, select this option
from the dialog box when opening the project. Right
click over any project tab for the project tab menu:
New project tab, This inserts a new tab. A quicker
way of doing this is to double click in the project tab
area to the immediate right of the last tab.
Close project. Closes the current project and the

Mew project tab

Close project

Close all projects but current

Close all projects

Always show project tabs

Show project tabs on left side of window

Hide background project FX/MIDI windows

Synchronize any parent projects on playback

Run background projects

Run stopped background projects

Play stopped background projects with active project
Synchronize play start times wy/ play background projects
Offline background project media

Subproject rendering

Display video from background projects if active project lacks video

~  Force project tabs visible when monitoring FX in use

Monitoring FX...

tab with it (or click on the X at the left hand end of the tab).
Close all projects but current. Closes all project tabs except current one.

Close all projects. Closes all open projects.

Always show project tabs. Shows project tabs, even if only one project is currently open (toggle).

Show project tabs on left side of window. Displays tabs on left of window instead of top (toggle).

Hide background project FX/MIDI windows. Ensures that when one of a humber of open project tabs is
selected, any open FX windows etc. belonging to other open projects are not displayed on top of it.

Run background projects. This allows you to play the project in one tab while working on another.

Run stopped background projects. Commences pl

ayback of projects in tabs not currently selected.
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Play stopped background projects with active project: Causes background projects (open on other
tabs) to be played with the current project. When this is enabled, you can also select
Synchronize play start times w/play background projects. This will ensure that all open projects are
played/stopped in synch.
Offline background project media will set media items in background projects offline.
To copy or move tracks and/or items from one project to another, first select the required tracks/items, then
press Ctrl C (copy) or Ctrl X (cut). Next, click on the tab of the destination project and press Ctrl V.
There is a Subproject rendering submenu with four options — Do not automatically render subprojects,
Prompt before automatic render, Defer rendering of subprojects, and Leave subproject open in tab
after automatic open and render. Subprojects and these options are explained in Chapter 12.
Display video from background projects if active project lacks video. This will be explained in
Chapter 20.
Force project tabs visible when monitoring FX in use. Displays tabs whenever FX monitoring is active.
Monitoring FX ... This opens the monitoring FX window.

Tips: Multiple project tabs can be reordered using drag and drop. Also, you can use the File, Close All
Projects command to close all open projects at once. Note that the small X button used to close a project tab
can be positioned to the left or the right: just drag and drop according to your preference.

A project can be opened on a new project tab directly from the File, Recent projects menu by holding down
the Shift key while clicking on the project file name. You can open several projects together at the same time,
each in its own project tab, provided all the .RPP files are in the same folder. Simply use the File, Open
project command, then navigate to the required folder. Use Ctrl Click to build your selection, ensure Open
in new project tab is ticked, then click on Open.

2.33 Advanced Track Settings

Time to get technical! A number of technical settings are available for individual tracks: if you find yourself
getting out of your depth at all just steer clear of those settings and accept the project defaults.

Timebase: The project timebase is determined in your project settings: as the wording implies, this becomes
the default timebase for the entire project. However, you can change this for individual tracks via the context
menu Track timebase command. Options are Time, Beat (position, length rate), or Beat (position only).
Media buffering for the project can be set in your Audio Buffering preferences. To override these for individual
tracks, choose Track performance options from the track’s context menu. Here you can also enable or disable
anticipative FX for the individual track.

There are also options to Enable/disable track metering (enabled by default) and Prevent spectral
peaks/spectrograms for the individual track.

2.34 Reset REAPER to Factory Defaults

If you get into a mess with your preferences and settings, you might want to consider resetting REAPER settings
to their factory defaults. Windows users should click the Start button, then scroll thru the list to find REAPER (or
REAPER64), then choose REAPER (reset configuration to factory defaults). Before doing this, however, it
might be advisable to export your current configuration settings, in case you later change your mind. However,
consider trying REAPER (create new project) in case your problems lie with something in the project
that you last used.

For a bound hard copy of the latest version of this User Guide (printed in B&W) go to LULU.com
54


http://www.lulu.com/spotlight/glazfolk

Recording Audio and MIDI

3 Recording Audio and MIDI

This chapter will take you thru what you need to know to get started with recording in REAPER. At the end of
the chapter, you will find a helpful checklist.

3.1 Creating a New Project

To create a new project file, you can either use the File, New Project command, or press Ctrl N.

The Project page within the Options, Preferences dialog box can be used to determine how REAPER behaves
each time you create a new project:

General Project settings

Paths When creating new projects, use the following project file as a template:
Keyboard/Multtouch |
Project
Backups [ Prompt to save on new project

Track/Send Defaults [[] Open properties on new project
ltem Fade Defaults Project loading
tem Loop Defaults
Audio
Device
MIDI Devices
Buffering Project saving
Mute/Solo Save project file references with relative pathnames
Playback
Scrub/log
Seeking
Recording
Loop/Lane Recording
Rendering
Appearance
Media
Peaks/Waveforms
Fades/Crossfades ]

[[] Lok for project media items in project directory before qualified path
Prompt when files are not found on project load
Show load status and splash while loading projects

Cancel

Amongst the most useful options on this screen are the following:
¢ Use project file as a template. This enables you to use an existing project file as a template for new
projects. All tracks, FX, tracks, buses, routing etc. will be copied into the new file from the template file.

¢ Prompt to save on new project. If you enable this option, you will be prompted to save your new
projects immediately they are created.

e Open properties on new project. If this option is selected, the Project Options dialog box will
automatically be displayed every time you create a new project. This can help ensure that you select the
correct recording format and other settings that you require.

In addition, the Options, Preferences, Project, Backups (See Section 22.3.1) page offers you various options
for backing up your projects, such as:
e Whether to preserve previously saved versions of the project. This helps protect you against
accidental loss of work. There are several options for managing this

¢ Whether to automatically save to a timestamped file at intervals you specify. Again, there are
several options for how you would like to implement this. T
This can help to protect you from the consequences of an unforeseen circumstance such as a power outage or a
computer crash. You can save these files to the project directory and/or an additional directory. You can
also specify the frequency (in minutes) of automatic saving, and whether to apply this when not recording,
when stopped, or at any time.
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3.2 Setting Media Project Options

Project Settings Media  Video Advanced Notes

Path to sawve media files {can be relative, leave blank for same path as project file):

| | Browse...

Secondary recording path (blank for none. can be enabled perdrack):

| | Browse...

On import of media to project: | Use global preference (do not copy media to project
Recording
Audio format for new recordings: | WAV w

WAV bit depth: | 24 bit PCM ~ | Large files: | Auto WAV Wavebd

Write BWF (bext’) chunk [ Include project filename in BWF data

Do not include markers or regions ~ | [] Embed tempo

Format for Apply FX, Glue, Freeze, etc: Automatic wav (recommended)

I’? Project Settings >

Default format for project/region render: Inot set)
Cancel Save as default project settings
Other formats.
Recording
Audio format for new recordings: | MP3 {encoder by LAME project) e
Mode: | Constant bitrate (CBR) ~ Better q=2 frecommended)

40 [] Do not allow jaint stersa
[ Write ReplayGain tag

Bitrate: | 12Bkbps | AME 2 GG

Format for Apply FX, Glue, Freeze, etc: Automatic .wav frecommended) ~

Default format for project /region render: [not set)

You can display the file’s Project
Settings window — Alt Enter — to ensure
you are using your preferred Media
Settings. In particular, check the audio
format. If you are not sure, for CD quality
select .WAV, with settings similar to those
shown here. If you wish later to use some
other format (such as .MP3) you can
render your files in that format.

The settings shown would be suitable
when the output is to be rendered to CD
audio. As a rule, 24 bit is preferred for
recording, 16 bit for rendering. If the
recording is to be finalised in DVD format
rather than CD, you should consider a
sample rate of 48000 instead of 44100.
This is specified on the main Project
Settings page.

Some people prefer to sample at 88200
for CD and 96000 for DVD. Increasing
sample rate also increases media item file
size and might slow down processing.

You can record using any of a number of
compressed formats, including MP3, OGG
and WavPack. Any of these will present you
with further options appropriate to that
format. For example, for MP3 you will need
also to specify your required bitrate.

There is also a drop down list where you
choose to write as cues to your recorded
media files markers and regions, either one
of these, or none of these, or only

markers/regions whose name begins with #. See Chapter 9 for more about markers and regions.

3.3 Saving the Project File

After creating a file,
use the File, Save

File name: | |

Project command (or Save as type: | REAPER Project files (*.RPP)

Ctrl S) to save it. You
will need to specify a
project file name.
When saving a new file
you are offered a
number of options.

Create subdirectory for project

le Folders

[ Copy all media into project directory, using:
Move all media into project directory [ Copy rather than move source media if not in old project media path

Convert media | Format Trim media. tail size: | 500

Save Cancel

You can choose to Create subdirectory for project. If you also select Copy all media into project
directory you may also specify a format for these items to be converted.

If you select Move all media into project directory , then by default all media files used by the project will
be moved into the project subdirectory. Optionally you can ask to Copy rather than move source media if
not in old project media path. You would be likely to choose this, for example, if your project uses files from
a samples library, to ensure that the samples are not removed from the library.

You should also make sure that you get into the habit of frequently resaving your project after making changes.

The easiest way to do this is simply to press Ctrl S.
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34 Creating and Naming Tracks

After creating your project file you can create a track or several tracks for recording. A project can contain as
many or as few tracks as you want. You can add tracks using the Track, Insert New Track command, by
pressing Ctrl T, or by double-clicking in the empty track panel area. The new track is inserted immediately below
any currently selected track. If you wish to insert a track after the last track, double-click in the track control
panel after the last track or choose Track, Insert new track at end of track list from the main menu,

It is advisable to name the tracks before you start recording. Double-click in the track name area, type the name
and press Enter. The media file created when you record will then be given a name that matches the track.
Under Options, Preferences you can
dlsplay the Recording settings page Prevent recording from starting when no tracks amed
and select from the Wildcards list Recorded filenames: |!iracknumber—Strack-S:.'earESmordhSday_ShourSminute | Wildcards
any other items to be automatically
included in your track’s file names.
These can for example include track
number and the date and time of the recording. We'll look at more of these recording preferences shortly.
REAPER supports multitrack recording. The number of different sources that you can record at the same time is
limited by the number of enabled inputs (under Preferences, Audio, Device) on your audio soundcard. Before
commencing recording, for each track you will need to:

e Arm the track for recording.

e Assign the Input that is being used.

e Check that the sound level is right for recording.

e Check your input monitoring setting (default is on).

e Optionally, select a format other than the default.
Note: You do not need to specify whether a track is to be stereo or mono. When assigning the track input for
recording, you can use either a single mono input or a stereo pair. Stereo and mono tracks can be panned
between the left and right speakers as you wish. Panning is discussed throughout this guide, e.g. in Chapter 5.

3.5 To Prepare and Record One Track

Before commencing this exercise, make sure that the default track type is set to normal. This is how REAPER is
set up to work “out of the box.” You can make sure by going to Options, Preferences, Project, Track/Send
Defaults and making sure that neither Free item positioning nor Fixed item lanes are enabled.

1. Check the Options menu to make sure that Record mode: Normal is selected. We'll examine the other

modes as this chapter progresses.
0 Qul -

2. Click on the Record Arm button for that track (on
the left) The button should now appear red. If using
m‘ ~  Input Mono » o Mic/Inst 1
Input: Stereo » Mic/Inst 2 k

In-project MIDI tems: |Stracknumber—3track—MlDl | Wildcards

REAPER's Preferences include
Project Track/Send defaults which
you can use to set track defaults
(e.g. default volume fader level).
These are explained in Chapter 22.

the REAPER 7 default theme, this will also make the
Input settings button visible.

3. Click the mouse over the Input settings for that (e v & Riilinet
track to display a menu. Menu options will be InpuMID D RAicRin=t
determined by your sound card and audio device(s). Input: None Mic/Line 5

4. Select the required input from the menu. This will be
the one to which the microphone or line that you are using for recording is connected. In most cases, this is
likely to be one of the Input: Mono options. If you are not sure which option to pick, choose Mono when
recording from a single microphone or lead.

5. By default, Input Monitoring should be on. This is the first item (Monitor CEIEE .
Input) on the Record arm button right-click context menu. If your sound 1 (| BBl Moitor Input
card supports direct monitoring you will probably wish to use that, in which
case you should turn off REAPER's input monitoring. Check the sound card's
documentation.. If your card does not support direct monitoring, then you
should leave REAPER's input monitoring enabled. There's more about input
monitoring in sections 3.14 and 3.15.

6. Audition the sound while you adjust the volume on your audio desk or sound input device, so as to get a
good strong signal without clipping. If in doubt, aim to peak at about —10dB. Note that the recording level
cannot be controlled by adjusting the Track’s volume fader: that controls only the playback level.

Manitor Input (Tape Auto

Monitor track media when

Preserve PDC delaved mon
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7. Press the Record button on the Transport, or use the keyboard shortcut Ctrl R.
8. To finish recording, either press Stop on the Transport, or press Space, or press the Record button again,
or press Ctrl R. Now click on the Record Arm button for this track to “disarm” it.
Tip: The Input menu (shown above) includes an item Input: None. This can be used to prevent material from
ever being accidentally recorded onto a track where it is not wanted, such as perhaps an FX bus or a folder.

Note 1:
If you use the Record button or Ctrl R to

stop recording, recorded items are Files recorded
automatically saved. 01-Vox-230728_0934.mav

If you press Space or Stop, the dialog box
shown will let you save or delete any or all
of your newly recorded media items.

Note 2:

REAPER supports “on the fly recording”.
This means you can also arm additional
tracks after the recording has started.
Those tracks will then also be recorded
from the point at which you arm them. _
Similarly, if recording more than one track, Rename sckected | | Delcteaclocted | | Delcte Ml
you can stop recording one while continuing
to record the others by clicking on the Record Arm/Disarm button to disarm just that track.

Tip: Track/Send Default Preferences. The Track/Send Defaults page of REAPER's preferences can be used
specify record configuration defaults for future tracks and projects, including turning input monitoring off and
selecting default inputs — see Chapter 22.

Tip: When recording, make sure that the incoming signal is not too loud, or you can damage your recording
equipment. Here's what to do:
1. Turn the input or gain control on your input device (e.g. firewire device or desk) all the way down.
2. If recording an instrument in-line, insert one end of the line into the instrument and the other end into
your input device. Turn the output on the instrument fully up
3. Audition the instrument, slowly raising the input or gain control on your input device until it sounds right.

3.6 To Prepare and Record Multiple Tracks

To prepare multiple tracks for recording you could repeat all of the necessary steps as many times as you require
tracks, but that might be tedious — and besides, it's too easy to make a mistake when selecting your audio
inputs. You could end up with one input being recorded more than once, and perhaps another input being
accidentally missed out. To avoid this problem, you can follow this sequence:

r? Select files to save or delete X

Prompt to save/delete/rename new files:  [“Jonstop [ on punch-out/play

1. Use the Insert, Multiple tracks command to insert as many tracks as .- §
you require. The Insert tracks dialog will be displayed. Select the number & E 3 E‘ R
of tracks required and choose to insert them After the last touched % $55&r 3
track or At end of project. Click on OK. Name your new tracks. E oo own B

2. Select all tracks to be recorded. After making your selection, click on the . —
Record Arm button of any one of them to arm the entire selection. 1 m B ]

3. One method is to use the Routing Matrix (Alt R). Click in the 2 Gubedy [l
appropriate cells in the Routing Matrix to assign each track to a different 3 Gir Neck = "I
input i 4  Bouzouki
The example shown uses audio inputs - Input 1 is to go to Track 1, Input ufn”r:‘““ .. =
2 to Track 2 and so on. MIDI inputs may also be selected — these are Villnet o]
listed below the audio inputs. You can also right click over any red cell to MiciLine 3 o]
access the Record Input menu should you wish to do so. MiciLine 4 2]

4. Monitor the strength of the signals and record as before. o elin=2 ||

Another option is to use the TCP to set up and record your tracks:
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1. To define the same record settings for multiple tracks, select the tracks, right-click on the arm record button,
then make your choices from the menu. Holding Shift will over-ride this and apply your menu choices to the one
track only. Inputs can be assigned to a selection of tracks in a similar way by clicking on the Input button.

2. To assign a series of mono inputs in sequence to a set of tracks, select the tracks then click the Input button
of any track in the selection. Next, select Assign inputs sequentially then your required inputs — e.g. in the
above example, this would be Mono, Input 1 to Input 4.

3. To insert a new track at the end of your project, you can simply double click in the Track Control Panel area,
just below the last existing track.
3.7 Auto Arming Tracks

You can ensure that tracks are automatically armed for recording when selected and unarmed when deselected.
Select the track(s) then right click over the record arm button for any selected track iand choose Automatic
record arm when track selected. This command can be toggled on and off.

The main menu Track command includes an option Set all tracks to automatic record arm when selected.

3.8 Using the Metronome

You can set up and use a metronome when Metronome and pre-roll settings [ |
using REAPER for recording. Use the B _
Options, Metronome enabled command Bl
to turn it on and off (or left-click the Run metronome during playback [ Count+n before playback
metronome button on the toolbar), and the Run metronome during recording [ Count-in befors recording
Options, Metronome/ pre-roll settings - B () Start count-n at start of measure
command to set up your metronome (or

i -cli 1 2 3 4

right-click on the metronome button on the Click pattem: e
toolbar). -

. 1x e B [ AL AL}

The Metronome Settings c

Enable metronome: This turns the built- D

+ o+ o+ 4+

in metronome on or off.

The Output Button: To the immediate [ Project grid follows metronome click pattem

right of Enable Metronome , this allows

metronome output to be sent to the device Metronome volume: i 120 dB

of your choice. If your headphones are Relative gain of click BCD: Ty £0 4B

connected to (say) Outputs 7/8 then you

would probably wish to choose these as ) _
Sample: -or- Frequency:

your outputs. . _

Run during playback: This will turn the i3 Srowse Q0  H

metronome on during playback. B: Browse Q 1600 Hz

Run during recording: This will turn the (| Browse © 550 Hz

metronome on during recording. o ( Browse 0O 0 He

Count-in before playback : This will
enable a count-in before playback. When not using samples: | (deprecated) -~ 4 ms Sample presets
Count-in before recording: This will

, . , Pre-roll
enable a count-in before recording. Useful if =

you are recording yourself. It ensures that s et S R 2

when you press Ctrl R the recording will [ Pre-roll before recording Start pre-roll at start of measure

not actually start until after the specified
count-in. This gives you time to get back to
the microphone and pick up your instrument.
Count-in measures: This defines the number of measures a count in should be. If it is the very beginning of a
project, it will wait those number of measures before starting to record. If you select a place to record within a
project, it will start the count in this many measures before the time that you want to record at. Optionally you
can choose to Start count-in at start of measure.

The number of cells in the click grid will be determined by the time signature: that shown here represents a 4/4
time signature: a time signature of 3/4,, for example, would display a grid of three columns and four rows.
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By default the click pattern is set at 1x: if you change this to 2x the number of columns in the grid will be
doubled, as will the click speed. Notice also an option Project grid follows click pattern.

The two horizontal faders adjust the metronome volume and the relative gain of clicks BCD respectively.
Let’s now consider what those black dots represent.

You can load up to four sound files into the metronome. In the example shown, we have used just two. Any
option that is left blank (in this example C and D) would use a default metronome sound at whatever frequency
you select. In the example shown above, sound A would be played for each first click, sound B for clicks two,
three and four.

You can select how the sound is to be shaped when not using samples: select from the drop-down list — sine,
triangle square or sine+square. There is also a button to Reset frequencies to their default.

The Pre-roll settings can be used so that when you start recording, or playback, the metronome will play for the
specified number of measures before recording or playback actually begins.

You can also save, recall, rename and/or delete sample presets of your metronome settings. Options here
include Use project metronome samples/frequencies.

Recording during audio pre-roll

To record audio during audio pre-roll, the Audio, Recording preference to record audio during pre-roll
option will need to be enabled.

Then, Enable metronome and the metronome settings options Run metronome during recording and Pre-
roll before recording. After the recording is finished, drag the left edge of the recorded item to the left to
reveal what has been recorded.

Note that some metro settings can be changed within the Tempo/Time Signature Marker window which is
displayed when you Insert Tempo/Time signature marker on the timeline.

Tip: The default Metronome Time Base is determined by the Project Settings. Press Alt Enter and display the
Project Settings page if you need to change this.

3.9 Recording Stereo Tracks

You can record from two inputs direct to a stereo track,
for example, if you are recording stereo paired
microphones. Follow a similar procedure to that
explained in section 3.5, selecting a stereo input instead

O - QEBEAR:OL
E ~  Input: Mono >_I

Input: Stereo » ic/Inst 1,/ Mic/Inst 2
of mono. The signal from paired stereo inputs can be Input: MIDI 5 finst 2 / Mic/Line 3
recorded on to a single stereo item on a single track. Input: None Mic/Line 3 / Mic/Line 4

As has already explained in Chapter 2, it is advisable to
open the Audio page of your Preferences settings and turn off the option to Show Non-Standard Stereo
Channel Pairs. This will reduce your available stereo paired inputs to a more logical selection such as that
shown above.

3.10 Multi-Channel Recording

If in its routing window you define a track as multichannel (for
example, perhaps 4, 6 or 8 channels) then your recording input
context menu for that track will include an option for multichannel B e D | 12

Routing for track 4: Vox

recording. You can, for example, record from four, six or eight dB Track channels:
microphones simultaneously, each to a separate channel on the
one track. Up to a maximum of 128. Pan: [certer | Wigkh:| 100" | 0

This method is suited, for example, for use with four channel
ambisonic microphone arrays as used in
surround sound production.

For multichannel tracks, there is also a toggle
command on the record arm context menu
Meters, Multichannel peaks. This should be
automatically enabled..

nar
Guitar ® S || ROUTE x 0 in (w

PR T

Input: Mono »

Input: Sterec »

Input: 4 channel >

Mic/Inst 1.Mic/Line 4 [4 chw
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3.11 Track Templates

After you have set up a track (or a number of tracks) for recording, you might think that you may wish to use
this same track exactly as it is again in some future projects. This can be done using Track Templates.

To create a track template from an existing track (or selection of tracks):

1. Select the track or tracks.

2. Choose the Track, Save tracks as track template command.

3. When prompted, type a template name. If you wish, you can select the option to Include track items
in the template. If so, any audio and MIDI items on the track will be included. You may also choose to
Include envelopes in template. (Envelopes will be explained in Chapter 18).

4. Click on Save.

To import an existing track template into a project:

1. From the REAPER menu, choose the Track, Insert track from template command.

2. Depending on how your templates are stored, either select the required template from the menu, or
choose Open template, then choose the required template and click on Open.

The Insert track from template sub-menu includes Offset template items by edit cursor. If enabled, any
media items and/or envelopes saved with the original template will be inserted at the edit cursor position.

Note: Track properties and settings are saved into the template, including track name, inputs and outputs, any
FX plug-ins (with any parameter settings, parameter modulation, and track controls), sends and receives.
However, if a track included in a track template includes any sends to or receives from any track or tracks not
included in the template, then these sends and receives will not be saved into the track template.

Tip: Organizing track templates. You can find where your track templates are stored by using the Options,
Show REAPER resource path ... command (see Chapter 1). Here you can create subdirectories within the
TrackTemplates folder where you to store and arrange your track templates as you please. Your subdirectories
and their contents will automatically be shown on the Insert track from template sub menu.

3.12 Importing an Existing Project

The Track, Insert track from template, Open template command will import an entire REAPER project into
your current project. All aspects of the tracks are imported — media items, track settings, FX, routing, etc.
However, items that are not
track specific (such as File name: | -
markers) are not imported.
To do this, select Project
Files as the File Type when
the Open Track Template dialog box is displayed, navigate to select the file you wish to import, then click on
Open. The tracks from the imported project file are inserted immediately below the currently selected tracks.

REAPER Track Template files (*. |

REAPER Track Template files (*.RTrackTemplate)
Project files (*.RPP,*.EDL,*.TXT,clipsort.log)

3.13 Project Templates

A project template goes further than a track template: it can be used to create an entire project file, based upon
the structure and settings of the template file. For example, tracks and their parameters (name, color, pan
setting, FX chain etc.), project settings (including media settings) are saved with a project template, along with
the screen layout, which views are open, how they are sized, whether they are docked, and so on. Delete
unwanted media items from a file before saving it as a project template, otherwise every time the template is
used to create a new file, these will be inserted.
To create a Project Template:

e With the source project file open, choose the File, Project Templates, Save As Project Template

command. When prompted, give the template a name, then click on Save.

To create a new file based on a Project Template

e Choose the File, Project Templates command, then click on the name of the required project template.
To use an existing file as a template for all new projects:

e Choose the Options, Preferences command, then Project.

e Click on the Browse button labeled "When creating new projects, use the following file as a template”.

e The contents of the project templates folder will be displayed.
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e Select the required file, then click on Open.
e Click on OK to close the Preferences window.

3.14 Layered Recording

The term layering refers to a recording technique in which two or more instruments and/or voices are recorded
for the same song, but not all at once. The tracks can be recorded one at a time. An initial track is laid down —
this is often a guide track which will be discarded at the end of the recording process. Then each other track is
recorded while the musician or singer listens thru headphones to a mix of what has already been recorded and
what she is recording now. In order to use this layered recording method:
1.  With Record Mode set to Normal, record the initial track, as explained earlier.
2. After recording, make sure the output of this track is directed to the Master. Make sure also that you
“disarm” this track.
3. Make sure that the Master is directed to whichever hardware q
outputs are connected to your headphones or headphone amp.
4. Add another track. Name it. Arm this track for recording.
Select the Input used by the microphone or line that is to be
used to record this new track. Preserve PDC delayed monitering in re
5. Make sure that Record: input (audio or MIDI) is selected + Record: input (audio or MIDI)
and (if your soundcard does not support direct monitoring)
that Input Monitoring is turned on for this track (see above). This will enable the person being
recorded and the recording engineer to hear in their headphones a mix of previously recorded material
with that being recorded now.
6. Adjust the Volume levels of the previously recorded track (using the track fader) and the volume level of
the incoming signal (using your external mixer desk or audio device, or audio device control software)
until you are happy with your headphone mix.
7. Press Ctrl R to start recording, and Ctrl R again to stop when finished. Again, disarm this track when
you have finished recording on it.
8. Repeat this procedure for all other tracks to be layered. At step 6. you can feed into your Master a mix of
all tracks previously recorded up to that point.

~  Monitor Input

Monitor Input (Tape Auto Style)

Manitor track media when recording

Note: If you notice an echo type delay in your headphones it will be because latency is too high. Lowering the
block size (see 1.12) to 256 or 128 can improve this. On consumer quality built in sound cards, however, this
might cause pops and clicks. For Windows users, the use of ASIO drivers might help resolve this.

Tip: Many sound cards and USB or Firewire audio devices come with software that can be used for zero latency
input monitoring and headphone mixing, especially those devices with multiple inputs and outputs. If you use
that software for input monitoring, then you should turn off the input monitoring option within REAPER.

Try it now! Open the supplied project file All Through The Night.RPP and save it as All Through The
Night LAYERS.RPP. Have a go at recording another instrumental track of your choice to go into this project -
any instrument you choose!

Note 1: Monitor Input (Tape Auto Style). This option differs from normal input monitoring in that it
monitors input only when the transport has stopped or when you are recording. During playback you will hear
only the timeline audio, not the input.

Note 2: If you are monitoring an armed track when an existing track uses a plug-in (such as ReaFir) that has
latency, you may wish to consider enabling the option Preserve PDC delayed monitoring in recorded
items. This more advanced topic will be explained in more detail later in this chapter.

3.15 Overdubbing and Punch Recording

You can go over an existing track to re-record sections with which you are not satisfied, to correct perhaps just a
few notes of an instrument, or a line or two of a vocal. Use punch recording for this. You can play back in your
headphones previously recorded material along with any other tracks while you record. At the point where you
want recording to begin, the track on which you are recording will cut out, and the recording will begin. At
another point specified by you, the recording will stop, and the existing recording will come back in.

The technique can be applied with both audio and MIDI items. MIDI is discussed later in this chapter when
looped time selection recording is also explained.
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Note: This technique involves creating more than one take for a track, and then comping the required output
from whichever takes you prefer. REAPER makes available two ways you can do this — traditional takes and
media item lanes. The former is less complex: the latter is more powerful and offers more options. Throughout
this chapter we will focus on the takes method: media item lanes will be covered in a later chapter.

3.16 Non-Destructive Punch Recording

By default, punch recording is not destructive: it creates a new take, but does not destroy the original. To use
punch recording, follow this sequence:

1. From the Options menu choose Record mode: time selection auto punch. Set New recording
that overlaps existing material to Split existing items and add takes (default). All other options
on this submenu should be turned off. Disable toggle repeat on the transport toolbar.

2. Select the track and arm it for recording. Right click on the track panel to open the context menu: make
sure that both Fixed item lanes or Free item positioning are both turned off.

3. View the Options menu and for now ensure that Show all takes (when room) is not selected. We'll
look at this shortly. Also, for this example, make sure that Loop points linked to time selection is not
enabled.

4. Make sure that the track output is sent to the Master and (if not using direct monitoring) that Input
Monitoring is enabled.

5. Make sure that the Master output is directed to the audio hardware outputs to which your headphones
are connected.

6. Click once on the existing
media item to select it. Click
and drag along the arrange
background area to select the
region that you want to be re-recorded (see above).

7. Press Home or W to rewind the track to the start of the track. Press Esc to clear the time selection.

8. Press Ctrl R. You will hear the recorded material up to the start of the defined region, where you can re-
record that passage. Press Space to stop when you have finished recording. Accept the option to save
your recorded media. Restore normal recording mode when you have finished punch recording.

Your track now contains two media items. What's
happened to the originally recorded passage? Well, it's
still there and you can still use it if you like. Pressing Ctrl
L toggles the display of all takes or active take only (see
above). We'll learn more about this soon.

What if you prefer to use the original recording after all? In that case, simply click on it to select it.
Non-destructive punch recording with pre-roll

The metronome can be used to engage pre-roll before ool
. . re-o|
recordmg_ starts. This help you to know exactly when [ Pre ol before playback Pre ol mossuroe.
to come in when punch recording. Pre-oll before recording
Enable the metronome on your toolbar, then right click Start pre-roll at start of measure

over the metronome button to access its settings.

Enable Pre-roll before recording and (preferably) Start pre-roll at start of measure. You should also
specify the number of measures through which you want the pre-roll to play: the default is two.

Note: The record button context menu includes the option Monitor track media when recording. If you
enable this when punching in, say, a guitar or vocals, regular Monitor Input will cause you to hear both the
existing and the new material right up to the punch, and during the punch. Monitor Input (tape auto style)
will monitor only the existing materials up to the punch, but both existing and new during the punch.

Tip: If you make a mistake or change your mind when overdubbing, you can use Ctrl Z to undo the recording
or you can select the unwanted media item and use the Delete key to remove it.

Getting to grips with REAPER's various record modes and in particular how they work in combination with other
options (such as monitoring) can be somewhat bewildering for new users. An Appendix includes a summary
table Troubleshooting Record Modes and Monitoring.
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3.17 Destructive Punch Recording

You have the option when punch recording of actually removing from the existing track the previously recorded
material if you wish. If this is what you want, use the Options, Overlapping recording behavior command
on REAPER's main menu to turn on the toggle option Trims existing items (tape mode). Be careful how you
use this. You can restore this option to its default setting by choosing Splits existing items and creates new
takes from the same menu.

This menu also allows non-destructive options to Add lanes (all lanes play) or Add media items in layers.
3.18 Fades and Crossfades

REAPER allows you
to apply automatic
crossfades and fades
in and out of your
recorded items. This
feature can be
turned on and off or
customized thru the
Options,
Preferences, Project,
Item Fade Defaults.
You can select a
preferred shape and

duration (length) for your fade curves. Clicking on the image of the curve (shown above)
opens up a number of choices (see right). You can easily change the default fade type
and/or length for individual media items (see Chapter 7). There is also an option for
overlapping recorded media items whether to apply crossfades to the left, right or center.

There are also numerous actions available in the actions list relating to the use and

r? REAPER Preferences

Project
Backups
Track/Send Defaults
ttem Loop Defaults
Audia
Device
MIDI Devices
Buffering
Mute/Sola
Playback
Scrub/Jog

Defaults for media item fades/crossfades

0:00.010

Default fade-n/fade-out shape: l/_

] Fade-in/fade-out

Default fade-n/fade-out:

Imported media items:

Recorded media items: Fade-infade-out

Split media tems: Fade-infade-out

JT »
Default crossfade: 0:00.010
Default crossfade shape: R
No crossfade ~

Respect toolbar auto-crossfade button ~

Crossfade center ~

management of fades and crossfades.
3.19 Recording Multiple Takes

REAPER'’s multiple takes feature can help you when you want to record several versions of a

track to see which you prefer. It works like this:
1. Set record mode to normal (Options, Record Mode: Normal).
2. Set Options, Overlapping recording behavior to Split existing items and add takes.
3. Make sure that on the Options, Overlapping recording behavior menu both of the Add lanes options

are off.

4. Use the TCP right click context menu to make sure that both Free item positioning (FIPM) and Fixed
item lanes are not enabled (i.e., not ticked) for the tracks being recorded (see Note 2 below)

5. Record your first take of the track.
6. Rewind to the start then record your next take.
In the example shown, an initial vocal track has been recorded, then above it three takes have been made of a

vocal harmony track.
Notice the text displayed
with the name of the
media item displayed for
the Harmony Vox track.
It begins with the text
Take 3/3.

O o Vox Harmony

O®

Fx

o) [~

Notel: Under Options, Preferences, Appearance, Peaks/Waveforms there is a setting to Automatically color
any recording pass that adds new takes to existing items. When you are recording multiple takes to two
or more tracks, enabling this option can help you to visually identify which takes belong in the same set.
Note2: Before recording multiple takes in this way, you can go to Options, Preferences, Project,
Track/Send Defaults and make sure that both Free item positioning and Fixed Item Lanes are not enabled.
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3.20 Displaying Multiple Takes

Optionally, when you have multiple takes, you may choose to have them all displayed together. This of course
takes up more room on the screen, but has the advantage that it makes it easier to see for your various tracks
which take is currently selected. This option is toggled on and off by pressing Ctrl L or by choosing Options,

Show all takes (when room) from the Main Menu.

In the first example (shown right), three takes have been made of a vocal. The first and third are complete
takes, the second is a punched-in overdub of only the middle section.

In this case, the option to Display empty takes (Options, Take behavior menu) has been enabled. This
ensures that the short overdubbed section is given its own distinct space. This makes it easier for you to keep
track visually of which parts of each take belong together.

In order to

be able to
choose the
best parts
from each
take, we

have split
the media items. To do this, select the track, position the cursor at the required spot and press S.

We can then make our selection as shown above.

In this
second O o Vox Harmony [
illustration,
we press
Ctrl L to turn
display of
lanes off. Only those segments that we have selected can now be seen.

Note: When you create multiple alternative takes in this way you will later be able to easily pick the best
passages from each of your takes and join them together as a single item. The method for doing this will be
explained in Chapter 8 of this User Guide.

3.21 Using Color Coded Takes

REAPER's Item, Item and take colors command (REAPER p— ,

) . . . 3 Set ikems ko cuskom colar,.
main menu) offers a variety of interesting ways that you can use TV Gt ik o random colors
color when working with takes and items (see right). We'll look at v Sab ikems ko one randam color
this whole topic in detail in Chapter7, but for now notice the St ks o deFault calor
command Set active takes to one random color. Double-click _ ;
. N . . . Set active kakes to custom calar., .. i
in track panel to select the entire media item before giving this T
command. Set active bakes to defaulk color %
If after making your preferred working selection of takes for any Set al takes of selected items to default calor

iz

track you double-click on that track in the Track Control Panel
then all media items in that track will be selected.

Choosing Set active take to one random color will now produce an effect similar to that shown below.

o Vox Harmony -«

[t [ (1 JCNERC)

The section that follows, along with most subsequent sections in this chapter, uses images that show an earlier
default color theme.

However, you should have no difficulty applying the instructions using the REAPER 7 default theme, or any
other theme of your choice.
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3.22 Working With Multiple Takes

Where an item includes more than one take, you can right click over any take and use the Take command to
control and manage your multiple takes. The Take submenu is quite extensive - we'll explore most of its features
in Chapter 8. For the time being, however, you should be aware of the following, especially if your takes are not
displayed in lanes.

Command Shortcut Effect

Next Take T Displays next take for selected track(s).

Previous Take Shift T Displays previous take for selected track(s).
Explode All Takes to New Tracks Creates a separate track for each take (see below).

Explode All Takes to

New Tracks differs from —yrrT— T
Show All Takes in that R B8 () [ [ [

it lets you treat each take G B8 () [F o]

separately as a separate
track. The picture on the _ E @ w
right illustrates this.
Track 1 consists of two
takes which are shown in lanes. After exploding these takes to new tracks we have (in addition to the original
track) two new additional tracks, one for each take.

Caution: One look at the Take submenu (on the media item's right-click context menu) will show you that there
are commands available for deleting takes and cropping to active take. You are advised to avoid these until you
have worked thru Chapter 8 of this guide. In particular, avoid using the Delete key when selecting takes: you
are likely to delete more than just the take that you don't want!

Try it now! Open the project file All Through The Night LAYERS.RPP (which you saved earlier) and add a
vocal harmony track to this project. Use this track to record three takes — then save the file.

3.23 Overlapping Items

You have already
been shown two of
the three
overdubbing
options on the
Options menu command New recording that overlaps with existing media, i.e. Split existing items
and add takes (default) and Trim existing items (tape mode). A third option is to Add lanes (layer new
lanes).

000 g=center 01-Wox-150216_1946 wav

m.@@@.m

e apmw

[0+ = 0= - Proso-o03afalpz (¥

o000 Jyocenter 01-¥ox-150216_1946 waw
(6 o @ @@EIIM

e 100W

[0~ 0= _ Prodo-n0zafalr s (¥

01-%ox-150216_1952 waw

Pt —

This example shows this. In the first illustration (top) a part of a track has been recorded. In the second
illustration (above), we have returned to this track and with the option Add lanes (layer new lanes) enabled
we have re-recorded the last part again, together with some new material.

In this case, the second take is to all intents and purposes a separate media item. You can choose which of
these media items are and are not played.

There is also an Options menu command to Offset overlapping media items vertically. This will display
overlapping items one above the other, provided, of course, there is sufficient track height to do so.

This general topic will be addressed again later in this guide, especially throughout Chapters 4, 5 and 7.
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3.24 Recording Multiple Additional Items

We have seen how to use REAPER to record multiple takes on the same tracks. Later, Chapter 8 explains how to
organise and edit these, taking the best parts from various takes and patching them together into a single take.
Instead of using multiple takes, however, you may wish to record new items onto an existing track, perhaps
overlapping. This is one case where free item positioning gives you greater flexibility. By default, free item
positioning is disabled. To record extra items (rather than takes) on to an existing track, follow this sequence:
1. Set record mode to normal (Options, Record Mode: Normal).
2. Turn on Free Item Positioning (FIPM) for the track being I Lock track controls

recorded. Right click on the track’s Track Control Panel and select
Free item positioning if this is not already ticked.
3. Record your first item for the track.-
4, Position the cursor at the point where you wish to record the second item. Record this item.
5. Repeat step 4. as often as required.

w Enable track free item positioning
Shows track MIDI controls h

Example
OB In the first screen shot here, Track 1 contains a Vocal Track
=] loonl o and Track 2 a Vocal Harmony for part of the song.

In the second, the option for Free item positioning
(FIPM) has been enabled for Track 2. The mouse cursor
shows a small handle that can be used to adjust the height
of this media item.

In the third screen shot, a second Vocal Harmony has been
recorded on to Track 2, overlapping the original harmony.

Notice that this is not an alternative take of the first
harmony, but an additional media item.

DML
) [ona:nD

o B (U (v [« J[x ]
@] .. (@I

Note 1: Enabling Offset overlapping media items vertically (Options menu) will ensure that overlapping
items are shown this way, whether editing or recording.

Note 2: Options, Preferences, Project, Track/Sends Defaults includes an option to make free item
positioning enabled for your tracks by default.

Note 3: Options, Preferences, Project, Item Fade Defaults includes an option whether or not to crossfade
overlapping recorded items.

3.25 Recording with Empty Events

This section, along with most subsequent sections in this chapter, uses images showing the REAPER 5 default
color theme. If you wish to use this theme, choose Options, Themes, Default_5 from the main menu. Otherwise,
you should have no difficulty applying the instructions using the REAPER 6 default theme.

Empty events are a device which can be helpful when you are overdubbing or layering. If you know exactly the
regions where you want recording to start and stop, you can define these regions by inserting empty events.
Then, when recording is commenced, only those regions defined by the empty events will actually be recorded.

Let's take an example where a vocal track has already been recorded, and we want to lay down a harmony
vocal, where this harmony is only used for the chorus line of the song. This is how you would do this:
1. Insert a new track to be used for the vocal harmony. Ideally, you should name this track straight away.
2. Arm the track for recording. Assign an audio input in the usual way. Turn on Monitor Input for this track,
and make sure the output from the Master is directed to your headphones.
3. Use the Options menu to ensure that Record mode: auto punch selected items is chosen. Notice the
appearance of the Record button in the transport bar changes.
4. To create an empty item, first make sure that your new track is selected. Click and drag to define a time
selection, then use the Insert, Empty item command to create the empty item. Repeat this as often as
required. If necessary, click and drag to adjust their exact positions. An example is shown here.
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5. If you need to resize any of them, hover the mouse over the border between the end of the event and the
background, about half way up. Click hold and drag to the left to make it shorter, or to the right to make it
longer, then release the mouse.

6. To select all the
required events,
hold the Ctrl
key while
clicking on each

0 Vox Harrmy - E @
& m) ﬂ & Froao-003a.1(¥)

O “ox Lead

o B8 ()] - I

in turn. If you
need to reposition the play cursor before recording, click on the Timeline. Arm the track for recording.

7. Press Ctrl R to start recording. When finished, press Ctrl R again to stop. If prompted, accept the option
to save all files. Your previously empty media items will have been replaced with your newly recorded
material. Disarm the track.

3.26 Recording with Input FX Plug-ins

Audio effects (FX) are usually added to a track later in the production process, after the material has been
recorded. This subject was introduced in Chapter 2, and you'll find more about it elsewhere (for example, in
Chapter 16). You are also able to apply plug-ins to material as it is being recorded. Use this facility with caution,
as once an effect has been added in this way it effectively cannot be easily reversed (if at all). This technique is
sometimes used, for example, when experimenting with different FX. The procedure is as follows:

1. Arm the track for recording and select the required audio or MIDI input device in the usual way.

2. Right-click on the Record Arm button and choose Track input FX chain from the context menu. This

causes the Add FX to Track window to be displayed.

3. Select any effect required, then click on Add. Set the parameters for this effect.

4. Use the Add button to add any additional effects.

5. Close the FX window.

6. Audition the performance and the effects as necessary, then record the track in the usual way.

Effects placed in a track's input FX chain only use resources when the track is armed, and are applied
destructively to the media item during recording. Most probably, before doing this you will want to audition the
instrument or voice being recorded together with these FX so that you can get the parameter settings right. To
do this, you simply need to keep the track armed and turn on input monitoring while you listen to the live
material and adjust the FX parameters to suit. Input monitoring is explained elsewhere in this guide, for example
in the sections dealing with layered and overdub recording.

3.27 Input Monitoring without Recording

You might wish to monitor an incoming signal (perhaps with input FX enabled) to ensure that you have the
sound exactly as you want it before actually recording anything. Set up the track input in the normal way; then
follow this sequence:

1. Click on the track’s Record arm button.

2. Right-click on this button.

3. From the context menu, choose Record disable (input monitoring only).
From this point, proceed as if you were actually recording. You will hear exactly what would have been recorded.

3.28 Preserve PDC Delayed Monitoring in Recorded Items

When monitoring audio on an armed track against previously
recorded tracks any of which uses a plug-in that has latency
(such as, ReaFir) this will cause the output to be delayed. In
this case you may wish to have the recorded output sound
exactly as you are hearing it while recording. For example, you
might be playing the notes early to make it sound right.

With this option on, it will play back the same way you heard it
as you played it, with the option off it will be earlier (as the PDC of the plug-in will take effect). In the recorded
clip, the PDC amount is indicated by by two small right-angled triangular indents.

0 Suitar

o..lona . cil |

Monitor Inpuk
Monitor Input (Tape Auto Stvle)

Monitor track media when recording
Preserve PDC delayed monitoring in recorded ikems %

P e il S e e RATENTY
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3.29 Recording a Track’s Output

There are a number of reasons why you might wish to record a track's audio output. One example might be to
record the output from an external synthesizer directly onto an audio track. Another might be to record the
output generated by a receive from another track.. Here is an example of how you might do this:

1.

2.
3.
4,
5.
6.
7

8.

If recording from an external synth, connect the MIDI keyboard to your PC. Make sure it is enabled in
your MIDI device preferences.

Create a new track. Name it and arm it for recording. Enable input monitoring.

From the record arm context menu select Record: output then your required channel options. Most
often this is likely to be mono, latency compensated, but options are also available for stereo and
multichannel, with or without latency compensation.

From the same menu select your required output mode. Available options are post fader (the default),
post-fx/pre-fader or pre fx.

If recording from an external synth, select Input: MIDI, then select your input device from the menu .
Make such adjustments as you might need (e.g. to the synth parameters) while you audition the music.
When ready, record.

Stop recording when finished.

3.30 Recording FX Bus Output

You can record the output of an FX bus track. For example, you could record the output of a reverb bus to a
stereo audio track, then use stereo or dual panning to adjust its positioning in your mix. Here's how:

1.
2.

3.

4.
5.
Tip:

Set up a FX Bus track, select it, and arm it for recording.

You might wish to also turn up the track’s Receives to get a good strong signal — you can always turn
down the volume when playing it back later.

On the record arm context menu, set the track to Monitor Input and chose a Recording Mode. This is
likely to be Output, Stereo. Output mode will most likely want to be Post fader.

Play the song and monitor the signal level.

Rewind to start and press Record. Stop recording when finished.

After doing this you will most likely want to mute the sends to the bus and set the bus FX to bypass. It can

still be a good idea to leave the FX inserted in the bus, as a record of how the output was produced.

3.31

Recording MIDI

You have a number of options for recording MIDI, depending on what equipment you have and how it is set up.
In every case, however, the principle is the same:

REAPER's Virtual MIDI -
Keyboard, can be played using ¥irtual MIDI keyboard ala X,
your mouse or PC keyboard. This
keyboard is displayed using the
command View, Virtual MIDI
Keyboard. The shortcut keys Alt
B can be used to toggle display
on and off.

You will need to use either REAPER's virtual keyboard or a MIDI input device, such as a keyboard attached
via a MIDI In port on your sound card or other audio device.

You will need to create a track (or assign an existing one) for your MIDI recording.
You will need to assign an output device for your track.

You will need to assign a Channel for the MIDI item.

You will need to turn Input Monitoring on to be able to hear what you are playing.

Center note [right click akey to set]: C4 v Arow keys change octaveschannel MIDI channel | 1 w

MIDI Ports: MIDI architecture

imposes a limit of 16 channels per device. However, you can use a MIDI patch bay to work round this restriction
by allowing multiple devices to be connected. REAPER allows up to 62 MIDI ports for input and 64 for output.
Virtual MIDI ports can be defined and used via software such as MIDI Yoke or loopMIDI.
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Procedure for Recording to a new MIDI Track

1. Insert a new track into a project file. Arm this track for recording.

2. Ensure that your MIDI keyboard is connected to the computer, MIDI Input of your sound card or Audio
Device and that it is switched on. In this example, we will use the REAPER Virtual MIDI Keyboard. If
this is not visible, press Alt B. Right click over any key that you wish to be your centre note.

3. Right click on the track’s arm record button (as shown). Make sure that Monitor Input and Record
Input are both selected: choose the Virtual MIDI Keyboard as the Input: MIDI device. For this
example, select All Channels).

4. Make sure the Track’s output goes to the 23
Master, and that the Master output goes g Zorioghput
to the hardware audio outputs connected Monitar Input (Tape Auto Style)
to your speakers or headphones. Monitor track media when recording

5. Open the FX Window for this track. You Preserve PDC delayed monitering in recorded iterns
will need to insert a Software Synthesizer Record: input (audio or MIDI)
here. You can use any such VSTi or DXi Record: MIDI overdub/replace N
synth that you already have installed. In Record: output s
this example, we will be using VSTi Record: input (force forma] ,
ReaSynth (Cockos), which is included o _ o
with REAPER. For the time being, leave Record: disable (input monitoring only)
the ReaSynth parameters at their default Input: Mono >
settings. Input: Sterec >

6. Press Ctrl R to start recording. Play a Input: MIDI 2- AudioBox MIDI In )
simple tune on the Virtual Keyboard. Use Input: Nene Virtual MIDI keyboard >
your mouse or PC Keyboard — e.g., e All MIDI Inputs )

zxcvbvcexz will play half a scale up and

down. When finished. Press Ctrl R again to stop recording. If prompted, save your media item.

See also Recording MIDI from keyboard checklist

later in this chapter. . VSTi: ReaSynth (Cockos) - Track 2 "Keyboard" </ B
In Chapter 13 we will see how your MIDI data can be =
edited using REAPER's built in midi editor. No preset v/ [+ [Paam || 2ot [[UI] ()}
. ReaSynth
Procedure for Playing Back a MIDI Item
. Volume: ED | 500 |dB
Play the track. As it plays, you can alter the nature and .
T Tuning: ED 0 cent
shape of the sound by adjusting the soft synth
parameters. When you have found a sound you like, you Attack: [T 30 |ms
can click on the + Decay: M 1000 |ms
£ Param 2out u| QM| button in the FX Sustain: i +0.00 |dB
Save preset Window (indicated
o by the mouse Release: [ [ 8 |ms
ave preset as aute Cursor, ShOWn Ieft) Portamento: Dj Elms
Delete preset
and then choose Wave shape
I:[ Rename preset... Save Preset to Square mix: ED
Move up name and save S [T[os0
Movwve down that set of . 0.00
parameters. Your santaoth mix: [ [ '
[]  Import preset library (.pl)... named preset can Triangle mix: [ [] 0.00
Export preset library (.rpl)... be recalled from Extra sine mix: [ | ] 0.00
Import VST patch/bank file (.fxp/.fxb). the Prgset drOP Exra sine tune: O 0 |cent
o ) down list any time.
- Export VST patch/bank file (fxp/ fxb).. You can make and []Cldschool sine-wave generator {detuned at HF)
use presets in this

way for all FX Plug-ins and Synths. With VSTi synths, you

are also able to import and export patch/bank files (see above).
For more information including troubleshooting, see the section Recording Thru MIDI Channels.
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Note: The example above demonstrates an important difference between MIDI and Audio. With Audio the
actual sounds made by the instrument or voice are recorded. It is possible to use FX like EQ and Compression to
alter how the audio item sounds when played back, but the audio item itself stays the same.

With MIDI, you are essentially recording a series of instructions that by themselves have no sound. The music is
created when those instructions are fed to a synthesizer. By changing the parameters of the synthesizer's
settings — or even by changing the synthesizer — we are able to produce a completely different sound.

Despite these differences, both audio and MIDI items can be included on the same track.

Note: Before recording, you can assign sequential input channels to a number of MIDI tracks in one action.
Select the tracks, then click on the Input button for any one of them. From the menu, choose first Assign
inputs sequentially, then MIDI (sequential inputs or channels), then select the MIDI device, then the
channel selection (e.g. for four tracks, perhaps channels 1 to 4).

3.32 Other MIDI Recording Modes

When recording MIDI, you should select one

of six modes. In the above example, we (ol

used Record Input. With this mode, any +  Monitor Input

existing events will be retained: the new Monitor Input (Tape Auto Style)

material will be recorded as a new take. Menitor track media when recerding

Four of the other five are R_ecorc_l: MIDI Preserve PDC delayed menitoring in recorded items

I?:‘e’;';d:n?y;eplace modes (m prO]eCt MIDI ~  Record: input (audic or MIDI) B ]
« Record MIDI overdub: adds new Record: MIDI overduby/replace Record: MID! overdub
notes on any channel within existing Record: output Record: MIDI replace
items, preserving what is aIready there. Record: input (force format) Record: MIDI touch-replace
« Record MIDI replace - from the time Record: disable (input monitoring only) Record: MIDI latch-replace

you start recording until you stop, existing
MIDI notes will be removed and any new material played on any channel will be recorded in their place.

« Record MIDI touch-replace: existing MIDI notes will be replaced by any new notes played over them on
the same channel as the original material. All other existing material will remain as it is.

e« Record MIDI latch-replace: existing MIDI material remains unchanged until you strike the first note. All of
the old material will then be replaced with notes played on the same channel as the original material until
recording is stopped.

e Record Output -> Record: output (MIDI): Similar to the input mode, but records the MIDI signal coming
out of the FX chain.

Note that these options can often be used effectively with time selection recording (see sections 3.16 to 3.18)
and looped time selection recording (see below).

3.33 Recording With a Virtual Instrument Track

To use a virtual instrument (such as a VSTi or DXi plug-in) for recording a Multiple tracks...

MIDI track, you can use the main menu Insert, Insert virtual Virtual instrument on new track...
instrument on new track... command. You will then be presented with a Track from template

selection of all the virtual instruments that you have installed on your
system. Double-click on the required item. The track
will be created, armed and named and the
instrument displayed.

Build Routing Confirmation

If you prefer, you can instead drag and drop the Do you want to add the Following tracks for this effect?
instrument from an open FX Browser window to an If mat, only the sterea 172 outputs will be audible without Further routing.
empty area of the track control panel. Sterea 1/2-Mew track 3 "Mixed output”

The example shown here is for ReaSynDr, which Steren 3f4->hew brack 4 unused)

requires four outputs. If the item selected (like this [
one) requires multiple outputs then REAPER will

create the initial track and prompt to ask you if you
would like the other required tracks to be automatically built. If you select Yes the entire output chain will be

Wes l [ ] ]
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built for you. What exactly this produces will, of course, depend upon which Virtual Instrument you have
selected.

Monitoring an External Synthesizer

If you are working with an external hardware synthesizer then it is likely that at times you may wish to monitor
its output in REAPER. This topic is covered in Chapter 13, Manipulating and Editing MIDI Items.

3.34 Using Microsoft GS Wavetable SW Synth

You can use the Microsoft GS Wavetable Synth if it is —
included with your Windows version. It can be used to HiDl outpuds 1o meke avaleble (selectable 28 track outpus)
play MIDI files that you import into REAPER. You will be . EB:EDBM _— ;”:;ed
shown how to import files in Chapter 4. B MIDI Ot ot roserts
To enable the Microsoft GS Wavetable SW Synth:
1. Go to Options, Preferences and display the foms Configure output...
Audio, MIDI Devices screen. ades Output ID .
2. Under MIDI Outputs, right click on Microsoft GS ,,Panas o iade
Wavetable SW Synth and select Enable output. play e bie st F
3. Click on Apply, then on OK. b e -'Ic:-'IrFtlc oot

H w B8 1| - This Synth will now be available as a MIDI

Hardware Output.
You can if you wish now use the Microsoft GS

jE—_ -2~ | MO Fodnare Buowt - Wavetable SW Synth as your output device
channels: 2 | oot instead of using a software synth (see above right).

0 However, be aware that this output device is known
] | @ B e to create issues with latency.

] * ms () samples  Add new receive...

3.35 Looped Overdubbing and Looped Time Selection Recording

Loop overdubbing allows you to make repeated overdubs of a section of recorded material without having to be
repeatedly stopping and starting. The technique can be used with both audio and MIDI. In both cases, you will
need to check your Options, Preferences, Audio, Loop Recording settings. Set When recording and
looped add recorded media to project to On stop. Usually you will also want to enable In loop recording,
discard incomplete first or last takes if at least one full loop was recorded. You should also (from
REAPER's main Options menu) disable Loop points linked to time selection and enable Record mode:
Time selection auto-punch.

Now arm your track for recording, select your record options and make your time selection just as you would for
normal punch recording. Click and drag along the timeline to create the loop — this should enclose the time
selection, as shown below. Make sure Toggle repeat (next to Record button) is enabled on the Transport Bar.

When = ERMRET Keyboard untitled WDl item e P O - N
Record 0 Keyboard[~ .. (DI El.- T ey
input 1000 (&) — - 1. .

o o i o
(audio or £ L =
MIDI) is
selected,

then both audio and MIDI essentially behave in a similar way. When you record, new material will be recorded
within the time selection (and added to the MIDI item) for each pass over the loop until you press Stop. The
loop is used to audition material immediately before and after the section being recorded.

For example, you might choose Monitor input and Record Input (audio or MIDI) and Input MIDI then
your MIDI device. If so, the outcome will be similar to that shown here.

Audio material recorded with Input MONO rather than Input MIDI would produce a similar result, except of
course the media items would be audio instead of MIDI. You will, however, get significantly different outcomes if
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you use any of the Record: MIDI overdub/replace options with looped time selection recording. In each
case, new takes will not be created. Instead, the existing take will be edited. For example:

Record: MIDI Overdub: with each loop, the new material will be added to the existing material within the time
selection.

Record: MIDI Replace: with each loop, all previous material within the time selection will be replaced with
new material. For example, the first loop will replace existing events within the time selection. Second time
around it will replace the material recorded in the first loop with new events, and so on. Only the most recent
material will be saved.

Record: MIDI Touch-replace: Each time you play a note within the time selection any existing material
concurrent with that note will be replaced with new material is on the same channel. For example, if you play
correctly except for one wrong note first time, you can correct just that one note second time round.
Record: MIDI Latch-replace: Each time round the loop all existing material in the time selection will be
replaced with new material if on the same channel only from the moment you press your first note. This
technique can be useful, for example, if you are replacing existing material little by little.

3.36 Recording with External Hardware FX

REAPER can record a track with an external hardware FX device in much the same way as you might use an
external device as an insert when recording
on an analog desk. You use a plug-in called VST: Realnsert (Cockos) - Track 1 "MIDI Import” |
Realnsert. If you want to try it out step by
step, create a new REAPER project file, insert

Mo preset “w | |+ || Param 2in 2 out Ul o

a track, then get your FX device ready. Realnsert
Send vol: Hardware Sends Retum vol:
Example Left:  |Line Out 3 v
1. Connect an otherwise unused audio nae: B
. . ight: | Line Out 4 p
output to the input for your FX device. .
MIDI: one i

Connect the output of your FX device
to an otherwise unused audio input.

2. Create a new REAPER project file and
add a single audio track. Give this
track a suitable name. Let's record a
vocal with the FX on it.

3. Connect your microphone to an
otherwise unused audio input. Switch
on the FX Device. Additional Delay Compensation: Elsamlﬂes Ping detect

MIDI channels: | Al ~ =5 Al ~
Hardware Retums
Left: Mic/Line 3 ~

Right: | Mic/Line 4 “

Automatic device latency adjustment

Arm the track for I‘eCOFding- I Note: you may need to stop/start playback after changing delay compensation settings

4.
5. Select the input device (to which the T—-T8T88¥

line or microphone is attached), select
Monitor track media when recording and specify that you want to Record output and choose your
required option (such as Mono, latency compensated), just as we did in the section Recording a
Track's Output.

6. Now display the FX Window for this track, and add the FX VST: RealInsert to this window (see right).

Specify the actual Hardware Sends and Returns that you set up at steps 1. and 3.

8. Make sure the FX Device mix is set to 100% Dry, and within Realnsert enable the option Automatic
device latency adjustment. This allows REAPER to calculate delay compensation as required.

9. With the track’s output directed to your headphones, monitor the required Volume and FX Levels, including
the FX Wet/Dry mix.

10. When you are ready, Record.

11. When finished, don't forget to disarm the track and set the Realnsert plug-in status to Bypass.

N
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3.37 Preference Settings for Recording
The Recording page of Options, Preferences determines REAPER's recording behavior, including:

) REAPER Preferences

General

Paths

Keyboard /Multitouch
Project

Track,/Send Defaults

Recording settings

Scroll arange view while recording (if enabled for playback in options menu
Show preview of recording items while recording, update frequency: Hz (default 3)

Build peals for recorded files: () On the fly recommended) (C) After recording () Manually

Media ttem Defaults
Audio

Device

MIDI Devices

Buffering

Mute/Solo

Playback

Seeking

Recording

Loop Recording

Rendering
Appearance

Media Check free disk space on record start, wam if less than: megabytes

Peaks/ Waveforms

Fades/Crossfades

Media tem Positioning

Track Control Panels
Editing Behavior

Always show full track control panel on amed tracks
Prompt to save/delete/rename new files: onstop [ ]on punch-out/play
Start new files every megabytes (approximate)

[] When recording muttiple tracks, offset file switches for better peformance
Prevent recording from starting when no tracks amed

Recorded filenames: |!iracknumber—&rack-SyearESmorrthSday_shnurSminute | Wildcards

Inproject MIDI tems: |Btracknumber—5track-MlDl

| | wildcards

[] Show free disk space in menu bar  [_] Show primary recording path in menu bar
[] Record audio during pre-oll

Qutput manual offset: samples

Use audic driver reported |atency

Input manual offset: samples

Cancel Apply

To scroll track view while recording.

To display a preview of media item peaks as they are being recorded. This confirms that you really are
recording and haven't forgotten to arm your tracks. You can also specify a screen update frequency.
When to build the peaks for recorded media files.

To automatically display the whole Track Control Panel (including VU meters) when a track is armed.
Whether to prompt to save/delete/rename files when recording is stopped. If you disable this option, files
are automatically saved.

Whether to prompt to save/delete/rename files on punch out. If you disable this option, files recorded by
this method are automatically saved.

Whether to start recording to a new file after a specified number of megabytes. This can help to make
data secure when recording a long live performance,.

Prevent recording from starting if no track is armed. You may wish to turn this off if you are using layered
recording for a track (or tracks) where recording is not required to start until some way into the song.
Which items to automatically include in the file names for recorded media — by default these include the
track number, year, month, day, hour and minute. Many other options (including project name and track
name) are available by clicking on the Wildcards button.

Which items to automatically include in names for MIDI items created within the project — by default these
include the track number and track name. Many other options (including project name) are available by
clicking on the Wildcards button.

To check for free disk space before recording, and to display the amount of free disk space and/or
recording path on the menu bar.

Whether to record audio during pre-roll.

Whether to use audio driver reported latency: this automatically adjusts media positioning to compensate
for the audio driver's reported latency. There are also options for this to be manually adjusted. Beginners
especially should leave these at their default settings.
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3.38 Track Preferences for Recording

The REAPER Track Defaults settings includes a number of items that you can use to help make the recording
process a little easier. These settings can be found on the Project, Track/Send Defaults page of the Options,

Preferences window. Settings on this page include

e The default volume fader gain.

Whether output should be routed to
the Main send.

The default new track height.
Whether to enable by default Free
item positioning or Fixed item lanes.
Unless you specifically need it to be
otherwise, leave both these off.
Whether to automatically arm new
tracks for recording.

A Record Config option to set

Visible envelopes:
Envelope point shape:
Automation mode:

Track height in new projects:
[] Free item positioning
[] Record am

Defaults for tracks./sends/track hardware outputs

Track volume fader gain: dB

Enable main (parent) send

[Jvolume [JPan []Volume (pre-F¥) []Pan (pre-F¥) [ Mute

Linear ~

Trim/Read Am new envelopes

o

o

Medium Shaw in Mixer

[] Fixed item lanes Fixed lane defaults

Record corfig: |Mic/Inst 1

defaults for the Record Arm context

menu. Options include, to turn on by default Input Monitoring and specify default record input settings.
Notice also that under Options, Preferences, Appearance, Track Meters there are settings which together

determine how your track VU meters are presented.

For example, you can choose whether or not to Show track input when record armed and to Make

obvious that track input is clickable.
Disabling this latter option may improve the
clarity of the display on your VU meters.
Enabling Show dB scales on record armed
track meters and Sticky Clip Indicators
helps you to monitor peak levels. MIDI users
may wish to Show MIDI velocity on track
VU and/or Show MIDI output activity on
track VU.

You can also specify whether to Reset peak
indicators on play/seek. If enabled, the
numeric peak indicators on track and master
VU meters will cleared when playback is
restarted or the play cursor moved.

Track meter settings

Meter update frequency (Hz): Meter minimum value (dB):

Meter decay (dB/sec): Meter maximum value (dB): EI
Scale gain reduction from plug-ns by: D {1dBE of GR = 4 dB on the meter)

Make obvious that track input is clickable
Show dB scales on rec-ammed track meters
Show MID| output activity on track meter
[] Reset meter peak indicators on play/seek

Show track input when rec-amed
Show dB scales on track meters
Show MID| velocity on track meter
Sticky clip indicators

Track meters display prefader levels

There is also a global option for Track meters

display pre-fader levels. This setting is also available from REAPER’s Options menu.

3.39 Other Track Recording Settings

REAPER allows you to use different audio formats
for different tracks in the same file. The default
format for new tracks will be determined by your
Project Settings. To change these for any track,
simply right click over either the track’s record
arm button or its record options button, then from
the menu choose Track recording settings.

You can choose any of the formats WAV, AIFF,
DDP, FLAC, MP3, OGG Vorbis, Video (GIF) or
WavPack lossless compressor.

[] Set recording audio format:
Format
WAV bit depth: | 24 bit PCM
Write BWF (bext”) chunk

Do not include markers or re

AIFF
DDP
FLAC

MP3 {encoder by LAME project)

0GG Vorbis )
0GGE Opus

Video (LCF)

WavPack lossless compressor

Record to audio path: | Primary anly

Depending on the format you choose, you will be presented with a range of options appropriate to that format.
There is also an option to include markers/and or regions in the recorded material.
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3.40 REAPER Audio Recording Checklist

The following checklist is for guidance only. In some cases you may vary the suggested order (e.g., you can
switch on your PC and start REAPER before getting together your microphone and leads). In other cases the
order is critical (e.g. you should always connect your microphone to your preamp before turning on the phantom
power supply). If you are not sure, keep to the exact same sequence outlined here.

Item Comment

Preparation Set up all external recording equipment needed (microphones, stands etc.).

All faders and gain controls on mixer and/or sound device turned right down.
Phantom power (if available) turned off.

Everything connected that needs to be connected (e.g. microphone leads to mixer
or sound device).

Turn equipment on, but check volume on speakers isn't too loud.

Connect headphones to headphone amp or sound device.

If phantom power required (for condenser microphone), turn it on.

PC Preliminaries Turn on PC and wait for Windows to open.
Open REAPER with required project file. Save file.
Project Settings Check recording format and settings — e.g. 24 bit WAV at 44100 Hz.

Is a different format required for this track?
Make sure Record Mode is set to Normal.

Track Settings Named and armed for recording?
Track Input Monitoring on or off? [ vocals __[And__-39)
Use the Sound Card’s direct input monitoring if & v Monitor In
available in preference to REAPER's. g Maritor Inpuit (Tape
Record Input selected? Eom  Monitor brack media
Correct input channel selected?

Test Recording Levels | Start low and work up. Vor-01.o0g Vo1 ogg
Record a small sample .
to test levels: the three - %

examples here show
(left to right) too low, too high and about right.

It is better to be too low than to be too high.

Recording Press Ctrl R to record and again to stop recording when finished. Save media
items. Press Ctrl S to save project file.
Evaluating Unarm track before playing back recorded tracks to evaluate them.

Especially if listening thru headphones, disable Input Monitoring (or turn faders
and gain controls on the input device right down), to prevent live ambient sounds
from being mixed in with your recorded material.

3.41 Recording MIDI From Keyboard Checklist

Newcomers sometimes run in to trouble when recording MIDI from an external MIDI keyboard. If you find things

aren't happening as you would like them to, here are some things to check:
® Is the keyboard sending MIDI on the required MIDI channel?

Is the keyboard device enabled in Preferences for Input/Control?

Is the keyboard selected as the input device for the track?

If needed, is the correct MIDI channel from the keyboard selected?

If needed, is the input mapped to the correct MIDI channel?

Is record arm enabled?

Is input monitoring enabled?

If needed, is the plug-in “listening” to the required MIDI channel.
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3.42 Recording an Internet Audio Stream

You can use REAPER to record an audio stream from the internet. Before doing so you should make sure that
you are not in breach of any copyright restrictions. The exact method will depend on your hardware setup,
including your sound card. Your sound card should include some sort of software for changing its settings. This
may or may not have its own icon within the Windows Control Panel. If you are not sure how to access it, you
can click on the Windows Start button, choose Run, then type sndvol32 —r and press Enter. In overview,

these are the steps that you will need to perform.

1. Access your sound cards control software and modify its settings to select (depending on the options
available) the required option. You should probably temporarily disable input from all other sources

(Microphone, Line, etc).

2. Open your web browser and find the page containing the item that you wish to record.

w

Open REAPER, create a new file and add a track.

4. The next step may require a little experimentation. Depending on the equipment you are using, it might be
necessary to change your Options, Preferences, Audio, Devices settings to Direct Sound. An example

is shown here. These settings may not
be the best for your particular system.

5. Arm your track for recording: be sure to
select the correct input.

6. Press Ctrl R to start recording. In your
web browser, play the item that you
wish to record. When finished, stop
recording and save your work.

Note: Don't forget when you have finished,
to restore both your Sound Card Recording
Control options and REAPER's Audio Device
Preferences to their previous settings.

3.43 Converting Audio Media
Item Format

’? REAPER Preferences

Paths

Keyboard Multitouch
Project

Track/Send Defaults

Media tem Defaults
Audio

MIDI Devices

Buffering

Mute/Salo

Playback

Seeking

Recording

Loop Recording

Rendering

Arnaaranee

]

Audio device settings

Audio system: | Direct

Input device:
Output device:
Sample format:
Input channels:

Qutput channels:
Samplerate:
Buffers:

Sound

Primary Sound Capture Driv
Primary Sound Driver
(®) 16 bit

C2abt O

II

k

100 Hz

% samples

{atency: 185 ms)

er

32 bit

In this internet age it is becoming increasingly common for musicians to want to collaborate on projects all the
way across the world. Consider this scenario. You have a part recorded project of perhaps 50 or more 24 bit

wave files. In

some far off o

land you have a

friend who has T [« ReA
offered to |aY Organize * Mew folder
down a track .
such as a flute. @ OneDrive

You'd like to get B This PC

your source files _

to her, so that # 3D Objects

she can do this W Desktoo ol
for you, layering File name: | All Thr
it down againSt Save as type: | REAPER

r? Save as format configuration

[] Set format to save as:

0GG Vorbis
Format settings

®VBR qualty: (0.0 = lowest, 1.0 = highest):
OcBR: (128 |kbps
() ABR: kbps, min: kbps. max: kbps

Cancel

whatever
headphone mix
best suits her.

However, your
recorded

)  Hide Folders
material so far

Create subdirectory for project

Copy all media into project directary, using: Convert media | Format... | [ Trim media, tail size: ms
[] Move all media into project directory

Copy rather than move source media if not in old project media path

Save

Cancel

comes to over 3

GB and she doesn't have a particularly fast internet connection.
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One solution could be to convert the files to a compressed format and send her those. There's a quick way to do
this, using the File, Save project as ... command. Choose this command and follow these steps.

1. If you wish, navigate to a required parent folder.

2. Enable the three options to Create subdirectory for project, Copy all media into project
directory, and Convert media.

3. Click on the Format... button to display the settings box shown above.

4. Enable the option (top left) Set format to save as.

5. Select your required format (e.g. FLAC, MP3 or, as shown here, OGG Vorbis).

6. Specify your preferred format settings.

7. Click OK then Save.

All audio media items in the project will be converted to the specified format as they are copied across. The
format of the original items will remain unchanged.

You can also convert and export selected individual media items from one format to another without having to
convert the whole project. This topic is covered in Chapter 21.

3.44 Recording Live Windows Output

Windows users (Vista/7/8/10 and 11) can use WASAPI drivers to record live Windows output (for example,
subject to copyright constraints, a YouTube video). This requires the use of feedback looping, so you should
proceed with caution beyond this point. This is not recommended for beginners.

First, create a new project file. Display the
project settings (Alt Enter) and on the Audio device seftings

Advanced page enable Allow feedback Audio system: | WASAPI e
routing. This is also known as “loopback
recording.”

. . Maode: Shared loopback {[CAUTION) w
Next, display your Preferences, Audio,

Device window and select WASAPI as your Analogue 1+ 2 (3- Focusrite USE Audio
audio .system. Select Sh_ared loopback mode Output device:  Default output >
(see right). Your block size and sample rate
will need to match those of your sound device, Input channels: 2 (D'to disable)
as set in the Windows Control Panel. Output channels: 2 {0 to disable)
Finally, you simply add a new track and arm it Block size: 512 samples
for recording. You will probably want to set Prefemed depth: ©) 16 bit 24 bit 12 bit
input to stereo. —
Samplerate: 42000 Hz (if available)

Mute the track’s audio output and press Ctrl R

to record whatever you are currently playing in fat=ncy- 10 ms)

Windows. For example, this might be a
YouTube video that you are currently listening to over your speakers.

Note: If your computer has both an internal sound card and an external one (such as Focusrite Audio Box or
Presonus Studio) you might need to resolve any possible conflict before doing this. One way could be to access
your Window Control Panel’s sound settings and to temporarily disable the internal sound card and/or make the
external card the default.
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4 Managing Media: The Media Explorer

4.1 Introduction and Overview

To open the Media Explorer, use the View, Media Explorer command, or the shortcut Ctrl Alt X. Its interface
is shown in the diagram below. Like many other windows, the Media Explorer is dockable. To do this, click the
last button on the toolbar, or right click on the title bar and choose Dock media explorer in docker.

Browse History Menu and
Buttons Toolbar Browsing His}:ory Dropdown Filler Box  Toggle L'stIDtlaiaiIs

edia Explorer s n
edia Explorer  Show | Options

2> 4 ¥ | D:\REAPER Projects\Cettic tune 2 1

o

<Track Templates> File Size Maodified Date Title

P“(’:‘z:pﬂr:rm”’ ] 03-Banjo-200501_1727.wav 200MB  1/05/2020 5:30:18 PM 2020-05-01
o ] 04-200501_1733.wav 20,1MB  1/05/2020 5:36:33 PM 2020-05-01
B [ 05-200501_1744.wav 209MB  1/05/2020 5:46:50 PM 2020-05-01

1[\‘15.' Documerts 4] 05-200501_1746.wav 5.6MB  1/05/2020 5:47:44 PM 2020-05-01

4| 06-Bouzouke-200501_1925.wav  21.0MBE  1/05/2020 7:28:16 PM 2020-05-01

B T LT L - AR 410 nn AT RRA Annn ne nd

Volume:

' Length: 2:45.584
Sample rate: 44100

“  Channels: 1

© Bits/samole: 24 fit) I

Route Button  Pitch Play Volume Fader Media Info
Transport Bar ~ Wheel Rate Zoom InfOut Box
ExplorerfShoricuts{Database Panel Wave Controls

The Media Explorer can be used to preview and import items into your projects. To make this faster, easier, and
more flexible, it incorporates a number of features to assist you in organising and managing your media files.
This includes the creation and management of databases (libraries) and by adding or editing media file
metadata. Before exploring its many features, let’s look at the various elements of the Media Explorer window:
Toolbar buttons (L to R): Insert item in project: Auto play, Start on bar, Detect Pitch and Media
information box toggle options: Tempo match options. Set tempo match off, or on, or to double, or
to half. Preserve pitch toggle option: Dock media explorer toggle.
Explorer/Shortcuts/Databases panel. Used to navigate your directories and files, rather like
Windows Explorer or Mac Finder. you can add shortcuts for any folders and set up/manage databases.
Browsing history buttons. Four buttons - previous, next, up a level and refresh — to use for browsing.
Browsing history dropdown. This stores (and can display) a list of recently visited folders and
databases. You can select from this list to access any of these folders.
Filter box. Use this to type a text string to filter the displayed file list.
List/Details (Windows only). Selects whether file details (size, date, etc.) or only file names are shown.
Transport bar. Works with selected media item. Controls are Play, Pause, Stop and Repeat.
Route button. Directs output to any audio output, or to play thru any track selected in Arrange View.
Pitch control: Adjusts pitch of selected item on playback.
Rate control: Adjusts play rate of selected item on playback.
Volume control. Adjusts volume of playback of selected item.
Preview window: Displays peaks (waveforms) of currently selected item, including ruler display.
Preview scroll bars: Horizontal and vertical bars allow you to zoom in/out of the preview window. The
action list includes an option to toggle this on/off.
Although more commonly used for organising, finding and inserting media files, the media explorer can also be
used to find, preview and open existing .RPP project files.
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4.2 Media Explorer Basics

REAPER's Media Explorer allows you to create your own folders and databases. Folders and subfolders that you
create in REAPER’s media explorer will be real folders, stored in Windows Explorer or Mac Finder. Databases,
however, will exist only in the media explorer, and have no purpose outside of REAPER’s media explorer.

The media explorer can be used to manage not only audio items (.WAV, .MP3, etc) but also midi files (.MID),
automation items (.ReaperAutoltem) and even REAPER project files (.RPP).

In order to do this ...

Do this ....

Generally manage
Media Explorer

Right click on title bar for menu which includes Dock media explorer in docker,
Show action list, and Close window on escape key (see also section 4.11).

Browse thru your
folders

Use the Explorer/Navigation panel in conjunction with the main panel. For
example, click on My Computer (Windows) or Home (Mac) in the left hand
panel, then use the main panel to browse thru and to open your folders.

Create shortcut for

In the main (right hand) panel, right click on folder name and choose Add to

any folder shortcut list from menu. Shortcuts are displayed in the left hand panel.
Rename folder In the shortcuts (left hand) panel, right click on shortcut, choose Rename
shortcut shortcut. Type a name and press Enter or click OK .

Reorder shortcuts

Drag and drop shortcut name(s) up or down the list in the shortcuts (left) panel.

Remove shortcut

In the left hand panel, right click on shortcut, choose Remove shortcut.

Create a subfolder
on shortcuts list.

Right click on folder name in shortcuts panel. Choose Create subfolder. Type a
name then press Enter or click OK.

Copy to subfolder

Drag and drop files from main (right hand) panel.

Select/restrict
columns displayed

Right-click on any column header then Show/hide columns for a columns list:
tick/untick to select columns. Available fields are Favorite, Mark, File Name, File
Size, File Modified Date, File Type, Title, Artist, Album, Track number, Date, Genre,
Comment, Description, BPM, Key, Custom Tags, Length, Channels. Sample Rate,
Bits/Bitrate, Start Offset, Peak Volume and Loudness. There are actions available
to calculate peak volume and loudness statistics.

Add user column allows inclusion of other read only metadata or your own text.

Column order

The column header context menu includes options to Save, Load and Delete

presets column order presets, and to Restore columns to default order/width.
Change column Drag column header, left or right as required, or right-click on column header and
order use Move column to far left (Ctrl shift click) from context menu.

Manage folder/file
display

Click on any header to sort by that column — e.g. File or Size. Click again to
reverse the sort order. If Custom tag column is displayed, double-click in this
column for any file displayed to edit the custom tag. This can be any plain text
that has meaning to you, such as Instrument or Quality.

Right-click on any column header for option to Show/hide columns. Drag/drop
header left or right to change column order. There are also context menu options
to Group favorites on top and/or Group folders on top and to Reset
columns to default order/width.

Use search/filter file
list

See also the section
Using Search Filters for
advanced options.

Type text string (e.g. bass) in the filter box (left of the list/details dropdown) to
filter file display. Boolean search (AND, OR, NOT) is supported, e.g.:
kick OR snare: for file names that include either kick or snare such as
Pop_Dance_Snare 02.wav, Pop_Dance_Kick 05.wav
urban AND kick: for file names including both kick and urban such as Urban_Kick
01.wav, Urban_pop_Kick 03.wav but not Kick.wav
Use ~, $ and quotes to match start/end/whole word — e.g. ~bass, bass$, "bass".
Delete the text string to remove the filter.

Right click on filter box for a field list to limit search to selected field(s).
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In order to do this ...

Do this ....

Fav / Mark (toggle)

Double click in either of these columns to label a file as Fav or Mark.

Restrict file
information display
options

The Show menu toggles on or off what the media explorer will display:
All files (otherwise only media files such as .wav. ,mp3. .mid are shown)
Folders and/or File extensions even when file type displayed
Leading path or Full paths in databases and searches
Toolbar and/or Media information box
Path dropdown box and/or Shortcut list
Vertical layout (toggle navigation panel above rather than left of files list)

Restrict search
options

The Search submenu (Options menu) toggles customization features on/off:
Search fields (make searchable any or all of: File name, Leading path, Title,
Artist, Album, Year, Genre, Comment. Description, BPM, Key, Custom tags).
Folder searches (any/all of Search in metadata, Search in subfolders, Include
matching folders). Read file metadata is another option.

Include matching folders (shows sub-folder names in search results)
Whether to Update searches only when the ENTER key is pressed.

Add to shortcuts list

Right click on folder name in main panel, choose Add to shortcut list.

Change date format

Right-click on any column header, choose Set date/time format ...

browsing history

Other Options, Update search only when Enter key is pressed
Search toggles Clear search when browsing to new folder or database
Navigate thru Open browsing history dropdown: all folders and directories visited during your

current session will be listed. Additionally, the buttons located to the left of this
dropdown can be used to move back and forwards thru your browsing history.

Show/hide media
information box

Use the second toolbar icon, or the Show, Media information box command. —
typically shows length, sample rate, etc. Right click for a context menu.

Manage toolbar

Use toolbar context menu commands to Open or Switch to a different toolbar, or
Position toolbar (in media ex, float, dock or close) or Customize it.

4.3

File Management

File management in media explorer appears similar to Explorer or Finder, but with several enhancements.

In order to do this ...

Do this ....

Copy a file from one
folder to another

Ctrl left drag the file from the file list (right hand panel) to destination folder in
the left hand panel, or ... Right click on file name, choose Copy. Select destination
folder in left panel, right click in right panel and choose Paste.

Copy file into media
explorer

Ctrl Alt left drag file from arrange view into media explorer main area. Renders
item to a new file, applying any item FX etc..

Rename a file

Right click on file, choose Rename from menu. Type new nhame, press Enter.

Delete file

Right-click on file name, then choose Delete then OK to send to recycle bin.

Show file properties

Right click on file name, choose Show media source properties from menu.

Show file list in
Explorer or Finder

Right click on any file name in list, choose Show in explorer/finder. (Windows
Explorer or Mac Finder).

Working with non
media files

Enable Try to open non media files (Options, Default action menu): double
clicking on files such as .jpg,.doc will then if possible cause them to be opened.

Cause them to Open
actions list

Show action list (Media Explorer menu) opens the media explorer actions list,
in order to run other actions and/or assign keyboard shortcuts. See section 4.11 .

Customize menu

For example, to add actions to the media explorer menu, choose Options,
Customize menus. See Chapter 15 for more about menu customization.
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4.4 Working With Metadata

Metadata is information about your audio or midi files that can be embedded within the files. Categories of
metadata recognised by REAPER’s media explorer are Title, Artist, Album, Date, Genre, Comment, Description,
BPM and Key, as well as Custom Tags. Custom tags can be used for other information that you might wish to
include.

Before looking more closely at how the media explorer handles metadata, there are some basic issues that you
should understand. These are:

® Existing metadata already embedded in files that you purchase and/or download will be displayed in media
explorer provided, of course, that you have made those columns visible.

® You can sort, search and filter the list of files displayed using the contents of any metadata field, provided
these are enabled in your Options, Search options. There is also an option to Group favorites on top.

@ Within media explorer you can add metadata to most kinds of audio files, including .WAV, .MP3, .0GG.
and .FLAC.

@ Metadata that you add to any files in media explorer, including your own recorded material, will be
displayed in media explorer and can be used for searching etc., but by default will not be embedded in the
files. You do, however, have an option to write the metadata into the file so that it will then be embedded.

® Some metadata fields will be displayed in popular music software (such as Windows Media Player and
Groove Music) and portable MP3 players and will be displayed as the music is played. Typically, these will
include Title, Artist and Album.

In order to do this ... | Do this ....

Enter/Edit metadata | Double-click in the required column (e.g. Title) for that file, type the metadata and
in a single file press Enter.

Enter/Edit metadata | Make file selection in the main panel file list. Right click over any file in selection,
in several files. choose Edit metadata tag then select required field (e.g. Artist), type the text
and press Enter.

Restore metadata to | Select file or files. Right-click over any selected file, choose Re-read metadata
last saved state from media files.

Embed metadata in Select file or files. Right-click over any selected file, choose Write edited
a single file or metadata to files.
several files

4.5 Creating and Using Databases

You can create your own databases to manage your samples and media files. This lets you display together files
that have a common theme but might be stored in different folders. A database can contain a selection of files,
entire directories, or both. Think of databases as being for file reference and retrieval rather than storage.
Individual files can be referenced from more than one database. For example, you could create a database called
“Drums Various” for all your drum samples. You could also create separate databases each for toms, snare, kick,
etc. Databases are set up and managed using right-click context menus in the left-hand Shortcuts panel.

In order to do this ... Do this ....

Create a new empty database |Right-click over empty area in left (shortcuts) panel. Choose Create new
database... from menu. Type name, press Enter.

Add file(s) to database Select file(s) in media explorer's main window, then drag and drop to the
database name in the shortcuts panel. Note that the same file(s) can be
added to more than one database if you wish.

Mark files as favorites Select item, double-click in Fav column to mark. By default, this is the first
(toggle) column in the folder/file display area. Repeat this to unmark. One use for
this is to be able sort file display to show favorites first.
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In order to do this ...

Do this ....

Add folder (directory) with
contents to database

EITHER ... Select database in Shortcuts column. Right-click over its name
and choose Add path to database ... from menu. Navigate to required
folder, select it and click on OK. Repeat this to add more folders.

OR... Drag and drop folder from windows explorer or mac finder, or media
explorer's main window on to the database name in the shortcuts panel.

Change shortcut name of
folder in database

Right-click on folder name in shortcut panel, choose Rename shortcut...
Does not change folder name on hard disk.

folder

Create a new database from a

In right hand panel, right-click on folder, choose Make database from
folder. By default, the database will take the folder name, prefixed DB:
and will be included in the list in the left panel.

Change order in which
databases are listed in
shortcuts panel

Drag and drop database name up or down.

Remove a folder contents
from database

Select database in Shortcuts column. Right-click over its name and choose
Remove path from database... from menu. From the flyout list, select
the folder that you want removed.

Remove item(s) from
database

Select item(s) in media explorer window. Right-click over selection, choose
Remove items from database.

Change database name

Select database in Shortcuts column. Use Rename database... command

on context menu. Does not erase items from disk.

Update database contents to
reflect changes in folder
contents

Select database in Shortcuts column. From context menu use Scan
database for new files to find and add new files, Remove missing files
from database to remove deleted files.

Remove a database

Right-click on database in Shortcuts column, choose Remove database.

Media explorer databases can be included in your export configuration settings (Options, Preferences,

General): see also Chapter 22.

4.6

Media Item Preview
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Usually you will want to audition items before inserting them into a project. The media explorer allows you to do
this. The Auto play option (on the toolbar) can be used to ensure that by default an item is automatically played
when you select it. You also have a number of options available which determine exactly how the preview
feature will behave. Also, as you will see in the section that follows this one, you have a great number of options
for determining just how items are inserted into your project.

Use the Media Information tool (on Media Explorer toolbar) to toggle display of the media information box.
Also, identify the main playback controls. The Transport Bar buttons (L to R) are Play, Pause, Stop and Toggle
Repeat. The horizontal fader (far right) adjusts the volume of playback. Now make yourself familiar with the
following features:
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In order to do this ...

Do this ....

Select a file to audition

Recommended: make sure Always show waveform peaks for selected
media on the Options menu is enabled. Click on file in media explorer main
panel, or use the keyboard up/down arrow keys on your to move thru the list.

Preview an .RPP file

Enable Preview REAPER.RPP projects in Options menu. Select .RPP file
within media explorer. You can also enable Do not auto-render .RPP proxy.

Select a preview panel
display option

Use Display preview position options on Display menu — e.g. beats using
embedded tempo, whole or fractional beats or seconds.

Audition a file: play and
stop

Select file in main panel. To start, click Play button in preview panel, or press
the right arrow key or spacebar on your computer keyboard. To stop, click on
the Stop button in the preview panel, or press the left arrow key or spacebar.

Calculate/show loudness
stats for item

Choose Calculate peak volume and loudness (LUFS-1) for media from
the item right click context menu.

Play item as a continuous
loop

Enable the toggle repeat button on the preview toolbar.

Preview with start on bar
enabled

Enable Start on bar (on toolbar). Optionally, enable When start on bar
enabled, wait for next bar to start preview (Options menu)

Audition only a portion of a
file

Make time selection and use spacebar to
start/stop. Drag and drop from either end
of selection to extend/shorten it.

e

Zoom in/out of waveform

Scroll mousewheel up/down.

Scroll zoomed waveform

Shift drag left/right, or Shift mousewheel up/down.

Adjust height of peaks
display

Hover mouse over top of display area to show mouse cursor as a double-
headed arrow. Drag up or down.

Play all files in sequence
(needs repeat to be off)

Select Auto advance to next file after preview from the Options menu.
Press Spacebar.

Automatically audition file
when selected

Enable the Auto play tick box.

Synchronize to current
project

Enabling Start on bar will ensure that in auditioning the item during project
playback, the item playback will be co-ordinated so as to start on a bar.

Audition item within
current project

Click on the Routing button and enable Play thru ... selected track.

Insert a new track into your project and keep it selected. If you wish, enable
both Repeat toggle and Start on bar. When started, playback will be thru
the selected track — you can experiment with volume, panning, track FX, etc.
When you also play the project, you will hear the item played with the project.

Use crossfades (optional)

The Options menu has an option to Crossfade when switching between
items. The Configure crossfade option lets you set crossfade length,

Tempo match (use toolbar to
toggle and choose options)

With this on, the tempo of the selected item is matched to that of the project.
Other options include Tempo match half and Tempo match double.

Modify volume

Use Options menu to Apply preview volume to inserted media.

Pitch/Rate rotaries and
Volume fader

Use these to make adjustments while auditioning, or type values in edit boxes
next to the controls. The Detect pitch toolbar button displays the pitch in the
preview window when auditioning. Enable Options, Apply preview pitch
rate to inserted media items to apply pitch when inserting a media item.
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In order to do this ...

Do this ....

Pitch and rate options

Right click on either the pitch or the rate control knob for a context menu of
options, also available from the Media Explorer Options menu:

Preserve pitch when tempo-matching or changing play-rate (toggle)
Reset pitch and rate when changing media (toggle)

Pitch shift knob behavior (options are Continuous, Cents, Quarter
tones, Semitones)

Pitch shift knob range (options are +/- 2, 6 or 12 semitones).

Normalized volume
options

The Options menu includes Normalize preview volume [to -0 dB or -12
LU] if peak volume has been calculated, and Apply normalized volume
to inserted media items. See also Media Explorer Actions.

4.7 Inserting Audio Fi

les, Samples and FX

Selected media items can be inserted into the current project either from the media explorer's toolbar, or from
the main window by right-clicking on the file nhame and choosing one of the options (see below). These are:
Insert into project (on currently selected track, at current cursor position)
Insert at time selection (stretch/loop to fit) (if a time selection is currently active)
Insert on a new track (at current cursor position)
Insert into sample player (on new track, or reusing existing sample player)

Insert in selected item (as

or replace media source -stretch/loop to fit: when replacing T
source media only the active take will be stretched)

As a shortcut, you can specify on
else) as your default behavior, th

double-clicking or pressing Enter.

You can set your default behavior preference using the Options,
Default action (double-click or enter key) command. This

menu is shown here (right). The
media on selected track (med

projects in new tab. We'll get to .RPP files shortly.

To disable this shortcut altogether, choose Do nothing. To assign
your own shortcuts to any command, go to the media explorer

new take, replacing media source,

Insert media or open project

Start preview
e of these options (or something Do nothing
en apply that to a selected item by

+  Insert media on selected track
Insert media on new track

Insert media into sample player on new track

default settings are to Insert Open projects in current tab
ia items) or (for .RPP fI|ES) Open +  Open projects in new tab

Insert projects as media

-

Try to open non-media files

section of the actions list: right-click over the Media Explorer title
bar and choose Show action list from the context menu.

Some of these options appear mi

ght self-explanatory. For example, Insert on a new track creates a new track

and inserts the selected item there, at the current cursor position. Alternatively, we could just drag and drop.

Sounds simple? Not always, beca
other instruments. Let’s look at h

use we might need to ensure that the item we are inserting syncs with our
ow to use the media explorer to our best advantage in this and other situations.

Example 1 — Insert at time selection

Here we have inserted a synth

sample and looped it as shown. We
wish to add some strings. We find
a sample that we like, but it needs
to be synchronized with the synth.

We make a time selection equal to
the first instance of our synth. We
set Tempo match on and then
Insert at time selection
(stretch/loop to fit). The new
track syncs with the existing
material and can itself be looped.

Rate:1.200
e
[
e s s
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Example 2 - Insert in selected media items (Replace media source)

We have inserted a series of empty media
items to mark where we want a hat to go .

We select all the media items, choose a
sample, and with tempo match on choose
Insert in selected media items, Replace
media source (stretch/loop to fit).

This command could be used to replace one
sample throughout a song with another.

Example 3— Replace source media using drag and drop
1. Select the item in media explorer.
2. Hold Ctrl Alt while you drag and drop to the @ Replace Media Item Source x

media item whose source is to be replaced.

Make sure that the start position of the item to
be inserted does not occur before the start Target media: |Urban_pop_Hat(7.wav |
position of the existing item.

Source media: |Urban_p0p_Hat'| My |

() Inzert & news media item that overlaps the targst media item

3. The dlaloQ box shown here will pop up. You can () Add source media as a new take in the target media item
choose Insert new media item that (®)iReplace the target media with the source medizs
overlaps target media item, Add source (_) Replace all 3 occuences of the target media with the source mediz
media as new take in target media item,
Replace target media with source media [ &djust target media item length to fit source media
or (if there is more than one instance of the W sivzieh sewee et B o e el e
item) Replace all x occurrences of the [ Loop source media to fit target media item
target media with source media. Cancel
4. Specify your preference as to whether to T N

Adjust target media item length to fit
source media, Stretch source media to fit target media item, or Loop source media to fit target
media.
When media is dragged into a project, media explorer settings to preserve pitch when changing rate or tempo-
matching will be respected.

Example 4 — Inserting an item as a new take

In this example, after inserting one sample into a track, a second has

O = Hat been inserted using Insert in selected media items (Insert as new
u ] take).

(tim] () This item can now be looped, copied, pasted, split, etc just like any
other and any desired permutation of the takes can be selected (as
shown, for example, below).

Example 5 — Inserting an item as new track immediately above an existing track

You can drag and drop a media item to insert it on a new track which will be created above an existing one. The
Options, Preferences, Media option to Allow drag import to insert tracks needs to have been enabled.
Drag and drop the item so that the mouse is hovered in arrange view on and

near to the top of the existing item above which you wish to insert it, and at [inseriiract]
the position in the timeline where you want it inserted.

A tooltip Insert track will be displayed. Release the mouse, and the item will
be inserted on a new track immediately above the track containing the existing item.
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Example 6 — Insert an item into sample player

Selecting a sample and then choosing Insert into sample player (insert sample player on new track) will
cause a new track to be created with ReaSamplomatic5000 inserted into its FX chain, pre loaded with the
selected sample.
To replace the sample with another simply select the track, select the required replacement sample and choose
Insert into sample player (reuse active sample player).
The Options menu includes several options for Assign MIDI when inserting into a sampler. These are:
Assign detected pitch
Assign MIDI note C4 (60) and increment if new track ...
Assign MIDI channel and increment if new track and
Do not assign pitch, note or channel (the default)

Example 7 — Inserting an automation item

Automation items can be previewed in, and inserted into projects from, the Media Explorer in the same way as
other media items, and with the same appropriate options. See also Chapter 18 for more information.

Example 8- Insert part of a media item into a project

1. In the preview window select the portion of the waveform.

2. Right click over the selected portion and choose one of the m Insert selected portion (loop enabled)
items from the context menu. Insert selected portion (loop disabled)

3. The item can be loop enabled or disabled. It can be Insert at time selection (stretch/loop to fit)
inserted at a time selection, on a new track, or as a new start: [beeiEonElnengiaek

and dropped into the project, in which case your default Insert in selected media items

take on a selected item. Also, a portion can be dragged - Insert into sample player

settings will be applied.
Note: The Options menu allows you to Enable looping when inserting selected portion of items.

Example 9 - Insert multiple media item into a project

1. Use Ctrl click to build your selection.
2. Right-click over the selection and choose from the menu.
3. Alternatively, drag and drop the selection into the project. Unless you have changed the default setting,
you will be prompted to select whether you want the items inserted on one or separate tracks.
Note: The Media page in REAPER’s Preferences includes a default setting when inserting multiple items:
Insert in one track (advancing time) — each is placed one after the other.
Insert across tracks — each item is placed in a separate track, all starting together.
Decide automatically - if files are of the same length (file size) they will be placed in separate tracks,
otherwise they will be inserted sequentially in the same track.
Prompt user - you will be prompted each time to specify your preference.
If in doubt, set this to Prompt User. Other useful options include whether or not imported media items should
be copied to the project media directory. See Chapter 22 for more details. Note also that the action list includes
options to set media item start, end or both to match source media.

Example 10— Insert multichannel audio files

Multichannel audio files are imported into REAPER in exactly the same way as any other item. An example of
such a file (in this case six channels) is shown here.

You can split such a file into its individual channels, to produce one track per channel. This allows for each
channel to be edited independently of the others. To do this, right-click on the item and choose Item
processing, Explode multichannel audio or MIDI items to new one channel items.

Example 11 — Inserting an FX chain into a track or item.

Make sure that the option (Show menu) to Show all files is enabled.

To add the FX to any existing chain, drag and drop any FX chain to the track panel, or onto any media item to
insert the chain into that item.

Hold Alt while dragging to replace existing FX with the chain.
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Example 12 — Importing tracks from an audio CD

To import material from an audio CD :

1. Insert the audio CD into your PC CD drive.

2. Display media explorer, select My Computer in the left
panel, then double-click in the main panel on the letter
representing CD drive. Its contents will be listed.

3. To play (preview) any track from the CD, right click over it
and choose Preview from the menu.

4. Toinsert a CD track into your project as a media item, in _T Preview
media explorer’s main panel right click over that track and
choose one of the other commands from the menu. Each of these commands works as explained earlier.

Note: By default, fade settings as specified in Preferences, Project, Item Fade Defaults are applied to all
imported media items. You can disable this option on the Item Fade Defaults settings page.

. File
4| Track01.cda
Tr Insert into project
Tr Insert at time selection (stretch/loop to fit)
Tr

Tr
T Insert into sample player

Insert on a new track

Tr Insert in selected media items

AR AACA AL

4.8 Import Media File Types
Media files of any of the following types can be imported into REAPER in any of the following formats.

AIFF (.AIF, .AIFF) MIDI System Exclusive Message PCM Audio (.PCM .L, .R)

AVI Video (.AVI) (.SYX) Quicktime (.MOV, .QT, .M4V, .MP4)
CAF (.CAF, .CAFF) MPEG Video (.MG, .MPEG) Recycle (.RX2, .REX, .RCY)

CD Audio (.CDA) LCF Capture Video (.LCF) RAW audio (.RAW)

DDP (.DAT) MKV Video (.MKV) Sound Designer II (.SD2)

FLAC (.FLAC) MPEG Audio (,MP2, .MP3) WAV (\WAV, .W64, .BWF)

GIF (.GIF) MusicXML (XML, .MUSICXML, .MXL) WAVPACK (.WV)

MIDI (.MID) OGG Opus (.OPUS) WebM (.WebM)

MIDI Karaoke (.KAR) OGG Vorbis (.0GG, .MOGG) WMV/WMA Video (.WMA, .WMV)
4.9 Importing REAPER Project Files

The media explorer allows you to either open an MIDIS INan 301a V£ UWav 523
existing .RPP project on a new project tab, or to insert it Open project

into the currently active project. . Open project in new tab

In the latter case, REAPER renders the file thru its ay [ | Statonbar Ter Insert into project

master and insert the rendered item into your project on Insert at time selection (stretch/loep to fit)
a new track. You can insert the entire file, or whatever - Insert on a new track

time selection you choose to make in the preview panel.

Unless you disable these options on the Options menu, when inserting the file REAPER will apply all relevant
media explorer options, such as whether to tempo match and any pitch and/or play rate adjustments.

4.10 Previewing and Importing MIDI Files

A MIDI file selected in the Media Explorer can be played back either through a dedicated track named Media
Explorer Preview, or through another selected track. In either case, the playback track will need a virtual
instrument in its FX chain. To preview a MIDI file in media explorer and import it into a project:

1. Add a new track and insert a virtual instrument or synthesizer into that track's FX chain. If you wish, name
the track Media Explorer Preview, otherwise you need to keep this track selected.

2. In media explorer, click the Route button and select Play through first track named “Media Explorer
Preview” or first selected track.

3. Select any MIDI file in the media explorer and preview it in the normal way. If you wish, you can also select
any part of a MIDI file before importing, by dragging within the displayed MIDI event preview.

4. Right-click over the file name or selected portion to choose one of the insert options, or just drag and drop.
You can also import MIDI files by dragging and dropping from Windows Explorer, or use the Insert,
Media file... command.

Unless you disable these options on the Options menu, any adjustments made to pitch in media explorer
preview will cause the notes to be transposed when the file is imported into REAPER.
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MIDI File Types

The two main types of MIDI file are Type 0 and Type 1. REAPER recognises both.

Type 1 MIDI

With Type 0, all MIDI events and data are stored in one track, but individual channel data is retained. A single
track Type 0 MIDI file can contain up to 16 channels of data on the one track.

Type 1 files can contain any number of tracks, with each track containing data on one or more channels. Type 1
is more suited than Type 0 to larger arrangements.

When you import a type 1 multitrack MIDI file into REAPER, you are asked if you wish to Expand the MIDI
tracks to new REAPER tracks and if you wish to Import MIDI tempo map. If you enable this option and
click on OK, you will then be presented with options for Multichannel items on a single track or Single
channel items on multiple tracks.

Type 0 MIDI

When you import the type 0 MIDI file into your project you are simply asked whether you wish to place a
Multichannel item on a single track or Single channel items on multiple tracks.

4.11 Media Explorer Options and Other Actions

Here is @ summary of the commands that appear on the Media Explorer Options menu. Many are self-explanatory:
others are described in the main body of this chapter.

Command/Action Options/Description
Default action (double Insert media (on selected track, new track or sample player) or Open
click or Enter) project (in current tab, new tab, or sample player), Start preview, Do

nothing, or Attempt to open non-media files.

Search Specify searchable fields: option to update search only when Enter is pressed.

When start on bar enabled, wait for next measure to start preview - self-explanatory.

When selecting media ... Auto-play selected media, Stop preview and display waveform peaks
for selected media, or Continue preview of previously selected media.

Display preview in fractional seconds — self explanatory.

Auto-advance to next file after preview (requires repeat off) — self-explanatory.

Preview .RPP projects — toggle on/off: self explanatory.

Do not auto-render Suppresses project tab preference.
REAPER.RPP proxy

Auto-stop preview when dragging media — self-explanatory.

Auto-stop preview when inserting media — self-explanatory.

Enable looping when inserting selected position of media — self-explanatory.

Apply preview pitch/rate to inserted media item — self-explanatory.

Apply preview volume to inserted media item — self explanatory.

Normalize preview volume if peak volume has been calculated — self-explanatory

Apply normalized volume to inserted media item — self-explanatory.

Detect pitch (toolbar Detects pitch during preview, and displays it on the right hand side of the
toggle button) preview window.

Quick render part of Make time selection on timeline (above project). Select the media item,
media item in open then Ctrl Alt Drag into media explorer main window.

project
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You might find that the Media Explorer menus provide all the functionality you need. However, there are actions
available that provide further options. To access these, choose Actions, Show actions list... from REAPER’s main
menu, and select Media Explorer from the Section drop down list. The Actions List included all media explorer menu
commands, plus many additional actions. Some prime examples are shown below, but this list is not comprehensive.
These, and most other actions, can be assigned to shortcut keys or a toolbar, or added to the Media Explorer menu.

Category

Sample Actions List actions

Browser navigation

Go to next folder in history Go to previous folder in history
Go to next shortcut in list Go to previous shortcut in list
Go to parent folder Go to shortcut [1 thru 20]

Browser display options

Show all files / Show supported media only

Clear all temporary marks

Search: various actions to toggle search in metadata, various fields
Reread metadata from media

Use vertical layout (toggle)

Actions to sort file list by specific columns(File Name, Date, etc.)
Actions to load column order presets 1 to 10.

Loudness/peak volume
calculate options

Calculate loudness stats for media dry run render

Calculate peak volume and loudness (LUFS-I) for media/all media

Calculate peak volume and loudness (LUFS-I) for media (force recalculation)
(Displays results for selected items in Loudness column in Media Explorer window).

Preview actions

Automatically set temporary mark when previewing file
Preview random file in current folder/database

Display fractional seconds (toggle)

Zoom to selection / Zoom out full

Fast forward a little bit / Rewind a little bit

Reverse preview playback / Play (cancel reverse playback)
Set pitch to [+ or — 1 thru 12 semitones]

Adjust pitch by [+ or — 1 cent or semitone]

Reset preview pitch

Media/file/database
management actions

Insert into project (loop disabled)

Calculate peak volume for media

Edit: rename file

File: Delete options: no recycle / Recycle / Recycle, no confirm /Delete immediately
- no recycle, no confirm

Remove missing files from database/all databases

Scan database for new files / Scan all databases for new files

More general information about the Actions List (including how to assign keyboard shortcuts) can be found in the
Customization chapter of this user guide.
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5 Project Arrangement Basics

5.1 Managing Tracks

In Section 2, we introduced basic REAPER track
management features, such as Volume, Panning, Mute and
Solo. This section will explore these features in more depth

Visual spacer ¥
Track Manager (show/hide tracks)... Ctrl+Shift+M
Insert new track Ctrl+T

Insert new track at end of track list

Insert virtual instrument on new track...

. . . Insert track from template ¥
and introduce others, e.g. moving and removing tracks,’ Save tracks as track template...
track folders and track grouping.
Remove tracks
Many of the relevant commands and actions are available Dugplicate tracks
from the menu that is displayed when you right click over
Mowe tracks to folder ¥

any track number (see right). Ctrl Z can be used to undo
your last action, as described in more detail in Chapter 2.

Mowve tracks to new subproject

Render/freeze tracks ¥
PC or MaC? MIDI track controls ¥
Booster keys are used frequently throughout this User Lock track controls
Guide. Booster keys on the macOS are not the same as Lock track height

they are in Windows (PC). This user guide references PC
(Windows) booster keys. For OS users, please refer to the
table in Chapter 1, Selections, Controls and Commands for
a table of booster key equivalents.

Tip: Before continuing, you might wish to open the project

Fixed item lanes
Fixed itemn lanes (convert takes to lanes)

Free item positioning

Automatic record-arm when track selected

file All Through The Night.RPP and save it to a new Meters >
name, e.g. All Through The Night EDITS.RPP. You can Track color 5
use this file to experiment with some of the ideas Track icon >

presented in this section.

Basic Track Management

A number of techniques can be used for carrying out these Envelopes
various track management tasks. Track grouping

Track timebase
Track automation mode
Track performance options

Track layout

R

To do this ...

You should do this ...

Move a track up or
down the track order

Click inside the track panel, then drag up or down the track list, releasing the
mouse just inside the destination panel. Media items are moved with the track.

Move two or more
adjacent tracks up or
down

Click in first track panel as above, then hold Shift while clicking likewise on the
track number(s) of the last track to be selected. Then click and drag up or
down. Again. all media items are moved with the tracks.

Delete a track

Click on or around the track number, the press Delete, or right click and
choose Remove tracks. All media items are removed with the track.

Delete two or more
tracks

Use Ctrl click to make your selection, then press Delete, or right click and
choose Remove tracks. Media items are removed with the tracks.

Copy a track as the
next track

Right click on panel, choose Duplicate track. Media items are duplicated with
the track. For several tracks, select all required tracks first.

Copy atracktoa
specified location

Click on the track number. Press Ctrl C. Move to the required location then
press Ctrl V. All media items are duplicated with the tracks. To do this with
more than one track, select all required tracks first.

Display the Master in
Track View

Right click anywhere in the Track Control Panel area, below the last track.
Choose Show master track, or use the keys Ctrl Alt M to toggle.

Make the Track Control
Panel wider/narrower

Click and drag right/left on the boundary between the TCP and the arrange
area. As the TCP becomes narrower, some controls may disappear from view
and faders may change to knobs.
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5.2 Track Control Modifiers

The Volume, Pan, Mute and Solo controls were introduced in Chapter 2. As well as pan, a Width control will
be shown shown if you select the stereo pan or dual pan mode - see Chapter 11.

By default, volume and pan faders control audio output. To use them L

instead for MIDI data for any track(s), right-click over the track number '

and choose MIDI track controls then one of the Link track
volume/pan to MIDI options from the menu (see Chapter 13).

Shows MIDI track control panel

w Link track volumefpan o all MIDD channels[}x}
Link track valumefpan ta MIDI channel
Do not link, track wolume/pan to MIDI

Volume and Pan Controls T

Modifier Key | with Volume Fader or Pan Rotary

Alt When mouse is released, fader returns to its original position.
Ctrl Shift With more than one track selected, only the current track is affected.
Ctrl Allows more precise control of fader level.

Double click | Reset to zero (fader) or center (rotary).

Mute and Solo Controls

Modifier Key | with Mute Button with Solo Button
Shift When more than one track is selected, When more than one track is selected, only
only the current track is toggled. the current track is toggled.

Ctrl Clears all mutes. Clears all solos.

Alt Unmutes selected track(s), mutes others. | Solo selected tracks, excluding any sends.

Ctrl Alt Mutes selected track(s), unmutes others. Solo exclusive: Solos selected track(s),
unsolos all others.

Ctrl Shift Not applicable Toggles Solo Defeat mode. The track(s) will
still be heard even when another track or
track selection is soloed exclusive.

Note: When a track is muted, a small red M icon is shown in its VU meter. A!

that the track is not being heard because another track or tracks is or are soloed.

S icon indicates m

Solo vs Solo in place

Clicking a track’s solo button engages solo in place: as well as the track, the output of any sends from that
track (e.g. to a reverb bus) will also be heard. Alt click on the solo button of an already soloed track toggles
between this state and plain solo, when only the track will be heard, without any sends.

The Mute and Solo control context menus

The options shown above are also available by
Solo in place right-clicking over the Mute and Solo buttons
Solo (ignore routing) At | respectively. These context menus are shown
Mgl < | on the right. They can be applied to an
Exclusive solo cenr | individual track or to a selection of tracks.
Solo defent coesnie | BUlk Track Mute/Solo
Ignore selection swie | TO mute or solo a range of tracks, click and
drag in the TCP from the button of the first

track to the same button on the last track, then release the mouse. Repeat this
Track Control Panel Modifiers

Mute

Unmute all Ctrl
Exclusive mute Ctrl+Alt
Mute all others Alt

lgnore selection Shift

action to reverse this.

By default, the following mouse modifiers can be used with the track control panel itself:

Double-click Select all media items on track.
Shift double-click Add all media items on track to selection.
Ctrl double-click Toggle selection of all media items on track.
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Sends and Receives

Right clicking over the volume fader of any track or folder will open
a window displaying volume and pan faders not only for the track

itself but also for any sends and receives associated with that
track. An example is shown here.

Right clicking over the Pan fader opens a window which can be
used to change that track's pan law. This subject was discussed in

Chapter 2.

Tip: By default, double-clicking on a track number in the track
control panel will cause all media items in that track to be selected.
You can change this behavior if you wish on the Mouse Modifiers

page of your Preferences. For more information about
customizing mouse modifiers, see Chapter 15.

5.3 Mute/Solo In Front
Mute settings
Automatically mute any track ~ | when volume exceeds dB
Reset on playback start

Track mute fade: ms {100 ms max)

Do not process muted tracks (muted tracks take no CPU time, etc) [ ] Even if FX Ulis ope
[[] Prefader sends survive their track being muted
[] Prefader hardware outputs survive their track being muted/unscloed

Solo settings

Solo in front dimming: [-18.0 |dB

Solos default to in-place solo (glt+click for ignoreouting solo)
[] Unsolo parent/hardware sends when a soloed-in-place track sends to another soloed track

5.4 Auto-Naming Multiple Tracks

In one action you can create and automatically name any number of tracks,
(either after the last touched track or at the end of the project) that serve a
common purpose — for example, a number of backing vocal or percussion
tracks. Use the Insert,
Multiple tracks...

command.

5.5 Searching the Preferences Settings

In this example shown, we
are creating three Backing
Vocals tracks at the end of the track list. These will be
automatically named B Vox 1, B Vox 2 and B Vox 3.

Routing for track 1: Vox 1

Master send channels from/to:  1-2

o0 g

w12 v

P | it
[ Media playback offset: | <0
- Sends -

Add new send... ~

Mute settings include the option to
automatically mute tracks when their volume
exceeds a specified level.

Solo in front lets you to hear the other tracks
quietly in the background when one track or a
track selection is soloed. This is toggled on and
off by the Options, Solo In Front command.

These options are set on the Options,
Preferences, Audio, Mute/Solo settings
page. This setting (in the example shown it is
set at 18dB) determines by how much the
background mix is reduced. This means that the
higher the setting the quieter will be the
background mix.

G Insert tracks

Insert how many tracks:

Named: |B o

(O After last touched track
(®) At end of project

R ]

You have already

Track Control Panels
Editing Behavior

Envelope Display

Automation

Mouse W
< >

come across a
number of REAPER’s
preferences settings.
For example, we

Sends / Track Hardware Outputs

Send default gain: dB

Send/hardware output default mode: | Post-Fader (Post-Pan) ~
Sends send MIDI by default

Hardware output default gain: dB

Sends send audio by default

have looked at some
of the preferences

Cancel

Apply

settings for Audio

Devices, MIDI Devices, Recording and Projects. The more you work with REAPER, the more you will realise how
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very many preferences settings there are, so many that it can sometimes be difficult to remember where to go
for a particular setting.

To help you there is a text box and a Find button near the bottom of the Preferences window. You can enter
any word or phrase in the box, click on Find and the first occurrence of that word or phrase will be shown. Each
time you click the Find button the next occurrence of that word or phrase will be shown. The item will be
displayed with a colored highlight. In the example shown here, a search for sends has turned up some
information about various options for setting the default parameters for track sends when they are created.

5.6 Track Colors

Windows users can also use the Windows color picker for making “on the fly” changes to track colors. To do this,
simply select the track (or tracks) in the Track Control Panel, then right click, choose the Track Color command,
then use any of these commands from the submenu.

Command Effect

Set tracks to custom color... Opens a Color Selector dialog for you to choose a color for the track
panel and track media items.

Set tracks to random colors Sets media items for each track in the selection to a different

randomly chosen color.
Set tracks to one random color | Sets media items for all selected tracks to a randomly chosen color.
Set tracks to default color Restores track color to the default for the current color theme.

5.7 Track Icons

To add icons to tracks you can drag your own .PNG or .JPG files from Windows Explorer and drop them on to
any track control panel, or right click over the track number and choose Track Icon then Set track icon... from
the track menu to use any of those supplied with REAPER. This opens the Load Image Resource dialog box.
You can view the icons as thumbnails, tiles, or a list. Make your selection and click on Open.

Shown left is a project with track icons. Icons will be

@ = Vox @ Joooas 1 ' saved with track templates. To display icons also in the
e | P [ @) in & Mixer, open the Mixer’s right click menu and choose

® | eanio @ \oooae Show Track Icons in Mixer. To remove icons from
e -« g any track or selection of tracks, first select the tracks (in
= either the TCP or MCP) then right-click over any track
icon and choose Remove Track Icon from the menu.

You can download additional track icon sets from the
REAPER stash, at stash.reaper.fm

O Guitar A 0 podn

F:IZ_II..ITE FZ!.m center- in (=

5.8 Track Meter Options

The track control panel and track meter context menus Metersk Stereo peaks

include an option to choose what to display on track meters. | 1,c color ¥ Multichannel peaks

These options can be applied to a single track or to a Track icon Stereo RMS

selection of tracks. Use Ctrl A if you wish to select all tracks. ok timebace Combined RMS

They are explained in more detail in the section Master track . . LUFS-M

options and settings (Chapter 11) but in brief are: Track performance options LUFS-5 (readout=max)
Stereo peaks — left and right channel loudness peaks Tack layout o e [ ER
Multichannel peaks — suitable when the media item(s) Envelopes LUFS measures first two channels only

comprise more than two channels
Stereo RMS — individual root mean squared loudness of each stereo channel
Combined RMS — the combined RMS loudness of all audio channels

LUFS-M - Loudness Units Full Scale (momentary)

LUFS-S - Loudness Units Full Scale (short sampled), maximum or current
LUFS measures first two channels only

Your Preferences, Appearance, Track Meter settings includes various other options which help determine track
meter behavior, including oner for track meters to display pre fader levels.
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5.9 Track Layouts

The theme adjuster will be explained in Chapter 11. Meanwhile, in arrange view you
can select and apply any of the default layouts available for the track panel, master
track panel, mixer panel, master mixer panel, envelope panel or transport bar.
Any of the three layouts A, B or C as defined in the theme adjuster can be applied to
selected track at either “normal” size, or larger (150% or 200%) or smaller (75% or
50%). Note that depending on your graphics card, some scaling options might not
be available. To do this, simply:
1. Make your track selection in the Track Control Panel. Use Ctrl A to select all
tracks in the project.
2. From REAPER'’s main menu, choose the command Options, Layouts , Track
Panel to display a list of available options (see right).
3. Click on the option of your choice.
To restore the global default layout to a track or selection of tracks, choose Global

~  Global layout default
150%_A
150%_B
150%_C
200%_A
200%_B
200%_C
50%_A
50%_B
50%_C
75%_A
75%_B

75%_C

Layout Default from this same menu. A

To choose a layout from a different theme (e.g. REAPER 6), use the Options, B
Themes command to select a theme. Note that some Track Layout options might <

not be available.

5.10 Displaying Grid Lines

REAPER offers a number of options for Snap/Grid Settings =
displaying grid lines Grid settings and spacing Grid settings

are defined in the Snap/grid settings Show grid, line spacing: | 1/4 ~ | minimum: [4 | pixels
window: choose Options, Snap grid, -

Snap/grid settings from the main

menu or press Alt L. Spacing options are Grid line Z order: | Through items v Show dotted grid lines

shown above: other settings will be Marker line Z order: | Over ftems
explained in the sections dealing with

Show project regions/markers in grid
v Show time signature changes in grid

Snapping with Snap/Grid Settings.

Grid lines are toggled on/off using the toolbar Grid button, or the
Options, Snap/grid, Show grid command, or the shortcut Alt G. Grid
line display options can be found in the Appearance page of your
Preferences (above right).

Grid and marker lines can be displayed over, thru, or under media

items in any permutation. In the example shown here, grid lines go ——=

' — oo P P

under and marker lines over the media items.

You also have an option to set the grid line spacing to frame or measure rather than to a fraction of a beat.

Frame can be useful when working with video

media. (Frame rate is set in Project Settings, see Snap/Grid Seftings

Chapter 2). If measure is selected, the grid setting Grid settings

will be determined by the time signature. Show grid. line spacing: | [} [~
Later in this gyide ((_:hapter 7), you _wiII be shown [ Swing grid: H:;":um

how to use grid settings to automatically shap :

minimum: pixels

=
3

various objects and items into position.

5.11 Headphone Monitoring and Headphone Mixing

Most would agree that when mixing it is better to use the monitors (speakers) in your studio or control room.
However, you may wish also to use headphones from time to time, perhaps for those occasions when you need
to focus in detail on a particular track or media item. Assuming that you have a PCI sound card or other audio

device (Firewire or USB) which supports multiple outputs, here’s a neat little trick.
1. Assign Output Aliases to your outputs, as explained in Chapter 1.

2. Display the Routing Matrix. Assign the output from the Master to the Control Room speakers.

3. Put on your headphones.
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4. As you play the song, click on the

appropriate cells on the routing N e A
matrix to also direct any particular f-aweofEssaa2tEEsss
track on which you wish to focus to £ HirEosrdldED
your headphones. You can change master output "IN
from track to track, or add as many g ";‘:‘E:m = 1
or as few as you want at any time. 2 B e ] { Phones R (0.0008 center]

In the example above, the entire mix (from % 4 Bouzouki [ ]

the Master) is being heard through the - L

Main Speakers, but only track 1 Vox is

also being heard through the headphones. Foting v .

Remember you can right click over this grid cell to display the controls ) —

for this send (such as Volume). This can be useful when a musician QB Show mastrparent s destnation

who wants to particularly hear only some tracks when recording.

When you are mixing down, you might not wish to see all of the
available routing information available — it can get quite complex. You
might wish to keep the routing matrix display as simple as possible for
the job in hand. For example, if you are focussed purely on mixing,

~  Show tracks as destinations

~  Show audio hardware as destinations
Show loopback/virtual hardware as destinations
Show MIDI hardware as destinations

Show MIDI channels as destinations

. . . . Sh
you might not need to see all the various input assignments. i mostersssource

i - . . . ~  Show tracks as sources
Right clicking over the background area lets you customize its display. ' Show audio hardware as sources
In the example shown _here_,_by unchgckmg Show audu_) hardware v Show loopback/uirtual hardware as sources
as sources we have simplified the display. If you have installed o Show MIDI a5 sources
ReaRoute, consider also disabling the options to Show ReaRoute as Show MID! channels as sources
destinations and Show ReaRoute as sources. _

~  Show tooltips

Cl‘eatll‘lg a Headphone Mix ~  Show input activity indicators
Provided your sound card includes at least two pairs of outputs, we EockimatingndowhiniDockey

can make the process of headphone monitoring easier and more
flexible by creating a headphone mix. This is how it is done.
1.
2.
3.

g
2 Close window

Connect your Headphones to your Headphone Amp. Assign the Headphone Amp to one pair of outputs.
Create a new track and name it Headphone Mix.
Create sends to this track for any and all tracks that you want to be able to monitor thru your headphone

mix. If you wish to include all tracks in the headphone mix, open that track’s routing window, and choose
Add receives from all tracks from the receives drop down list.

Choose the Options, Preferences command, select the heading General then click on the Advanced
UI/System tweaks ... button. Enable Allow track envelope/routing windows to stay open.
Click OK then OK again to close the Preferences window.

Select your Headphone Mix track. Open the Routing Window. Add an Audio Hardware Output to
the paired outputs connected to your Headphone Amp. Disable the Master/Parent Send for this track.

You can now use the Pan and Volume faders for your receives, together with the Mute buttons, to control
your headphone mix.

5.12 Understanding Sends, Buses, Submixes and Folders

You have already seen that each of the tracks in your projects has
its audio output routed by default to the master, and that from here
the audio signal is directed to your preferred output device or
devices, such as speakers or headphones. The signal flow that
occurs here within REAPER can be represented by the first diagram
on the right, which shows a simple project with just three tracks.

In Chapter2 you were shown how to use a track as an effects bus,
for example to add the same reverb effect to a number of tracks.
The signal flow for this arrangement can be represented by the y
second flow chart (below right). Master

——4— Track1

Track 2

A

Track 3

T 3
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Each track’s send carries a signal to the bus track which applies the effect, and then sends the processed (wet)
signal on to the Master. As long as the Send Master/Parent option
remains enabled, the dry signal for each track is also sent directly to
the master. Here it is finally mixed together with the “wet” signal

from the bus before being directed to your speakers and/or 4 Tracki1 »
headphones.

These two examples use routing arrangements that you would find in | Track? »| FX Bus
most DAW programs. However, we are now about to enter territory

where REAPER may be substantially different from other software «| Track3

that you may have used before. This concerns how you can create

and use submixes. ¥ 3
With most programs, to create a submix (perhaps for drum tracks or Master

vocal harmonies) you will need to create a bus, add sends from each
track that is to be included in the submix, and then disable the direct
sends to the master from each of these tracks.

You can use this method in REAPER.
s || zoure | [Fx 8

Holding Alt while clicking on a track's 4—@'
s | soure | Fx FOY

il

ROUTE button toggles on and off the
direct send to the master. If output to Folder |« Track2
the master is enabled the first of the
stripes on the ROUTE button is colored.
If disabled, it is gray. This distinction is shown here. In the first track,
the output from the track to the master is enabled, in the second
track, it has been disabled.

However, a smarter and potentially more powerful way of creating a
submix is to use folders (sometimes called track folders). We'll look at
how this is done shortly.

A folder track is created initially in the same way as any other
track. You then tell REAPER to treat this as a folder track - and > -
essentially that's it. You now have your submix (as shown here < Track 1
on the right). Direct output to the master from the individual
“child” tracks within the folder is automatically disabled. Instead,
they are passed thru the folder. You should not manually disable
the master/parent send for child tracks within a folder, or their
output will no longer go to the folder track.

Anything that you do to the folder will be done to the entire ¥ v
submix. For example, if you adjust the volume up or down, the Master

volume of the submix will be adjusted up or down. If you add an
effect such as a compressor to the folder then that effect will be
applied to the submix.

Before we see exactly how a folder and its child tracks are set up, there's one more scenario to consider. Even
when you have a folder which contains a submix of other tracks, you can still use buses for the folder itself or for
individual tracks inside the folder (see right). In this case our folder (submix) still consists of the same three
tracks as before. In addition, however, a send has been created from the folder to an FX bus, perhaps to add
reverb to the submix. We'll see an example of this soon.

There are three types of send — Post-Fader (Post Pan), Pre-Fader (Post FX) and Pre FX. These are
explained in Chapter 17 and illustrated by the flow charts at the end of Chapter 6. For the time being, accept the
default option, Post-Fader (Post Pan).

5.13 Track Folder Essentials

When a number of tracks are collected into a folder, you will probably want to use both the individual track
controls and the folder controls. For example, you can use the Volume controls for individual tracks within a
folder to set the volume levels for the different tracks relative to each other. You can then use the Volume
control for the folder itself to control the overall combined volume level of the tracks in that folder. In fact, you
can use all of the folder track controls (mute, solo, etc.) to manage tracks within the folder.

£
E
&
E

Tl |

- Track 3

Master

Folder [ Track 2 FX Bus

Track 3

Fy
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The example shown (below right) shows that a folder called Guitars has been added to our All Through the
Night project. This folder contains the two guitar tracks. The faint peaks that you will see in the folder's lane in
arrange view represent the combined contents of

the folder's child tracks. gai © W Guitars 7 o.00a8 S EE B3 [ ]
This can be disabled on your Preferences, 81D | GuitarNeck (@D 018088 JEd [[R
Appearance, Peaks/Waveforms page. Identify 7D | GuitarBody (@ B00E s | nire

the little icons that you can see below the track - —
number of each item in the track control panel. -
These are used to determine a track's folder status. Identify each of these three states:

® An ordinary top level track (the default). The icon shows a faint image
of a folder. Hover the mouse over this image and it changes to a+ sign. 2
® A folder track. This is displayed as in the Guitars track above, as a & | Track 2 (folder): Guitars NG
stronger image of a folder. Hover the mouse over this image for a
tooltip (above right).
® The last track in a folder. A folder icon is shown and the track is nested.
Hover over this icon and it displays a tooltip (right).
If you need to restore a folder to being a normal track, click on the folder control
icon as many or as few times as are required to cycle thru the various options
until you see the one that you want.
You can click on this icon to set a track's status. Let's look at an example.

© o Guitars

Example (Optional)
Open the file All Through The Night and save it as All Through the Night FOLDER.

Select track 1 and press Ctrl T to add a track below this, as track 2. Name this track Guitars. Click on the
track’s + button once to make this track a folder. Click on the Gtr Neck track’s + button twice to make it the last
track in the folder. Save the file.

Note: For child tracks enclosed within a folder — as in the above example — the parent will be not the master but
the folder track. Their output will by default be directed to the parent (folder) track (where, for example, FX can
be applied) and from the folder track to the master.

5.13.1 Drag and Drop Folder Management

Another way of creating folders is by dragging and dropping. You identify which track is to be the folder, which
are to be its children, then select and drag and drop the children into the folder.

This method can be tricky unless you are precise in your mouse movements. You might recall that in Section
2.28 Managing Tracks we saw that dragging
Guitar Folder (®® and dropping track panels up or down the track
T | oo [ X 1) display can move them and park them in a new 0.00d8 s | sowre | P
position. This time, however, that's not what we
want.
The trick is to drop the tracks inside the zone used for creating folders. The exact area and size of this drop zone
will vary with track height and track width: as a guide, think of it as occupying roughly the vertical middle of the
track panel. You'll know when you're there because the mouse cursor will display a folder (as shown above left)
rather than a hand (as shown above right). Here's an example.

(e

Guitar Folder (@

o

© | Guitar Folder (@ Tracks 3 and 4 have been selected and are to be to be Guitar Folder @

B | T o) dragged up to Track 1, which is to be their folder
= container track.

As they are dragged up, shown left the mouse displays a
hand because the cursor is too far below the vertical
@ @ center. This would just move the tracks up the order but
Y s | sowe | e Y would not place them in a folder. We need to be in the
o - drop zone, closer to the center, as shown in the second
4 Guitar 2 . . . .
picture (above right). Notice the mouse cursor is now

+e70o (UK BT G o shown as a folder.

O o Bass ra»

0.00dB 5 | eoure | rx Y

o « Guitar2 @
> QDS
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From this position we release the mouse, and the two guitar tracks are now placed inside a new folder, with
Track 1 as the containing folder track (as shown below).

Note: You can start your drag and drop from any part of the track

s | soure | Fx [ panel (apart, of course, from the controls themselves), but to place the
tracks into a folder you must move the mouse cursor to the folder drop
zone before releasing it.

Notice the small down pointing arrow just above the track number of
the folder track (in this case Track 1). By default, this can be used to
toggle the display of child tracks in the folder between normal (as
shown by default), minimized and collapsed. Shown below is the same folder with its child tracks collapsed.
In Preferences, Appearance, Track
Control Panel there is an option to include Y—————
hidden in the cycle options (see right). This Nomal, small, hidden
allows you to hide child tracks altogether. o, colapsed

If you prefer not to use the above method for drag and drop there are other options

available. You can go to Options, Preferences, Editing Behavior, Mouse and select one of the three other
options available, including holding Shift while you drag and drop.

Simple drag and drop will still move tracks: holding Shift while doing so will create a folder and place adjacent
tracks into it without any need to find the folder drop zone.

5.13.2 Context Menu Folder Options

Another option for moving tracks into folders can be found on Move tracl[:?tofolder ? Mew folder track
the track panel context menu. The panel’s context menu Move tracks to new subproject Vocals
includes a Move to folder command that will place a Render/freeze tracks > Percussion

selection of tracks into a new or existing folder.
First, select the tracks that you wish to move into a folder, then from the right click context menu choose Move
tracks to folder. You can then select from the list of existing folders or choose New folder track to insert the
tracks into a new as yet unnamed folder, immediately above the first track in the selection.

You can then name the folder track by double-clicking in its name area.

5.13.3 Routing Matrix Display

Notice how folders and their child tracks (as well as any track colors) are

P e 3 i £ E displayed when when you view the routing matrix. Child track names are
£:83385 indented within the folder tracks
g cN e T oo names, and the square box
e beside the folder name can be Guitars [Channels 1-2] -> Reverb (0.00dB center)]
1 v [ ] used to hide or display child T ]
g i E@rum = tracks in the matrix, as required.
§ ¢+ Gusrsosy |l The letter F in the first column indicates that the track is contained within a
5  Bowouki [ ] folder. In the example shown, the one folder contains two child tracks.
[}
R — [ ] Note also that hovering the mouse over any send graphic will display a

tooltip with information about that send (above right).

5.13.4 Hidden Child Tracks

The Actions List includes an action Track, Move all media items to new hidden child track. As its wording
implies, this will convert a selected track into a folder and move all media items currently on that track to a new
child track within that folder. Note that:

&  The child track itself will be hidden, although its waveforms and peaks will be “ghosted” on the folder track.
¢ Hidden tracks can be displayed by clicking in the TCP column in the Track Manager.

¢  All settings on the original track (e.g. volume, pan, FX chain) will remain on what is now the folder track.
This process can be reversed by selecting the folder track and running the action Track: Move all media items
from all hidden child tracks.
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5.13.5 Nested Folders

REAPER allows you to nest folders within folders, to as many levels as you like. This feature is probably more

suited to relatively experienced DAW users than it is to newcomers.
To create a nested folder, first create an empty track

within an existing top level folder, then use the folder

control icon to make that track into a folder. Because the

track is itself contained within an existing top level folder, it

will automatically be made into a second level folder.

Shown here is an example. Notice that:

e There is a top level folder called Instruments which
holds two sub-folders (Guitars and Percussion).

e Both second level folders contain child tracks.

Any action taken on a folder will effect its entire contents.

For example, if in this case you were to mute the

Instruments folder, then the Guitars and Percussion folders

-

o

o Snare

o Tom

o Reverb

o
5 || ROUTE
-

s || woure | Ex [0
s || route
3 K |:_|I_ITE
s || route

s | woure || Fx

and their child tracks would also be muted.

REAPER does not limit you two levels of folders. You can have more if you like.

5.14 Track and Track Parameter Grouping

Note: As well as conventional grouping, REAPER supports VCA (Voltage Controlled Amplifier) grouping. To help
avoid confusion, VCA grouping will be considered as a separate topic later in this chapter.
By using track and parameter grouping you are able to define relationships between different tracks and their
controls so that when you make a change to one control in the group, changes are also made to other tracks.
The nature of these relationships can vary from being quite simple to rather complex. Here are some examples.
® You might have two tracks that you wish to keep at a constant volume relative to each other. In this
case, you could ensure that whenever one is faded up or down then so is the other.
® You might have two tracks that need to be panned opposite each other. In this case, you can ensure
that when one is panned in one direction, the other is automatically panned in the other.
® You might have two or more tracks that you wish to be always soled or muted together.

In a moment, we'll work thru some examples. There are two main
ways to create and manage your groups. This can be done either
using the Track Control Panel or the Track Grouping Matrix.
Here is an overview of both methods.
Method 1 uses the Grouping dialog box (shown right), which can be
accessed from the Track Control Panel, the Mixer Control Panel:
® In the TCP or MCP, select the tracks whose parameters you
wish to group. Right-click over any track number in the group
and choose Track grouping then Track grouping
parameters from the menu (or press Shift G).
® When the Grouping window is displayed (see right) specify
those parameters that you want to group. Optionally, you can
change the group name from its default, which will be Group
1, Group 2, etc. Click on Close when finished.
® Make sure that the option Track grouping enabled on the
TCP or MCP menu is selected (ticked).
You can use this same method later to make changes to your
grouped parameter definitions.
This interface might appear strange at first. For this reason, it may
be easier, especially at first, to use the second method. Method 2
uses the Track Grouping Matrix.
The track grouping matrix, which can be docked, can manage up to
128 groups. To display this, choose the View, Track Grouping

Grouping for 2 selected track B
rouping for 2 selected tracks b

Group: | Group 1 ~| | Rename... [

Group enabled Colar...
]

[1 Media/Razor Edit Lead r Edit Follow

[] Volume Lead ] ow:

[1Pan Lead [ Pan Follow

] Width Lead ] Width Follow

[ Mute Lead [ Mute Follow

[150lo Lead [ Solo Follow

[] Polarity/Phase Lead [ Polarity/Phase Fallow

[]Record Am Lead

[ Automation Mode Lead [ Automation Mode Follow

[JVCA Lead

Select: Al

Remove from other groups

[]Reverse volume [ Reverse pan [ ] Reverse width

[IVCA pre-FX follow

Hold shift when editing track controls to temporarily

ovemide grouping.

Track Group Manager... Track Grouping Matrix...
Save default flags Load default flags

[l Record Am Fallow

] VCA Follow

None Lead Follow

[] Do not lead when following

Matrix command, or press Ctrl Alt G. We can create a special project file for our examples. You can then group
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any selection of tracks that you like: in this example, we will be working with the two guitar tracks enclosed
within the track folder. Note that you do not need to place tracks in a folder in order to be able to group them.
First, you should note that track grouping globally is turned on and off using the Track, Track grouping
enabled command. When this is ticked, grouping is enabled. This command can be used to temporarily disable
track grouping without the need for you to redefine or modify your groups.

5.14.1 Basic Track Grouping

Example
Open the sample file All Through The Night FOLDER. Save it
as All Through The Night GROUPS1. Use the View,
Grouping Matrix command to display the matrix..
Each column except the first represents a control that can be Master Track
grouped - volume, pan, mute, solo, etc. Each row represents a ; E"":m
project track. Clicking inside the grid defines the tracks and "
parameters to be linked. In this example: 4
® The volume controls of the two guitar tracks are linked. 2 z m %=%=%
Raising or lowering either volume control will automatically - li!:
do the same to the other. 8
® The mute controls are linked. Muting either guitar track will
automatically mute both.
® The pan controls are also linked — but note that for one of these tracks the pan reverse option is also
enabled. This ensures that when one of these is panned, the other is be panned in the opposite direction!
Notes:
1. The TCP shows colored ribbons for
grouped parameters (see right). The
Appearance, Track Control Panel
preferences page includes an option to BL D o Guitar Neck (@]GI6048 s || =t | Fx [ 265k @
change this to edge lines or none.
2. To temporarily over-ride the grouping, hold Shift while adjusting the parameter of any one group member.
3. You can right click on any track name in the matrix to open the track grouping window for that track.
4. Notice the first Grouping Matrix column, headed Media/Razor Edits. This is a more complex topic and deals
with matters such as the group editing of media items within a track group or across several groups. This will be
explained in Chapter 7, Managing and Editing Media Items. The Track Group Manager, accessed by a
button located above the matrix, will also be discussed and explained in that context.

5.14.2 Track Grouping Matrix Basic Controls

Record arm
Polarity/Phase
Autornation mode
Flag: Volume reve
Flag: WCA follow it
Flag: Pan reverse
Flan: Width revers

g £
= = 8
385s

Mute

=
@

Guitar tracks

W] MediziRazor edits

Voox 2
[E] Guitars.

track

Bouzouki
Revers [ [ [[]1

O o Guitars | 0 00dB s | zaie || Fx [ center @)

- offe) Guitar Body “™ | 0.00d8 s F:@.'rrz Fxm 3651 a',

Pan: 36%L

In order to do this ... Using the Track Grouping Matrix

Display Help window Click on the ? Button (top left corner of window).

Define the tracks in a new group Display the Track Grouping Matrix. Select at least one
parameter (such as Pan) for each track in the group.

Adjust all linked faders for a group In Mixer or Track Arrange view, adjust the fader for any
one track in the group.

Adjust the fader for only one track in a In Mixer or Track Arrange view, hold Shift while adjusting

group containing linked faders the single fader.

Define a pan or volume relationship as In the track row, click on the intersection cell for Pan

reverse for a track within a group Reverse or Volume Reverse.

Change an existing toggle parameter In Mixer view, hold Shift while clicking on the appropriate

relationship (such as Solo, Mute or button (such as Solo or Mute) for the individual track. Use

Record Arm) into a reverse one Shift again to restore the positive relationship.

Display grouping window settings for an | Right click over the track name in the track grouping
individual track matrix.
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In order to do this ...

Using the Track Grouping Matrix

Link more parameters for tracks in an
existing group

Click on the intersection cells where the required
parameter column meets the track rows.

Add another track to an existing group

Click on intersection cell where the required parameter
column meets the row for the track that is being added.

Remove a track from an existing group

Click once, twice or three times on the appropriate
intersection cell until it shows blank. If more than one
parameter is linked, do this for each parameter.

Enable/Disable group

Click in the group's Enable/Disable box.

Select all tracks in a group

Click on the group name.

Ensure automation mode of follow tracks
automatically follows that of lead

Use the Automation Mode column of for tracks in the
group.

Fine tune behavior of groups which share
common tracks.

Use the Flag: Do not lead when following settings to
ensure, for example, that a track which is a lead in group 1
and a follow in group 2 will not act as a lead in group 1
when being a follow in group 2.

Note: By default, all 64 possible groups are enabled. If this leads to screen clutter, consider
disabling those that you are not using by unchecking the box shown here.

Group 3 iz Disabled

5.14.3 Lead and Follow Group Relationships
Each parameter that is included in a grouped relationship can take one of three states — Lead/Follow (the
default), Lead only, or Follow only. The different ways in which this affects that parameter's behavior are:

® A Lead/Follow item can control other Lead/Follow and Follow only items, but not Lead only items. It can
itself be controlled by other Lead/Follow and Lead only items. This is the default type, indicated in the

matrix by solid black.

® A Lead only item can control other Lead/Follow and Follow only items, but not Lead only items. It
cannot be controlled by any other item. This is represented in the matrix by the letter L.

® A Follow only item cannot control any other item, but can itself be controlled by Lead/Follow items and
Lead only items. This is represented in the matrix by the letter F.

In the previous exercise, all items within our group had Lead/Follow status. This meant, for example, that when
you adjusted the panning or the volume on either of the two guitar tracks, the equivalent parameter on the
other guitar track would move according to the defined relationship. This happened regardless of which of the
two tracks you used to make the adjustment. Let's now look at some different scenarios.

Example

This example illustrates a relatively simple case of how track
parameters can be flexibly linked. Again, use the file All

Through The Night GROUPS1.

The Guitars folder and the Bouzouki track solo controls have
been linked, Guitar as lead, the Bouzouki as follow.

Click twice on the Guitars/Solo cell to set it to lead, three times
on the Bouzouki/Solo to set it to follow only. A fourth click

would clear the cell altogethr.

You will now find that if you solo the Guitars folder, the

Bazouki track will also be soloed.

If you unsolo this and then solo the Bouzouki track, however,

you will hear only the Bouzouki track.

Save the file as All Through The Night GROUPS 1A.

Track Grouping Matrix ! !
Track Grouping w Track Group Manager... = [v] Show aro
group
@ s
i £
d =
g2 g%
3 g:3b:3
i b s 282
E 2 e E = B e 2
3 BL 2335 E
3t - pP2EscdLE4
= - EELh o
i3858 fi38F28¢8
W] Group 1
Master Track
1 Vior 1
2 [ Guitars
% 3 Gtr Body ] |
E 4 Gtr Neck H N ]
5 Bouzouki
&  Reverd [T 11 [
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5.14.4 Track Grouping Window

The Track Grouping window displays all group information about the various parameters for any selected track or
selection of tracks. Most commonly (and most usefully) it makes sense to use it with individual tracks, one track
at a time. Again, this will be more readily understood if you work thru an example.

Example

Open the project file All Through The Night GROUPS1A.RPP. Select the Gtr Neck track in the TCP. Either
right-click over the track number and choose Track Grouping Parameters ... from the context menu, or press
Shift G. This causes the Grouping window for the selected track to be displayed (see below left).

Grouping for 1 selected tracks n Grouping for 1 selected tracks n

Group: | Group 1 ~ | | Rename... Grotp: |Group 1 i | | Rename...
Group enabled - Colar... Group enabled - Color...

[ Media/Razor Edit Lead [ Media/Razor Edit Follow [J Media/Razor Edit Lead [ Media/Razor Edit Follow

Wolume Lead WVolume Follow [ Volume Lead [ Volume Follow

Pan Lead Pan Follow [JPan Lead ] Pan Fallow

[ width Lead [ Width Follow []Width Lead [ Width Follow

Mute Lead [ Mute Lead [ Mute Follow

[ 50l0 Lead [ 50l Lead [ 5olo Follow

[ Polarity/Phaze Lead
[J Record Am Lead
[ Automation Mode Lead

[

[ Polarity/Phase Follow
] Record Am Follow
[ Autemation Mode Follow

[ Polarity/Phase Lead
[JRecord Am Lead
[ Automation Mode Lead

[ Polarity/Phase Follow
] Record Am Follow
[ Autemation Mode Follow

[JvCA Lead ] vCA Fallow

B select:

[ vCA Lead ] vCA Fallow

Mane Lead Follow Al Mane Lead Follow

i
|
Al I

Select:

[JReverse volume [ | Reverse pan [ ] Reverse width

[ Reverse volume [ | Reverse pan [ ] Reverse width
I VECA pre-FX follow [] Do not lead when following

I VECA pre-FX follow [ Do not lead when following

Hold shift when editing track controls to temporarily

Hold shift when editing track controls to temporarily
overmide grouping.

overide grouping.

Track Grouping Matrix....

Close

Track Group Manager...

Track Grouping Matrix....

Close

Track Group Manager...

Save default flags Load default flags Save default flags Load default flags

In the TCP, select the Bouzouki track. The display in the Grouping window changes (above right), to show the
currently grouped parameters for the bouzouki. In this dialog box, click and select Mute Lead. This is confirmed
by the display in the track grouping matrix.

You can define up to 128 groups in a project file. The actions list includes actions to select all tracks in any of
these groups. In the example below, a second group has been added, to help when adjusting the balance
between the volume of the vocal track and the various instruments.

Grouping ~ Track Group Manager... Show group details Show group flags Fra - e
® group
n o= oo n o o= o=
$ CieE88F 3§ CEEElEE ®
= s = B e s = B
EE e g w £ B EE e g2 g = B
i stEsg:=5: & sz E835:8 2 o
§ B £, 5877450 &t s, FEEZZLZEQ e
= 3 e 8 %o 5 g = 3 e 8 %o 5 g
B33FE558:3FBFRE I3C05EERESBEREE B o
@Gmupl @Gmupz !E
Master Track | | Master Track
1 Vaox 1 Vox |
2 [ Guitars [] ii 2z [ Guitars
i Gtr Body I W N ] O 5 3 Gtr Body HE
4 Btr Neck N (W s 4 Gr Neck
' 5 Bowouk ] | 5  Bouwouk
| & FRews [T [ ] a I

Note: The first of the two check boxes above the matrix allows you to toggle on (above left) or off (right) the
option to Show group details. The second allows you to show or hide the Group flags columns.
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5.14.5 Track Grouping Window Basic Controls

In order to do this ...

Using the Track Control Panel

Define the tracks in a new group

Select the tracks in the Track Control Panel, press Shift
G then select at least one parameter.

Name a group

Press Shift G, select the required group number and
click on Rename.

Adjust all linked faders for a group

Adjust the fader for any one track in the group.

Adjust the fader for only one track in a
group containing linked faders

Hold Shift while adjusting the single fader.

Define a pan or volume relationship as
reverse for a track within a group

Select track in the TCP and press Shift G. Click on
Reverse Volume or Reverse Pan as required.

Change an existing toggle parameter

Arm) into a reverse one

relationship (such as Solo, Mute or Record

Hold Shift while clicking on the appropriate button
(such as Solo or Mute) for the individual track.

Link more parameters for tracks in an
existing group

Open the Grouping dialog box for the group and select
the required parameters.

group members accordingly

Reset a track's volume, pan or width to its | Double-click on the volume, pan or width value
default value and adjust settings for other | displayed in the track panel.

Add another track to an existing group

Select the track in the Track Control Panel and press
Shift G. Display the drop down group list and select the
required group. Select the required parameters.

Remove a track from an existing group

Select the track in the TCP and press Shift G
Unselect all selected items except Group enabled

Enable/Disable group

Press Shift G, select the group from the drop down list
then click in the Group enabled box.

Tip: When playing back a song, you may from time to time wish to reset your VU Peaks without needing to stop
and restart playback. To clear one peak, simply click on the peak number shown at the right hand end of the VU
meter in the TCP or top of the VU in the MCP. To clear all peaks, hold down the Control key while you do this.

5.15 Temporary Track Grouping without the Grouping Matrix

You can make any selection you wish of any number of tracks (in the TCP or MCP), and as long as they all
remain selected you can operate their track controls as a temporary group. All will act as Lead/Follow.

In order to do this ...

Do this ...

Define and link any number of
contiguous tracks in a temporary group

Click in TCP of first track to be selected. Shift-click on last
track to be included in the selection.

Define and link any number of non
contiguous tracks in a temporary group

Click in TCP on first track to be selected. Ctrl click one by
one on each other track to be included in the selection.

Adjust a TCP control for all tracks in
temporary group (e.g. Volume, Mute)

Adjust fader or rotary (Volume, Pan) or just click (e.g. Mute,
Solo) for any one track in the group.

Adjust control for only one track
without deselecting the group

Hold Shift while you adjust fader or rotary (Volume, Pan) or
just click (e.g. Mute, Solo) for any one track in the group.

Unlink and ungroup tracks in a
temporary group

Click in TCP of any one track.
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5.16 VCA Grouping

The origins of VCAs (Voltage Controlled Amplifiers) predate digital audio. By way of analogy, VCAs in REAPER are
a form of track grouping which allows tracks to be followers within a group to a single track lead. VCA follow
tracks will have their volume dBs added to that of the VCA lead track: thus, with VCA grouping the process is
additive. With conventional grouping, (such as in section 5.16)

nothing is added, the tracks are simply linked. Grouping for 4 selected tracks B
VCA groups can be set up and managed using the same track Group: |VCA ol me
grouping matrix as in 5.16. In this section we will keep to simple ] Group enabled -

examples, to help you understand the VCA concept. The basic

procedure for creating a VCA group is:

1. Add a new track at the end of your project and give it a
suitable name, such as VCA Control. Ordinarily, this track

should contain no media items.

2. Display the track grouping matrix for this track and select a
currently unused group. Name this group VCA.

[ Media/Razor Edit Lead
[ vaolume Lead
[JPan Lead
[ Width Lead
[ Mute Lead
[ Solo Lead
[ Palarity/Phase Lead
3 [ Record Am Lead
[ Automation Mode Lead

[ Media/Razor Edit Follow
[ Volume Follow

[ Pan Fallow

[ width Follow

[ Mute Follow

[ Salo Follow

[] Polarity/Phase Follow
[ Record Am Fallow

[ Automation Mode Follow
[m] VCA Follow

3. Set the VCA status in this group for your VCA Control track (8] VCA Lead
tolL (for |ead). i Select: Al None Lead Follow

4. Set the VCA status in this group for any tracks that you |
want it to control to F (for FOHOW) _ [[JReverse volume [ ]Reverse pan [ ] Reverse width
Example ; ] VCA pre-FX follow [] Do nat lead when following

Open the file All Through The Night.RPP and save it as All
Through The Night VCA.RPP. | |
Pan the first guitar track 35% left and the other 35% rlght Add a | Track Group Manager... Track Grouping Matrix...
new track (Track 5) and name it VCA Control.

Display the track grouping matrix (Ctrl Alt G). Make sure that the
other tracks are in the same order as shown here, below right.
Right-click over the text Group “n” to open the Grouping dialog box (above). Click the Rename button, then
type VCA, then on OK, then Close the dialog box.

Remove from other groups

—

Hold shift when editing track controls to tempararily
ovemde grouping.

Save default flags Load default flags Close

Set up this group as shown (right), so that track 5 is your VCA lead track u . 5 %
and tracks 2, 3 and 4 are VCA follow tracks. g § - £3 ,E 2
Play the song. As you raise the volume fader on the VCA control track, the [ ves

three instrument tracks will each become louder. As you turn down the bl

volume on track 5, the instruments will become quieter. 2 G Body F

Notice that the VU meter levels on the follow instrument tracks will change. § 3 Ctrheck E

The adjusted volume of these tracks (added to that of any audio produced R

by any items in VCA control track itself) is sent to the lead. Thus, the lead's

VU meter levels change as the VCA control track fader is adjusted.

Now let's try something different. Make sure that the pan law for all tracks is set to Stereo balance/mono
pan. This is done by right clicking over the track's pan control and selecting from the pan law drop down list.

Click on the Bouzouki/VCA matrix cell to remove it from the group. Now play the song again. As you do so,
adjust the pan setting on the VCA control track. You will find that the panning of the three instrument tracks will
each be adjusted accordingly. Save the file.

VCA Grouping Parameters

This table summarizes the VCA track grouping matrix options and parameters:

Parameter Comment

Volume Adjust the volume fader on the VCA lead to adjust the volume of all follow tracks in the VCA
group. Note that the follow track faders themselves will not be moved.

Pan Provided either Stereo balance/mono pan or Stereo pan has been selected as the pan law,
changing the panning on the VCA lead will cause the panning of all follow tracks in the group to
be changed. The pan faders on the follow tracks, however will not be moved.
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Parameter Comment

Pre FX If the track grouping matrix option Flag: VCA pre-FX follow is selected for any VCA follow
Follow track, then the signal volume will be adjusted before it is fed into the that track's FX chain.

Automation |Volume, pan and width changes on follow tracks can be automated by adding envelopes to the
VCA control track. The envelopes will be applied to all follow tracks in the group. Follow tracks
may also have their own automation envelopes. Chapter 18 includes more about envelopes.

Mute A mute envelope can be added to the VCA lead. This envelope will be applied to all VCA follow
tracks in the group. Automation envelopes are explained in Chapter 18.

Note: Defining a track as a VCA lead causes that track's volume and pan faders to control volume and panning
on all of its follow tracks. Keep in mind that a VCA control track is not a track folder or submix. No audio passes
thru a VCA lead/control track. It would make no sense to add audio FX directly to a VCA control track.

Further Examples of VCA Grouping Models

Here are some more examples of situations in which VCA grouping can be helpful. Doubtless you will in time find
further and perhaps more complex applications of your own.
VCA with Automation Envelopes

You will need to understand something about automation
envelopes if you are to understand this section. Automation
envelopes are explained in Chapter 18.

Conventional automation does not work well with ordinary 3
groups. For example, a volume or pan envelope on a group
lead track will, on playback, adjust the volume or pan
settings on that one track only, not on its follows. 5
With VCA grouping, however, an envelope on a VCA control
track will be applied to the summed total of its follow tracks. You can have separate automation envelopes on
both the VCA lead and any of the follow tracks within the group. Shown here is the same project as in the
previous example, with the same groups as before, and with volume envelopes added to the VCA control track
and one of the follow tracks (Bouzouki). The summed levels of both follow and lead envelopes will, on playback,
be sent to the lead.

Actions to Manage VCA Envelopes

Two actions are available which add extra functionality to VCA envelopes. These are Envelope: apply all VCAs
from selected tracks to grouped tracks and reset volume/pan/mute and Envelope: apply all VCAs to
selected tracks and remove from VCA groups. Actions are explained in Chapter 15, but, in short, you can
assign your own keyboard shortcuts to these actions, and/or add them to REAPER's menus.

The effect of the these actions is illustrated here. Tracks 2
and 3 are followers of track 4 in a VCA group. A volume
envelope has been added to the VCA lead track. This track
is selected.

Running the action Envelope: apply all VCAs from
selected tracks to grouped tracks and reset
volume/pan/mute causes an identical envelope to be
added to each of follow track and to remove it from the
lead. The VCA group settings remain intact. © <) Bouzouki
Running the action Envelope: apply all VCAs from
selected tracks to grouped tracks and remove from
VCA group would also cause identical volume envelopes to O o1 VCA Contro
be added to each follow track, but these tracks would be
removed from the VCA group while the envelope on the VCA lead track would remain intact.

Note that if any of the VCA follow tracks already contain a volume envelope, then the values on the VCA lead
track envelope will be added to those already on the follow track envelope.

These actions can applied to VCA lead pan, width and/or mute envelopes as well as volume envelopes.

O ol GTR Neck

O () volume
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VCA with Overlapping Groups

Conventional grouping does not fully allow for overlapping group membership. For example, tracks 1 to 3 volume
faders could be grouped as leads and follows in one group, tracks 4 to 6 in a second group, but you could not
have another group to control volume faders on, say, tracks 1 and 6 only.

VCA grouping makes this possible. You could create two ordinary groups — one each for volume control on tracks
1to 3 and 4 to 6. You could then create a VCA group (Lead) to control volume on tracks 1 and 6 only (Follows).

Note also that a track that is a VCA lead in one group can also be a follow in another VCA group: this technique
is known as chaining.

Tip: Pressing Alt Shift G will toggle on and off item and track media grouping. This can be useful if you want to
temporarily disable track grouping, then later re-enable it.
5.17 Default Toolbar Summary

REAPER's default toolbar is
located near the top left

Project Settings

corner of the screen. The Save Project Undo Metronome

various tools and their Open Project Redo Marquee Selection
functions are introduced

throughout this guide as New.

and when they are Project )
required: you might find Auto Locking
the summary diagram Crossfade Razor Edit
below helpful. The icons )

might appear different if Item Grouping Snap Options

you are using a theme Ripple Editing Grid Options

other than REAPER's Envelope Options

default.

Toolbar keyboard shortcuts summary (equivalent to left click):

New Project: Ctrl N Right click for menu
Open Project: Ctrl O Ripple Editing: Alt P to toggle on/off
Save Project: Ctrl S Right click for menu
Project Settings: Alt Enter Envelopes, move points with media items:
Undo: Ctrl Z to undo last action Left click to toggle on/off
Right click to view undo history Right click for menu
Redo: Ctrl Shift Z to redo last action Grid Lines Options: Alt G to toggle on off
Right click to view undo history Right click for settings dialog
Metronome: no default shortcut: Snap: Alt S to toggle on/off
Left click to toggle on/off Right click for settings dialog
Right click for settings Locking: L to toggle on off
*Marquee Selection: On/Off Right click for settings dialog
Auto Crossfade: Alt X to toggle on/off *Razor Edit: On/Off

Item Grouping: Alt Shift G to toggle on/off

You can edit this toolbar, for example adding more tools for other commands and actions. You can also create
additional toolbars of your own. This topic is covered in Chapter 15.

Note 1: Right-clicking on some of these tools (e.g. Ripple Editing, Item Grouping, Snap Options) offer more
functionality — such as a sub-menu, or a dialog box. These will each be explained as they are introduced.

Note 2: Some of these tools may appear on your screen to be animated. The section immediately following this
one deals with this topic.

Note 3: The two icons flagged with an asterisk (*) - Marquee selection and Razor edit - are mutually exclusive.
They determine how mouse modifiers will behave in each of these contexts.
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5.18 Animated Toolbar Icons

Some icons on your toolbar are animated by default. Many icons, including toggle icons and those that you add
yourself, can be animated. The main exceptions are tools that simply execute a command, such as New Project.
The item grouping and move envelope points with media items tool are animated by default..

Toolbar animation is managed in the Customize menus/toolbars dialog (see Customizing REAPER Toolbars).

1. Right click over the toolbar background area and choose Customize toolbar ... from the menu. This will
open the Customize menus/toolbar dialog with Main toolbar selected.

2. In the first column, right-click on the name of the tool that you wish to modify. From the context menu
choose Highlight with animation based on toggle state.

3. A submenu of options will be displayed. These are explained below.
4. Make your choice or choices from this submenu.

5. Click the Apply button. When you have finished making your changes click on OK.
]

Animation submenu options i
Do not animate, Animate if toggle state enabled, Animate if toggle >
state disabled: these three options are self-explanatory and mutually
exclusive. Select whichever you require.

Highlight animation or Armed animation: you can select either one of

Do not animate
Animate if toggle state enabled
Animate if teggle state disabled

+  Highlight animation

these visual effects, or one of the blink options. Armed animation
Slow blink or Fast blink: these cause the selected tool to blink, or flash, slow blink
between two color states. In the default theme these are red and green. gstbink

Note: Toolbar animation can be disabled globally or for armed toolbar buttons
by setting these options off on your Options, Preferences, Appearance page.

5.19 Track Layout Options
REAPER's default theme offers you a several out-of-the-box layouts from which you can choose. There are six
areas of interest — the track panel, the master track panel, the mixer panel, the master mixer panel, the
transport panel and the envelope panel. Some layouts are better suited to beginners than others, others will be
preferred by experienced users. This section will introduce you to track layout options..
Later in this user guide you'll be introduced to the Theme Adjuster which you can use to create custom layouts
to suit your particular preferences.
By default, REAPER selects Layout A for the track panel. Remember that this layout:

¢ Potentially shows all track controls when the mixer is closed (but see next point).

¢ Shows the Record input and Input controls only when the Record button is armed.

& Shows only a limited selection of track controls when the mixer is open — Record arm, Volume, Mute,

Insert, Routing and FX.

B 1 v = e
o Yo +0.45dE s || U
. o T Layout B shows all track controls on all

Fi [0} center @D in @ [[F]  Mic/inst2 @ tracks if there is sufficient room.

I - Layout C shows the controls shown here,
s | i | rx [ @I Mic/inst 2 " together with a horizontal VU meter.

1

To select a layout for all tracks first make sure no tracks are selected: to select a layout for particular tracks, first
select the track(s) as required. Then, from the menu choose Options, Layouts, Track Panel then A, B, or C,
or, to restore default layouts choose Default layout.

Note that for the Master Track Panel there is currently only one option available, the default.

Note: Several of the examples covered in this guide will feature track layouts that differ slightly from these three
variants. In some cases, this is because the REAPER 6 theme is also available to you.
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6 Managing Track and Item FX

We have already covered the basic techniques involved in using effects on your REAPER tracks. We are now
going to look at some of the options available to help manage and use your FX more effectively. We'll be looking
in more detail at how you use some of the more important individual effects later (Chapter 16): in this section
we're mainly concerned with the broader issues of managing and organising plug-ins.

6.1 Grouping FX in Folders

REAPER automatically groups your FX in Add F to Track 5 "Synth" sy x|
various ways — by type (VSTi, VST, JS, etc.),
by category (Analyzer, Dynamics, EQ, etc.)
and by developers (e.g. Melda, Voxengo,
Wave Arts). In addition, you can create your

own group folders.

FX can be grouped as you wish. For example, +)- Categories W5T: MCompressor (<86) (MeldaProduction)

you might wish to create a folder called i E:‘f,ﬁ'fni” v mElqaf':f;ggﬁ“::;?;;f;:;ﬁ:}”}
Chorus/Delay/Reverb to display these plug- _m— : sEvE

ins together. You can create as many folders B Addinkder | >
as you wish, and the same plug-in can be Fiter: | v
placed in more than one folder. Cearfiter || _OK |  Cancel

The use of smart folders can make this job

FX  Options

A A || VST: MAnalyzer (x86) (MeldaProduction)

- Instruments WST: MAutopan (x36) (MeldaProduction)
VST: MAutoPitch (x86) (MeldaProduction)
WST: MEandPass (x86) (MeldaProduction)
VST: MComb (x86) (MeldaProduction)

-Cochos
- Recently used

easier (by automatically adding plug-ins to
your folders for you). You can also drag and drop selected FX into your folders. The table below summarizes how

to work with folders.

In order to do this ...

You need to do this ...

Expand/collapse folder
contents list

Use the + /- button to the left of top level folder names.

Add a new folder

Right click over Folders (see above) and choose Add folder. Type a name in the
Create New Folder text edit box and click OK.

Add a new smart folder

Right click over Folders (see above) and choose Add folder. Type a name in the
Create New

% Lhane B | Bl s e SEY TRelA s ety ) B

Folder text edit Al f? Create Mew Folder e
box. Type your filter |a

in the Filter text edit | | eme: [Rever/Crons/Deay |
box. OR and NOT [ Smart folder

can be used as Fitter: |\terb OR chor OR delay |
keywords_ An Filters contain a list of (optionally quoted) strings which must match. The

keywords OR and NOT are also available.

example is shown
here.

For more about
filters, see Using Search Filters.

Add FX to a folder
(including smart folders)

Drag and drop from FX list in right-hand pane. Ctrl click can be used to build a
selection.

Display folder contents

Click on folder name in left hand pane.

Add FX to track or item

Double click on FX name in right-hand pane.

Change order in which
folders are listed

Drag and drop folder name up or down, or select and use Ctrl Up and Ctrl
Down.
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6.2 Using Boolean Search Filters

Search filters can be used to help find exactly what you are looking
for. In this case, you can filter the FX list to show only those items
which include a specified string, such as verb or eq. The techniques - All Plugins  ||J5: Chorus
explained in this section can also be used elsewhere in REAPER : o gons :!;ggg;;d i
where filtering is available — for example, the media explorer, the JS: Delay w/Chorus
track manager, the actions list, the region/marker manager, the LT e
project bay, envelope color overrides and the theme development

tweaker. I
By entering a text string in the Filter list text box in the bottom left Fiter: [chonss] v| | Clearfiter [
corner of the Add FX window (also known as the FX browser), =—_
you can display a list of those list items which match your criteria.
Before doing this, you can select either All Plugins from the list of plugin folders, or any particular folder if you
wish to restrict your search to that folder. In the example shown above, we have applied the text string chorus
as a filter, in order to see what chorus plug-ins we have available. The search string is not case sensitive.

You can search for more than one string within the same names. For example:

eq stereo will find all plugins with both eg and stereo anywhere in their name, regardless of the order in
which they appear. eg AND stereo would produce exactly the same results.

Remember, you can rename individual plug-ins. This might make your searches more useful.
The filter also supports other Boolean search terms notably OR and NOT, and the use of parentheses, e.g.:
comp OR lim finds and lists all plugins with comp or /im in their name.

eq ( cockos OR melda ) finds all Cockos and Melda plug-ins with eg in their name. You must leave a space
both before and after the parentheses.

cockos ( eq OR comp ) finds all Cockos plug-ins with eg or comp in their name.

blue cat NOT ( flange OR phase ) finds and lists all Blue Cat plug-ins except those with flange or phase in
their name.

( chorus OR delay ) NOT ( DX: OR JS: ) finds all effects with chorus or delay in their name except Direct
X and JS ones.

There are some additional techniques that you can use to make your searches more finely tuned.
Enclosing a search string in quotes will find only those plug-ins where the text is matched exactly. For example:

“sony noise” would find Sony Noise Gate but not Sony Express FX Noise Gate. Likewise " reaverb” would
find ReaVerb but not ReaVerbate.

Typing a space immediately after the opening quotes mark will limit the search to those items where the
specified string is at the very beginning of a word. For example:

" volu” will find plug-ins which include the word volume but not convolution..

Similarly, typing a space at the end of the string will only find those items where one of the words in the FX
name ends with that string.

Starting a search string with 2 will find only those items whose name begins with the specified string, and using
a $ at the end of a string will find only those hames that end with that string.

For example, when working in the media explorer, using *blues as a filter would list only those items whose
names begin with blues.

Similarly, in the track manager, a filter such as guitar$ would display tracks with names such as lead guitar or
rhythm guitar but not guitar solo.

The Clear Filter button can be used to remove the filter and restore all plug-ins to view.

You also have two options (on the Options menu — see below) which if enabled will ensure that your filters are
automatically cleared for you. These are Auto clear search field on folder change and Auto clear search
field on close. This latter option refers to closing the FX browser window, not closing REAPER.

REAPER will remember your previous filters. You can access it from the filter drop down list, by clicking on the
down pointing arrow located on the edge right of the Filter list box.

In REAPER's Plug-ins Preferences (Chapter 22) there is an option to apply a global filter to all browser views.

Add Fix to: Track 2 "Gtr Body"
FxX Opticns
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6.3 FX Browser Options
The Add FX window Options menu is shown here. The commands are: I

Auto-float new FX windows. If enabled, FX will be opened and | T T
displayed in their own separate window when they are added. |
FX Plug-ins settings... Displays Options, Preferences, Plug-ins

Opgtions

Show in left pane list

settings page (see Chapter 22). show in FX fist
Remove all empty folders. Removes all empty folders. Always search all FX when using search field
Show in left pane list. Displays a sub-menu to select plug-in categories Auto-clear search field on folder change
to be displayed in the left pane of the FX browser window. Auto-clear search field on close
DX, DXi, VST, VSTi, VST3, VST3i, AU, AUi, JS, Rewire, Cockos Auto-clear folder view on close
Instruments all virtual instruments will be listed together as well asin | Remove all empty folders

their native folders (VSTi, DXi, etc) if these are also selected.

Recent causes all plug-ins recently used being displayed here, as well as in their native folders.

VST folders causes all folders with VST plugins to be listed in the left pane under My folders.

Categories causes plug-ins also to be displayed grouped by function (e.g. Delay, EQ, Reverb, etc.).

Developers enables plug-ins also to be grouped by developers. FX Chains will cause FX chains to be listed.
Show in FX list

In the displayed FX list you can show any Default preset (along with the FX name), FX shortcuts,

descriptions, or file names, or both for IS FX, the Video processor (see Chapter 20), and/or plug-ins whose

name begins with a #. Renaming a plug-in to begin with a # hides it in the FX browser's FX list.

Always search all FX when using search field. If enabled, all FX will be searched, even if one type or
category has been selected in the left pane.

There are also two Auto clear search field (filter) options — when you change your selected folder, and/or
when you close the FX browser. Enabling the option Auto-clear folder view on close ensures that the next
time the Add FX browser is opened All Plugins will be selected in the left panel.

6.4 Item Take FX

REAPER allows you to apply FX directly to media item takes within a track. For example, you might wish to add
reverb or delay to just part of a track. You can split the track media into several items and apply the effect only
to those items where it is wanted. If you have selected the option to display the Per take FX and No FX item
icons (Options, Preferences, Appearance, Media) you can click on any item take's FX button to open its FX
window. Otherwise you can select a media item and use the default keyboard shortcut Shift E.

In order to do this ... You need to do this ...

Add plug-in to an item's FX chain | Press Shift E to open the item's FX window, or drag and drop FX
from the FX browser on to the item take.

Delete an item’s FX chain Select the first item in the chain then hold Shift while selecting the
altogether last item. Then press Delete.

Copy an FX or entire FX chain to Ctrl drag FX from an item's FX chain to the other item. Ctrl drag
another item from the FX button to the other item to copy the entire FX chain.
Ctrl Shift to include envelopes.

Move FX from one item to another | Hold Alt while dragging and dropping the FX.

Manage item take FX Take FX windows include the same commands (toggle bypass,
toggle offline, etc.) as track FX windows. Actions are also available.

Your Appearance, Media preferences settings determine if and how the various buttons are displayed for
individual media items. These are covered in detail in Chapter 22, but for now just notice that available item
icons (buttons) include its lock and mute status, its FX chain, its notes and properties.

If you enable the option Draw labels above the item rather than within the item then the buttons will be
displayed (with the item name) above the item. You can, however, also specify as an exception that When
media item height is less than label height the label should be moved to inside the media item. If you
disable these options, the labels (if displayed) will always be superimposed on the media item itself.
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6.5

Managing FX: Tips and Tricks

These techniques are available when working with track and item FX, unless the track or item is locked.

In order to do this ...

You need to do this ...

Customize FX chain
window appearance

Options, Preferences, Plug-ins has options to Show FX list on right side of
window and/or Show FX chain buttons above FX list.

Toggle Add FX vertical/
horizontal display

Use the Options, Vertical pane configuration toggle command.

See track/item FX chain
overview

Hover mouse over track or mouse FX button, without clicking. A tooltip will
appear listing contents of the track/item FX chain.

Open FX from
track/item FX chain

Right-click on track FX button (arrange or mixer view) to display list of FX on
track/item FX chain. Left-click on required FX.

Rename an FX

Right click on FX in the Add FX window, choose Rename FX ... from the menu.

Replace an FX with
another

Right-click over the FX in the track or item FX chain. From the context menu
choose Replace FX ... Select required FX from the list displayed and click OK.

Copy an FX from one
track/ item to another

Drag and drop the FX from the track or item FX chain to the track control panel of
the destination track, or to the destination item.

Move FX

Hold Alt while dragging and dropping from source to destination track or item.

Move/Copy FX including
automation

Right click on FX name in browser left panel choose Copy or Cut selected FX
(including automation). Paste into destination track/item FX chain.

Insert multiple FX to a
track at once.

Use Ctrl click to build selection, then click OK. If you need to set (or unset) HiDPI
compatibility mode, before clicking OK, right click over any item in the selection
and choose HiDPI compatibility mode when floating windows.

Copy multiple FX to
another track/item

Use Ctrl click to make selection from the source FX chain, then drag and drop to
the destination track or item.

Add FX to track directly
from track panel.

Right-click over FX button, select FX from menu, or from one of the submenus
(e.g. Recently used, Categories).

Add FX directly from FX
browser window.

Drag and drop from the Add FX browser window directly to track panel or to
item take.

Adjust FX parameter
controls (faders, knobs)

For Cockos and JS plugins, these work in the same way as do track controls:
Drag for normal adjustment. Ctrl drag to adjust in smaller increments. Alt drag
to snap back to previous setting when mouse is released.

Create FX shortcut keys

Right-click on FX name in FX browser. Choose Create shortcut from menu. To
open the Keyboard/MIDI/OSC Input. Press the required key combination on
keyboard (e.g. Ctrl Alt A) and click on OK.

Add notes to an FX
instance

Click in text edit box
above presets list.
Type your notes/
comments. For longer entries, click on the ... (top right) to open a text box.

Add warmth to vecal

Mo oreset w | |+ || Param 2in 2 out ul | O

Rename FX track/item
instances

Right-click over the FX instance in track/item FX chain. Choose Rename FX
instance from menu. Type new name, press Enter.

Change default FX name

Right-click over FX name in FX browser window. Choose Rename from menu.
Type new name then press Enter. Cannot be used with JS effects.

Change FX default
parameter settings

Set FX parameter values as required. Click on + button just above the FX gui.
Choose Save preset as default, type a name then press Enter.
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In order to do this ...

You need to do this ...

Restore original FX
default settings

Click on down arrow (next to + button) to display preset list. Choose Reset to
factory default. Click on +, choose Save preset as default.

FX Wet/Dry mix and FX
bypass

The rotary Wet/Dry mix button (to the right of the UI button)
controls how much of the wet signal (i.e. with FX) is mixed in with
the dry (i.e. pre FX) signal. The default is 100% wet. The checkbox
to its immediate right can be used to bypass the FX altogether.

Ul | ()

& ©

Force auto-bypass on
silence

Right click on plug-in name (left column) and select this option from menu. This,
for example, can be used to prevent a reverb tail during a silent passage. The
silence threshold is defined in advanced project settings.

Back up FX chains and
presets

These can be backed up and restored using the export/import configuration
buttons in REAPER's Preferences (General settings). See Chapter 22 for more
information about importing and exporting configuration setting

Other FX Options

The FX window menu includes several advanced options dealing with PDC mode,
oversampling, and more. These are discussed at the end of the REAPER Plug-
ins in Action chapter.

6.6

6.7

lanes. See Chapter 18.

Parameter Modulation. This is an advanced
topic. Parameter modulation allows you to define
a relationship between two parameters so that

Controlling FX from the TCP

Rea plugins with their controls can be displayed in the TCP.
Right-click over the FX name in the FX chain panel and choose
Show embedded UI in TCP. The FX will be displayed as 4
shown here, with a number of slots to its left.

Right click over any slot, select the FX from the menu, then the
control to be displayed. This is illustrated on the right.

Managing FX Parameters

Click on the Param button then FX parameter list in any FX window for a
range of FX parameter management option, or click on any parameter control
in the FX window then on the Param button to open a menu (right).

Show in track controls. This adds a control knob for any parameter to both
the Track Control Panel (TCP) and the Mixer Control Panel (MCP).

Alternately, choose this command without first touching any control to display a
list of parameters for this particular FX. An example (using two parameters
from JS Chorus) is shown here (below right). To remove any of these controls,
right-click over the control and choose Remove from list from the menu.
Show track envelope. Automation envelopes can be added for any FX
parameters. These can be displayed in their own

(e} Bouzouki

(R C=E |

(CR Gt |

Hm 2inZouwt |[UI| (]
st touched: [Bypass]

Shew in track controls

Show track envelope

Parameter modulation/MID| link
MIDI link

Learn

Alias parameter

FX parameter list

Default controller mappings

] - B[eTile

lr._.t Miix [dB)

2

one is controlled by the other. For example, you might want a threshold's ratio to automatically increase as the
threshold is lowered. This topic is explained in Chapter 19.

MIDI link. This lets you map track MIDI (not control MIDI) to the parameter. Thus, for example, you could use
recorded MIDI CC as automation. This is explained in the chapter dealing with Parameter Modulation.

Learn. If using an external MIDI control device you can assign FX parameters to controls (such as knobs or
faders) on that external device. This topic is covered in detail in Chapters 12 and 19.

Alias parameter. This allows you to change for the single instance the name of a parameter.

FX parameter list. This can be used to assign track controls, a track envelope, parameter modulation, MIDI
link, Learn or an Alias name directly from the menu to any of the FX’s parameters.
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6.8 Serial vs Parallel FX Chains

By default, the plugins in a track or item FX chain are processed in serial — that is, one
after each other. For example, if you insert both ReaEq and then ReaComp into an FX
chain, the audio is passed first through the EQ. With EQ added, it is then passed though
the compressor. This concept is illustrated on the right. This is how most often you are
likely to want to have your FX processed.
However, there may be instances when rather than processing effects in serial you wish
to process them in parallel. That is, you wish to process two or more effects (in this
example, EQ and compression) each independently of the other, with the separately EQ'd and compressed audio
then mixed back together. Using this method, you can avoid applying the compressor to the EQ'd signal.
This concept is illustrated in the second diagram on the right. Start of FX chain
The steps required to run two effects in parallel are simple:

¢ Insert both of the FX into the track or item’s FX chain.

¢ Right click over the second of these FX and from the context menu choose

Run selected FX in parallel with previous FX.

This is illustrated in the chain shown on the left. The
two sets of lines indicate that after passing through ReaEQ the audio stream will be
processed by ReaComp in parallel with ReaDelay before
being passed on through the JS Exciter.
This technique can be used in any number of cases to
explore creative effects. For example, you could use it to apply reverb and
compression independently of each other to an instrument, or two separate
instances of compression to a vocal.
Parallel FX processing can also occur within more complex models. Consider the
third illustration shown on the right.
Here we have four FX in a chain: the audio is first processed through FX1, then FX 2
and FX 3 (and only FX 2 and FX 3) are processed in parallel. To achieve this, FX 3 (and only FX 3) needs to be
set to run in parallel to its immediately previous FX. Finally, the signals for FX2 and FX3 are merged and passed
through FX 4.
More complex models are available: more examples, including FX containers, are considered in Chapter 17.

Note: If MIDI items are being processed through midi FX in parallel which filter their own events you should
instead use the command option Run selected FX in parallel with previous FX (merge MIDI). This should
prevent MIDI data from being excluded.

6.9 Duplicate Plug-in Priorities

REAPER supports plug-ins of different types — on the PC, for example, VST2, VST3, CLAP and LV2 are supported.
In the FX browser window, you can specify your order of priorities for identical plug-ins of different types.

From the FX Browser

Start of FX Chain

End of FX Chain

x1 | [ Fx2 |

End of FX chain

WST: ReaEQ (Cockos)

£/ V5T: ReaDelay {Cockos)
V5T: ReaComp (Cockos)
JS: Exciter

Start of chain

End of chain

window, choose Options, Browse FX
Duplicate plug-ins of FX | Options
different typesl then Filter Auto-float new FX windows v| C
whether or not to Show all | FX Plug-ins setfings.
d I. t = 9 2 WST: ReaSumoundPan (Cockos)
uplicates Show in left pane st N VST: ReaTune (Cockos)
i VST: ReaVerb (Cockos)
You can also specify when Show in FX lst X VST ReaVerbate (Cockos)

such duplicates of different
types are found which is to
be first, second, third and
fourth priorities.

This can be especially
useful, for example, if you
regularly use both VST2
and VST3 plug-ins.

Duplicate plug-ins of different types

Vertical pane configuration

Always search all FX when using search field

Aute-clear search field on folder change

Auto-clear search field on close

» »  Show all duplicates

Ecode {Cockos)
ice (Cockos)

First priority » VST3

Second priority > VST2 F
Third pricrity > Lv2

Fourth priority » k
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6.10 Advanced Plug-in Defaults

There are a number of options available in the Add FX browser which you can use to define default settings for
individual plug-ins. These will automatically be applied to that plug-in instance whenever it is added to a track or

media item.

Most of these deal with advanced technical matters: if you a relative newcomer to digital audio, you might wish

to skip over this section.

You can access these by right-clicking over any plug-in name in the FX browser list.

Right-click on any FX in the FX browser for a menu of options. Most of these are explained in the section Track
FX Basics. In addition, the following options allow you to set individual plug-in defaults.

Menu Item

Submenu options

Run as

The default setting is Automatic, but you can change this to any of Separate
process, Dedicated process, Native only (prevent bridging. There is also
an option to Embed the bridged UI.

For more information, see Bridging and VST Plug-in Run Mode.

Compatibility settings

This is especially useful for plug-ins that might have known or suspected
compatibility issues. You can enable or

Options available are Save minimal undo state, Avoid loading undo states
where possible, Inform plug-in when track channel count changes, Hard
reset on playback start, Hard reset on playback start, Save state as VST
bank, Buggy plug-in compatibility mode, HiDPI compatibility mode
when floating windows.

There is also a further sub-menu to manage Automation notifications. Options
are Defaults (set in preferences), Ignore when plug-in window not open,
Ignore when not from UI thread, Ignore all notifications, Process all
notifications.

For more information about some of these options, see the section VST and VST3
FX Compatibility Settings.

Default settings for new
instances

Any of these options can be enabled if you wish them to be automatically applied
whenever the particular FX is added to a track or item:

Send all keyboard input to plug-in, Show embedded UI in TCP or MCP (if
supported), as well as a sub-menu of options for FX instance oversampling.
Options are Up to 88.2k/96k, Up to 176.4k/192k, 352.8k/384k, or Up to
705.6k/768k.

The section FX Chain and FX Chain Options explains oversampling.

6.11 Advanced Floated FX Window Options

The essentials of floating individual FX windows have been covered in Chapter 2: see Controlling Track FX. In
addition, a number of more advanced options are available from a context menu (right-click on the title bar).

Menu Item

Submenu options

Embed UI in TCP or MCP

Where appropriate, these options will be enabled. See the section Embedding FX
GUI in TCP or MCP.

Send all keyboard input
to plug-in

Enabling this will ensure that keystrokes such as up and down arrows will be
applied within the FX window rather than arrange view.

Chain/FX instance
oversampling

This allows oversampling to be applied just to the individual FX instance, or to the
track or item FX chain. Options are the same as in the table immediately above
this one.
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6.12 Embedding FX GUI in TCP or MCP

You can embed the GUI of some FX (e.g. ReaEQ, ReaComp, ReaXComp, ReaSurround and ReaFir, and some JS
plugins) in the TCP/MCP, including graphical waveshapers, the spectrograph and the goniometer.

Right-click on the FX in the track’s FX chain and choose Show embedded UI in TCP or MCP. For example, you
could adjust visible ReaEQ parameters within the TCP.

Tip: After embedding an FX (such as ReaEQ shown here) in a track’s
UI you can save it as a FX chain (from the FX window menu).
Inserting that chain into the FX chain of any other track will then also
cause the FX to be automatically embedded in that track’s UI.

6.13 Hardware Output FX Monitoring

To open the FX: Monitoring window use the View, Monitoring FX command from the main menu, or hold
Shift while clicking the FX button of the Master track. You can specify any FX that you want to put on your
hardware outputs. These do not show up in renders, do not affect the metronome and are not stored in the
project file. You might use this feature, for example, to run analysis FX, or to compensate for the acoustic
characteristics of a particular room. Within the FX:Monitoring window, click on the Param button then Learn
to assign control of any selected FX parameter to an external control device.

6.14 Optimizing FX Performance

Some plug-ins can be quite greedy in their use of CPU, especially delay based FX, such as delay, chorus, and
especially reverb. REAPER provides a number of options which you can use to minimize the drain placed on your
computer resources by your plug-ins. These options can be found in the REAPER Preferences window (Ctrl P)
under the heading Audio, Buffering. This window is shown and discussed further in Chapter 22.

There is no “one size fits all” optimal group of settings. What is best for you depends on various factors,
including which processor(s) you are using and which plug-ins. Note in particular the following:

e You can try using the default settings for Media Buffering at first. You can adjust them later if needs be.

o Allow live FX multiprocessing. Try turning this on if your PC has multiprocessors.

o Anticipative FX processing. This can reduce CPU usage, but too aggressive a setting can cause pops and
crackles on playback. If working with UAD-1,for best results, both Synchronous FX and UAD-1 Synchronous
modes should be enabled. Anticipative FX should be disabled. UAD-2, however, is compatible with
Anticipative FX mode and this is recommended for best low latency performance..

Optimize buffering for low latency hardware.

If a p|ug-in has pr0b|ems with media buﬁ-'ering or Track perfermance options ~ +  Allow media buffering
anticipative FX processing, you can disable either or both | Tracklayout Prevent media buffering

for individual tracks using the Track Performance Envelopes ¥ Allow anticipative FX

Options on the TCP right-click menu. Options include T e Prevent anticipative FX
enable/disable media buffering, anticipative FX, track e ¥ Enable track metering
metering, and/or display of spectral peaks. Prevent spectral peaks/spectrogram

6.15 Plug-in Delay Compensation

By default, REAPER uses plug-in delay compensation (PDC) to ensure that the audio from your tracks remains
time aligned. This, for example, is likely to be needed when one or more FX chains includes a plug-in such as
reverb. In most circumstances it would be unwise to alter REAPER'’s default PDC settings.

Nevertheless the FX chain FX menu allows you

to manage Chain PDC mode for an item or 2in2out || Ul (Y

track by setting it to Per chain VST1/0 Routing

compensation, Per FX compensation or to | Audio input

Ignore plug-in delay. L Audio output

For the master track, there is also an option to MIDI input

select Hardware output compensation. MIDI output

An option is also available from the Xin/ X Delta solo (difference between dry and wet)

out button context menu of individual plug-ins.

Adjustments can be made to compensate for
any latency caused by a plug-in. The latency ¥ Pass through unmapped output channels

Plug-in delay comper@tion (PDC) (0 spls) » Dizable

~  Adjust automation
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for any track is displayed in the bottom left corner of its FX chain window. The track media is read in advance,
allowing it to be heard at the correct time, but input monitoring is delayed.

If you find that PDC is creating problems (for examples, dropouts or excessive latency) then it can be disabled
for any plug-in from the pin connector button (shown above labelled "2 in 2 out”) context menu. Note too that
PDC is disabled when feedback routing is employed.

6.16 Opening a File in Recovery Mode

Any computer program will crash given the right (or wrong?) circumstances. This can be because of a problem
with some third party plug-in. If this
happens, you should enable the option to
Open with FX offline (recovery mode)
when I‘e-Opening the file from the File, File name: | LastPictureShow.RPP v | | All Supported Projects (*.RPP;*, v
Open project dialog box (see right). -
This will open the file with all FX set offline. ==
By reintroducing them online one at a time, you should be able to identify which one is causing the problem. To
then fix the problem you should remove this plug-in and replace it with another of equivalent functionality.

Another method is to hold down Alt while you open a file from the File, Recent projects menu.

6.17 Freezing and Unfreezing Tracks
The Freeze tracks actions (from the track

[l Open in new project tab
pen with FX offline {recovery mode)

panel rlght click menu Render/freeze tracks Render tracks to mono stem tracks (and mute originals)

Command) freeze any track in p|ace, replacing Render tracks to sterec stem tracks (and mute originals)

its contents with a Single rendered audio item. Render tracks to multichannel stem tracks (and mute originals)

The first of these actions shown (rlght) will Freeze tracks to mono (render pre-fader, save/remowve items and online FX)

produce a mono audio item for each track
frozen, the second stereo and the third
multichannel (according to the number of
track channels). If multiple tracks are selected, Unfreeze tracks (restore previous items and FX)
each will be rendered separately.
On line FX are applied to the rendered item, as is the content of any signals sent to the rendered channels from
other tracks. Where these include MIDI data or items, they will be rendered as audio. Both on line FX and
receives are then removed from the track. Note that a MIDI item with no synth attached to it will be rendered as
silence. Where a synth is present, it is the output of the synth that will be rendered.

When a track has already been frozen, Unfreeze tracks will appear on the above menu as an action that can
be used to restore the track to its state at the point in time that it was frozen. Both the FX chain and any
receives will be restored. Other points to note are:
® A track can have further FX and receives added to it after it has been frozen. In this case, if you then
freeze the track again, these FX (along with audio and or MIDI material from the new receives) will be
rendered together with the existing frozen material to another new audio item.
® Each unfreeze action will remove the previous freeze on that track and restore it to its state at the time of
that freeze action. Thus, if a track has been frozen, had more effects added and been frozen again, then
you will need to unfreeze it twice if you wish to restore it its state immediately before first being frozen.

Using the Track Manager

Freeze tracks to stereo (render pre-fader, save/remove items and online FX)

Freeze tracks to multichannel (render pre-fader, save/remove items and online FX)

Freezing can also be handled using the Track Manager
(from the View menu). You can drag and drop
headers to change the column order. You can select |
any track(s) from the list then click on the Freeze ,\n | P luce | E . - x
button to select an option (mono, stereo or il i il Bl B

multichannel). The number of times any track has El---F---I

0| 2 Guitar <

Track Manager

Freeze tracks to mono

been frozen will be shown in the Freeze column. Ol 3 Gitr Neck

An Unfreeze command will be available on the O 4 | Bououki Freeze tracks to stereo
Freeze menu when that menu is displayed with a Ol =l =i : Freeze tracks fo multichannel
frozen track selected. This will include an option to R st g L Unfreeze tracks

display the freeze details for that track.
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Selected FX Freeze

FX Edit Options
Other FX chain right click menu options [
are to freeze a track up to its last on-line ve  AddFX.. nset A [
or selected FX, as you wish - see right. In Ve ReplaceFX.. Ctri+R |
this case, only the first three FX have E ¥ Pichains _ E B
been selected. The action Freeze track Freeze track Freeze track to mono, up to last non-offline
to Stereo, up to Iast selected FX W|” Copy all FX Freeze track to steree, up to last non-offline
cause these three FX to be frozen on to Copy selected FX Freeze track to multichannel, up to last nen
the track. These FX will be removed from Copy selected FX (include automation) Freeze track to mono, up to last selected FX
the track's FX chain. The other effects Cut celected FX k Freeze track to stereo, up to last selected FX
will not be rendered to the new audio Paste FX Freeze track to multichannel, up to last sele
item. If this track is later unfrozen, the Remove sclected FX T ———
removed FX will be restored.

One useful action (accessible from REAPER's Action List window) is View: Show track freeze details. This can
be used to display freeze history and details for any frozen track. Chapter 15 explains in detail more about
actions and about how you can assign them to toolbars or to your own shortcut keys.

6.18 The IS Analysis Loudness Meter

Elsewhere in this guide you will be introduced to
various JS plug-ins. One worth looking at now is
the Loudness Meter. This can display visual Mo messh | [+ [ Param | [ Edit.. | [dindouw|
feedback about LUFS (loudness unit full scale),
RMS (root mean squared) and True Peak loudness.
Insert it into any track or master just as you would
any other plug in.

Peak: Highest actual level of the audio signal..
True peak: Highest level of the oversampled
signal. Intended to estimate the highest level the
signal could reach after resampling to any sample
rate.

LUFS: The loudness of the digital signal, after
applying filters intended to adjust for how humans
perceive different frequencies.

LUFS-M: Momentary loudness measured over a
400ms window.

LUFS-S: Short-term loudness measured over a 3 second window.

LUFS-I: Integrated loudness of the entire audio signal, beginning to end.

LRA: Loudness range, the dynamic range of the entire audio signal, measured as the statistical difference
between the lowest and highest LUFS-S measurements.

Click on the settings (question mark) symbol (bottom right) to toggle display of options/controls, including what
data to display and y-axis scaling and text size. See also Chapter 11. The various parameters can also be
automated (see Chapter 18). There is also an option for output loudness values as automation to be inverted.
The small orange symbol above the ? can be used to toggle between stereo (default) and mono analysis.

If you're unsure as to what to display, leave the settings at their defaults.

The Actions List (see Chapter 15) includes several actions to calculate and display the loudness of the master
mix, selected tracks, and/or selected items, according to various criteria. Use the search filter calculate.

6.19 VST and VST3 FX Compatibility Settings

Various compatibility settings are available for VST FX plug-ins. These are available by clicking on the + button
in the plug-in’s window (immediately left of the Param) button and choosing Compatibility settings at the
foot of the menu that is displayed.

For example, you can Save minimal undo states if you wish, and/or Avoid loading undo states where
possible. Other options include Inform plug-in when track channel count changes, Hard reset on
playback, Save state as VST bank and Buggy plug-in compatibility mode.

-104 106

L-S LRA L
-26.2 50 -255

For a bound hard copy of the latest version of this User Guide (printed in B&W) go to LULU.com
118


http://www.lulu.com/spotlight/glazfolk

Managing Track and Item FX

The Automation notification options let you over ride various VST preferences settings for specific plug-ins.
For VST3 plug-ins, if using sidechaining you may need to Request VST3 bus channel count to inform the
plugin how to interpret the channels REAPER is sending This is because REAPER does not have dedicated
sidechain buses. This command is available on the plug-in’s right-click In/Out menu, next to the Param button.

6.20 Missing Items

If since saving a project file you have deleted from your hard drive, or moved, any VST or other FX used in that
project, then when you next open that project REAPER will give you a message about missing items. You can still
load the project file, the FX will still be listed in the track FX chain but it will not be available. You can remove the
FX from the chain and replace it with another, or reinstall the missing FX on your computer and then insert it.

6.21 Installing Extra JS Plug-ins
More free JS plug-ins are available at stash.reaper.fm/tag/JS-Effects. To install any of these:
1. Download the effect. If the ]S effect file has a .txt extension, edit the file name to remove this.
2. Copy the effect to your REAPER Application Data Effects folder. To find this choose the command
Options, Show REAPER resource path ... You can place it in a sub-folder within the Effects folder.
3. Close and restart REAPER.
Some ]S FX come with other files (such as data files or image files). As a rule, data files are placed in a sub-
folder in the Application Data Data folder, and other files are placed relative to the ]S FX file. In most cases
where this is necessary, the ]S effect developer will supply specific instructions with the effect.

6.22 ReaEffects User Guide Supplement

You will find many examples in this User Guide of the use of various COCKOS effects, especially in Chapter 16. In
addition, a free PDF ReaEffects Summary guide can be downloaded from this case sensitive URL:

https://dlz.reaper.fm/userguide/REAPEREffectsGuide2021.pdf

6.23 Audio Signal Flow Chart: Master Track

The two diagrams that follow (in this section and the next) illustrate how audio signals flow thru REAPER's tracks
to the master and to your output devices. Some of the items shown in these charts (e.g. Item/Take settings)
have not yet been discussed in this User Guide. They will be covered throughout Chapter 7. This first diagram
illustrates specifically the audio flow for the Master Track.

REAFER Audio Playback Signal Flow - Master Track

Audio Stream from
o MASTER TRACK
Tracks and Folders
Yolume Pre FX Env
Pan Pre FX Env
Master FX Chain 2 Output Sendis)
Volume Envelope i
Pan Envelope Send Volume Fader
¥ i Send Pan Fader
Master Yiolume Fader Send Polarity Control
Rendered Filefs) Master Ilan Fatler Send Mute Button
L StereoMono Button
Save Live Output |« Master Mute Button Qutput Hardware
{Bounce) Master Solo Button Device(s)
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6.24 Audio Signal Flow Chart: Tracks and Folders

This diagram illustrates specifically the audio flow for tracks and folders.

REAFPER Audio Playback Signal Flow - Top Level Track or Child Track

Receives from other tracks| | TRACK | [ MEDIA ITEMS |
Pre FX -
Pre Fader {Post FX) v ¥ * |  Source Media |
Post Fader (Post Pan) [ Track Mute Button | -
| Track Mute Button |
Destination Track, Bus or ¥
Hardware Port | tem Mute Button |
Y
Send Mute Ervelope |Sample Rate Cun'urersiun|
Send Pan Envelope Yolume Pre FX Env
Send Yolume Envelope Pan Pre FX Env tem/Take Settings
* Pitch Shiit/Comversion
Send Controls Channel Comversion
Mute, Volume, Pan, {Downmix etc modes)
Polarity, Stereo/Mono Volume, Pan faders
Send/ Hardware Out Pre FX A etc.
v 7
Track EX Chain ftern Yolume Handle
tem Fades
& i Itern Polarity
Track olume Envelope |  TakeFXcChain |
Track Pan Envelope -
Track Mute Envelope Take Yolume Envelope
SendHware Out Pre Fader (Post FX) Take Pan Emrelope
L 4 Take Mute Envelope
Track Yolume Faders -
Track Pan Faders | tem Mute Button |
Track Phase Button -
¥ Sum all takes if Play AN
Send/H'ware Out Post Fade|  Track Mute Button | Takes is selected
v -
|  Track Solo Button | - |
hd
Master Track or
Parent Folder

Notes:

1. The Trim Volume envelope (not shown) comes after the Track Volume envelope and before the
Send/Hardware Out Pre Fader (Post FX).

2. The track mute button is shown more than once (near the beginning and near the end of the chain). This is
because it does not only mute at the beginning (so that for example, all media items are effectively muted), it
also mutes at the end (so that, for example, a synth in the track FX chain that is fed MIDI data via a receive
from another track is also muted).

3. If track mute and track solo buttons are both enabled, then solo overrides the mute.

4. If the Master is soloed, direct outputs to hardware from tracks/folders will not be processed.
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7 Managing and Editing Media Items

7.1 Using an External Editor

REAPER's native media item editing features are likely to be more than capable of meeting your needs. However,
if you prefer to use a different application for editing you can specify up to two external programs (such as
Adobe Audition, Audacity, Wavosaur or Sound Forge) for this purpose. To do this:

1. Choose the Options, Preferences command, then from the left column External Editors.

2. Click on the Add button.

3. Use the Browse buttons (see right) to || & eitor Configuration x
Identlfy and SeIeCt your preferred editor(s)' File type (extension): I:I {leave blank to set the default editors) n
4. Click on OK, then OK to close the 4window. Primary Edtor: [C\Program Fles (x86)\Adobe'\Adobe Audition 3.0\Au] [ Browse.. |
Notice tha_t you can specify different editors for Secondaey Edter | || Browse..
different file types, e.g. WAV, or MP3.
OK Cancel

To use your external wave editor:
There are two main ways you can access your
preferred external editing program from within REAPER:

e Select the media item and press Ctrl AIt E.

e Right click over the media item. From the menu, choose either Open Items in editor then, from the sub-

menu, select either the option to open the item itself or to open a copy of the item.

Unlike versions of REAPER earlier than 4.0, by default double-clicking on an audio media item will no longer open
it with your primary editor. This behavior can be changed thru the Preferences, Editing Behavior, Mouse
Modifiers page if you wish. Select the context Media item, double-click and change the behavior as you
wish. This topic is covered in Chapter 15. If the external editor works destructively on your files then the safer
option is to open a copy. This copy will then be inserted into your track when you save it, close the editor and
return to REAPER. But first, take a look at some of REAPER's item editing capabilities ...

7.2 Editing Media Items in REAPER
This topic is a big one! REAPER features a comprehensive range of editing techniques for use with your media
items and more. These techniques include (but are not limited to):
° Basic editing of media items.
° Time selection and item editing.
o Razor selection and razor editing.
° Spectral editing (covered at the end of this chapter).
Before exploring these, there are some basic concepts which you will need to understand about how REAPER’
behaves when editing items: we can then go on to learn the different editing techniques. For example:
@ All editing in REAPER is non-destructive. Edits made to items are unique to the in project item and do not
in any way modify the source file. You can experiment knowing that your original recorded files are safe.
® Item editing in REAPER basically consists of selecting an item, or a portion of an item (range), then doing
something to it — such as splitting it, deleting it, copying it or moving it.
® REAPER offers you two basic ways of editing media items — Simple editing, using shortcut key
combinations only, and smart editing, using your mouse in conjunction with various modifier keys (Alt/Opt,
Ctrl/Cmd, etc). Some functions are common to both methods, but, as a general rule, smart editing offers
more sophisticated options than does simple editing. This chapter will explore and explain both methods.
® Razor editing offers a greater range of options and flexibility than do the other methods.
® Sometimes a number of steps might be required to achieve an editing task. If so, you can assign a single
keyboard shortcut to the entire sequence. Just how to do this is covered in Chapter 15.
® To a large extent, you can customize REAPER’s editing behavior thru the editing settings and mouse
modifiers within your Options, Preferences window. We'll get to this later in this section.
Remember that when editing you have available both the Edit, Undo command and the Undo History window
(covered in Chapter 2). This Undo History window can be used to restore a project file to any earlier state.
Important note: automation envelopes: Automation envelopes are covered in detail in Chapter 18. For now
note that the option Move envelope points with media items (toggled on/off by clicking on the toolbar
envelope tool) will determine whether envelopes and their points are moved/copied with their media items.

I B drmtion T
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7.2.1 Basic Editing: Media Items

Some, but not all, of REAPER's basic item editing tasks use familiar standard Windows procedures. These are
mainly suited to simple tasks, such as moving or splitting media items, or joining items together. Shown below
is a summary table. Remember, for Mac OS2 users, equivalent booster keys are Cmd for Ctrl and Opt for Alt.

To do this ...

You need to do this ...

Select media items

To select a single item, Left click. To add more items to the
selection, Ctrl left click.

To select a range of adjacent items, Left click on first item in
range, Shift left click on last.

Split item(s) at edit cursor
position

To split all items, make sure no item is selected, press S.

To split one selected item or a selection of items, press S.
Item FX will be applied to both items unless Media Preferences
option Duplicate take FX when splitting items is disabled.

To join split items together (heal)

Select items. Choose Heal splits in items from the context menu.

To join selection of items (glue)

Choose Glue from the context menu (renders to new file).

To move item(s) with contents

Select item(s). Use Num Pad 4 (left), 6 (right), 2 (down), 8 (up).

To slide contents within item

Select item(s). Use Num Pad 1 (left), 3 (right).

To move item but not contents

Select item(s). Use Num Pad 7 (left), 0 (right).

To delete selected item(s)

Press Delete or chose Remove items from context menu

To cut/paste selected item(s)

Press Ctrl X. Re-position edit cursor, press Ctrl V.

To copy/paste selected item(s)

Press Ctrl C. Re-position edit cursor, press Ctrl V.

To cut that part of selected
item(s) defined by time selection

Press Ctrl Shift X or choose Cut selected area of items from
context menu. Re-position edit cursor, press Ctrl V.

To copy that part of selected
item(s) defined by time selection

Press Ctrl Shift C or choose Copy selected area of items from
context menu. Re-position edit cursor, press Ctrl V.

Vertically stacking overlapping items

You might wish to crossfade overlapping media items. Crossfades can be applied manually, or automatically, by
enabling the Auto Crossfade tool on the toolbar. Crossfade behavior can also be managed using the Crossfade
Editor which will be examined later in this chapter. You can Offset overlapping items vertically (Options

menu).

7.2.2 REAPER's Smart Editing

REAPER's smart editing features enable you to do some of the more complex commonly required editing tasks
quickly and easily. In this section, we will look at smart editing techniques for moving, copying and deleting
media items, selections of media items and parts of media items. To use them, make sure that the option Loop
Points Linked to Time Selection is disabled. The tables below describe default behaviors: MacOS users

should use Opt for Alt and Cmd for Ctrl.

Smart Editing with Media Item Selections

To do this with an item or selection of items ...

You need to do this ...

Select a single item

Click on the item.

Select several items or part of several items

Make any time selection. Right drag to marquee
items, or Ctrl click for non-adjacent items.

Delete selected item or items

Select item(s), press Delete.

Delete part of selected item or items

Select item, make time selection. Press Ctrl Del.

Move item/items, ignore any time selection

Select items and drag.
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To do this with an item or selection of items ... You need to do this ...

Move item/items, ignore snap and time selection | Select items and Shift drag.

Copy selected portion of item or items Click on one item within time section and Ctrl
drag. Shift Ctrl drag to ignore snap.

Copy entire item or selected items (ignore time Click on one item outside time section and Ctrl

selection) drag. Shift Ctrl drag to ignore snap.

Move item contents (within item) Alt drag.

Adjust item pitch fine Shift Alt drag up or down.

Render item to new file Ctrl Alt drag.

Copy item, pooling MIDI source data Shift Ctrl Alt drag.

To include an entire item in a marquee selection you need only to touch it with your mouse. In
the example shown here, both media items would be included in the selection.

Tip: If you accidentally move an item, to return it to its original position choose Item
processing then Move item to source preferred position from its right-click menu.

7.2.3 Smart Editing with Razor Edits
Razor selection and razor editing take smart editing further: they allow you, for example, to

make selections of areas that can span multiple tracks/items, including non contiguous selections and even
spaces. Your selections can include entire items, portions of items, automation envelopes, automation items,
spaces before, after or between items and any combination of these — all without moving the edit or play cursor.
For more about razor editing with envelopes and automation items see Chapter 18. Meanwhile, note that unless
you want envelopes automatically always included and moved/copied/stretched/deleted with your razor edit
media selections, you should disable (on the envelope tool on the default toolbar) the option Razor edits in
media item lane affect all track envelopes.

To do this with a razor selection ... You need to do this ...

Create razor area from any selection of | Select media items. Right-click on timeline, choose Enclose
media items media items in razor edit from the menu.

Create razor selection area by marquee | In arrange view Alt right drag. " The

Add to existing razor selection area Shift Alt right drag. i Z‘:;ﬁ:d
Split area item(s) at area edges Shift left click. \I _enclosed
Deselect one part of razor selection Alt left click. d :ﬂ]gg?lt(ﬁg
Deselect entire razor selection Shift Alt left click. mouse cursor becomes a
Delete contents of selected area Shift Ctrl Alt left click. razor blade.

Drag/move contents of razor selection | Left drag (Shift left drag to ignore snap).

Drag/copy contents of razor selection Ctrl left drag (Shift Ctrl left drag to ignore snap).

Move/copy selected area to new track Drag (move) or Ctrl drag (copy) to below last track.

Move razor selection edges Left drag either edge (Shift left drag to ignore snap).

Stretch razor selection area Alt left drag either edge (Shift Alt left drag to ignore snap).

Render razor edit areas using the File, See Chapter 21.4. Track and take envelopes and FX are
Render command applied. Each razor edit area is rendered as a separate item.

Select all media items within razor edit | This action can be executed from the actions list, or
area assigned to a mouse modifier (Razor edit area, left click).
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Razor edit mouse modifiers and actions

Razor edit mouse modifiers can be customised via Options, Preferences, Editing behavior, Mouse
modifiers. For example, modifiers can be applied to move an area in one direction (horizontal or vertical) only,
or without moving contents, or ignoring envelope type or with or without ripple editing. For Arrange view, Right
drag, an action is available to also set the time selection when selecting the razor edit area. See also the Razor
edit area, Razor edit envelope area, Razor edge and Arrange view contexts on the Mouse Modifiers
page of your Preferences. Also, REAPER'’s action list includes assignable actions (to shortcut keys and/or
toolbars) and/or menus (see also sections 15.22 and 15.23). Search the Actions List. For example, one action
allows you to Create area from cursor to mouse, another to Move nearest area edge to edit cursor.
These examples show razor selections involving media items and areas only (i.e. without envelopes or
automation items). For razor selection of automation, with or without media items, Chapter 18.

In this example, Alt right drag has
been used to define an area which
includes a portion of two media items
on two different tracks.

The selected area is being moved
to the right using Left drag.

In this example, Alt right drag is used
to define a razor edit selection which
spans two media items on two tracks.

Ctrl left drag is used to copy the
entire selection as required.

Here Alt left drag is applied to a

A razor selection is made using Alt o
right drag. A further selection is selected area to stretch the area, in this

added to it, using Shift Alt right case stretching it to the right. There is
»

drag. The composite area can be an option (Preferences, Editing
copied or moved as required. bglllqawor) to add stretch markers if you
wish.

Here non contiguous areas are made into a one razor selection using
Shift Alt right drag. They can be moved/copied together.

Note, however, that if ripple editing is enabled it will be applied
whenever a selected area is moved or deleted.

Here a sample has been looped for an entire track: we might
wish to thin it out, removing every second occurrence. Alt right
drag defines the area. Ctrl left click inside the selection moves
the selection forward to the next instance.

Shift Ctrl Alt left click deletes its contents. Ctrl left click moves
the selection forward again, and then again. Shift Ctrl Alt left click
deletes again. Ctrl left click moves forward again ... and so on.

7.3 Power Editing with Mouse Modifier Overrides

You have already encountered several of REAPER’s mouse modifiers: these are what gives you the ability to use
your mouse to perform so many tasks: for example, when razor editing — Alt right drag to make a selection,
Ctrl left drag to copy a selection, and so on. There’s a section dedicated to mouse modifiers in more detail
later in this chapter.

) REAPER’s mouse modifiers have to handle so many diverse tasks beyond just razor editing that
\ finding your way around them can be a clumsy process. A solution to this is to be able to create
your own alternative set of modifiers all relevant to a particular task (in this case razor editing),
- so that you can focus on that task alone.

By clicking on the razor edit toolbar icon (shown above) you are able to activate an alternative set of arrange
view modifiers dedicated specifically to razor editing, all using the left mouse button. The button lights up and
becomes animated. You can define the various modifiers as you wish.
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7.3.1 Power Editing with Razor Edits

There are four alternative Arrange View sets available (for different types of activity), as explained later in the
Mouse Modifiers section. Razor editing uses alternative set B. Options, Preferences, Editing Behavior,
Mouse modifiers, opens the mouse
modifiers page. From the Context list,

Mouse modfiers

Context: | Amange view ovemide B ~ | | left drag ~ | | Import/export select Arrange view override B
Modifier Behavior As you can see, some tasks have already
Defautt action Select razor edit area been defined — for example, left drag will
Shift Select razor edit area ignoring snap Select the razor edit area,
g:im{m You can change any of the default
it 5 _ . assignments, and/or assign tasks to those

elect razor edit area and time

Shift+Alt Select razor edit area and time ignoring snap that are cu!'rently not used. For example/ to
Ctrl+Alt change Shift left drag to Add to the

current selection you would do this:

1. Double click in the Behavior column in the Ctrl row. This will display a menu of tasks and commands. Click
on Select razor edit area then Add to selection.

2. Click on Apply.

. Meouse modifiers
Assignments can be made to
unassigned modifiers (SUCh as Context: Arange view ovemide B ~ | |left drag ~ | | Import/export
Ctrl) in the same way. Modifier Behavior
One benefit of this is that you Default action Select razor edit area
can now do all your razor
editing without needing to Ctd (default action)
engage the right mouse button. ::fﬁﬂ” No action
To _remove any of YOUFI . Shift+Ak Marquee select items ¥
_aSSIQnments’_ double click on it Ctrb+Alt + Select razor edit area > Just select
in the Behavior column and Shift +Ctrl+ Al c : .
select Default action. reate fixed lane cc-.mp area ¥l . Ign.ormg sna?
REAPER’s default assignments Shﬂ:‘.?ln Hand s-croll and horizental zoom ¥ Set time selec-tmn
for other contexts — such as EE‘I:-":E: . Select time Add to selection N

Razor edit area will still apply.
For example, Ctrl left drag will still move a selected razor edit area. These assignments too can be changed.

To disable the Arrange View B mouse modifiers and restore REAPER’s default assignments, simply click the razor
editing button on the task bar again. The button will cease to be illuminated or animated.

7.3.2 Power Editing with General Editing

Power editing when using marquee is even simpler than  [Jiouse modfiers
it is for razor editing. Click on the Context: [y | 1ot drag >
; marquee button on the toolbar to
activate it. The button will become Modfier Behavior
illuminated and animated. Default action Marquee select tems
The various marquee tasks that you have been Shitt Marquee add to ftem selection
performing with your right mouse button can now be g:'ﬂ . Marquee toggle fem selection
accomplished using the left button. Choose Options, At Marquee select tems and time
Preferences, Mouse Modifiers and select Arrange Shift +Alt Marquee select tems and time ignaring snap
view override A if you wish to change any of these. Ctrl+Ak
Also as with Arrange view override B, click on the shit+Cue+ A

marquee button again to deactivate it and restore
REAPER's default assignments. The button will cease to be illuminated or animated.

Tip: Even if you prefer not to use these alternative mouse modifiers A and/or B for marquee/razor editing, you
might still find them handy. There are many other tasks you can assign them to (e.g. scrolling, scrubbing), in
which case they can be activated/deactivated from the Actions List and assigned to toolbar buttons.
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7.4 Auto Trim/Split Items

REAPER's action list contains literally hundreds
of commands and actions, many of which are
not shown on any menus. Actions are covered
in more depth in Chapter 15. Two actions
worth looking at here are Item: Auto
trim/split items (remove silence) and
Transient detection sensitivity/threshold
(adjust). These two can work together.
Actions are run by first choosing the Actions,

Show actions list command from the main Mode:

@ Auto trim/split items

Threshold: dB
Ignore silence shorter than: ms

Make non-silent clips no shorter than: ms

Leading pad: ms Trailing pad: ms Fade pad
Auto adjust snap offset to peak value in the first ms (0 to disable)

Split and remove silent areas

Hysteresis: dB

L

menu, then selecting the required action and

[iSplit grouped items at times of selected item splits?

clicking Run. Note both that the Actions menu Freserve timing

includes an option to Show recent actions
on menu, and that within the Actions list you
can use the Filter box to help find an action.

[ Run signal through track FX for detection

of non-silent areas

Cancel

Process

Auto trim/split items is similar to using

dynamic splitting to remove silence, except that it supplies you with some additional options. Selecting an item

and running this action opens the dialog box shown here.

Threshold and Hysteresis control the noise gate to determine the level below which passages are removed,
and the degree of sensitivity applied — the same as with dynamic splitting. Similarly, the controls Ignore

silence..., Make non-silent clips no shorter than..., Pad

controls and Auto adjust snap... all work in the same way
as their equivalent dynamic splitting options.

The Mode drop-down has four options — Split and remove
silent areas, Split and keep silent areas, Split only
before non-silence and Split only before silence.

If working with a set of grouped items, you have the option to
Split grouped items at times of selected item splits.
You can also set the gate to be applied post-FX by enabling
the option Run signal through track FX for detection. This,
for example, could be used to avoid chopping off any delay or
reverb tails caused by track FX.

If you also run the action Transient detection
sensitivity/threshold a pair of faint horizontal lines will be
displayed to give you visual feedback on your gate settings.
Another option is Use zero crossings when splitting. This

o
Threshold: dB Hyste!
Transient Detection Settings —_'— n]n
Sensitivity: ED %
pa
Threshold: ED | dB
[] Use zero crossings {not as precise but prevents clicks)
Display threshold in media items while this window is open
[] Media item selection follows tabto-ransient it

Mowve by at least 1 pixel when navigating by transients

| TN SIgrTan rrougr race Taoor ueted

can prevent audio clicks on playback.
7.5 Media Item Editing with Track Group Items

In Chapter 5 we looked at track grouping,
including the track grouping matrix. That
covered grouping track controls such as
volume and pan. Here we are looking at
grouping not track controls but media
items within and across the tracks, so that
an item selection can be edited together.
For example, you might want to adjust the
item volume handle for a selection of
items, or move or copy them together

&

L4

Enable itern grouping and track media/razor edit grouping

Selecting one item selects group

Track media/razor edit grouping affects only itemns that start and end at the same time

Automatically group all tracks for media/razor editing

Automatically group selected tracks for media/razor editing

| Track Grouping Matrix...

across several tracks.
Track item grouping behavior can in part be managed via the item

and track media grouping tool on the main

toolbar. Right-clicking over this tool displays the menu shown above.
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7.5.1 The Item and Track Media/Razor Edit Grouping Toolbar

This section requires you to have a basic working knowledge of both Track Grouping and Editing Media Items

It looks at working with sometimes complex group selections, often temporary groups. It also examines grouping
a number of items across tracks permanently so that (for example) when one item is moved they all move
together, or that razor edits can be easily applied to all group members.

You should familiarise yourself with these grouping toolbar options/commands and their meaning:

Enable item grouping and track media/razor edit grouping:
this needs to be set to on whenever you wish to group items for
any reason. Alt Shift G is a nifty way to toggle it on and off.

Selecting one item selects group: With this option on you can
select all items in a group (defined in the track grouping matrix) by clicking on any one item in the group.

Track media/razor edit grouping affects only items that start and end at the same time: This option
is on by default but can be turned off if you need to.

Automatically group all tracks for media/razor editing: With this option on, any razor editing time
selection that you make will automatically include media items in all tracks.

Automatically group selected tracks for media/razor editing: With this option on, razor edits or other
media editing activity will automatically include all currently selected tracks, including those tracks included
in any active track grouping matrix group or groups.

Track grouping matrix ...: This toggle option will open the track grouping matrix if it is not already open, or
close it if it is currently open.

We're now going to look at a relatively simple example, without yet employing either the Track Group Matrix

or another useful tool, the Track Group Manager. After that, we'll go on to examine some of the extra benefits

available from also using these tools. The examples chosen in this section are solely for the purpose of
illustrating how these features can be used and have no other significance.

ltem grouping and track media/razor edit grouping
| enabled [Alt+5hift+G]

Note 1: In the examples that
follow, which specific
instruments/voices are
contained in which tracks is
not important. The examples
have been constructed solely
for the purpose of illustration.

Note 2: For convenience and
for illustration purposes, this
model uses markers and
snap to marker has been
enabled. This is not essential.

For these examples, we would need to ensure that all group toolbar toggle options except Automatically
group all tracks for media/razor editing are enabled.

Examples

For the examples that follow, make sure that Automatically group selected tracks for media/razor
editing is enabled (on the grouping tool).

In this example, we want to copy the contents of tracks 2, 6 and 8 to continue to build the song.

1. In the track control panel, we click on the track 2 media item, then repeat Control click to select each of
the media items on tracks 6 and 8 in turn. White highlights will be displayed around the track names.

2. We now simply use Ctrl left drag to drag the media item on track 2 to the right to copy them all to their
respective required positions (shown below).
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However, what if we regularly

need to need to perform
editing tasks on these three
tracks together? You don't
want to be constantly

redefining the track selection —

especially if your project has
many tracks.
The answer lies in track

grouping. Instead of what we

have just done, we can do
this:

1. To open the Track Grouping Matrix we can press Ctrl Alt G.

2. We group tracks 2, 6 and 7 and enable Media/Razor edits in the first column of
this group. As shown here, both tracks are set to Lead/Follow (indicated by the solid
black boxes). This will ensure that we can select media items on any of these tracks
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in order to edit the equivalent items on all tracks in the group.

3. Colored flags will now be displayed for each of these tracks, just inside the right

hand edge of the track panel (shown below).

4, We left click on the item on track 2 — as long as Automatically group selected
tracks for media/razor editing is enabled then the items on tracks 6 and 8 are

also selected.

5. Next we use Ctrl left drag to copy the required items.

o)}

7. In this simple example
we have just two tracks
in our group, but
remember that this
could be a much larger
number.

8. We might now
encounter the opposite

. We click anywhere in arrange view to clear the selection.

2
3
C;
Fgi
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Master Track
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problem from that which we had before — i.e. we might now want to make changes to one media item only,
without affecting the other items in the group. This can be done by temporarily disabling the group, in either
the Track Grouping Matrix or the Track Group Manager.

Note: Items grouped for media/razor edits will behave as follows: mouse edits to lead items will affect follow
items in the group whether or not they are selected: actions will affect only selected items.

7.5.2 The Track Group Manager

The Track Group Manager is
opened from the View
menu or from a button on
the Grouping Matrix.

It lets you manage the
groups created in the
Grouping Matrix.

Tip: If you have any
track(s) enabled for
media/razor edits in more
than one group then most
likely only one of those

Track Group Manager

Clear

Track Grouping Matrix... | (®) Groups in use

() Al groups

() Media/Razor edit groups

A# Name Enabled TCP MCP Tracks Track List Adtributes
[ | 1| Group 1 3| Vox, Mandolin, Guitar Media/Razor edits
[ ] 2 | Group 2 3| Vox, BVox 1, BVox 2 | Volume
| 3 Group 3 2| Acc 1, Acc 2 Media/Razor edits, Pan
< >
Putomatically group for media/razor editing: [_] All tracks Selected tracks Options

groups should be enabled at any one time. Otherwise changes made to items on a track in one group could also
affect items on other groups. You should also be wary of any hidden tracks that might be included in a group:
group edits would include items on those tracks also!
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Use this... To do this ...
Filter Box (top left) Filter list of groups, by group name, according to whatever text you input.
Clear button Clear any current filter, makes all groups available.

Track Grouping Matrix

Click this button to open and display the Track Grouping Matrix.

All groups, Groups in
use or Media/Razor
edit groups

Determine whether to list all groups, only those currently active/enabled, or
only those where one or more tracks are active in the Media/Razor edits
column.

15t Column

Click to set color, set a random color, or reset color to default.

Name column

Click once to select the group: double-click to rename it.

Enabled column

Toggle group status to enabled/disabled.

TCP Specify whether to display these tracks in the track panel in arrange view.
MCP Specify whether to display these tracks in the mixer panel in mixer view.
Tracks Indicate number of tracks in each group.

Grouped track list

List all tracks in a group. Double click for menu to add tracks to, or remove
tracks from, the group.

Group attributes

Lists which controls/features are enabled for the group — e.g. Volume, Pan,
Mute, Solo. Double-click to open grouping window to edit group attributes.

Automatically group
options

Toggle options to choose whether to automatically group for media/razor
editing all tracks in the project, selected tracks only or no tracks. Can be used,
for example, to temporarily group all tracks in a file.

Note: When automatically group selected tracks is enabled, clicking a media
item will change the selection only if that track is not already selected.

Options button

Display menu of toggle options to:
Select tracks in group when selecting group
Add/remove child tracks when adding/removing parent folder
Show track dropdown list nested by folders
Dock Track Group Manager window in docker

Sort group list

Double-click on any column header to sort list by that column.

Note: Changes made here are automatically carried over to the Track Grouping Matrix and vice versa.

Lead/Follow Track Group Edits

When a track group enabled for media/razor edits includes different

lead/follow relationships on different tracks then the following applies:
Changes made on items in a lead track will also be applied to the
follow tracks. Changes made to a follow track will only be applied to
items in other tracks if those tracks are also selected.

Consider this example (shown above right). Three tracks are grouped.
The positioning of the red flags shows that the first of these (at the top
of the track’s panel) is lead only while the other two (at the bottom of
the track’s panel) are follow only. If we apply, say, a fadeout to an item
in the leader track it will be applied to all three.

A fadeout applied to an item in the second or third track in the group

would, however, be applied to that one item only. However, if you first select both tracks, as shown by the white
flags on the left, you could apply the fadeout to either follower track and it would still be applied to both.

7.5.3 Groups, Items and Mouse Modifiers

Where grouped tracks have grouping enabled for media/razor edits then editing actions made to an item in any
one of those tracks will generally also be applied to appropriate items on the other group tracks. Appropriate
items are those that start and finish within the time bounds of the selected item. Here's an example.
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Example
These two tracks have been grouped in the track grouping matrix, with grouped media/razor edits enabled.
If we select the item on track 6, only the first two of the
items on track 7 are also selected, because they are fully
enclosed within the bounds of the selected item.

Note: Locked media items within a track group will not
be included in track group edits. Lock settings enabled on
the toolbar will also restrict track group editing options.

Media Editing Mouse Modifiers
Sometimes you will want a particular mouse editing action to behave differently from normal. Typically this might
be to perform an editing action to one media item in a group without affecting other group members. Mouse
modifiers can come to your aid by using a booster key (or combination of booster keys), such as Shift or Control.
REAPER has literally hundreds of such modifiers, and many are discussed throughout this user guide. There's a
general introduction later in this chapter. Below are listed some commonly used item editing examples. This list
is not comprehensive. You can find more at Options, Preferences, Editing Behavior, Mouse Modifiers.

Media item, left click Media item, fade/autocrossfade, left drag
(default) Select item and move cursor (default) Move fade, ignoring snap
Shift Add items to selection Shift Move crossfade, ignoring snap
Ctrl Toggle item selection Ctrl Move fade, no snap, ignore selection
Alt Select item ignoring grouping Ctrl Alt ** Move fade no snap (relative edge edit)
Media item edge, left drag Media item, fade intersection, left drag
(default) Move edge, relative edge edit (default) Move both fades
Ctrl Move edge ignore group, selection Ctrl Adjust fade lengths, preserve intersection
Alt Stretch item Alt Move fade curves horizontally/vertically
Media item, double click Media item, left drag
(default) Open item preferences window Ctrl Copy item
Shift Set time selection to item Alt Move item contents ignoring snap
Ctrl Set loop points to item Ctrl Alt Render item to new file
Arrange view, right drag Razor edit area, left click
(default) Marquee selected items Shift Split media items at area edges
Shift Marquee, add to selection Shift Ctrl Create fixed lane comp area
Shift Ctrl Create fixed lane comp area Alt Remove one area
Alt Select razor edit area Shift Alt Remove all areas
Shift Alt Add to razor edit area Shift Ctrl Alt Delete area contents
Razor edit edge, left drag Razor edit envelope area
(default) Move edges (default) Move or tilt envelope vertically
Alt Stretch area contents Ctrl Expand or compress envelope range
Track (background area), left drag Track (background area), left click
(default) Select time range (default) Deselect all items, move edit cursor
Shift Move time selection Shift Extend time selection

**  Allows a fade to be applied to a selection of items whose start and/or end points do not align. With track edit
grouping this will only apply if the grouped item lines up with the start/end of the item being edited.

Note that there are many available actions and behaviors that by default are not assigned to any modifier.
Double-click in the Preferences, Mouse Madifiers behavior column for any context modifier to explore these.

Track Grouping Actions
REAPER's Actions List includes several track grouping actions which you can access via the list, or for which
you can create your own keyboard shortcuts, toolbar buttons, or menu items. Some examples are shown here:
Create new track media/razor editing group from selected tracks
Remove selected tracks from all track media/razor editing groups
Toggle all track grouping enabled

For a bound hard copy of the latest version of this User Guide (printed in B&W) go to LULU.com
130


http://www.lulu.com/spotlight/glazfolk

Managing and Editing Media Items

7.6 Simple Item Grouping

There are likely to be occasions when you won't need the ¢
powerful features of media item editing with track group ¥ Enable item grouping and track media/razor edit grouping
items. If your needs are relatively simple — and especially if —!

you don‘t need to group items across multiple tracks - there
is no need to set up track group relationships in order to group and edit items.

Provided that Grouping is enabled — Options, Item Grouping Enabled command, or Alt Shift G — items can
be grouped together to facilitate working with them. For example, you can move them together, set them all to a
common color, mute and unmute them, and so on).

Select the items and use G to add them to a group. If you prefer, you can use the Item grouping button on
the REAPER toolbar to toggle grouping on and off.

In the example shown below, three of the six items have been grouped. For grouped items a Grouped icon will
be displayed if this has been enabled in Preferences, Appearance, Media. Even when this preference is disabled,
you will see a thin colored bar above and below all items that have been grouped (see right).

Further items can be = E
added to a group. L i EEEET]
Select any item in the e i - -

group, then press Ctrl OO B e | - ' | ppeenems|
G to select the entire -
group. Hold the Ctrl key while you click on those items that you wish to — Reriiiiiiiiiiiiiiiiiiiiiiiiiiiiiiis
add to the group, then release Ctrl and press G. Note that U removes a ¥ | droup items G R,
selected item from a group. You can also use the Group commands on b Remove items from group U W8
the right click item menu to manage groups. »|_ Selectalitemsingroup  Ctri+G

Example
Here is a simple example. Grouping is enabled as is Selecting one item selects group.

o M M Here are three media items that we want to group. We select all three
items and press G to group them.
We make some changes to one item (e.g. lower volume, mute) and

) Eva these changes are applied to all items in the group.
E I L To learn more about item grouping, look at the section Storing and

recalling item groups.

Selecting one itern selects group

A1o0 17.1.00 35.1.00 49.1.00 65.1.00

Note: Grouped items will behave as follows: mouse edits to one items will affect all items in the group whether
or not they are selected: actions will affect only selected items.

7.7 Storing and Recalling Item Groups

Different groups
of items can be
saved and

Project Bay

. Fitter: I:l Clear Bay: {cument project) Save... Volume: 0.00dB Actions || Options
recalled using the ©
Item Groups Active take name Status  Track Position Length T.. Fadedin/out  Active take details
tab of REAPER's 'i Group 1
. Vox.mp3 active | Wox 1 0:00.0... | 0:54.000 0:00.010/0:00.010 | Source: Vox.mp3
PrOJ_ECt Bay The B Voxmp3 active | Vox 1 0:54.0.. | 0:46.000 0:00.010/0:00.010 | Source: Viox.mp3, Offset: 0:54.000
Project Bay will P Vocmp3d active | Vox1 | 1:40.0.. 1:10.422 0:00.010/0:00.010 | Source: Vox.mp3, Offset: 1:40.000

be explored in El Group 2
more detail in P> Bouzoukimp3 active | Bouzo.. | 0:00.0... 0:33.000 0:00.010/0:00.010 | Source: Bouzouki mp3

B Bouzoukimp3 active | Bouzo..  2:06.0.. | 0:44422 0:00.010/0:00.010 | Source: Bouzouki mp3, Offset: 2:06.000
Chapter 12. For

now, notice that
you can open it
using the View,
Project Media/FX Bay command, and then select the Item Groups tab. To create and save multiple groups,
simply use this method:

<
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Open the Project Bay and select the Item Groups tab.

In arrange view, select the items for your first group then right click over one of them and choose Group
then Group items from the menu. A group will automatically be created in the Project Bay. You can right
click over the group name and choose Rename group to give it your own name.

Repeat this step to create subsequent groups. The example here shows a project with two item groups.

To select all items in a group, you can now right click over its group name in the project bay and choose Select
group from the menu. To remove a group, use the Delete group, keep items command on the same menu.

Tip: To adjust the volume of all items in a selected group, hold Ctrl and Alt while adjusting the item volume
button or item volume handle of any one of the items in that group.

7.8

Media Item Properties

All media items have a page of property settings which help determine the behavior of that item.

To display an item's properties, select it then press F2, or right click and choose Item Properties, or click on its
properties button (if visible). For audio (but not MIDI) items, you can also double-click on the item to do this.
The Media Item Properties box will stay open until you close it. If you leave it open, its contents will reflect the
properties of whichever item or items is/are currently selected at any time.

You don't need to understand every one of these properties before you get started, just to know where this
information is accessed and changed. The main properties contained within this dialog box are:

Position: can be edited to change the
position.

Length of media item (Position and
Length: time, beats, HMSF or
samples).

Fade In and Fade Out: you can define
both the length and the shape of these.
The setting crossfades source media at
the loop point but is limited to the
amount of source media available.
Snap offset: Offset from the default
snap position if snapping is enabled.
Item timebase: Defaults to project
timebase but can be changed. Options
are Track/project default. Time,
Beats (position, length, rate), Beats
(position only), and Beats (auto-
stretch at tempo changes).

Item mix: Effectively whether to replace
or mix when an item is placed over
another. Defaults to project default.
Loop source: whether item is a loop.
Mute status: mute/unmute item.

Item lock status: whether locked.
Whether or not to apply autofades at
item start and end.

Whether or not to play all takes (if two
or more takes exist).

Active take file name.

Active take name. By default this is the
file name, but you can change this.
Pitch adjustment.

Start in source: sets start time.

Media Item Properties: 02-Vox-200620_1955.wav ' n
Fade in: | 0:00.010
Position: | 0:13.384 —_— |
m———— Time hd Curve: | 0.00
Length: 227 487 I :
D Fade out: 0:00.010 \
Snap offset:  0:00.000 Curve: 0.00 :
ltem timebase: Track/project default timebase w Loop source
[ Mute
ltem mix behavior:  Project default tem mix behavior ~ | Lock
[} No autofades
Active take:  3: 02-Vox-200620_1355 wav A4

[ ] Play all takes
Take properties

Take name:  02-Vox-200620_1955 wav

Start in source: | 0:07.868 Pitch adjust (semitones): 0.000000

Preserve pitch when chanaing rate

Playback rate:  1.000000 Set...

Volume/pan: _G— -G- 0.00dB | center = Mormalize

Channel mode: Maormal [ Invert phase Take envelopes. .
Take pitch shifttime stretch mode
Project default e

Stretch markers: fade size: 25

ms Mode: Project default A4

Take media source
1ch 2:38.392 : 02-Vox-200620_1955.wav

[ Section: 0:07.863 Length: 2:27 487 Fade: 0.0 ms
[ Reverse Froperties... = Choose newfile... = Renamefile...
MNudge/Set .. Take FX... Cancel

Playback rate. For example, type x2 to double play rate of selected items.
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o Whether to preserve item pitch when the playback rate is changed.

e Adjust Volume and/or Pan: use faders or type values in edit boxes.

e Option to Normalize to LUFS, RMS, Peak or True Peak.

e Channel mode: discussed shortly.

¢ Whether to invert phase.

e Add or remove Take envelopes.

e  Which algorithm is to be used for pitch shift and time stretch.

e Stretch marker default fade size and preferred Mode (see below right).

e The option to use only a section of the media item.
e Options to reverse the item.

o Display the media item source file properties.

e Choose a new file to replace the existing source file.
o Rename the source file.

5 Mode: | Project defautt

Project default
Balanced
Tonal-optimized
Transient-optimized
Mo pre-echo reduction

e Access the Nudge/Set dialog box for this item.
e Open the Take FX Chain window for this take/item.

After making any changes, use the Apply button to apply them and leave the window open, or OK to apply
them and close the window, or Cancel to close the window without applying changes. There is also an option
(right-click on title bar) to Apply changes after 2 seconds of inactivity that you can enable if you wish.
Some of these options — such as Loop Source and Channel Mode (examined later in this chapter)— are also on
the Item Settings menu. For many of them Keyboard Shortcuts already exist or can be defined. You will be
shown how to assign keyboard shortcuts in Chapter 15 when we examine the Actions List Editor.

Tip: To change a property (e.g. playback rate) of several items at once, simply select all of the items then, with
one Media Properties window open, make whatever changes you require.

7.9 Media Item Appearance Preferences

Your Appearance, Media preference settings (Chapter 22) determine how

items are displayed in arrange view. Note especially:

Media item labels (including pitch/playrate and gain) can be displayed,

within (as shown here, left) or above the media item. You may also show

the item pitch/playrate and/or the item gain (if any).

Another feature is Item volume control. This is shown by default as a

bar which can be dragged up/down to adjust its volume. Hover the mouse over the top edge of the item to

display a vertical double-headed arrow (see below). To raise the level above 0.0 dB hold Shift while dragging up.

e mmnnn | The level can be shown by a line on the top or middle of the media item, or a
53 knob, or both.

1) =<Vox.mp3

Q) =< Gtr Body.m
=< Gtr Body. mp?

Media item buttons

—#Item valume: -2,.28dB h

Get to kn-OW Locked Muted Pertake FX Automation envelopes Motes
the Medla [ Mot locked Mot muted No FX [ Mo active envelopes [ Mo notes
item buttons which can be displayed above the [ tem Properties Pooled MIDI/ARA Grouped

media items. These include the items’ locked L ) el

status, its mute status, show FX, automation,
notes and item properties. Buttons can be used,
for example, to toggle an item’s mute state on
and off, or to open its FX chain window.

A locked item cannot be moved or deleted, but
its properties can be modified.

Hide buttons when take height is less than: pixels

|v*] Draw selection indicator on items

Mo handle ~

+0dB iz top of item o

- el +0dB is center of item
s can have 3 volume handle »
. or a volume knob, or both. No handle

ttem volume handle:

Cancel

The Notes button opens a window. You can type notes or upload a picture as a background graphic. There are
options to use word wrap, or display a graphic as a Centered/tiled image, Full height image or
Stretched image, or not to display it at all. The window can be left open when focus is elsewhere. There is an
option to use the Enter key to close the notes window. Multiple notes windows can be left open at the same
time. Windows can be resized and open notes window positions will be retained when the file is saved.
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7.10 Editing Behavior Preferences
Familiarise yourself with REAPER’s main editing behavior preferences. They are displayed on the Editing Behavior
page of the Preferences window, detailed in Chapter 22 (shown right). These include:
® Whether to move the edit cursor when
changing time selection, inserting media,
razor edit Changes, or CliCking in fixed Move edit cursor on: [] Time selection change [ Razor edit change
lane Comping oA Pasting/inserting media [ Clicking fixed lane comp area
[ Move edit cursor to end of recorded items on record stop
® Whether to link |00p pOintS to time [ Link loop points to time selection [ Clear loop points on click in ruler
SeIeCtion- [ Clear time selection when edit cursor moves on click in arangs view
® Whether to clear loop points and/or time
selection on clicking in ruler or arrange
area.

7.11 Overlapping Media Items
Media items can be overlapped by dragging and dropping one over the other.
Crossfades: Automatic cross fades (shown here) are enabled by enabling auto-

crossfades on the toolbar. Crossfades can also be adjusted manually and managed
using REAPER's crossfade editor, explained later in this chapter.

Offset overlapping media items vertically: This option (Options menu) does
what it says (see right).

When showing overlapping items vertically stacked, you might wish to check out
further options in Preferences, Appearance, Zoom/Scroll/Offset.

7.12 Separating Loop Selection from Time Selection

If the setting Link loop points to time selection (on your Preferences, Editing Behavior page) is enabled then
when you make a new time selection the loop selection changes with it. The toggle command Loop points
linked to time selection on REAPER's main Options menu turns this preference on and off.

With this option disabled, you can define a loop by clicking and dragging along the timeline, and a time selection
by clicking and dragging within arrange view. You can use the Alt key while you click and drag along the
timeline to set both the time selection and the loop selection together.

Note: The Actions List (chapter 15) include actions to move or copy the contents of a time selection to the
cursor position. These are Time selection: move contents of time selection to edit cursor (moving later
items) and Time selection: copy contents of time selection to edit cursor (moving later items).

7.13 Slip Editing
— — You can slip-edit unwanted passages from the start or end of a media item as follows:

e Hover your mouse over the lower part of an item’s left or right edge so that the mouse
appears as a double headed horizontal arrow with a square bracket (as shown here).

¢ Click and drag to the right or left (as appropriate), then release the mouse.

Editing behavior

Slip Editing Multiple Items

To slip edit several items in different tracks, select all the media items
required (for example, hold the Ctrl key while clicking in turn on each item,

Length: 00,00 240,000 or use the marquee method), then slip edit any selected item. The change
Start: 1.1.00 £ 0:00.000 will be applied to all items in the selection (see left), relative to their

individual positions on the timeline. You can use Ctrl left drag if instead of
this if you want only one item to be edited.

You can customize REAPER's mouse settings to change the default behaviors. This is done in the media item
edge context on the Mouse Madifiers page of your Preferences. This topic is covered in Chapter 15.

Take care when slip-editing adjacent items, especially when they are touching each other. If you click and drag
on one of the items so as to create a space between the two, then slip editing will take place in the usual way.
However, if you slip edit in such a way as to overlap the items, you will create a crossfade. Both items will be
heard when the overlapping portion is played.
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This is illustrated here, where the end of the first (further left) of the two

adjacent items has been slip-edited to the right, overlapping the other item. : (R :
This behavior can be modified in two ways. Disabling auto-crosssfade (on m ™ “lLength: 2:26. 864
the toolbar) will stop the crossfade, but both items will still be heard. : : gg};?&g%gg”
Enabling Trim content behind media items when editing (Options - —
menu) will ensure that only the slip-edited item (the item on top) will be heard during the overlap.

Another technique is to use slip-editing to move the boundary between two adjacent items
(perhaps when an original item has been split). Select both items and hover your mouse over the
boundary between the items to see the symbol shown here. You can then click and drag left or
right to move the boundary.

7.14 Insert Space in Selection

The command
Insert, Empty
space at time
selection can be
used to create a
gap anywhere in a
song. Make your
time selection
before using this
command. The space is applied to all tracks (as shown here). Existing material is moved to the right. You could
then create additional material on any or all tracks in the space that you have opened out.

7.15 Trim Behind When Editing

The toggle command Options, Trim content behind media items when editing can be used to ensure that
existing material is effectively replaced by any new material that is placed over it.

To understand this feature, let’'s see what happens when you move one item onto another with “trim behind”
disabled and enabled. First, note that trim behind when editing cannot work unless auto-crossfade is disabled.

Let's first recall how REAPER behaves with trim behind disabled (the default setting).

1. Shown here are two guitar tracks.
© Guitar &

2. We drag and drop the item from the second track om ] —_—

over the top of the first. sutare [ ] ... [OLESIE|EN|EE d

3. If we now enable free item positioning on the track
and increase the track height, by dragging the item on ~ =
top below the original media item, we can see both the I @ B ] __ﬁ_”_i:
original and the new item stored in this track. suitar & [ ... [ERIESIE| NS

Let's repeat this, but this time with the option Trim

0:E9.164

0:59. 164

R
= —
[0=2e8

content behind media items when editing enabled. U0 cenier aditdeld

Steps one and two would appear to be the same as il 0 -‘DG’E.- "
before. But look what now happens at step 3: Frod0-003afa IF 1 b
This time, when we allow free item positioning and

drag the new item down, there is nothing behind OO0 - cenier Ger Bl mp3 &irlg

it! The new item replaces the original. Guit
This is only an example. It does not mean that you Prad0-002afa P 1 ey

have to make use of free item positioning if you
wish to work with “trim behind” enabled.

Note: When razor editing, trimming behind is by default always applied when an item or part of one item is
placed over another. To change this, disable Always trim content behind razor edits on the Options menu.
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7