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This guide will be updated regularly as the software itself is further improved and developed.
Check for updates and other information at
http://www.cockos.com/reaper/

This document has been produced, compiled and rendered to PDF format using the
wonderful LibreOffice Writer software.

For more information about LibreOffice go to http://www.libreoffice.org

How to Use This Guide

REAPER is a sophisticated program and there is no single obvious or easy way or order to present all of the
information contained in this guide. If you need more information about any topic than appears on any
particular page, try searching! The PDF edition is bookmarked, and your PDF reader includes a Find feature on
its toolbar. Also, both the PDF and printed editions feature a comprehensive index. Use it!

For a bound printed hard copy of this User Guide go to LULU.com
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ReaRead: REAPER books and training manuals printed and bound are now available from
http://stores.lulu.com/spotlight/glazfolk

REAPER 4 Unleashed: Unlock Your Inner REAPER!
“"REAPER Unleashed” picks up where "Up and Running".leaves off.

This book lifts the lid off REAPER's most powerful features, including custom actions, menus and toolbars,
FX chains, screensets, snapshots, templates, mouse modifiers and more. Many resources are supplied,
including files with sample mouse modifiers, track templates, custom toolbars and much more.

Its sample work files and dozens of step by step tutorials will help you to understand how you can use
these features in combination with each other to make REAPER behave for you the way you want it to.

Will it teach you everything that you could possibly ever want to know about REAPER? Most definitely not.
But will it help you unlock the creativity inside you to help you get the very best out of this program for
yourself? Most certainly, yes!

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 the many features of REAPER.

Includes special sections on key REAPER features such as 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. It guides you to use this knowledge 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.

For a bound printed hard copy of this User Guide go to LULU.com
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Foreword and Acknowledgements

REAPER isn't just about software, and it isn't just about making music. It's about a whole lot more. REAPER is a whole
entity. It represents the way music should be, the way the internet should be, the way computers should be, the way
program development and licensing should be .... in fact, the way the world should be. It's about collaboration and co-
operation, and it is truly awesome.
This User Guide could not have been produced without the help of many in the REAPER community, and especially:
Malcolm Jacobson for his efforts in getting together the first REAPER manual. Art Evans for his
technical advice and constructive input.

Mario Bianchi (aka Mabian) for his help with document formatting and layout and for his constructive
suggestions and ideas. Also, a special “thank you” for comprehensively checking the document.

Simon Mullings for his suggestions and the patient hours spent on the tedious job of proof-reading.
Darkstar and musicbynumbers for too many helpful suggestions to mention!!
Bevan Fowke (aka Bevosss) for his advice and assistance with custom actions and macros.

Susan G and Nathan (aka planetnine) for their assistance and advice, especially (but not exclusively)

on MIDI and especially notation editor matters.

Jason Brian Merrill for, amongst other things, review and comments.

Pipeline Audio for the original video tutorials. Xenakios, Jeffos and SWS for their extension sets.

And, of course ... Justin, Christophe, Schwa and Jeffos, for bringing us REAPER
So welcome to REAPER! This User Guide is intended to get you up and running in REAPER, and to help you
understand better how the program works, so that ultimately you will better be able to help yourself.
If you are new to the world of digital audio, you'll find that there is more than enough information in here to get you
“up and running”. You'll probably find that some sections contain information that you'll find difficult to understand
and which you might not need at first. You can just skip over those sections and come back to them when you're
ready. If, like me, you have come to REAPER with experience of other DAW software, you'll find that it pays to go
over even the most basic sections, to help you understand how REAPER is designed, and how it slots together. You'll
find yourself asking, “Why can't they all be like this?” You should also find plenty more to interest you.
It is not intended to be (and nor will it ever be) a 100% reference manual covering every single aspect and detail of
REAPER. I've tried to approach the topics in what seems a fairly sensible order, introducing items pretty much on a
“need to know” basis. In doing so, I've been as careful as I can be to ensure its contents are clear and accurate, but
cannot accept any responsibility for any errors or problems you may encounter in applying it to your work.

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

Note that the links are case sensitive. 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 is included in the REAPER install
package: however, if you are using a much earlier version of REAPER, you might need to download this. You
can do so at any of a number of locations, including http://www.free-codecs.com/download/Lame_Encoder.htm

Be sure to select the correct file for your system. For example, for 32 bit Windows this will be lame_enc.dll.
After downloading the file, simply copy it into your REAPER program folder. Start REAPER, then open the
sample project file and play it. If you hear no sound, you should check the routing settings for your Master
Track and make sure that output is correctly directed to your sound device.

For a bound printed hard copy of this User Guide go to LULU.com
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What's New In This Edition ....

The table below summarizes the main feature changes introduced in REAPER 5.70. It may also include some
existing features that were previously not documented. The previous update before this was 5.60.

In addition to these, there are various bug fixes and performance enhancements. For a comprehensive list of all
changes, choose Help, Changelog from REAPER's main menu bar, or choose Options, Show REAPER
resource path... and double-click on the file whatsnew.txt to open it.

Changes in 5.70 Where ...

Track grouping: Up to 64 groups per project supported. Page 64

Add FX: Option to show FX grouped by categories and/or developers in FX window. Page 111

Add FX: Creating developer plug-in groups. Page 112

Regions: Copying and moving (summary table). Mouse modifiers added for project Page 169
marker/region edge and project region.

Creating and using overlapping regions. Page 171

New Ruler Display options. Page 180
Tempo/time signature marker insert/change options. Mouse modifiers added for Page 187

project tempo/time signature markers.

MIDI Editor actions: New actions to move cursor to start/end of measure. Pages 256 to 258
Tempo map/envelope now supports freehand drawing. Page 378
Par?(mete)r modulation under parameter MIDI control: more information (thank you Page 390
Darkstarl!).

Editing Behavior, Mouse: New preference to allow/disallow manually adjusting ruler Page 439
height in Arrange view.

Author's Note: I recommend the use of Adobe software (such as Acrobat or Reader) for use with the PDF
version of this document. Document hyperlinks are available provided you have not enabled the option for using
the hand to select text. Click on the hyperlink to jump straight to that part of the document, then use Alt Left-
Arrow to return to where you were.

Adobe also offers you quite flexible search features which are referenced towards the end of this document, but
no guarantee is given that these will be available with different PDF reading software.

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

For a bound printed hard copy of this User Guide go to LULU.com
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Setting Up and Getting Started

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 OS
X (Mac) and for Windows (PC).

1.2 Installing REAPER on an OS X Mac

To install REAPER on a Mac (OS X) 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.

4. If you also want to install ReaMote, drag this icon too
into your Applications folder. If you choose not to do
this, you can do so later.

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.

£5 REAPER_INSTALL 386

1.3 Installing REAPER on a Windows PC
To install REAPER on a PC with Windows you should follow this sequence:
1. In Windows Explorer, find

the |nstaII file. The file £5 REAPER v5.0pre7 Setup [Z] i
name includes the current -

version number, e.q. Choose Install Location

reaper50-install.exe. Choose the Folder in which ko install REAPER. +5.0pre?. ™

2. Double click on this file to
start the install program. Setup will install REAPER. wS.0pre7 in the Following Folder. Toinstall in a different Folder, click
3. Clickthe I Agree button Browse and seleck another Folder. Click Next to continue.,
to accept the conditions
and continue.

4. For a normal install,
accept the default folder
offered to you (bUt see Destination Folder
note below) - for +:\Program Files\REAPER
example, C:\Program
Files\REAPER.

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.

Space required: 44.0MB [lrortable inskall
Space available: 151,168

[ < Back ” Mext = ] [ Cancel
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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.
Note: If you are installing REAPER for the first time, or if you wish to replace an earlier 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 earlier 5.xx version, change the default directory (e.g. to \REAPERS5) and enable
portable install. This will ensure that your earlier 5.xx settings and preferences will be preserved separately.

Tip: If you choose not to install any REAPER program elements or options, you can later change your mind by
simply running the install program again.

1.4 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 JSFX library. This is an extensive collection of audio (choruses, filters,

limiters, etc.) and MIDI (sequencers, arpeggiator, chorderizer, etc.) effects
that can be used with your tracks and media items. It is recommended that
you install these.

VST/x64 VST bridging/firewalling. These options allow for greater
flexibility in the use of VST plug-ins. For example, they allow 32 bit plug-ins
to be used on a 64-bit version of REAPER. If in doubt, you should install
these.

ReaMote, ReWire, ReaRoute. These enable REAPER's various advanced
routing capabilities, such as controlling the passing of audio/MIDI material
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.

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 Files | Ticking this option will enable you to open REAPER with any of your REAPER
Project files direct from Windows Explorer or any desktop shortcut that you
might create for your projects.

1.5 Enabling MP3 Recording

If you are intending to record and/or mix down your recordings in, or convert other recorded material to, MP3
format, you will need to install an MP3 encoder. A suitable encoder is LAME which is included in the REAPER
install package. However, if you are using a much earlier version of REAPER you might need to download a
copy from one of many web sites, including http://aegiscorp.free.fr/lame/. Once there, make sure that you
select the right download for your system and your version of REAPER:

Windows 64-bit systems lame_enc64.dll
Windows 32 bit systems libmp3lame.dll
OSX 64-bit systems libmp3lame_osx64.zip
OSX 32 bit systems libmp3lame_osx32.zip

Note that if you are using a 32 bit version of REAPER even on a 64-bit computer, you should download the 32
bit encoder, not the 64-bit one.

After downloading, Mac users should unzip the file and then drag the dynamic library file (named something
like libmp3lame.dylib) into their REAPER application launch folder.

Windows users should copy the file into their REAPER Program directory, which by default will be C:\Program
Files\REAPER. It can also be copied to other applications that may need it (e.g. Audacity).
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1.6 REAPER Software Updates

REAPER is updated frequently and regularly, 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: REAPER is frequently updated. An option is
available under Options, Preferences, General e :

(Startup Settings) to have REAPER automatically check Hpen project(s) on startup: | Last project tabs >
for updates each time the program is started (provided [ 4omatically. check for.new. versions. of REAPE R on startus

of course that you are on-line at the time). By default,
this option is enabled. If you do not wish to be notified whenever a new version is available, you can disable it.

1.7 Starting REAPER

To start REAPER, just double click on the REAPER desktop icon. You might also wish to P
consider creating a keyboard shortcut for this. For Windows users, this is done using the 5.
Shortcut tab of the icon's Properties dialog box. Right-click over the icon to display this. REAPER 5.0

1.8 REAPER Startup Tips

By default, REAPER opens with the last used project. As you will see in Chapter 22 (under Preferences,
General), you can change this behavior if you wish. In addition, you can use hot keys when starting REAPER to
override the default settings.

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)

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 own shortcuts to other commands and actions. Chapter 15 will show you how.

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 this summary table of similarities and differences:

PC (Windows) Key Mac (OS X) Key Equivalent
Shift Shift

Control Command

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 4 default theme. If you are using any other theme, you might therefore notice some
visual differences. If this causes you any difficulties, consider switching to the default theme. In some cases
modifications have been made to enhance clarity when gryscale printing.

When you start REAPER, it displays a screen similar (but not necessarily identical) to that shown below. The
example shows a very simple project file that has been opened. The table below the illustration introduces
briefly each of the main screen elements.

¥ Screen [modified] - REAPER v5.0 Title Bar =)
File Edit Wiew Insert Item Track Options Actions Help [Adjust Track Pan] Menu Bar [, 1kHz Z4bit waY ; 6/10ch Z56spls ~6.2/14ms ASIO]

Dﬁ E‘F S:D E{_i (‘7_0 A

=-0.17  p=20%L

mm E”G”u E. D @i Toolbar Aio00 Timeline |33.1.00 49.1.00 £5.1.00 81.1.00 97.1.00 115.1.00
i [ g:00.000 0:3:.000 1 .| 1:26.000 2.05.000 2:40.000 3:12.000 3:44.000

2] [oeoE o
Proda-002afalPl  (¥) )

Main

[+1.744E] ¥ocals

~0.00 - 33%R

o Bl O Q0L B
Prodg-003sfalPl () )]

Gutar[input] Frog0-003afa IF 1

Track Control Panel Arrange Area

[+5.43dE] Guitar

33.1.75 / 1:04.372 Transpart:Bag]

Mixer Control Panel

VU Meters

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

B %

I roject... [Chrl+M]
e i

Just below the menu are two rows of seven buttons each. This is the REAPER
Main Toolbar. Depending on the color theme in use, your buttons might not look
the same as those shown. However, as with other programs, you can hover your
mouse over any button to obtain a tooltip (see example, left).

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 Timeline

The timeline runs across the top of the REAPER window, just 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.
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Element Explanation

This is to the right of the Track Control Panel. It displays the actual media items
(audio and/or MIDI) that make up your tracks. In this example, there are two
tracks each containing one media item. As you will see in Chapter 20, video
items can also be included.

The Arrange Area:
Main Window and
Workplace!

This area is controls the behavior of your audio and MIDI tracks — in this
example there are two tracks, labelled Vocals and Guitar. You can have as many
tracks as you need, subject only to any limitations imposed by your hardware.
Each track has its own set of controls (faders, rotaries and buttons). We'll get to
what these controls do and how they are used in Chapter 2.

The Track Control
Panel (TCP)

Each track (and the Master) uses Voluime Unit Meters — VU Meters — as a
visual indicator of the level of the track's audio signal strength (volume). These
are visible in both the Track Control Panel and the Mixer.

The VU Meters

This is used to control recording and playback — for example, to start and stop

The Transport Bar recording. We'll look at this in Chapter 2.

This is displayed (in this example) across the bottom of the screen. It shows
your tracks in a different way. In this example twp tracks are shown: these are
the same tracks as is shown in the TCP.

Notice that this also includes a Master output track. The output of the Master is
what you actually hear when you play your tracks and media items. The Mixer
and Master will be explored in detail in Chapter 11.

The Mixer and Mixer
Control Panel (MCP)

Don't be surprised if your screen doesn't look quite the same as this, or even if it looks a lot 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 Record Arm Button  Routing Controls  Track FX

If you've used other DAW software before you'll Track Name Pan Control
probably want to get to grips with REAPER's track
controls as soon as possible.

Track
Valume Control Mute track Number

| |
This illustration shows the most commonly used of m— g I
these. The exact position of some of them will vary m M ® m

with track control panel width. You can hover your @& . E {E

mouse over any control for a tooltip. In most cases = 1

you click on a control to use it (for example, click on | ! I ! — =
Mute button to toggle mute status of any track, click Envelopes/ Record Input Select

and drag on Volume control to adjust the volume Automation | Monitoring

level), and right click on a control for a menu of Phasa Record Input FX Track VU
commands, options and/or settings. Control Options Meter

If some of these controls are not visible, you may
need to increase the track panel width or height. Hover your mouse over the right or lower panel boundary so
that your mouse cursor becomes a double headed arrow, then click-drag to the right or downwards.

Depending on your track layout, the volume control may be a rotary control (as shown
above) or a horizontal fader. Also, you might see a rotary width control next to the pan . (@) n't
control (as shown, right): if so, ignore it for now. We'll get to it in later chapters. In T Froan-0it s

widkh: 100%
fact, all of these controls will be explained further as you work thru this guide.

1.12 Setting Up For Audio

Before you can record or play anything, there are a few setup options that have to be specified. This section
covers setting up audio. This is where you 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 OS X and a PC under Windows

In addition, it is also advisable to disable System Sounds. For OS X users, this is done in System Preferences.
Windows users should use the Control Panel.
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1.12.1

To set up your Audio
Device, first choose the
Options, Preferences

command from

REAPER's Main Menu,

then under Audio

select Device from the

list on the left.

If on the other hand

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 is

especially important to

prevent previously

recorded material from
being mixed back in,
and re-recorded with,

new material when

more tracks are later

Setting Up For Audio (PC Windows)

3 REAPER Preferences :

General | Audio device settings

Paths Audio system: | 4510 W
K.eyboard
Project
Track/Send Defaults ASID Driver: | A510 Saffire v
Medla Item Defaults Birehfi s
Audio
Device first | 1: Prod0-003afa IF 1 W
HMID) Devices last | 8 Prod0-003afa P 8 -
Buffering
Playback, Output range:
Seeking frst | 1: Prod0-003afa Mon 1 v
Fecording
Loop Recording last | 8 Prod0-003afa Line 8 w
Rendering .
- (44100 - 256
Appearance Fequest sample rate: [ Request block size:
tedia

ASI0 Configuration. ..

[ Pre-zero output buffers, useful on some hardware [higher CPU use)

Peak s wavefoms

Fades/Crossfades

Track Contral Panels
Editing Behavior

Ervelope Dizplay

Automation L

<

[ lgnare AS10 reset messages [heeded for some buggy drivers)

Avdia thread priarity: | ASID Default / MMCSS Pro Audio / Tirme Critical w

Allow projects to overnde device zample rate

overlaid. You should also consider using ASIO4ALL drivers, which are available free of charge. For more
information, see en.wikipedia.org/wiki/Audio_Stream_Input/Output

On the Audio Device Preferences screen, you should set the following options:

Item

Comment

Audio System

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.

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

You can set sample rate and block size either here or using your sound card's own
control software. If unsure, start with 44100 and 512.

ASIO Clicking this button gives you direct access to the Control Software for your sound card
Configuration or other audio device.
Audio Thread Assigning a higher priority will ensure that audio threads will be processed ahead of
Priority other threads (e.g. graphics).

1.12.2 Setting Up For Audio (Mac OS X)

Audio devices on the OS X are set up and selected in the OS X 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
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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 you wish to use the
Mac's internal sound
card, you may need to
take steps to prevent
existing material being
mixed back into, and
re-recorded with,
additional tracks when
they are added later.

To do this, you will
need an aggregate
device. Open the OS X
Audio MIDI Setup

[=Na)

<nones
<default system devices=
Built-in Microphone

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

Built=in Input
Built=in Output
Audio Device: RN

Audio device

@ Request sample rate: 44100

[V Request black size: 512

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

Audio MIDI Setup...

@00

Audio Devices

Built-in Microphone

then click on the + in 2in/ 0 out ) Aggregate Device

the bottom left corner @ Built-in Input Clock Source: | Built-in Input 5 @
of the window to ¥ 2in/0out Sample Rate: |44100.0 Hz v

create such a device. Built-in Qutput

Add to this aggregate | 0in/ 2 out E o3 Use |Audio Device In | Out | Drift...
device the built in ogate Device &  Built-in Input : 0

input and built in +emzan & eultin Outeut —

ouptput as shown here [ rer R an — -

If you wish to rename
it, double click on the text Aggregate
Device.

Next, in REAPER's Audio, Device
preferences screen, select your
aggregate device and Apply your
changes. You will nhow 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 other routing issues which can arise when 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 (above right). Clearly,
these names are not very useful to you.

By assigning aliases to these outputs, you can ensure that whenever
you need to list them (for example, when determining the destination of the output from your Master) your
own names will be displayed, instead of the hardware device names.

Audio device settings

Ak

Audio Device: Aggregate Device

[ Request sample rate: | 44100
Audic MIDI Setup...

lg Request block size: 512

Output range:

firgt | 1: Analog Out 1/2 L Delta-1010

1: Analog Out 152 L Delta-1010
2 dhalog Out 172 A Delta-1010
3 Analog Out 344 L Delta-1010
Requl 4. Analog Out 344 K Dela- 1070
B dnalog Out 576 L Delta-1010
[ asio(g Analag Dut 5/6 R Delta-1010
e 7 dnalog Out 748 L Delta-1000
&8 Analog Out 7/8 B Dela-1010
[T1gnord3: SPOIF Out L Delta-1010
N SPDIF Out B Delks-1010

lazt
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Example

To create output aliases:

1. Choose the Options, Preferences command.
2. Display the Audio page and in the section labelled Channel Naming/Mapping make sure you have

ticked the option Output Channel Name

Aliasing.

3. Click on the Edit Names/Map button for

this item.

4. Double-click in the Aliased Names column
on each item in turn to edit them. In each
case, after typing your 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 should now automatically I
be used throughout REAPER. The topic of actually

imnel namingmapping

Input channel name aliazing/remapping Edit Hamesz/Map...
Output channel name aliasing/remapping Edit Hamesz/Map...

S

5 Qutput channel alias/mapping

ut

=

Dl e LD =

ASI0 M-audio Delta AS10

Alizzed Mame
b zit L

b zin A
Phanes L
Phanes B
Cortral L
Contral B

Mot Used

Bl | lmmd

Hws it Hws Mame

Analog Out 1/2L 1
Analog Out 1/2R
Analog Out 3/ LI
Analog Out 374 R
Analog Out 58 L[
Analog Out 5/6 R
Analog Out 78 L[

Hmmmm T T M0 D

Ll B ) B R

assigning outputs to tracks will be covered later,
beginning with Chapter 2.

1.15 Setting Up For MIDI

If you intend to use
MIDI at all, you
should enable your
MIDI devices. Many
PCI sound cards,
Firewire and USB
audio devices
include a MIDI input
and output port (for
use, for example,
with a MIDI
Keyboard). Choose
Options,
Preferences from
the Main Menu, then
display the MIDI
Devices screen
under Audio. You
can select in turn
each of the listed
MIDI Input and
Output devices,
right-click over its
name, then choose
Enable Input. You

'? REAPER Preferences

MIDI Devices
Buffering
Flavback.
Seeking
Recording
Loop Recording
Rendering
Appearance
hedia
Peaksw aveforms
Fades/Crossfades
Track Control Panels
Editing BEehaviar
Envelope Display
Autornation
touze
tousze Modifiers
rADI E ditor
Media
HIDI
Wideo/REX/Misc
Flug-inz
Coarmpatibility
< >

MID| outputs to make available (zelectable as track outputs): Add joystick MIDI...
Device Mode
Microzoft G5 Wavetable 5 Synth [uze cautious... Enabled
Automnap MIDI <dizabled:
Automap Propellerthead <dizabled:
Automap HUI <dizabled:
Frod0 MIDI Enabled
Fiestrict MIDI hardware output to one thread Feszet all MIDI devices
Reset by: All-notes-off Pitch.sustain Reset on: Flay [ ] Stop/stopped seek
Enable the MIDI Input devices you wish to use by fght-clicking on the Davice

| - MIDI hardware settings
MID| inputs to make available (zelectable az track inputs and/or learmable or action-bindable):

Device

Autornap MIDI
Autornap Propellerhead
Autornap HUI

Prad0 MIDI

Configure input...

vl Enax inpuk
Enalike input For control messages

name and selecting Enable Input.

Maode

<dizabled>
<dizabled>
<dizabled>
Enabled

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.
To assign your own name or to specify a time offset for any MIDI Input or Output device, right click over the
device name and choose Configure Output from the context menu. If you have a joystick that you wish to
use with REAPER you should click on the Add joystick MIDI button then select the device name and
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processing mode. You can also specify whether you wish to use it for Virtual MIDI Keyboard input an/or as a
MIDI control/learn device.

If you wish to use a Control Surface, such as a Behringer g Ty R
BCF2000 or BCR2000, with REAPER, then you should set its input

mode to Control Only. The use of Control Devices will be Device name: | Dielta 1010 MID|

explained later in this guide, notably in Chapters 12 and 15. Alias name: | Casio Keyboard

Reset options [#]Enable input from this device

Towards the bottom of the MIDI Devices preferences window [[] Enable input for contriol messages

there are options for Reset by (all-notes-off and/or Advanced MIDI event timsstamp options

pitch/sustain, and Reset on (play and/or stop/stopped seek).

X {(3) Let REAFPER timestamp events [default)
These affect only hardware devices.

(") High precision system timestamp [APC)

Other Audio Preferences () Lows precision system timestamp [TGT)
You can see that there are other Audio Preference screens that Timestamp precision should be set to match this MIDI input
. . . o device driver. If the driver precizion is unknown, let REAPER
we have not yet examined, including Buffering, Playback and timestamp MIDI evertz.,
Recording. These will be dealt with later in this User Guide,
particularly in Chapter 22. When getting started, you should be | ok || cancel |

able to just leave these settings at their defaults, only returning
to change them later if you find that you wish or you need to do
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 Enabling VST Plug-ins

There’s one further Preferences screen you will probably want to visit before you get started — VST Plug-ins.
As with Audio Preferences, REAPER has several pages of Plug-in Preference screens, but these can (at first at
least) be left to their

default settings. “3 REAPER Preferences 5
However, if you have a

i Rendering A | - W5T plug-ing settings
collection of VST and/or
VSTi Plug ins (|nclud||/’lg Apﬂea:mce WS T plug-in paths [can be multiple paths separated by semicolons):
= edia
VST3) REAPER needs Peaks M avelorms C:\Program Files\ystplugingC:\Program Files\Common FileshWST3 Add..
I
X Fades/Crossfad .
to be told where to find T?a:ks D:[-ztsrsolaF'::els Re-zcan ] [ Clear cache/re-scan ] Get¥ST names/types when scanning
them_’ Note that VST3 Editing Behavigr If rultiple 5T+ are scanned with the zame dil name, only one will be available: either the plugin
lug-ins should be kept Envelope Display found later in the path list, or highest in the directory stoucture for a given path.
plug p
: i Automation
ina dlre_ctory or Moo
directories separate Mouse Madifiers
from other plug-ins. MIDI Editor
- bedi
Choose the Options, ol - _
Preferences Videa/REX/Mise ] Default WET ta generic Ul [instead of plug-in LI Knob mode; | Defaul R
command, then select Plugins
VST under the Plug- Lompatibiity ST campatibilty
WST
ins section. You can Fehwire/Dx [ Don't flush synthesizer plug-ins on stop [ Inform plug-inz of offline rendering state
use the Auto-detect ReaScript [ Bypass audio while opening plug-in config window (good far some non-threadsafe W5 Ts)
Reakote

button to locate your [CJUAD-T synchronous mode (reduces CPU munch) - requires anticipative Fr disabled

Control Surfaces

p|ug-inS, but if they are Estemal Editars - [] Allows complete unload of WST plug-ins [reduces memany use, but may not be compatible)
spread across several < >
directories REAPER

. X Find ak Cancel
might not find them all. L

In this case, you can
click on the Add button to specify the location(s) of the folder(s) where your other VST plug-ins are stored.
You can leave most other settings as they are (at least for now).

OS X 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,
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however, check that they are automatically listed as your VST plug-in paths. If not, you should add them.

Windows does not locate any such folders for you. You will need to identify and specify where your VST plug-
ins have been installed. If your VST plug-ins are spread across more than one folder (this is not unusual), you
will need to use the Add button 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.

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 your directories for VST plug-ins according to your list, from
left to right. If it finds two or more with identical names, it will select the last one that it finds. If a VST3 plugin
is named even slightly differently from its VST equivalent, both versions will be installed and made available
within REAPER. However, if both are named identically, only the last one found will be installed. For this
reason, it can make sense to place your VST3 directory last in the list (as shown in the example above).

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 00 REAPER
even then which ~
version. For < g2 =] (-] (=] Q
example, — st e o BN B0 ettt i S St it
. FAVORITES || Application S ort > AddressBook

Windows 7 L SN r . MouseMaps

All My Files Assistants com.apple.QuickLook presets
behaves ) Audio CrashReporter ProjectTemplates
differently from LRy Caches Dock M reaper_license_key.rk
XP. TO Identlfy Applications Calendars Focusrite reaper-auplugins-bc.ini

h th A Desktop ColorPickers Mail reaper-auplugins.ini
VY €re the various Colors Preview = reaper-install-rev.txt
files are located, Documents Compositions reaper-kb.ini
choose Show Downloads Containers SyncServices reaper-license.rk
. Cookies reaper-menu.ini

Movies
REAPER . . Favorites reaper-midihw.ini
resource path in Music FontCollections reaper-mouse.ini
explorer/ finder Pictures Fonts reaper-pinstates.ini

- iM -

from the Optlons R | iMovie reaper recgn(fx.liml

) Input Methods reaper-reginfo2.ini
menu. iDisk Internet Plug-Ins reaper-vstplugins.ini

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 information in the following table helpful:

REAPER'’s Installed Folders and File Locations

Windows users note: REAPER does not store any install data, settings or
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.

OS X installs REAPER to its Applications folder.

Copy any PDF files (such as this User Guide) that you want to be able to
access from REAPER's Help Menu to:

<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.

The Registry
(Windows only)

The REAPER Install
Directory — OS X
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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 MenuSets
Configurations Presets
Cursors Project Bays
Data ProjectTemplates
Effects QueuedRenders
FXChains Scripts
KeyMaps TrackTemplates

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 ]S 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

Selecting a language pack causes REAPER to use that language 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) into the LangPack

folder. General zettings
To select a language pack other than Language: | Englizh [U5] - default w | [restart BEAPER after changing language]
U.S. English, select from the drop English [US] - default

. . . Download language packs
down list (right) and click on OK. You @ Blgﬁ{sﬂgﬁﬂn load:
will need to restart REAPER for the Undo sett| pojish le
Ianguage to take effect. W asirnirn | Spanizh dizahlez nndndredn funchinnalifl

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 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 £ REAPER v5.0pre8 Setup =)
on a Flash Drive

Chooze Inztall Location
You can install REAPER on a USB Choose the Folder in which to install REAPER ¥5.0pres.
flash device, or other external

drlve.' This ensure_-s, for example, Setup will inskall REAPER. +S.0pred in the Following Folder. To install in a different Folder, click.
that if you are going to be away Browse and seleck another Folder, Click Mext bo continue,

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 o
can install REAPER on a flash Destination Folder

drive, it makes sense to first \REAPER
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

0OS X and Windows users.

>

Space required: 44.0ME Portable install
aparce available: 36,668
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0s X

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 th

is 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.

Double click on the REAPER install file to start the install process.
Click on I Agree to accept the license agreement. The Choose Install Location window will be displayed.

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

On returning to the screen shown here, work your way thru the installation process in the normal way.
Wait while the various files are installed. There are a lot of files and this might take quite a few minutes.

2.
3.
4. Enable the option for Portable install.
5.
and press Enter.
6.
7.
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 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!

ReaMote Slave

The use of ReaMote is beyond the scope of this User Guide. However,
you can read an overview in Chapter 23.

REAPER

Starts REAPER normally, with last project.

REAPER (create new project)

Starts REAPER with a new project file.

REAPER (reset configuration to
factory defaults)

Starts REAPER and resets all settings, options and preferences to factory
defaults. Use this with caution!

REAPER (ReWire slave mode)

Opens REAPER as a ReWire slave. This is beyond the scope of this User
Guide, but is discussed in overview towards the end of Chapter 17.

REAPER (show audio
configuration on startup)

Starts REAPER with the Audio settings Preferences page.

REAPER License

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.

.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 settings 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 name of the registered user. There
are options to manage this on the Purchase tab of the window that is opened when you choose the Help,
License and user agreement 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, OS X 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

2.1 Section Overview

In this chapter you will be taught the essential basics about 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. Most of the topics introduced here will be covered in greater depth and detail later in this guide.

2.2 Opening an Existing Project

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

Ctrl O. 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.

'? REAPER Preferences H
General |l Gereral settings
Paths Language: | <prompt on load: w | [restart REAPER after changing language)
K.enboard

Project |mport configuration... ] [ Export configuration. .. l Dawnload language packs

Track/Send Default:
tedia ltem Defaultz

|dndo settings

Audio b amimum undo memon uze: | 286 megabytes [0 dizables undodprompt to zawve)
Device Include selection: item [ track [ envelope point time [ cursor position
MIDI Devices []*when approaching full uindo memony, keep newest undo states
Bulfering []5ave undo history with project files [in .RPP-UMDO file] Allowy load of unda history
Pla-"'h.aCk [ 5tare multiple reda paths when possible [can use a lot of Fid)
Seeking
Fecording Startup zettings
Loop Recording Open project(z) on startup: | Last project tabs w
Rendering Sutomatically check for new versions of REAPER on startup
Appearance

Create new project tab when opening media from explorerfinder
Show splash zoreen on startup

Check for multiple ingtances when launching when launching with project/media
Track Contral Panels

Editing Behavior b axirurn projects in recent project list: 50 [raxirnurn iz 100] Clear list

Ervelope Digplay War when REAPER's memony use reaches | 1800 megabytes [0 bo never warn)
Autornation

tedia
Peaks " aveforms
Fades/Crossfades

-
> [ Advanced Ul zystem tweaks...

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

The General page of your Options, Preferences window offers a number of options. In particular, you can:
¢ Manage your Undo preferences.
& Specify whether or not you want the most recently used file automatically loaded when REAPER is started.
Choose the Last active project option for this. Other startup options are explained in Chapter 22.
+ Specify whether you want to Automatically Check for New Versions of REAPER on Startup.
¢ Determine the number of files displayed on the Recent project list.
Other General Preferences settings are discussed and explained in Chapter 22.
Notice too the toggle command Continuous scrolling on the 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.

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 this file and work with that. You will then be
able to experiment freely without fear of damaging any of your own important projects.
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2.3

Project Settings

REAPER project settings can be defined to meet the requirements of individual projects. The Project Settings
dialog box is accessed by choosing the File, Project Settings command, or by using the keyboard shortcut
Alt Enter. The dialog box has five pages
of settings - Project Settings, Media,
Video, Advanced and Notes. If in
doubt, leave most settings at their default
values, at least until you understand
better what they are and how they work.

Project Settings: Project Settings

v Project Settings

Project Settings | Media | Wideo | Advanced | Motes

[] Project sample rate: | 44100 w | Hz

) Project BEPM: | 120.000 Time zignature | 4 fd
These include: Timebase for items | Amark Beats [pasition, length, rate]
. Imebaze ror temssenvelopes markers: eats |pogton, length, rate W
¢ Project Sample Rate: for
example, 44100 Hz (CD Standard) Timebase for tempostime signature envelope: | Beats v
or 48000 Hz (DVD standard). Project start tine: 0:00.000 Set 0:00 o edit curzor

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). See notes below.

Project start time and measure.
Leave these at their defaults for
now. In Chapter 12 you'll see when,
why and how to change them.
Playback and render resample
mode - from Lowest (point
sampling) thru Medium (64 Sinc) to

Project start measure: |1

Playback resample mode: | Medium [B4pt Sinc) w

Render resample mode: | Good [192pt Sinc) v

Default pitch shift mode: | &lastique 3 Pro

Pitch shifter parameter; MHaormal

Qg I [ Cancel ] [Save ag default project settings]

5 | Project Settings

Project Settings | Media | Wideo | Advanced | Motes

Fath to save media files [can be relative, leave blank for same path as project file]:

Browse...

Secondary recording path [blank for nore, can be enabled per-track):

Extreme HQ (768 HQ Sinc).
o Default mode and parameter
to be used for pitch shifting.
See Chapter 10.
Project Settings: Media
These include:

e Paths (primary and secondary) to
store media files. For example, if

Recarding

Audio format for new recordings: | W ~

WAN bit depth: | 24 bit PCM v Allowy large files to uze Wavebd
wirite BWF [best] chunk [ Include project filename in BWF data

Do mat include markers or regions w | [] Embed project tempo [use with care)

you specify “Audio” then your media tMedia format for Apply F<, Glue, Freeze, Autarnatic way [recommended) v
will be stored in a folder called Detault media farmat for praject/redion [ [not get) ]
Audio, as a sub-folder of the project

folder. If left blank, REAPER will use

the same folder as the project file. I ]S l [ Caticel l [Save az default project settingsl

¢ 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.

e Settings and specifications for chosen recording format — e.g. for WAV files this includes Bit Depth.

e 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

Item Mix Behavior. Determines
how REAPER should behave when
one media item is placed directly on
top of another. The options are for
Enclosed Items to Replace enclosing
items, Items always to be mixed, or
for the newer item to always
replace the older item.

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

The option to allow feedback in
routing. Feedback routing can be
useful for some advanced mixing
activities, but can be dangerous for
audio equipment. If you are in any
doubt, do not select this option.
The option to synchronize the
project with the timecode of an
external device.

The option to limit project length
and recording time.

Specifying a default pan law for

l?

Project Settings

Project Settings | Media | Wideo
[tem mix behavior:
Track mixing bit depth: | 54 bit float [default) L9
[] &llows feedback in routing [can result in lower perfformance, loud noises)
[] Extemal timecode synchronization
[T Limit project lenath, stop plavback/recording at | 10:00.000

Far law/mode

Fan law: +0.0 [default]
Pah mode:

Mote: overide back pan laws and modes by right clicking on pan faders.

Rewire glave settings

Enclozed items replace enclozing items w

Advanced | Maotes

w| dB  [] Gain compensation [boost pans)

Stereo balance / monao pan [default) w

[ ok

l [ Cancel l [Save az default project settingsl

your tracks. The pan law determines how the relative volume of a track behaves when that track is

panned more or less to one side or the other. Gain compensation boost can be enabled or disabled.
Pan laws are discussed in more depth later in Chapter 2. Meanwhile, if you are unfamiliar with how pan
laws work, leave these at their default settings.

Default track pan mode. You have choice of pan modes, some mono, some stereo. See Chapter 11.
Project Settings: Video: These are explained in Chapter 20.

The Project Timebase Settings

The project timebase controls how media items, envelopes and project markers behave when the project
tempo changes. When possible, get your project timebase settings right before you record or import any items.
The default settings are Beats (position, length, rate) for items/envelopes/markers and Beats for
tempo/time sig envelopes. For more information about the timebase, open the Actions list (from REAPER's
main menu) and run the action Project settings: timebase help. For more about the Actions List, see
Chapter 15.

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

This very handy section lets you enter any notes and comments that you would like to be included with your
project file. You can specify that the notes should automatically be displayed each time the project is opened.

Tip: You can save all these settings as the defaults to be used for future new projects. Of course, for any
individual projects you can over-write your defaults.

2.4

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).

Your available hardware outputs are displayed along the top

Directing Audio Output

Ivigin L (stereomdt

3

Contral L (stereodC)
Mot Used (steneomdC)

htzin L

Phores L
Phores R
Contral L
Cantral R
Mot Used
Mot Used

hisin R

E Phones L (steraahdC)

s

r'
lk sker output =3 Main L (stereo/MC) (0.00dE center)]
I T T T T T T T T T T 1

of the grid. Here you can select and/or deselect any of the available outputs.
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2.5 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 to do this. The Transport Bar might appear as shown here, as a floating
window (undocked) inside REAPER, or it might be docked just below arrange view. At this stage, the exact
position of the Transport Bar is not important. The main Transport Controls are shown below, though your
exact layout might not be identical: whether docked or not, the controls will appear in a single row if
the window is wide enough.

The first five
transport Go to Start (Home, W) Toggle Repeat (R)

buttons are Go to End (End) Global Automation Overide Current Time Selection

fairly standard Stop (Space) Playback Status
— Go to Start,
Go to End,
Stop, Play,
and Pause.
The Stop
button stops Play Record (Ctrl R)

playback and Play (Space)
returns the Cursor Pause Tempo Adjust
play cursor to Position (Ctrl Space, Enter) Playback Rate

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 is taking place will both stop 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. To the right 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 29.2.54/0:56.722. Next to this is
the playback status (Playing, Paused or Stopped). Next are 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 horizontal
fader. If adjusted, the fader background 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:

Selection:

Time Signature

e  Select your preferred time display format. .

. . Drock, transport in docker
. Dock or Undock the transpor_t in the Main Dock transport in main window _
Window. You can choose the main docker or | Docked transport position(™, 3 Below arrange (default)
any of four other positions — Below arrange Hide Transpart e ashove ruler
view, Above ruler, Bottom of main Battom of main window
window or Top of main window. Tap of main window

e Flash transport status as yellow if a
possible audio underrun is detected.
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 while you do this. If you do
this when the project is not playing, it will have the effect of “scrubbing” your audio. This topic

is covered in more detail in Chapter 5 of this User Guide.
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2.6 Track Controls

Basics

If you play All Through The Night.RPP you will notice that
the same sound is coming out of both speakers and that the
different instruments and vocals are all competing with each
other for the same acoustic space. That’s because no
adjustments have been made to any track's Volume or Pan
controls. The exact position of these faders varies with

R B ([ F) |
Q=P E T M|

CRTI— B () |
1
@ I C0) [ Glao-). |

factors like width and height of the your control panel and which of the available track layouts is in use.

The rotary fader shown here is used to adjust a track’s volume. With some layouts, this will be shown as a
horizontal fader. The rotary not far to its right adjusts the panning, sending the signal more to the left or the
right as preferred. If you see a second pan control, ignore it for now. This is used with some pan modes to
control stereo width: this is a more advanced concept, primarily used for folders and tracks with stereo media
files. This will be covered in Chapter 11. For now, we will be working with just the one pan control. In any
event, to adjust any horizontal, vertical or rotary faders in REAPER, you can:

e Click and hold down the left mouse button over the fader, then drag 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 will show the level of the signal after being adjusted by the volume fader.
If you wish, you can instead show the pre-fader level by choosing from the Options menu the command
Pre-fader track metering. There is also an option in Preferences, Appearance, Track Control Panel for

all track meters to display pre fader levels.

Routing

Right-clicking on the volume control opens the routing dialog
box (shown right). 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, the 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 number in the TCP, then
choose MIDI track controls, then Link track volume pan
to all MIDI channels from the context menu.

nVaNwawnl bl SSNEEEECLEAILE
Routing for track 1 "Yox Lead™

v Master/parent send Parent channels: [1-2 | w

519 o8 Track chanrels: |2 |w

O | D

Par: 8%R  Wwidthe 100% | 1l

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.

The two buttons to the right of the width control fader on each track’s control panel have these functions:

Mute/Solo
Mute Toggles Mute on/off for selected
track(s)
Solo Toggles Solo on/off selected track(s)

Note: Both the Mute and Solo controls can also
be used with modifier keys such as Alt and Ctrl
for various functions. See Chapter 5 for details.

By default, track Solo causes the track itself and the output of any sends originating from
that track to be played. If you wish to hear only the track without these sends, hold the Alt
key while soloing the track. Notice that your track controls also include a phase control

button. This can be used to reverse track polarity.

P trim m

o Fhase Mormal
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2.7 Pan Law and Pan Mode

You can also change the pan law for individual tracks. Right-clicking over
a track’s pan fader opens a window where you can select 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 can be enabled to cause the
signal's audio strength to instead be boosted as it is panned.

Another option is to select your preferred pan mode (see right). This will
be explained and dealt with 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 panning mode used in versions of REAPER before REAPER
4, If you select REAPER 3.x balance, stereo pan or dual pan, the width
panner will also automatically be displayed. Several of the screen shots
used in this guide illustrate dual pan controls. The various pan modes are
explained, along with stereo and dual panning, in Chapter 11.

2.8 Navigation and Zooming
Navigating within the Track Control Panel

Pan Law: 4. Bouzouki
Override default track pan law
34 | dB

tioh [boost pans]

3.x balance]

A

PanLaw: 1. ¥Yox
|l [ Owenide default track pan lav
s ]

1| Pan mode:

Project default [REAPER 3.x balance]

Steren balance / moto pan [lefault)
Steren pan

Dual pan

jF’roiect default [REAPER 3.x/balance]
RF&4FFR 2 v halanes [dennecatad)

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

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, place your mouse over the vertical border that separates the track
control panel area from the main workspace area, until the mouse indicator changes to a horizontal black
double headed arrow. Click and hold down the left mouse button while dragging the mouse left or right.

Release the mouse button when the desired track control panel width is reached. Note that double-clicking on

this vertical border will toggle track panel visibility on and off.
Adjusting Track Height with Mouse

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, or, if already
minimised, restore tracks 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, or, if already
maximised, restore tracks to most recent
previous height.

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

Expand height of selected tracks, minimise all
others. Press again to restore tracks to
previous 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

Toggles height of all tracks between minimised,
normal and maximised.

Double click mouse on vertical scroll bar

Zooming In and Out with the Keyboard

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

Function Keystroke
Zoom Out vertically, decreasing track height Page Down
Zoom In vertically, increasing track height Page Up

Zoom to current time selection

Ctrl Num Pad +

Zoom Out to entire project length

Ctrl Page Down

Zoom Out horizontal
Zoom In horizontal
Zoom Out media peaks
Zoom In media peaks

- (the minus sign)
+ (the plus sign)
Shift Down

Shift Up

Scrolling with the Keyboard
The following keyboard shortcuts can be used for scrolling within a project:

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

Zooming and Scrolling with the Mousewheel

The mousewheel can also be used for zooming in and out when you are navigating a project file. The table
below summarises how the mouse wheel behaves.

Behavior Modifier Key for Mousewheel

Horizontal Zoom (no modifier)
Vertical Zoom Ctrl
Horizontal Scroll Alt

Vertical Scroll Ctrl Alt

Note: REAPER's zoom center settings will determine
exact zoom behavior. These can be found in the
Editing Behavior section of your Preferences. See
Chapter 22 for more information.

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. You can also use other customized mouse modifiers for zooming,
especially within the Arrange view and Ruler contexts. Mouse modifiers are covered in Chapter 15.

Tip: Making and using a zoom/navigate toolbar. Zooming and navigating are activities that are
performed a lot. You might wish to consider making your own Zoom/Navigate custom toolbar. It isn't as
complicated as it might sound. How to create your own custom toolbars is explained in Chapter 15.

2.9 Keyboard Shortcut and Mouse Defaults

You can use the command Help, Keybindings and Mouse Modifiers (or just press Shift+F1) to 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 that your mouse and
keyboard behavior is determined by the context in which you are using it.
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2.10 Using the Navigator

280

= D al
B = R > ¢
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17.1.00
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The REAPER
Navigator shows you
an overview of your
project. It can be
useful to display this
when you are
zooming closely on
an area of your
project.

To display the
Navigator, choose
the View,
Navigator
command. The keys
Ctrl Alt V can be
used to toggle the
Navigator display on
and off.

You can also use the
Navigator window 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 button, and click and drag to scroll the
display. Release the mouse button when finished. Other ways of using the Navigator are:

Activity

Method

Define new area to be displayed in REAPER
workspace.

release

Hold down right mouse button, drag and

Reposition rectangle anild workspace display
area.

Left click mouse

Reposition and relocate play cursor.

Ctrl Left Click

Use as in workspace to scroll and/or zoom. Mousewheel
2.11 Track FX Basics
Track FX (JS, VST, VST3 and Fi: Track 2 "Gtr Neck™ T
Direct X as well as VSTi , Fr Edit Options
VST3i and DXi, and, for Mac 5

! !

users, AU) can be added to
any track by directly inserting No preset | g
the FX into the FX Chain for i i
the required track. A good Length (ms) [ ] 0 18-
selection of audio FX plug—ins Feedback [dE] ED 1200
is Supplied with REAPER, ‘wet Mix [dE) ED 60
including Jesusonic and Dip Mix [dB] ([ [&0
Cockos effects. We'll be add Rete (H2) [T 06
taking a closer look at many MALAR P T ke

of these individually later in

this User Guide, especially in Chapters 6 and 16. REAPER also includes a bundle of programmable video effects,
which we will look at in Chapter 20. For now, let's just focus on some general aspects of how audio FX fit in to
the REAPER scheme of things. To use any of these FX, simply follow this procedure:
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1. Click on the FX Button in the Track Control Panel of the track to which you want to add the FX. This opens
the FX window for that track. If the Add FX window (see below) is not automatically displayed, click on the

Add button to open it.

- Dielay/scratchy

: Dielaytime_adjustment

- Filters/autopeak filker

: Filtere/bandpaszs

- Filters/de_remove

: FilkerzAft-filter

: Filters/FIR_&

: Filteralowpass

: Filkerz/mdet-filter

: Filkere/mdet-valzwesp

: Filterz/parametric_eg

: Filtera/rezonantlowpass
: Filters/spectro_filter_paint
: Filkers/sweepinglovpass
: Guitar/amp-rodel

: Guitar/amp-rmodel-dual

»

(] 4 l [ Carcel

2. Select a category, e.g. Add FX to Track 6 "Gtr Neck"
All Plug-ins, DX, VST, JS, F¥ Options
Cockos. All _FX in _that &l Plugin 15: Analysis/compscope
category will be listed. WET JS: Analysiz/compzoope_sic
3. Double dick on the YET .JSE .-’-'«nalys!s.f'ffl_nolse_generator
t JS: Analysiz/gikanalyzer
I’eCIUII'Ed FX name. xglg JS: Analysis/gfrscope
. i . ;
4. To add more F1X, click 5 15 Anabrapectapa
on the Add button in Instruments J5: Analysiz/zoomanalyzer
the Track FX window, Loz G
Recently used - Llelaysdelah chiun
then repeat steps 2 and F Chaine JS: Delay/delay chorus
3 above. J5: Delay/delay_lowres
My FDHE[? JS: Delay/delay_sustain
Note: When you add any Favorites J5: Delay/delay_tone
plug-in to any track's FX jg Be:ay::#e?yl_varlen
chain, that plug-in will then oo e
be displayed in the FX
Browser's Recently Used FX Filker list: || v Clear filker ] I
folder.

2.12 Using the Supplied FX Presets

The excellent FX that are shipped with REAPER can be used to improve the sound of your tracks. The use of
these FX is a huge topic. You will find many examples in Chapters 14, 15 and 16 of this User Guide. For more

detailed information and more advanced examples, you should
consider obtaining a copy of ReaMix: Breaking the Barriers
with REAPER which is available from the REAPER Bookstore
at http://stores.lulu.com/store.php?fAcctID=1374784

However, as a means of getting started you might wish to
explore some of the presets that come with these plug-ins. For
example, Cockos ReaDelay includes presets which as a
starting point 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 Cockos Rea series of plug-ins include a number of
presets. You can explore these for yourself to discover what is
available. 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.

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.

As well as the presets supplied with REAPER, you can download further
sets by visiting http://stash.reaper.fm/ and following 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.

Choose Import Preset Library.

2.
3.
4. Navigate to and select the required file then click on Open.

FX: Track 2 "Folder” {folder)

Fx Edit  Options
WST: ReaDelay ...

stock - wocal Fattener

Reget to factony default
stock -
stock -
zhock -
stock -
stock -
shock -
stock -
stock -
stu:nE:k -

Uszer Presets [1pl) -
vocal slapback

zlap fb

basic 5 tap ping pong
vocal fattener
dehwminator

zmall room

large room

znare rhythm
kick_rhythm

v] (2 (Paan) [ zinzes ) (0] Q) @

Save preset, ..

Save preset as default. ..
Delete preset f%
Rename preset, ..

]

Click on the + button (just left of the Param button in the FX Chain window).
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To select a preset when loading an FX
1. Open the track FX window and click on the Add button.
2. select the required category (e.g. Cockos).
3. Right click on the FX window and click on the Add button.
4. required FX (e.g. required FX (e.g. ReaEQ).
5. From the context menu, choose presets then select the required preset (e.g. Intimate female vocal).

2.13 Controlling Track FX

REAPER provides you with a number of tools to help you manage your Track FX. For example, you can:
e Change the order in which they are applied.
e Copy or move any FX from one track to another.
e Save (and retrieve) any sequence of FX as a chain that can be easily inserted into other tracks.
e Bypass individual FX or an entire FX chain.
e Specify a default set of FX to be automatically inserted into new tracks for your project.

Task

Method

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 the mouse wheel over, the fader that
controls the value of the parameter that you wish to change. For
fine adjustments, hold down the Ctrl key while you do this.

If you prefer, select the control with the mouse, then use the
up/down keys on your 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 on REAPER's FX window
interface, as shown
here. 100% equals ‘Eﬁ
completely wet: 0% is
completely dry.

Mo

i?&m

Change Track 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.

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.

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

Bypass an FX

Untick either the check box left of the FX name in the Track FX
window or the check box in the top right corner of the FX window.

Replace one FX with another

Select the FX in the FX chain, then press R. In the Replace FX
window (now displayed) double-click on the required replacement
FX. Any existing routing configuration will be preserved.

Make the current Track FX the
default for new tracks

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

Method

Remove an FX from a track

Select the FX name within the Track FX window 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.

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

Retrieve an existing previously
saved FX Chain

Within the Track FX window, choose FX, Add FX Chain command,
or within the TCP right-click over the FX button and select Add FX
Chain from the menu.

Load your default FX Chain

In track FX window, use FX, Load Default Track Chain
command.

Access the FX Preferences
settings

Within the Track FX window, choose the Options, FX Plug-in
Settings command. These are discussed in Chapter 22.

Bypass all FX for a track

In the Track Control Panel, click on the
FX Enable/Disable toggle button. Click
again to reverse this.

Bypass all FX (all tracks)

Hold Ctrl while clicking on FX
Enable/Disable toggle button.

2.14

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 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).

2.15 Creating a Default FX Chain

If you have used other DAW software such as Sonar, you
might be used to having an EQ Plug-In automatically
inserted for you in every track. REAPER allows you to do
this by creating a default FX chain which is then
automatically applied to every new track that you create.
Of course, this default chain can contain any FX that you
wish. To do this, you simply follow this procedure:

e Open the FX Window for any track.

e Add as many FX you require.

e From the FX window menu, choose FX then Save
chain as default for new tracks.

Tip:

If you switch the FX to bypass mode before saving M
your FX chain, then the FX chain will be saved in bypass

Options
Auto-float new Fx windows

v Ignore FX chain kevboard shortouts (send bo main windo
Fi Plug-ins settings. ..

Build multichannel routing For output of selected FX. ..
Build 16 channels of MIDI routing ko this track

FX: Track 1 "¥ox Lead™
F¥ Edit Options
Add Fx...
Replace F...
add Fx Chain...
Save Fx Chain. ..
Save selecked Fx as chain..,

Insert, &

Ctr+R [
Shift+Insert, Shift+A4
Ctrl+35

Save chain as default for new kracks
Load default track chain %

Window Float selected FX
Send all kevboard input to plug-in

(doubleclick)

Dock Fx window in Docker

Close window ESi

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.
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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.
3. In the first (left) column of the Add FX window, click on Cockos.
4

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.

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

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

7. Close the FX window.

8. You can now exit REAPER if you wish. There is no need to save the changes to the project file.
9. Re-open REAPER and open any project file.

10. Insert a new track anywhere you wish in this project file.

11. 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.

o w

Tip: 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: 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.

2.16 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 humber 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 can be inserted anywhere in the project that 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 save a
copy to a new name such as All Through The Night with Bus.RPP before embarking on this example.

In this example, we are

going to create an FX Bus m E @

and insert into that bus a
s trim T Progo-003a..]
Chorus effect. We will then @ @] [ proso-003e.1@)

ensure that both of our r E @ [-5.27dE] Gtr Neck.mp3
P

. O Gtr Meck
guitar tracks use the :

chorus. You will see that @ ™ @) A Proas-0022-.1()
REAPER is different from
[+2.504E]} Gtr Body.mp3
0. 1S

other audio software in
that it makes no inherent Bl D oo azy 1(7)
distinction between a Bus li2cailGE o

and a Track. The & Bouzouki O E @ [+2 504E] Bouzauki. mp3
difference is determined ’ — ,
@m B Proso-n03a 1(7)

solely by how you use it.
Notice that the illustration

O Gtr Body
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below shows that for a more pleasing sound, 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).

+ Toinsert 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.
« Toinsert the Chorus FX into this bus, click on the bus’s FX button. From the list of plug-in types, select
Jesusonic, then in the list of plug-ins double click on 3S: Guitar/Chorus. Close the Bus FX window.
To Create Sends from the two guitar tracks to the Bus:
«  Select the two guitar tracks in the TCP. Right-click over the ROUTE button for either of these tracks.
*  From the context menu, choose Sends then Track 5: FX Bus.

O Gtr Meck L m ,-:‘_T;,
()] w Master Send l ' “ e '.... .“m
Sends 3 Adjust If0 Parameters  (right click on walume Fader)
Receives
Track 1: Waox
Audio Hardware Outpat  » Track 4: Bouzouki
MIDT Qukput 2 Track 5: Fx Bus h

Note that 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 ROUT button) you will see that it has two receives, one 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™ 1
[t aster/parent send Farent channels: | 1-2 |« - MIDI Hardware Output -
Lot
99 dE Track channels: |2 |w e G
ED | I:D Send to onginal channels
Pan: center | Width: 100 | [D - Receives -
- Cends - Add new receive. . v
PP ” Receive from track 2 "Gir Neck!
+0.0 | center IE'IE‘ Post—Fader(Post—Pan]l vl
- Audio Hardware Outputs - I:D I:D
Add new hardware output. w i
sudic 172 [~ = 172 |~ mupian |~ = al v
Receive from tack 3 "G Body"!
+0.0 | center IE‘E Post—Fader[Pust—Pan]l v|
[ [
sudic1/2 |~ = 172 [~ wional | ~]= v
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.
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Speed Tips

In Order To Do This ...

Do This

Toggle on/off send from track to
Master

Hold Alt while clicking on ROUTE button. Works with single
track or multiple track selection.

Create a quick send on the fly from
one track to another.

Drag and drop from ROUTE button of send track to the track
panel of receive track. This can also be done in the mixer view.
See Chapter 11 for a description of the full range of options.

Send a track's output direct to any
hardware output.

Right-click on ROUTE button and select Audio Hardware Output
or MIDI output (as required) then choose from the sub-menu.
This can be used with a track selection and is independent of
the track's master send status.

2.17 Analyzing FX Performance

FX plug-ins can impose a heavy load on your computer’s CPU. To
help you overcome this, you can use the Performance Meter to
closely monitor your FX in the following ways:
e You can check how much CPU is being used by the FXin
your various tracks and in the master.
e You can disable and enable FX chains for individual tracks,
quickly, easily and conveniently, all together in one place.
e You can toggle on and off the mute status for your tracks,

again all in one convenient place.

To display the Performance Meter, press Ctrl Alt P, or use the

View, Performance Meter command.
Example

In the example shown (right), the Master track with 1 plug-in is
using 0.14% and the Vox, also with one plug-in, is using 0.05%.

Performance Meter 5

..:u.,;.wg: 1.56/2.06% tange: D.0-15.3%
s duade .IIL A

Total CPU: 1.6%
RT CPL: 1.7%

Dizk tatal: BOKE /s
Disk read: BOKE /2
Dizk. write: 0B/

Rt uze: BB
Syztem free; 2688ME /3082ME

AF 0.39% CPU

Track CPU use #F<{ | PDC
b aster 014% 1 ]
0
]

1: Wox 0.05% 1

2 Gir Body 0.00%

Show Frx dialog

[ e o |

If any track shows an unexpectedly high reading, you can examine
the FX for this track, to help you to identify the reason for this. To
open a track FX chain, double click on the track hame or humber in
the Performance Meter window.

This feature is useful if you have a large number of tracks in your

Toggle FX bypass %
Toggle track muke

v Show track FX when emply
Show master Fr when emphy
Show monitaring Fi when emply

project. You can use the Performance Meter window to browse thru your project file, checking it track by track,
without having to scroll or navigate thru Track View. You can of course 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.

the selection.

Toggle FX Bypass On/Off for all tracks in

Select a number of tracks (Ctrl Click) then click the FX
Bypass button for any track in the selection.

Toggle FX Bypass On/Off for all tracks.

Hold Ctrl key while clicking FX Bypass button for any
track.

In addition, the Performance Meter has two right click menus, each with a number of options (see above). The
first 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 name, choose Show FX Dialog.

Toggle FX Bypass On/Off.

Right click on track nhame, choose Toggle FX Bypass.
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In order to do this ...

In the Performance Meter window do this ...

Toggle track mute for that track.

Right click over any track, choose Toggle Track Mute.

Show in/hide from Performance Meter

track list tracks with no FX. when empty.

Right click on any track, enable/disable Show track FX

Show in/hide from Performance Meter
master track/monitoring when these
have no FX.

empty.

Right click on any track, enable/disable Show master FX
when empty and/or Show monitoring FX when

The other menu is used mostly to select what information you
want shown in the window. Right click anywhere in the main
Performance Meter area to display this. 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 the selected track numbers in the
Performance Meter window to Toggle FX bypass and/or Track
Mute status for all tracks in the selection.

Note: You can find more information about the REAPER
Performance Meter in Section 19 of this guide, Further
Customizing REAPER.

Performance Meter

cufavq: 16.41/5 6E% iange: D.0-2B.5%

. v Display CPU graph

Display realtime (RT) CPU on graph
CPL: 1f w Display CPU use

Display realtime (RT) CPU
Diisk rea ¥ Display disk use
Diisk wii v Display RAM use

v Show free syskem RAM rather than use

2.18 The Big Clock

Rk us o pisplay F2 CPU use
Syztem
Reset graph
F CPU il
Dock performance meter in Docker
Close %
Track.

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.

2.19 Selections and Loops

Often you will want to work with just a part of your project for a
while. In order to do this, first check the Options menu to see if

Big Clock

Dock Big Clock in Docker

Ise ruler time unit
Minutes | Secands
Measures . Beats

Seconds
Sarples

v Hours | Minutes : Seconds : Frames
fhsoluke Frames %

Close Big Clock

Loop Points Linked to Time Selection is enabled. If it is enabled (ticked) then making a time selection and
defining a loop are the same thing. If it is disabled (not ticked) then making a time selection and defining a
loop become two different things. Whichever is the case, you can define your loop area by clicking and

dragging along the timeline.

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 (just
above the first track),
then click and drag along
the timeline, releasing
the mouse to define the

CRENC B2 ()] - [
& m) ﬂ & Proao-003=.1(¥)

exact area that you want

to loop. The effect of this is illustrated above. Notice that 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, but for now
you can use the shortcut keys Alt S to toggle this feature 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 has been engaged, it will replay over again the area selected for your

EToggle Repeat [R]I
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Loop. This is known as the repeat function. If loop points are linked to time selection, the start time, finish time
and duration of the selection are also shown on the Transport Bar. In any event, pressing the R key toggles
this repeat function on and off. There is also the option (under Options, Preferences on the Playback page)
to stop playback at the end of a loop when the repeat function is disabled.

To change the region defined as your loop, simply repeat the original procedure. To clear the loop altogether,
without defining a new one, just press the Escape key.

If loop points are not linked to the time selection, you can define a time selection by clicking and dragging in
the space underneath or between the media items, in the arrange view background area. An example of this is
shown below.

Right clicking on the Timeline then gives you

a menu of commands which you can apply to H.1.00 9.1.00 17.1.00
3 5 0:11.164 0:27.164

a time selection, including Zoom Selection.

You can also use this menu to change the |©

units used on the timeline — for example, b P roa0-003s.1(%)
Minutes:Seconds, Measures:Beats,

Measures:Beats and Minutes:Seconds,
Measures.Beats (minimal), Measures.Beats (minimal) and Minutes/Seconds (as in the example
above right), 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.

2.20 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.

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 Selection: 12.4-50]F 27.1.17 14.0.37
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 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.

74 Start time of time selection

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,
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Function Keystroke
Move Time Selection right by time selection length. Shift .
Copy portions of selected media items in Time Selection. Ctrl Shift C
Remove Time Selection. Esc

If you wish, you can use the keyboard rather than the mouse to define 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

The following keystrokes can be used to zoom when you are working with a time selection:

Function

Keystroke

Zoom to Time Selection.

Ctrl PageUp

Zoom back to Project.

Ctrl PageDown

Tip: If you are unable to position your cursor exactly where you wish when creating a loop selection, it may be

that you have snapping enabled. Alt S will toggle snapping status on and off.

2.21 Navigating by Jumping

You can jump to any point on the timeline using the

© Jump to time/markerfregion:

View, Go To, Jump To Command, or by using the Jumnp to time [mm:ss. ==, MIBIS. mm.bb.ss ar any similar form:
keyboard shortcut Ctrl 3. In specifying the place to jump Mote: jump to a marker by index by entering ml or m2 ...
to, you should use the same format as is used on the Mate: jurnp to & region by indes by entering rl or 2
timeline. In the example used here, the timeline displays Mote: jump to 2 marker/region by name by entering “name
Measures and below it Minutes and Seconds. You could 331.00

therefore use either format, e.g. 33.1 or 1:04.
If your project uses markers and/or regions, you can use

Ok

] [ Cancel

)

this box to jump straight to any maker or region. For

example, typing M1 will cause it to jump to 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.

2.22 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.

cursor within the loop and press Space.

In order to do this ... ... you should do this
Repeatedly play the selection Make the required loop selection, make sure Repeat is enabled
over and over (the button next to Record on the Transport Bar), position the play

Play back project skipping over | Make the required time selection and position the play cursor
time selection anywhere before the start of that selection. Press Alt Space.

2.23 Keeping a Window on Top

The small pin shown on the right of the title bar of most windows (just before the
X) can be used to pin a window to keep it on top. Click on this to toggle its on top
status. When the pin is shown in the down position, the window is locked on top.
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2.24

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.

Item Names, Buttons and Icons

H.1.00

-0:04.836

(o voc____O].... [@IEIENEE
@ n@) ﬂ ] Pro4n-002a..1(¥)

o lomals

Fi GtrMeck.mp3

O Gtr MNeck

2.25 REAPER Routing Essentials

This section will teach you more about an important core functions of REAPER — Routing. Routing lets you
ensure that your media (audio and/or MIDI) are directed to where you want them to go, so that your project
can be heard exactly as you want it to be heard. You were introduced to some basic examples earlier in this
chapter, when we looked at creating and using an FX bus. Routing can be very simple or extremely complex —
and anything in between. This section introduces you to basic routing concepts. More complex routing options
will be covered later in this Chapter, also in
Chapters 4 and 15, and elsewhere.

Each track includes a Routing Button in its
panel toolbar (shown right). Hovering the mouse
over this button will display a tool tip. This will
also show any sends and/or receives already associated with that track. Clicking the button causes the routing
window for that track to be displayed. To close the track routing window, either press the Escape key, or click
on the little X in the top right corner of the window, or click anywhere outside the window.

The actual contents of

ROL

X

Routing For track 1 "Yox"

your Track Routing
window will vary
according to your
project structure and
your DAW hardware
setup (e.g. sound card
and audio devices, MIDI
devices etc.).
Depending on the
nature of your project,

[v Mazter/parent send

+0.0 |dB

(D

Fan; center

Add new send...

Add new hardware output....

wfidth: | 1002

Parent channels: | 1-2 | w|

Track channels: | 2

(0
| (@

- Sends -

- Audio Hardweare Outputs -

- MIDI Hardware Dutput -
<0 OUEpLE:

Send to onginal channels

- Receives -

Add new receive. ..

your display should be
similar to that shown
above, but not necessarily identical. Notice in particular:
¢ Master/Parent Send — Enabling this ensures that the track’s output will be directed to the Master. In
the sample files provided, you will want to direct the output of all tracks directly to the Master, as shown
for Track 1 (above). If in doubt, leave this item enabled.
e 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.
¢ Audio Hardware Outputs — in addition to (or instead of) directing output to your Master Bus, you can
also direct output of any track directly to Hardware Outputs on your audio device. If your audio device
has multiple outputs, this can be useful, for example, for creating a separate headphone mix, or as series
of separate headphone mixes.
¢ MIDI Hardware Output — Use this option to direct MIDI output to an external device or to the
Microsoft GS Wavetable Synth.
e 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.
¢ Notice (picture below) that when you create a send, you are presented with volume and pan faders which
can be used to control this. You can also specify whether to send audio output, MIDI output, or both.
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Whenever you select
any 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 the

Routing for track 1 "¥ox™

Wt aster/parent send

+0.0 © center

< tpLit: ~
+00 | dB Track channels: | 2 b e
m L-D Send to onginal channelz ~
Pan: center | ‘width: 1007 | (T - Receives -
- Cends - Add new receive... ~
Add new send... w
Send to track 5 "Fe Bus"

@El Post-Fader [Post—Pan]| vl

Parent channels: | 1-2 v - MIDI Hardware Output -

0

sudic 1/2 [~ = 172 || mioial || all |~

U el

Add new hardware output....

- Audio Hardweare Outputs -

routing options right now. However, understanding REAPER's routing capabilities will almost certainly enable

you at some stage to get more benefits from the program.
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.

Approach track routing
gently at first: it is very
powerful. The early
chapters of this User
Guide will take you
thru the basics of track
routing. After you have
mastered these, you
will find more complex
examples elsewhere in
this User Guide,
especially in Chapter

Routing for track 3 "Gtr Body™

v Master/parent send

+00 4B

(J

FPan; BOER | wwdidik: | 1005

- Sends -
Add new zend...
Send to track 5 "F Bus"

+0.0 © center

Parent channels: | 1-2 | w

Track channels: |2

EIE Post-Fader [Post—Pan]| R |

- MIDI Hardware Output -

< tputs
- o outpu

Send to orginal channelz

| (O g
| M - Receives -
Add new receive... v
= Receive fram track 1 *%ox" Delete
0.0 | center E@El Post—Fader(Post—Pan]| w
'
(J 0 @iz

0l

sudic 172 |~ | = 172 || mipian [s|= a0~

U (@

17.

sudic 172 || = 172 || wIDr Al [w]= sl |~

Note: Sends and
Receives can be any of

- Audio Hardware Outputs -

Add new hardware output. .

three types. These are
Post Fader (Post

Pan), Pre-Fader (Post FX) and Pre FX. The differences will be discussed in Chapter 17. Meanwhile, if in
doubt accept the default option Post-Fader (Post Pan). See also the flow charts at the end of Chapter 6.

Tip: Drag and drop routing. A quick way to create s send from one track to another is to drag and drop from
the route button on the source track to the destination track. This is explained in detail in Chapter 17.

2.26 The Routing Matrix

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 right: of course your hardware outputs will not be the same.

Observe the cell in the matrix where the Gtr Body row intersects with the FX Bus column. It contains two
small blobs.

By right clicking over this cell, you can cause the controls to be displayed which determine how the signal from
the Gtr Body track is sent to the FX Bus (see illustration below).
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Simplifying the Routing Matrix B T
Display P s3z  EEREEREEEEEEEES

. — = o B — T~ S R T I T — T T~ ]
If your sound card has multiple , EE E E FE= Sizizs=2-222% é
outputs, then by default, REAPER's e s o EEerEEBrREEERE
Routing Matrix will display multiple output
permutations of paired outputs, ozl (<N N | |
including several that you may feel that [ Bad¥ = Controls for track 2 "Gtr Body" *

i Meck

zv?lllj :IIC:) \l/wvo;:/ orLe(t?g'uZ gﬁ;agll\il:oREAPER I — Send to track & "Fi Bus" i
consecutively numbered audio outputs | L 00 | certer | [ |@)[ea] PostFader (Pastpan)] v |
as a stereo pair. It is quite likely that M
you may want to use, for example, dudic 172 [w] =+ 1498~ maioi sl |- Al [
outputs 1 and 2 as one pair (perhaps

for your speakers) and outputs 3 and 4
as another pair (perhaps for your headphone amp). However, it would be unusual to want to use outputs 2 and
3 together as a pair.

If you wish, you can prevent these Charmel namingman:

. . _ annel naming/mapping
unwanted combinations from being [T Inpes chanel i/ , T
displayed by choosing the Options, nput channel name aliazingremapping it Mamestdap...
Preferences command, then selecting the Output channel name aliasing/remapping Edit Mames/Map...
Audio settings page. This includes a [ Show nan-standard sterea channel pairs (i.e. Input 2/1nput 3 etc)
Channel naming section, where you can VT}

turn off the option to Show non-standard
stereo channel pairs (see right). If for some reason you did wish to direct your output to any non-standard
pair, you could still do so by selecting each of them individually on the matrix.

2.27 Docking and Floating

Too many views 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 causes a context menu to be displayed which will offer a
list of choices relevant to that window. Usually their purpose will be obvious. This will include an option Dock
in Docker.

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. In the illustration here, the Docker includes several
items. Notice also that:

o If you close a Window, next time it opens its docking status will be the same as when it was closed. If a
Window is docked when it is closed, next time it is opened it will still be docked.

e To undock a window, right click over the background or tab area of the window and deselect the Dock in
Docker option.

e The Docker can itself be attached to the main window or detached and floated. Click over the small
exclamation mark in the bottom left corner of the Docker and use the option to Attach Docker to Main
Window to toggle.

By default the docker will be attached to the bottom of the main window, but you can use the same menu
to change this position to left, top or right.

o 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.

50



REAPER Project Basics

As an alternative to docking windows, you might
consider the toggle command View, Show/hide
all floating windows as a method of handling
screen clutter. Another useful command can be
View, Cascade all floating windows.

2.28 The Undo History Window

REAPER'’s Undo feature is user friendly and very
powerful. The View, Undo History command
(or use Ctrl Alt Z) toggles open and closed the
Undo History Window. You can double click on
any event displayed in that window to go back to
that point.

The General settings page under Options,
Preferences includes a section which you can
use to determine the behavior of the Undo
History. In particular, you can:

e Specify the maximum amount of

— |
9. NT1000 "l

10. Bazs Shi5S "l
1. ert Inist [

Attach Docker to main window 1§ Mier [ 4
Attached docker position: bottom
attached docker position: left
attached docker position: top
attached docker position: right
w Compact docker when small and single tab
Set opacity » 25%
Hide dack S50%
Close all windows in dock. 5% %
W 100%:

Cpanue when active

memory to be allocated to
Undo. Setting this to zero will
effectively disable this feature.
e Specify whether item, track,
envelope point and/or time
selection and/or changes in

Undo gettings

b adirmurn undo mernany uze: 266 | megabuytes [0 disables undodprompt to zave]

Inchude selection: itern [ track [ envelope point time [ cursor position
[ ]'When approaching full undo memory, keep newest undo states

[] Save undo histoy with project files [in .[RPP-UNDO file) Allow load of undo histon
[ Stare multiple redo paths when possible [can use a lot of Ra)

cursor positions are to be
included in the Undo History.

e Ensure that if the allocated Undo storage area becomes full, the most recent actions will be retained in

the Undo History.

e Save your Undo History with the Project File and

ensure that this file is loaded with the project. This ™
means that even after retrieving the project file at some
later date, you will still be able to revert the project to an

earlier state if you wish.

e Store multiple undo/redo paths. Within the Undo
History window you can even store alternate sequences
of commands and actions, then switch between them!

Tip: On the Appearance page of your Preferences settings,
you can enable or disable the option Show last undo point in
menu bar. If you enable this, your last undoable action is
shown after the last command on the menu bar. You can click
on this at any time to open and display the Undo History

window. Click a second time to close this window.

Note also that the Undo History window is dockable. To do this

Undo History == L
Description Time
Change media item zelecti 5
Change media item zel 01/2545171813
Adjust media item volume 01/2541517:18:08
Adjust media itenn volume 01/2515 171806
Adjust media itenn volume 01/255 171803
Change track zelection 01/2545 171800
Adjust media item volume 01/254151717:66
Charnge Track Selection 01/28151717:36
Iritial State 01/25M1517:16:30
< >
|Indo Hiztory Memony Uzage: 0.02/256.00 kB

(as with most other windows), right-click on the title bar and

choose Dock in Docker from the context menu.

2.29 REAPER's Right-Click Menus

You will soon discover that often there are several ways to give a command in REAPER- for example, from the
main menu, by a keyboard shortcut, or from a toolbar icon. Which method you use is largely a matter of
preference. One tip is that if you are not sure where to lick, click your right mouse button over the item or area
that you are working on, to display a context menu of commands and actions relevant to that item or area. For
example, you can right-click on a media item, the track control panel, the transport bar, the timeline, and so on
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2.30 Multiple Project Tabs

By using multiple project tabs you are able to keep more than one project open at the same time, thus making
it easy for you to jump between different projects if you are 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 a particular project tab, select that tab, then use the F|Ie, Open Project command in the

usual way. To open it in a new project tab, simply 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.

Close project. Closes the current project and the 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 number of open project tabs
is selected, any open FX windows etc. belonging to other
open projects are not displayed on top of it.

% New pro]ect tab

Close project

Close all projects but current

Close all projects

Always show project tabs

Shaow project tabs on left side of window
w Hide background project FxMIDI windows

v Run background projects
Run stopped background projects
Play stopped background projects with ackive project

OFfline background project media
Defer rendering of subprojects (render on kab switch rather than save)
Leave subproject open in tab after automatic open and render

v Force project kabs wisible when monitaring F in use
Monitoring FX. ..

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

Run stopped background projects. Commences playback of projects in tabs not currently selected.

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.
These commands and Offline background project media are mutually exclusive.

Force project tabs visible when monitoring FX in use. Displays tabs whenever FX monitoring is active.

Monitoring FX ...

This opens the monitoring FX window.

Note there are other options relating to parent projects and subprojects - see Chapter 12.

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.

2.31 Opening Multiple Project Tabs Together

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.

2.32 Managing the Play Cursor

By default, when a project is playing, pressing Stop (or Spacebar) will stop playback and return the play
cursor to its previous starting position.

Pressing Pause (or Enter) will pause playback
at the current play cursor position. You can

Seek playback when clicked:

[ Top muler Empty areas of tracks Empty area below tracks

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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3

Recording Audio and MIDI

This chapter will take you thru everything 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:

i
Y REAPER Preferences ol
General | Project settings
Pathz wihen creating new projects, uze the following project file az a template:
Browse. ..
e | Browse.. |
Track/Send Defaults [ Prompt ta save on new project
Media ltem Defaultz [] Open properties om new project
Audia Project lnading
Device

[T Loak for project media items in project directary befare qualified path

E”E:l DEWCBS Frompt when files are not found on project load

P;yzlr;i Show load statuzs and splash while loading projects

Seeking Project zaving

Recarding _ Save project file references with relative pathnames

Iénozﬂgcnrdmg Wwhen ovenariting project file, rename old project to rpp-bak.

enderin . . . .

.&ppearanceg [T Keep multiple versions [ Timestamp backup [T Keep undo histories

Media Every 15 | minutes: | when not recording £

Peaks v/ avetorms []5ave to timestamped file in project directory

Fades/Crossfades [15ave to timestamped file in additional directon:

Track Control Panels
Therne Editaor
Editing Eehavior [15ave to project file [nat recommended)

Ervelope Digplay  |w []5ave undo histary [RPP-UMDO] [if enabled in general prefz]
< >

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, HX, 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.

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.

Automatically create a backup each time your file is saved and overwritten. This helps protect
you against accidental loss of work.

Whether to create and save multiple project versions. This feature is explained in Chapter 12.

Automatically save to a timestamped file at intervals you specify. 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

l:?

Project Settings

Project Setings | Media | video | Advanced | Notes

Path to zawe media files [can be relative, leave blank for same path az project file):

Browse. ..
Browse...

Audio format for new recordings: | Wiah w

Secondary recarding path [blank for none, can be enabled per-track]:

Fecarding

whed' bit depth: | 24 bit PCH - Allaw large files to use Wavebd
Wwiite BWF 'bext’] chunk [ Include project filename in BWF data

Bitrate: | 128 kbps |

tedia format for Apply F, Glue, Freeze, Automatic .wav [recommended) v

Default media farmat for project/region E 128kbps MP3 i

Markers only s | [] Embed project tempo [Lze with care)
tedia farmat for Apply F, Glue. Freeze. Automatic .way [recommended) ~
Default media format for project/region k 24bit i

0k ] [ Cancel ] [Save az default project settings]
Fecording
Audio format for new recordings: | MP3 [encoder by LAME project] W
Maode: | Constant bitrate [CBR) w LAME /Bladed Pl 3.98

After creating a project file, you can
display the Project Settings window —
Alt Enter - to ensure that you are using
your preferred Media Settings. In
particular, check your preferred 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. 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 88200 for CD and
96000 for DVD. Be aware that increasing
sample rate also increases media item
file size and slows down processing.

Other formats.

If you prefer, you can record using any of a
number of available compressed formats,
including MP3, OGG and WavPack.
Choosing any of these will present you with
further options appropriate to that format.
For example, if you choose 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 Project command, or the keyboard shortcut Ctrl S, to save it. You will
need to specify a project file name. When saving a new file you are offered a nhumber of options. You can

choose to Create

subdirectory for File name:
project. If you also select
Copy all media into
project directory you
may also specify a format

for these items to be

Save as lype: | REAPER Project Files [*. RPF)

Create subdirectary for project
] Copy all media into project directony, using:

Save
>

Move all media inta project directory ] Copy rather than move source media if not in old project media path

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 a new project file, the next thing you will want to do is to create a track or a number of 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 or by pressing Ctrl T. Alternatively, you can simply double-click anywhere in the
vacant area of the Track Control Panel.

It is advisable to name the tracks before you start recording. To do this, double-click in the track name area
and type the name. The media file that is created when you record will then be given a sensible name that
matches the track. Under Options,

Preferences you can dlsplay the Prevent recording from starting when no tracks amed

Recording settings page and select Filename format for recorded files:

from the Wildcards list which other Stracknumber-Strack-Syear2$monthSday_ShourSminute Wildcards
items are automatically included in Example: |01-MIDI 1-171209_1353

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 later in this chapter.

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. REAPER's Preferences include
e Assign the Input that is being used. Project Track/Send defaults which
e Check that the sound level is right for recording. you can use to set track defaults (e.g.
Optionally, you may also:
e Select a recording format other than the default.
e Turn input monitoring on.
Note: You do not need to specify when creating a track whether it is to be a stereo or mono track. When
assigning the track input for recording, you can use either a single mono input or a stereo pair. Note that both

stereo and mono tracks can be panned between the left and right speakers as you wish. Panning is a topic that
occurs throughout this guide, for example in Chapter 5.

default volume fader level).These are
explained in Chapter 22.

3.5 To Prepare and Record One Track

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

2. Click on the Record Arm button for that track m [u]s| .
(on the left) The button should now appear red. W ®) ﬂ
@ - S0 Input: Mono P w Prod0-0034

i i a IF

3. Click the mouse over the Input settings fpr that It Steres » Pmmmaa%ﬂ
track (below the pan fader - see right) to display a Inputi MIDL  »|  Prod0-003afa IF
menu. Menu options will be determined by your Input: Mone Pro40-003afa IF
sound card and audio device(s). o imenn e o

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. Enable Input Monitoring. This is the first item (Monitor Input) on T
the Record arm button right-click context menu, or you can use the MEQI
toggle Record monitoring button shown here (right). The location of || &l i I8y G e i
this button may vary according to your choice of layout and the TCP w HMonitor Inpu
column width. If your sound card supports direct monitoring you will E%ap.
most likely wish to use that, in which case you should not enable
REAPER's input monitoring. Consult the sound card's documentation
for more information about this. If your sound card does not support
direct monitoring, then you should enable REAPER's input monitoring. 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

Moaonitor Inpu
Monitar krack mediz
Preserve PDC delay
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cannot be controlled by adjusting the Track’s volume fader: that controls only the playback level.
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 "3 Sefct files to save or delete
Ctrl R to stop recording, recorded Files recorded
items are automatically saved. 0 -Gutar 1-150210_1632.wav

If you press Space or Stop, the 02-Guitar 2-150210_1632 waw
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 Prampt o saveddelete/rename new files: onstop [ oh punch-out/play

pOInt at thCh YOU arm them. [ Savedl | [Flenarne selected] [ Delete seleeted] [ Delete &l ]
Similarly, if recording more than one

track, 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 on 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. This is something that, at one time or another, is likely to happen with most
DAW software. To avoid this problem, you can follow this sequence:

1. Use the Insert, Multiple tracks command to insert as many tracks as [ E % =
you require. The Insert tracks dialog will be displayed. Select the & 225:8 l
number of tracks required and choose whether they are to be inserted . = @ e f E 52!
After the last touched track or At end of project. Click on OK. FEEF "'l
Name your new tracks. 1.5 [l

2. Select all tracks to be recorded. After making your selection, click on the LEoEady |
Record Arm button of any one of them to arm the entire selection. i :u:‘::; =

3. One method is to use the Routing Matrix. Press Alt R to display this. 5 Fi s
In this example, four tracks are to be recorded at the same time. By npart 1| N
default, all four tracks are at first assigned to the first input (above). If s 2
you were to record now, the same signal from the first input would be :“F'“:i

recorded four times! (Notice also that by default, input 1 is also
assigned to track 5 - the FX bus - but as this is not armed nothing will be recorded there.)
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4. Click in the appropriate cells in the Routing Matrix to assign each track an =
input. The example shown uses audio inputs - Input 1 is to go to Track 1, g E
Input 2 to Track 2 and so on. MIDI inputs may also be selected — these are B ssxsg B3
listed below the audio inputs. You can also right click over any red cell to g2 825y
access the Record Input menu should you wish to do so. L

5. Monitor the strength of the signals and record as before. maﬂerftﬂ&: . "0

Tips: Using the Track Control Panel to prepare multiple tracks 2. Gtr Body |

Another option is to use the TCP to set up and record your tracks. L e =

1. To define the same record settings for multiple tracks, select the required 5. Fi bus (Il

tracks, right-click on the arm record button, then make your choices from the et 1 L
menu. Holding Shift will over-ride this and apply your menu choices to the one ::Eii ..

track only. Inputs can be assigned to a selection of tracks in a similar way by - 0O
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.qg.
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

If you wish, 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 track in the selection
and choose Automatic record arm when track selected. This command can be toggled on and off.

To set all tracks to auto arm, choose the Track command from the main menu, then Set all tracks to
automatic record arm when selected.

3 8 USing the Metronome Metronome and pre-roll settings %)

Metronome settingzs

[ Enable metranome (8]
Fiun metronome during playback [ | Count-in before playback

You can set up and use a metronome when
using REAPER for recording. Use the
Options, Metronome enabled command
to turn it on and off (or left-click the
metronome button on the toolbar), and the Courtin measures: | 2 [ Start countin at start of measre
Options, Metronome/ pre-roll settings

Fiun metronome during recording [ Court-in before recording

Primary beat volume: m | -12.0dB
command to set up your metronome (or _
right-click on the metronome button on the SiEwem Ty e @ @ | Bl
toolbar). Beat pattern: | AEEE ~ | Priman: & Secondany B Skip: . [peniod)

The Metronome Settings
Enable metronome: This turns the built-in

Fattern should be 4 beats. More will be dizcarded, fewer will be padded with B.

metronome on or off. Metranome sound
The I/0 Button: Immediately to the right Frimary beat sample:
of the Enable Metronome option, this allows Secondan beat

metronome output to be directed to the
device of your choice (e.g., Headphones). If
any output monitoring FX are in use, the
option to PIay metronome thru Monitor Beat click length: | 4 sz, start shape: | [old deprecated) »
FX will be available.
Run durlng playl?ad(: This will turn the [ Pre-roll before playback Pre-roll measures: |2
metronome on during playback. ] Fre-oll befors recarding

Count-in before playback : This will Start pre-roll at start of measure

enable a count-in before playback.

Run during recording: This will turn the
metronome on during recording.
Count-in before recording: This will enable a count-in before recording. Useful if you are recording yourself.

-f -

Frequency of primary beat: | 800 Hz Secondary beat; |1500 Hz

Pre-moll
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It ensures that when you press Ctrl R the recording will 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 length (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.
Primary beat volume: This determines how loud is the metronome volume.

Secondary beat gain:- The amount by which the volume of secondary beats will be adjusted.

Beat pattern: You can accept the default AABB or define your own. You can also use Samples for your own
metronome sounds.

First beat sample: This is the sample for the first beat — e.g., in 4/4 time, this sample will play on the 1.
Subsequent beat: This is the sample for other beats. For example, in 4/4 time, this sample will play on the 2,
3, and 4. To use your samples for the metronome in all your project you need to set them up, save a project
with no tracks (but with any other project setting you think may be useful) then, in Preferences/ Project specify
that project as the default template to use for all new projects.

By default, REAPER uses a synthesised metronome. You can specify in Hz the Frequency of first beat and of
Subsequent beats.

Beat click length xx ms: This is how long each beat click lasts.

Start shape: This can be hard (louder) or soft (quieter).

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.

Recording during audio pre-roll: to record audio during audio pre-roll, the recording preference to record
audio during pre-roll 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.

Tip: The Metronome Time Base is controlled 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 may wish to record from two inputs
direct to a stereo track, for example, if you
are uploading some previously recorded
material from audio tape into REAPER, or
are recording stereo paired microphones.
Follow a similar procedure to that

(0 vox O [@IHEEE I
p— W
O E i FREY = v Mane
v Input: Stereo » o Prog0-003afa IP 1 f Pro40-003afa IP 2
Input: MIDI 3 Pr%—DDSaFa 1P 3 J Pro40-003afa IP 4

Pro40-003afa IP 5§ Pro40-003afa IP 6
Pro40-003afa IF 7 [ Prod0-003afa IP &

Input: Mone

explained in section 3.5, selecting a stereo input instead of mono. The signal from paired stereo inputs can be
recorded on to a single stereo item on a single track.

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

This is an advanced topic.
If you define a track as
multichannel (for example,
perhaps 4, 6 or 8 channels)
then your recording input
context menu for that track

RN B [ -] |
@ . -”‘ il Input: Mono 4

w Input: ¢ channel ¥ o Pro#0-003afa IF 1..Pro40-003afa IR 4 [4 chan]
Input: MIDI 3 Prod0-003afa IF 2. .Q:“rtl-DDSaFa 1P 5[4 chan]
Input: Mone Pro40-003afa IP 5. Pro40-003afa IP 6 [4 chan]

Input: Stereo »

will include an option for

multichannel recording. You can, for example, record from four, six or eight microphones simultaneously, each
to a separate channel on the one track. 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 Track VU meter,
Show peaks from all track channels (not just 1+2).
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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 can be used to import an entire
REAPER project into your current project. All tracks in the original project file are imported — media items, track
settings, FX, routing, etc. However,

items that are not track specific (such as

markers) are not imported. File name: v
Todo thisl Slmply select Project Files Files of type: REAPER Track Template [ RTrackTemplate] |+
as the File Type when the Open Track —— IFEAPLR Track Template [ AT racklemplate] e
Template dialog box is displayed, Pro{BCt s [“.FEF'P,“.EDL,“.TXT,CIipSUrl.ng]m

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.

3.13 Project Templates

A Project Template goes further than a Track Template in that it can be used to create an entire Project File,
based upon the structure and settings of the template file. For example, 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. However, unlike when creating a Track Template, you should
remove the media clips and items from a file before saving it as a project template, otherwise every time the
template is used to create a new file, those media items will be inserted. (Unless, of course, there are media
clips that you actually want saved into the template).

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 hame, 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.
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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.
e Select the required file, then click on Open.
e Click on OK to close the Preferences window.

Tip: If you are specifying a default project template it is a good idea to also save an empty project as a project
template called Empty Project. Then, if you want to create a new file that doesn’t use your default project
template, you can do so by simply choosing from the menu File, Project Templates, Empty Project.

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 @« OO | .

hardware outputs are connected to your v Monitor Input
headphones or headphone amp. Monitor Input (Tape Auto Style)
. . Moritor track media wh di
4, Add another track. Name it. Arm this track for e At mEtla wen rearting .
. Preserve PDC delaved maonitoring in recarded items
recording. Select the Input used by the

microphone or line that is to be used to record this v Record: input {audio or MIDI) [
new track Recard: MIDI averdub/replace

5. Make sure that Record: input(audio or MIDI) is selected and 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.

3

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 ASIO4ALL drivers might 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.
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3.15 Overdubbing and Punch Recording

You can go over an existing track to re-record a section 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.

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. Choose the Options command, then Record mode: time selection auto punch. The display of the
Transport Bar record button will change. Disable the Toggle Repeat function on this toolbar.
2. Select the track and arm it for recording. View the Options menu and for now ensure that Show all
takes in lanes (when room) is not selected. We'll look at lanes shortly. Also, for this example, make
sure that Loop points linked to time selection is not enabled.

3. Make sure that the track output is sent to the Master and that Input Monitoring is enabled.

4. Make sure that the Master output is directed to the audio hardware outputs to which your headphones
or headphone amp is
connected. o = @

5. Click once on the . E- : _
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).

6. Rewind the track to a point a short way before the position where you wish to start recording. This can
be done by simply clicking at the required place on the timeline.

7. 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.

Note: You can enable the option Monitor track media when recording. If you do 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. Chapter 24 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, New recording that overlaps existing
media items command to turn on the toggle option Trims existing items behind new recording. 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.

3.18 Fades and Crossfades

REAPER allows youto  [/= REAPER Pref
apply automatic references
crossfades and fades Praject | - Defaults for media itsms
in and out of your Track/Send Defaults
recorded items. This Media ltem D efaults Create automatic fade-in/fade-out for new items, length; | 0:00.010
Auadi
feature can be turned - [ 0verlap and crossfade items when splitting, lenath; ra0.ma
d off Device
on and Ofr or MIDI Devices
customized thru the Buffering Default fade-in/fade-out shape: V— Default crossfade shape: ; ::
Options, Playback N
Preferences, Recording [] Right-click on crossfade sets fade shape for only one side of the crossfade [shift toogle
Project Media Rendering [] Enable automatic fade-in/fade-out and autocrossfade for MID] note velocity
! Annrarance

Item Defaults. You

can select a preferred shape and duration (length) for your fade curves. Clicking on the
image of the curve (shown above) causes you to be offered a number of choices (see right). _ V
As you will see in Chapter 7, you can easily change the default fade type and/or length for
individual media items. If you prefer not to use automatic fades, just disable that option.

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. Make sure that Enable track free item positioning (FIPM) is not enabled (i.e., not ticked) for the
tracks being recorded. Use the TCP right click context

menu to do this. We'll get to FIPM later in this
chapter. MIDI track controls 4

3. Record your first take of the track. Lock track controls —
Enable track Free item positioning %

4, Rewind to the start then record your next take. Autarnatic record-arm when track selecked

5. Repeat step 4. as many times as you wish. - .

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

item displayed for the

semony Vo rack. 1t | (S E SIS R

begins with the text

Take 3/3. CRENO B [

the name of the media
m— ~ E@_E Take 3/3: Vox.mp3

Note: Under @ L0 IS G IEERTO)
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 at the
same time, enabling this option can help you to visually identify which takes belong in the same set.
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3.20 Showing Takes in Lanes

Optionally, when you have multiple takes, you may choose to have them displayed in lanes. 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 in lanes (when room) from the Main Menu.

In the first
example (shown
right), three

takes have been Vo Anne -~ -3 Fx o
oot T fret s e}
duet. The first @ [ —

and second are Foy H@
complete takes, - e

the third is a @ EI© [ GREETTEO
punched-in
overdub of only the middle section.

In this case, the option to Display empty take lanes (Options, Take lane behavior menu) has been

enabled. This ensures that the short overdubbed section is given its own complete lane. This makes it easier for
you to keep track visually of which parts of each take belong together.

For both tracks,
the second take is P [Fx o]

currently selected ®® ﬂ 5 Froao-o03a- 1@

(except for the

overdubbed (M s |

Eeec[t:)lgr;/)edand will @ m) ﬂ & Frogo-003=.1(¥)

In this second
example (right), different takes (and permutations of takes) have been selected for the different tracks.
In this third

illustration, the O voxanne @) (@)

track height has

been reduced, so [ E @

that at any point

only the selected take is visible. However, as long as the option to Show All Takes in Lanes remains active, the
lanes will automatically be restored to view when the height of these tracks is expanded.

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 offers a % St items to custom color...

variety of interesting ways that you can use color when working | Setitems to random colors

with takes and items (see right). We'll look at this whole topic in | Setitems to one random color

detail in Chapter7, but for now notice the command Set active Set items to default calor

takes to one random color. Set active takes ko custom caolar.., i
If after making your preferred working selection from the | Set active takes to one randam color R@J
available takes for any track you double-click on that track in the Set active takss to default color

Track Control Panel then all media items in that track will be 55t all takes of selected items to default color

selected.
Choosing Set active take to one random color will now produce an effect similar to that shown below. This
will only be visible if an option to show take color is enabled in the Appearance, Peaks/Waveforms page of your
Preferences.
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o0
& 'm @) [ proeno03a. 1@

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

Show All Takes in

Lanes in that it lets you

treat each take

separately as a separate
track. The picture on the

O %oz Harrmoaony - EO- Ex|

CEE 25 ([ - )

CEE B2 ([ -]

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

= 0.00 recenter

m.@@@..

e apmw

[0~ . (= Prodo-003afa P2 (¥)

010150216 19496 waw

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. Splits existing items
and create new takes (default) and Trims existing items behind new recordings (tape mode). The
third option is to Create new media items in separate lanes (layers).

=000 = center

m.@@@..

100w

W~ = o Proso-003afalP 3 (3)

01-¥ox-150216_1946 waw i

01-40x-150216_ 1952 waw

A e e - f—

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 Create new media items in
separate lanes (layers) 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
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these media items are and are not played.
There is also an Options menu command to Show overlapping media items in lanes. The maximum
number of lanes can be set on the Options, Preferences, Appearance page.

This general topic will be addressed again later in this guide, especially throughout Chapters 4, 5 and 7.

3.24 Recording Multiple Additional Items

We have already seen how you can use REAPER to record multiple takes on the same tracks. Later, in Chapter
8, you will be shown how to edit these, so as to take the best parts from each of several takes and then patch
them together into a single take.
As an alternative to using multiple takes, however, you may wish to record additional items onto an existing
track, perhaps overlapping. This is an example of where free item positioning can offer you greater flexibility.
By default, free item positioning is not enabled. To record extra items (rather than additional takes) on to an
existing track, follow this sequence:

1. Set record mode to normal (Options, Record Mode: Normal).

Lock track controls
» Enable track Free item positioning
Shaws track MIDI contrals %

the tracks being recorded. Right click on the Track Control Panel

2. Make sure Free Item Positioning (FIPM) is enabled (ticked) for
for the selected tracks and select Enable free item positioning I

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.
Example In the first screen shot shown here,
Track 1 contains a Vocal Track and
Track 2 a Vocal Harmony for part of
the song.

In the second screen shot, 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.

O “ox Lead

0]... |0

.. 1O

o B ) [ [ J )
B8 O[] ][]

O “ox Harmy

Note: In the Options, Preferences, Project, Track/Sends Defaults window there is an option to make free item
positioning enabled for your tracks by default.

3.25 Recording with Empty Events

Empty Events are a clever 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:
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1. Insert a new track to be used for the vocal harmony. Ideally, you should hame 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.

5. If you need to
resize any of | ORI B O |- 5
them, hover the | GIESIEICION NG AT o)

mouse over the ~ = E @

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. Select all of the required events. To do this, use the Ctrl key while clicking on each in turn. If you need
to reposition the play cursor before recording, do so by clicking 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, well 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). However, REAPER does allow you to add effects to material as it is being recorded if you wish.
Use this facility with caution, as once an effect has been added to a recorded item in this way it cannot be
easily removed (if at all). The procedure for recording with FX 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.

Use the Add button to add any additional effects.
Close the FX window.

o AW

the usual way.

Select any effect required, then click on OK. Set the parameters for this effect.

Audition the performance and the effects as necessary (see comment below), then record the track in

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 Preserve PDC Delayed Monitoring in Recorded Items

If you are 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 in order to make
it sound right.

8 cuor 0. JOIBIOIN |

o mdl oL o Ko o ATV

Monitor Inpuk
Monitor Input (Tape Auto Style)
Monitor track media when recording

Preserve PDC delayed monitoring in recorded ikems %

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).
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3.28 Recording a Track’s Output

There could be any number of reasons why you might wish to record a track's output. One example might be
to record the output from an external synthesizer directly

onto an audio track, as a wave file or similar. Here is an (T e [T N

. - . v Monitor Inpuk
example of how you might do this: Maritor Input (Tape Auto Style)

1. Make sure that your MIDI keyboard is connected to by Monior track media when recording

your PC. Preserve PO delayed monitoring in recorded items
2. Create a new track. Name it and arm it for Record: input
recording. Enable inpUt monitoring. Record: MIDI overdub in existing items
3. Select Record: output then your required option. Record: MIDI replace in existing items
Most likely this will be mono, latency compensated. Record: MIDI touch-replace in existing items
4. Select Input: MIDI, then select your input device v Record: output '

Record; input (Force Farmat) 3

from the available options. . ) S
Recaord: disable (input monitaring only)

5. Make such adjustments as you need (e.g. to the

synth parameters) while you audition the music. Input; Mana i’

6. When ready, record Inputi steren ’

' Y’ o v Input: MIDI 3
7. Stop recording when finished. Input: None

3.29 Recording FX Bus Output

You can record the output of an FX bus track. Doing this opens up creative mixing options. For example, you
could record the output of a reverb bus to a stereo audio track, then use stereo or dual panning to adjust the
positioning of that effect in your mix. Here's how:

1. Set up a FX Bus track, select it, and arm it for recording.

2. 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.

Set the track to Monitor Input and chose a Recording Mode. This is likely to be Output, Stereo.
Play the song and monitor the signal level.

Rewind to start and press Record.

6. Stop recording when finished.

Tip: 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.

3.30 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:

e 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.

e You will need to create a track (or assign an existing one) for your MIDI recording.

e You will need to assign an output device for your track.

e You will need to assign a Channel for the MIDI item.

e You will need to turn Input Monitoring on to be able to hear what you are playing.

REAPER's Virtual MIDI - —
Keyboard, can be played ¥irtual MIDI keyboard == &
using 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.

v kW

Center note [right click a key o set]: C4 Iv Arrow keys changs octavedchannel  MIDI channet |1 A
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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.

3 Pro40 MIDI 3
w Wirtual MIDI keyboard
all MIDI Inputs

>

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. On the track you are using, right click over the arm record button (as shown). Make sure that Monitor
Input and Record Input are both selected, and that you have selected the Virtual MIDI Keyboard as
the Input: MIDI device. For this S
example, select All Channels). 9 kevboard] L] - [OIEVIEIIDIICONEY |
These settings can be made in the v Moritor Input
Routing Matrix if you prefer. Maritor Input (Tape Auto Style)

4. Mak the Track" tout Monitor track media when recording

- Make sure the Track's output goes Preserve PDC delayed monitoring in recorded items
to the Master, and that the Master
output goes to the hardware audio v Record: input (audio or MIDI)
outputs to which your speakers or E:EZ:S ':':E’;ui“’erd”b””'ace
headphones are attached. Record: input (Force Format)

5. In this example we will use a Record: disable (npuk monitoring only)
Software Synthesizer. Open the
FX Window for this track. You will Input: ono

. Input: Skereo
need to insert a Software v Input: MIDI
Synthesizer here. You can use any Input: None
such VSTi or DXi synth that you :
already have installed. In this e
example, we will be using VSTi ReaSynth (Cockos), which is included with REAPER. For the time being,
leave the ReaSynth parameters at their default settings.
6. Press Ctrl R to start recording. Play a simple tune on the Virtual Keyboard. Use your mouse or PC

Keyboard - e.g., zxcvbvcxz 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.

In Chapter 13 we will see how your MIDI data can be
edited using REAPER's built in midi editor.

Procedure for Playing Back a MIDI Item
Play the track. As it plays, you can alter the nature and

shape of the sound by adjusting the soft

parameters. When you have found a sound you like, you

v| Gl(Faem) _2zoaJ (] O M|

k ave preset, ..
Save preset as default...
Delete preset
Rename preset...

E[ Move up
Marwe down
Import preset library (orply...
| Export preset library Crpl)...
L Impart wST patchibank file . Fxpf Fxb)...
M Expart wST patchfbank file . Fxpf.Fxb)...

¥5Ti: Reasynth {Cockos) - Track 5 "Keyboard" Z S
ReaSpnth

Wolurme: ED | 600 | dB

Tuning: |:l:| i] cent

Abtack: ED a0 ms
synth Decay: ED 1000 |ms

. Susztain: Qoo | de
can click on the Hean iy *
+ button in the Release: [ [ a e
FX Window "Wave shape
(indicated by the Square mix: [ [ ] 0.0
mouse cursor, Pulse width; (] 050
shown left) and S— T
awtaoth mis: :

then choose
Save Preset to Triangle mix. [ [ 0.00
name and save Extra gine mix: IIl 0.00
that set of Extra gine tune; |I| ] cent
parameters. Your
named preset

can be recalled

from the Preset drop down list any time. You can make and 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).

3.31 Other MIDI Recording Modes
When recording MIDI, you should [ oo =

select one of six modes. In the above w .@@ ‘ .

example, we used Record Input. With v Monitor Input

this mode, any existing events will be Manitor Input (Tape Auta Style]
retained: the new material will be Monicor track media when recording
recorded as a new take. Four of the Preserve PDC delaved moniktaring in recorded ikems
other five are Record: MIDI overdub Record: input {sudia or MIDI)
replace modes: w Record: MIDI overdubfreplace ¥ Record: MIDI overdub %
. . . Record: aukput » Record: MIDI replace
* Record MIDI overdub: this will Record: input (Force Format) 3 Record: MIDI touch-replace

add new notes on any channel
within existing items while
preserving what is already there.

¢ Record MIDI replace: from the time 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.

¢ 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.

¢ 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).

Try it now! If you have a MIDI keyboard, open the project file All Through The Night LAYERS.RPP (which
you saved earlier) and add a MIDI keyboard track to this project.

Record; disable {input monitoring only) Record: MIDI lakch-replace

3.32 Recording With a Virtual Instrument

Insert nev track Chrl+T
To use a virtual instrument (such as a VSTi or DXi plug-in) for Insert multiple bracks...
recording a MIDI track, you can use the main menu Insert, Insert virkual instrument on new track, .

2

Insert virtual instrument on new track... command. You ISTE“ ”a‘tk Frtm” ltfmp'ate S
will then be presented with a selection of all the virtual bt i
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 Build Routing Confirmation

d|5p|ayed' Do wou wank ko add the Following tracks For this effect?

If you prefer you can instead drag and drop the If not, only the skereo 1)2 outputs will be audible without Further rouking,
I

instrument from an open FX Browser window to Steren 1/2-=Mew track 3 "Mixed oubput”

an empty area of the track control panel. e

The example shown here is for ReaSynDr, which s [ mo |

requires four outputs. If the item selected (like this

one) requires multiple outputs then REAPER wiill
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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 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.

3.33 Using Microsoft GS Wavetable SW Synth

You can use the Microsoft GS T e T
Wavetable Synth if it is included Recording o.u puts to make available [zelectable as track outputs):
with your version of Windows. Loop Recording h?,e"'ceﬂ — EMDde .
. . ool avelanle il rable:
This can be especially useful for Riendating : . <disabled>
. h ) &ppearance Configure output, .. 1zable
playing MIDI files that you import Media <disabled>
into REAPER. You will be shown Peaks/Wavefoms w Enahle output Edlsglblzd>
: . f lock/SPP to output hable
how to import files in Chapter 4. Fades/Crossfades » <dizabled>
To enable the Microsoft GS Track Contral Panels Low latency oukput mode (low precision) cdisableds

Wavetable SW Synth:
1. Go to Options, Preferences and display the Audio, MIDI Devices screen.
2. Under MIDI Outputs, right click on Microsoft GS Wavetable SW Synth and select Enable output.
3. Click on Apply, then on OK.

0 Kevboard & m m m?‘ m 3] | .
Routing for track 5 "Keyboard™
v Master/parent send Parent channels: | 1-2 [ - MIDI Hardware O This Synth will now be available as a MIDI
+0.00 | B Ttk et R i“'n':zzif biaretabie st Hardware Output.
([ 0 Miciaseh B9 WavelzbleSW Syrih | You can if you wish now use the Microsoft
Parc | center | width: 1007% | 0 ~Feceive: GS Wavetable SW Synth as your output
- Sz - Add new receive.. device instead of using a software synth
Add new send... - (see above right).
- Audio Hardware Dutputs -
Add new hardware output. . w

3.34 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 A EEmEEr KEeyboard untitled MIDI item i o | N
Record © Keyboardl(~ J:o. [EDIH ..- | .} -
input w0 (g A N

- - . =
(audio or L L TF
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.
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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 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.

3.35 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 ¥ST: Realnsert (Cockos) - Track 1 "Yocal” X%
Realnsert. If you want to try it out step No presst v|[Z ®
by step, create a new REAPER project file, et
insert a track, then get your FX device Send vol Hardware 5ends Fieturr wol
ready. Left: | Prod0-003afa Line 3 v
Example Right | Prod0-003afa Line 4 v
1. Connect an otherwise unused audio MIDE | Mone
output to the input for your FX MID! chamraie A1 T lm ol

device. 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. ConneCF your microph(_)ng toan Additional D elay Compensation: |0 zamples
otherwise unused audio input.

Switch on the FX Device.
4. Arm the track for recording.

5. Select the input device (to which the line or microphone is attached), select Monitor Input 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:Realnsert to this window (see right).
7. 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.

Hardware Retums
Left | Prod0-003afa 1P 3 v
Right: | Prod0-003afa 1P 4 [V

Autamatic device latency adjustment

Mote: you may need to stop/start playback after changing delay compenzation settings

71



Up and Running: A REAPER User Guide v 5.70

3.36 Preference Settings for Recording
The Recording page of Options, Preferences determines REAPER's recording behavior, including:

'? REAPER. Preferences s
Paths | Recording settings
F.eyboard

Scrall track, view while recording [if enabled for plavback in options menu)

Pm'llﬁcatck.e'Send Defaults Show preview of recording items while recording, update frequency; 3 Hz [default 3]
Media ltem Defaults Build peaks for recorded files: (3) O the fly [recommended] () After recording () Manually
'&u?:;c' ) Alwans show full track contral panel on armed tracks
MTS:C[?eviCﬁ Frompt to zave/delete/rename new files: oh stop [ on punch-out/play
Buffering Start new files every | 1024 | megabytes [approsimate)
:::;':i:';k [when recording multiple racks, offset file switches for better performance

Presvent recording from ztarting when no tracks armed

Loop Recordi ' .
Bop REsaring Filename farmat for recarded files:

Rendering
Appearance $tracknumber-$track-frear2$monthday_Shourfminute Wildzards
Media Example: | 01-Twinkle Twinkle-170203_0858
Peaks/w aveforms
Fades/Crossfades Check free disk space on record start, warn if less thar: | 1024 | megabytes
_T'a':k Eont.n:ul Panels [15how free disk space in menu bar  [] Show primary recording path in menu bar
E diting B ehawvior
Erwelope Display Record audio during pre-nall
Automation .
Mouse — Use audin driver reperted latency Output manual offzet;  0.00 mz+ 0O zamplez
< > Input manual offzet;  0.00 mz+ 0O zamples

e To scroll track view while recording.

e 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.

e When to build the peaks for recorded media files.
e 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.

e Whether to prompt to save/delete/rename files on punch out. If you disable this H
option, files recorded by this method are automatically saved. $track

e Whether to start recording to a new file after a specified number of megabytes. This $tracknumber
can help to make data secure when recording a long live performance,. $pa“_3”tttra°k

e Prevent recording from starting if no track is armed. You may wish to turn this off if izr;a]f i
you are using layered recording for a track (or tracks) where recording is not required fyear?
to start until some way into the song. $month

e  Which items to include in the file names for recorded media — these include the track | $monthname
name, the track number, the project name, track name, year, month, day, hour, : fday
minute and second (or none of these). These and other options are shown here 1 $hour
(right)_ $hour12

e To check for free disk space before recording, and to display the amount of free disk $ampm
space and/or recording path on the menu bar. i;";:;t:d

e  Whether to record audio during pre-roll. $user

e Whether to use audio driver reported latency: this automatically adjusts media $romputer

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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3.37 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 gain level for the

track’s volume fader. Defaults for tracks/sendz/track hardware outputs
e  Whether output should be Tracks
routed to the Main send. Track volume fader default gain: |+0.0 | 4B
e The default new track height. Default visible envelopes:
e Whether new tracks are [volume [JPan  []Walume (preFx) []Pan (el []Mute
automatically armed for Default envelope paint shape: | Slow start/end L
recording. :
9 X A Default automation mode: Trirn/Fead v Arm new envelopes
e A Record Config option to set :
defaults for the Record Arm Default track height in new projects: | Medium b
context menu. OptiOI’lS incIude, Show in Mixer Main [parent] send [ Free item positioning
to turn on by default_ Input [Recodam  Record config: [Input 1
Monitoring and specify default

record input settings.
¢  Which Record Mode should be the default for new tracks.

Notice also that under Options, Preferences, Appearance, Track Control Panels 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. Meter update frequency [Hz): | 30 Meter decay [dB Azec] | 120
Enabling Show db scales on

WU meter/fader zethngs

Meter minirmum value [dB): g2 M ax walue [dB]. £
record armed track meters and
Sticky c“p Indicators helps you Showe track, input when record armed Make obvious that track input iz clickable
to monitor peak levels. MIDI users Show dB scales an track meters Show dB scales on recard-armed track meters
may wish to Show MIDI velocity Show MID| velocity an track WL Show MIDI output activity on track W1
on track VU and/or Show MIDI Sticky clip indicators [ Reset meter peak indicators on playfsesk.

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.

3.38 Projects with Mixed Formats

REAPER allows you to use different audio formats for different tracks in the same file. The default format for
each new track that you create will be determined by your Project Settings. To change these for any track,
simply right click over the track’s VU meter, —

then from the menu choose Track [ 5et recording audio format: | sy

Recording Settings. [E— A

You can choose any of the formats WAV, \widd bt depth | 24 bit PCM S'EE.

AIFF, DDP, FLAC, MP3, OGG Vorbis, FLAC

N wdrite BWF ['best] chunk ;
Video (GIF) or WavPack lossless 4 = 3 (eneodar by LAME project]
Do nat include markers or red - orbiz ]
compressor. Viden [GIF)
whavPack lossless compressor

Depending on the format you choose, you
will be presented with a range of options

. Blosrielie cvdlo et [
appropriate to that format. aeord 1o audio pathc | Primary only h
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3.39 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? [ vocsls _[Ang__-99)
Use the Sound Card’s direct input monitoring if w Monitor In

available in preference to REAPER’s. o Monitar Input (Tape
Record Input selected? o Monitor brack media

Correct input channel selected?

Test Recording Levels

Start low and work up. Vo 01.o0g o Y r—
Record a small sample _
to test levels: the

examples here show too

low, too high and about right.
It is better to be too low than 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.

3.40 Recording MIDI From Keyboard Check-List

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?

L 2K Z2BR 2R 2R 2R BN 4

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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3.41 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.

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

w

settings may not be the best for (© REAPER Preferences
your pa rticular System. General || Budio device settings
5. Arm your track for recording: be o Audio syster | DirectSound v
sure to select the correct input. Project
: Track/Send Defaults Irput Device: | Primary Sound Capture Diriver v
6. Press Ctrl R to start recording. In Mo It Dfarits _ : :
your web browser, p|ay the item audio Output Device: | Primary Sound Driver »
that you wish to record. When EqTS:CSevices Sample Format: 166 O 246k O 32bi
finished, stop recording and save Buffering Input channels: | 2
your WOI‘k. Plavback Output channels: |2
Recording Samplerate: | 44100 H:
Note: Don't forget when you have . Rendering i B o |
“ . urrers: Famples
finished, to restore both your Sound e * P

[latency: 185 mz]

Card Recording Control options and Peaks/wavefoms
REAPER'’s Audio Device Preferences to
their previous settings.

3.42 Converting Audio Media Item Format

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 land you €)' Save as format configuration
have a friend who
has offered to lay

down a track such
as a flute. You'd Savein | |23 Freedoms Prize Farmat settings

like to get your (®VER guali: [1.00 | (0.0 = lowest, 1.0 = highest]:
source files to her, (C)CBR: 128 | kbps

so that she can do (OABR: 128 |kbps,min 32 | kbps, max 256 | kbps
this for you,
layering it down
against whatever
headphone mix

best suits her. File name: Freedoms Prize RPP
However, your
Y Save as type: | REAPER Project Files (. RPF) e

recorded material
so far comes to Create subdirectory for project

over 3 GB and she Copy all media into project directon, using: Convert media [ Trim media, tail size: | 500 ms
doesn't have a [ Move all media inta project directan

particula