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Welcome!

This is the Operation Manual for Propellerhead’s Reason music production software. The information in this manual
is also available as html files in the built-in Reason Help system.

If you haven't already, don't forget to check out the Video Tutorials web site, which can be accessed from the Reason
Help menu.

Also, be sure to regularly check out the Propellerhead web site at www.propellerheads.se for the latest news!

About this chapter

The Introduction chapter describes some of the general conventions used throughout the Reason reference manual.
It also contains instructions on how to utilize the Reason protection system.

About this manual

In this Operation Manual, all aspects of the Reason program are described in detail. The first chapters deal with gen-
eral methods and techniques, e.g. how to connect audio sources, mix and record. Then follow descriptions of all rack
devices in Reason.

About the Reason operating system versions

Propellerhead Reason comes in two platform versions: one for Windows (XP SP3, Vista or Windows 7) and one for
Mac OS X 10.6.8 or later (10.6.3 or later together with Propellerhead Balance). The screenshots in this manual were
taken from both platform versions of Reason. Since the program layout is more or less identical in the two versions,
there shouldn't be any problem following the instructions, regardless of which platform you use.

Conventions in the manual

This manual describes both the Windows and Mac OS X versions of Reason; wherever the versions differ this is
clearly stated in the text.

Text conventions

The text conventions are pretty straightforward. The examples below describe when certain text styles are used:

+ This style instructs the user to perform the task(s) described in the sentence.
! This text style means IMPORTANT INFORMATION. Read carefully to avoid problems!

~ This text style is used for tips and additional info.

Key command conventions
In the manual, computer keyboard commands are indicated with brackets. For example:

+ Hold down [Shift] and press [C].

However, some modifier keys are different on Windows and Mac computers. Whenever this is the case, the manual
separates the commands with “(Win)” and “(Mac)” indications as in the following example:

» Hold down [CtrI](Win) or [Cmd](Mac) and press [S] to save your song.
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References to context menus

Whenever the manual instructs you to select an item from the “context menu”, it means that you should right-click (or
[Ctrl]-click if you're using a Mac with single-button mouse) on the specific area, section or device, and then select the
item from the pop-up menu that appears - the context menu. The item list in context menus varies depending on
where in the application you click. See “Context menus” for an overview of the context menus in Reason.

Frames and circles (call-outs)
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In pictures throughout this manual there might be circles and/or rectangles highlighting certain areas or objects.
These are indicated by filled lines according to the examples in the picture above. Sometimes these highlighting
frames/circles might also be accompanied by descriptive texts. The different colors of the frames and texts are only
to enhance the contrast to the background picture.

Dashed arrows
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A dashed arrow in a picture indicates the directions in which the pointer (or other tool) should be dragged to perform
the desired operation. The example in the picture above shows in which directions (up and down) to drag the pointer
to change the knob's setting.
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Authorization

Reason uses an authorization system designed to be as flexible as possible, while at the same time providing the best
possible copy protection for the product. Here's how it works:

¢ The core of the authorization system is your license number, which is registered to your user account on the
Propellerhead web site.

* You then use this license to authorize your Propellerhead hardware - either the Propellerhead Ignition Key
USB stick or other hardware with the Ignition Key built-in, such as the Propellerhead Balance audio interface.
You can then use your Propellerhead audio interface (or Propellerhead USB stick) to run Reason in Authorized
Mode, anywhere and on any computer.

¢ Ifyou don't have the Ignition Key hardware at hand, you can still run Reason in authorized mode, provided that
you have a working internet connection.
The program will then contact the Propellerhead web site and verify that Reason is registered to your user ac-
count.

¢ Finally, should you be without both your Ignition Key hardware and internet connection, you can run Reason in
Demo mode.
This is also the mode you use if you are trying out the program, but haven't yet purchased it. In this mode, you can
work as usual and even save your work. You cannot, however, open songs (except for demo songs) in demo mode
(for details, see “Running Reason in Demo Mode”).

Registering and authorizing Reason
To be able to run Reason in authorized mode (see “Running Reason with the Ignition Key hardware” and “Running
Reason with Internet Verification”), the program must be registered to your account on the Propellerhead web site.

! If you purchased Reason directly from the Propellerhead web site, the Reason license has already been regis-
tered to your user account.

This means you can run Reason using Internet Verification, right away (see “Running Reason with Internet Verifi-
cation”). However, when you receive your Propellerhead Ignition Key hardware you need to authorize it, so please
read on!
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Here's how you register and authorize your copy of Reason.
! Note that a working internet connection is required to be able to perform the following steps.

1. Launch Reason.
When you start Reason for the first time, this window is displayed:

Welcome to Reason!

. Mo authorization found. If you have any authorized Ignition Key hardware, connect it
now and Reason will launch automatically. Or, choose one of the options below.

Run in demo mode

Use this if you haven't purchased Reason yet. Demo maode allows
you to record and save your songs, but not open any files.

now. Internet connection required.

Register and authorize

AUTHORIZER Use this if you have purchased Reascn but not yet registered. This
opticn takes you to Propellerhead Software’s website, Internet
connection required.

Run with internet verification
Use this if you have registered Reason on your Propellerhead user
account, but don’t have the Ignition Key hardware available right

Quit

2. Click on the Register and Authorize button.
Your default web browser starts up and takes you to the Login page at the Propellerhead web site.

3. Enter your user name and password and log in on your Propellerhead account.
If you don't have an account already, click on the "Create account" link and follow the instructions to register a
new account.

4. The following step depends on the situation:
If you purchased the boxed version of Reason and haven't registered the program, you will be asked to do that:

» Enter the license number and registration code found on the DVD sleeve in the Reason box, then click the Reg-
ister button.
A new web page appears where you are asked if you want to write your license to your Ignition Key hardware or
do it later. If you click the Later button, you will be able to run Reason using Internet Verification, see, see “Running
Reason with Internet Verification”.

If you have have already registered Reason and now want to download your license to your Ignition Key:

» Click the Write License button.
This will take you to the “Manage Licenses” page where you can choose to download your Reason license to your
Ignition Key.

5. Follow the instructions on the web page to download your licence to your Ignition Key.

6. When you're done, Reason will restart automatically, and you will now be able to run the program in Autho-
rized Mode.
You can now quit the web browser if you like.
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Running Reason with the Ignition Key hardware

If you launch Reason with an authorized Ignition Key hardware connected, the program will simply start without fur-
ther ado.

~ From now on, always connect your Ignition Key hardware before starting your computer and launching Rea-
son. This way Reason will start up immediately, without the Application Authorization procedure.

When you have an authorized Ignition Key hardware connected to your computer, it's no longer necessary to have an
Internet connection when running Reason.

Running Reason with Internet Verification

If you launch Reason without an authorized Ignition Key hardware connected, the following window appears:

Welcome to Reason!

. Mo authaorization found. If you have any authorized Ignition Key hardware, connect it
now and Reason will launch automatically. Or, choose one of the options below.

Run in demo mode

Use this if you haven't purchased Reason yet. Demo mode allows
you to record and save your sengs, but not open any files,

Run with internet verification

Use this if you have registered Reason on your Propellerhead user
account, but don't have the Ignition Key hardware available right
now, Internet connection required.

AUTHORIZER Use this if you have purchased Reason but not yet registered. This
option takes you to Propellerhead Software's website. Internet

connection required.

. Register and authorize

1. Click on the "Run with Internet Verification" button.

! Note that this requires a working Internet connection (and that your Reason license has been registered to
your user account as described in “Registering and authorizing Reason”).

2. Enter the username and password for your Propellerhead account in the dialog that appears.
Reason launches in Authorized Mode.

* Should you at any point connect your authorized Ignition Key hardware, Internet connection will no longer be
required.

¢ Itis not possible to run two instances of Reason (on different computers) authorized to the same user account.
Reason will then enter Demo Mode (see “Running Reason in Demo Mode”).
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Running Reason in Demo Mode

If you don't have a Reason license, or if you're without both your Ignition Key hardware and a working Internet con-
nection, you can run Reason in Demo Mode:

1. Launch Reason.
The following window appears:

Welcome to Reason!

. Mo authorization found. If you have any authorized Ignition Key hardware, connect it
now and Reason will launch automatically. Or, choose one of the options below.

Run in demo mode

Use this if you haven't purchased Reason yet. Demo mode allows
you to record and save your songs, but not open any files.

Run with internet verification

Use this if you have registered Reason on your Propellerhead user
account, but don't have the Ignition Key hardware available right

L now. Internet connection required.

Register and authorize

AUTHORIZER Use this if you have purchased Reason but not yet registered. This
opticn takes you to Propellerhead Software's website, Internet

connection required.

2. Click on the "Run in Demo mode" button.
Reason launches in Demo Mode.

The Demo Mode alert lights up to the left on the Transport Panel:

T e
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Running Reason in Demo Mode allows you to perform all operations as in Authorized Mode, with three exceptions:

IN O

¢ You cannot export audio or bounce mixer channels to disk.
* You will not have access to any Rack Extension devices.

* You cannot open songs.
The only songs that can be opened in Demo Mode are the dedicated demo songs (file extension ".rsndemo",
“reedemo” and “recdemo”). See “Opening a Reason Demo Song’.

If you disconnect your Ignition Key hardware or lose the Internet connection while running Reason with Internet Ver-
ification, the program will automatically enter Demo Mode. You can continue working, and save your songs as usual.
When you reconnect your Ignition Key hardware or reconnect to the Internet, Reason will automatically revert to au-
thorized mode and the Demo Mode alert will go out on the Transport Panel.
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Reassigning the Function Keys in Mac OS X

When you work with Reason, you will do a lot of navigating between the three main areas - the main mixer, the rack
and the sequencer. The quickest way to switch between these areas is to use the function keys F5, F6 and F7 (see
‘Navigating between the areas” for details). Also, the F3, F4 and F8 keys are shortcuts for showing and hiding the
Recording Meter window, On-screen Piano Keys window and the Tool Window, respectively.

However, on many Macintosh models (especially MacBooks), the function keys double as hardware control buttons.
For example, they might control the volume of the built-in speaker, the display brightness or keyboard backlight. To
make these keys actually work as function keys for software such as Reason, you need to hold the "Fn" key while
pressing them.

This can work perfectly OK, but to get the best workflow in Reason we recommend that you change this behavior, so
that pressing e.g. the Fb key actually sends "F5" to Reason (and you hold down the Fn key to get the hardware con-
trol functions instead). Here is how you change this:

1. Open the System Preferences in Mac OS X and select the "Keyboard & Mouse" item.

The "Keyboard & Mouse" preferences are shown.

2. Select the "Keyboard" tab and make sure the checkbox "Use all F1, F2, etc. keys as standard function keys" is

ticked.
Now you can use F3-F8 for controlling functions in Reason. To use hardware control features such as volume and
display brightness, you need to hold down the "Fn" key before pressing the function keys.

e0r Keyboard & Mouse
| «| > || Showall | Q
( Keyboard Mouse  Bluetooth Keyboard Shortcuts |
Key Repeat Rate Delay Until Repeat
Slow il . Falst le'f Long oA T Short

se all F1, F2, etc. keys as standard function keys

When this option is selected, press the Fn key to use the
special features printed on each key.

Some function keys might also be pre-assigned to Mac OS X keyboard shortcuts, which will have priority over soft-
ware such as Reason. This is easily changed:

3. Click the “Keyboard Shortcuts” tab in the “Keyboard & Mouse” window.

The Keyboards & Mouse Preferences window shows a list of keyboard shortcuts assigned to system functions.
For example, [Cmd]+[F5] is assigned to turn VoiceOver on or off. In Reason, this is the keyboard shortcut for de-
taching the main mixer into a separate window.
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4. Scroll down to the "Turn VoiceOver on or off" item and either remove the tick from the checkbox or assign it to
another keyboard shortcut.

YO ™ Keyboard & Mouse

<] » | [ showall Q

Keyboard Mouse  Bluetooth = Keyboard Shortcuts |

To change a shortcut, double-click the shortcut and hold down the new keys.

On | Description Shortcut

o] Turn zoom on or oftf EE

B8 » Zoor

4 » Contrast

o4 Reverse black and white AN 38

ll ¥ Keyboard Navigation

v Turn full keyboard access on or off ~F1

4 Move focus to the menu bar ~F2

4 Move focus to the Dock “F3

4 Move focus to the active window or next window ~“F4

4 Move focus to the window toolbar *~F5 1
™ Move focus to the floating window ~“F6 s

T R Y
Restore Defaults )

5. Scroll down further to the "Spaces" item (keyboard shortcut F8) and either remove the tick from the checkbox
or assign it to another keyboard shortcut.

In Reason [F8] is assigned to show/hide the Tool Window.

6. Now, you’re finished with the settings and can close the “Keyboard & Mouse” window.
From now on, the function keys and keyboard shortcuts will perform their intended functions in Reason.
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About this chapter

This chapter gives a basic overview of the Reason application and describes general methods and techniques em-
ployed throughout the Propellerhead Reason software. It also explains the terminology used throughout the program,
manuals and help files.

Areas, windows and basic navigation

Song window overview

Fie_ T Cresse Cpsors Wrdow el

-§— Main Mixer

5 =

-— Rack

—Sequencer

A Reason Song window with its Main Mixer, Rack and Sequencer areas

The Reason graphical user interface is divided into three main areas:

* The Main Mixer
The Main Mixer is located at the top in the Reason Song window. Here are the channel strips for the audio and in-
strument tracks in your song.

* The Rack
The Rack is where all sound and effects devices you use in your song are located. The Rack resembles a tradi-
tional hardware rack, where sound modules and effects units can be mounted.

* The Sequencer
The Sequencer is where you record your audio and instrument tracks. Here you can also record automation of de-
vice parameters in the Rack and of channel strip parameters in the Main Mixer. The Sequencer also incorporates
the Transport Panel, where all sequencer transport controls are located.

The areas can be viewed together, as in the picture above, in pairs or separately - see “Navigating between the ar-
eas”. The areas can also be resized - see “Resizing".
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The Main Mixer
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The Main Mixer with the Fader sections currently scrolled into view

In the Main Mixer, all channel strips of the Reason song are visible. You can scroll vertically in the Main Mixer by click-
ing and dragging inside the frame in the Channel Strip Navigator to the right. This way you will be able to access all

channel strip parameters. If you have a lot of channels present you can also scroll horizontally by clicking and drag-

ging the frame in the Mixer Navigator at the top.

By pressing function key [F5], or by clicking the Maximize Main Mixer Area button at the top right of the Channel
Strip Navigator, you can maximize the Main Mixer to cover the entire Reason Song window.

The Maximize and Detach buttons for the Main Mixer

Below the Maximize Main Mixer Area button is the Detach Main Mixer button. Clicking on this, or holding [Ctrl](Win)
or [Cmd](Mac) and pressing [F5], will detach the Main Mixer and place it in a separate window. This is especially use-
ful if you are using multiple screens with your computer.

For more details about the Main Mixer, please refer to “The Main Mixer" chapter.

g@ COMMON OPERATIONS AND CONCEPTS
Reason

35



36

The Rack
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Navigator

The Rack with two rack columns next to each other, and the Rack Navigator to the right

In the Rack, all instruments, effects and mixer channel devices of the Reason song are visible. You can scroll verti-
cally and horizontally in the Rack by clicking and dragging the frame in the Rack Navigator. You could also click any-
where outside the frame in the Rack Navigator to immediately jump to the desired position. Alternatively, place the
pointer on either of the wooden “side panels” in the rack, and click and drag in any direction. This way you will be able
to access all devices in the rack.

By pressing function key [F6], or by clicking the Maximize Rack Area button at the top right of the Rack Navigator,
you can maximize the Rack to cover the entire Reason Song window.

[FE]
@ -— Maximize Rack button

i

The Maximize and Detach butfons for the Rack

Below the Maximize Rack Area button is the Detach Rack button. Clicking on this, or holding [Ctrl](Win) or
[Cmd](Mac) and pressing [F6], will detach the Rack Area and place in a separate window. This is especially useful if
your are using multiple screens connected to your computer.

When you detach the Rack, the Transport Panel at the bottom of the Sequencer will be duplicated below the Rack in
the new window. This way, you will be able to control the Sequencer transport functions without needing to change
window.

For more details on how to work with the Rack, refer to “Working with the Rack”.
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The Sequencer
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The Sequencer with a number of recorded audio tracks
To the left in the Sequencer, all tracks in the Reason song are listed in the Track List. By clicking on a track in the
Track List you select the track for playback from a connected MIDI master keyboard and/or for recording.

At the top to the left are the Song View, Blocks View and Edit Mode buttons and the Toolbar, with various sequencer
editing tools.

The big center section of the Sequencer is called the Edit/Arrangement Pane. Here is where all recorded sequencer
data is displayed.

You can scroll and zoom in the Sequencer by using the Track Navigator to the right and the Song Navigator at the
bottom of the Sequencer - see “Scrolling” and “Zooming in the Sequencer”.

By pressing function key [F7], or by clicking the Maximize Sequencer Area button at the top to the right of the Track
Navigator, you can maximize the Sequencer to cover the entire Reason Song window.

[F7]
@ -— Maximize Sequencer button

The Maximize button for the Sequencer

For more details about the sequencer, refer to “Sequencer Functions”.
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The Transport Panel
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At the bottom of the Reason Song window is the sequencer Transport Panel. From here you control the sequencer
transport functions, such as Rewind, Fast Forward, Stop, Play and Record. You can also set Tempo and Time Signa-
ture and various other parameters.

The Transport Panel is always available together with the Sequencer. If you have detached the Rack, a duplicate of
the Transport Panel will be also present in the Rack window.

To the left on the Transport Panel are indicators for Audio In and Out levels, DSP Load, Disk Overload, Audio Calcu-
lation, Demo Mode and Automation Override status.

By clicking the small grey triangle button to the far upper right you can hide the Transport Panel if you like.
For more details about the Transport Panel, please refer to “Transport Panel details”.

The ReGroove Mixer
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To the right of the Toolbar in the Sequencer is a big “G” button. Clicking this will bring up the ReGroove Mixer.
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The ReGroove Mixer is used for adding advanced grooves to your instrument tracks in the Sequencer.
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To hide the ReGroove Mixer, just click the “G” button again.
For more details about the ReGroove Mixer, please refer to “The ReGroove Mixer”.
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Navigating between the areas
By using the functions keys [F5], [F6] and [F7] you can quickly and easily navigate between the different areas of the

Reason window.

» Press [F5] to toggle between a maximized Main Mixer area and the previous view.
+ Press [F6] to toggle between a maximized Rack area and the previous view.

» Press [F7] to toggle between a maximized Sequencer area and the previous view.

! If the Main Mixer and/or the Rack are detached in separate windows, you have to press [F5] to view the Main
Mixer window, [F6] to view the Rack window and [F7] to view the Sequencer window. It’s not possible to toggle
between views/windows by repeatedly pressing the same function key.

It's also possible to press any of the [F5], [F6] and [F7] function keys simultaneously in different combinations to
switch between combined area views. For example, pressing [F5] and [F6] simultaneously will bring up a combined
maximized view of the Main Mixer and Rack areas in the Reason window. The Sequencer area will then automatically
become minimized

Pressing all three function keys simultaneously, or holding [Ctrl](Win) or [Cmd](Mac) and pressing [F7], will bring up
all areas together, equally sized.

! Note that using three function keys simultaneously is not supported on all computer keyboards.

! If the Main Mixer and/or the Rack are detached in separate windows, pressing any of the [F5], [F6] and [F7]
keys in combination will automatically attach the corresponding (detached) window(s).

To select an area for editing etc,, simply click anywhere in the desired area. The selected area will then be surrounded
by a thin blue rectangle.

Showing/hiding the Navigators

Deselecting “Show Navigators” on the Options menu will hide all navigators in all areas of the Reason song docu-
ment window(s). These include the Mixer Navigator and Channel Strip Navigator in the Main Mixer, the Rack Naviga-
tor in the rack as well as the Track Navigator and Song Navigator in the sequencer.

Selecting “Show Navigators” on the Options menu will show all navigators in the Reason song document window(s).

Using several Reason Song windows

You can have several Songs open at the same time. Each Song will appear in a separate Song window, complete with
Main Mixer, Rack, Sequencer and Transport Panel. Each Song window can be moved, minimized and resized using
the standard Windows and Mac procedures.
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The Tool Window

The Tool Window is a floating window which features four tabs that contain short-cuts for creating devices, editing in
the sequencer, editing grooves for the ReGroove mixer and sample editing functions. The Tool Window can be ac-

cessed from the Window menu.

+ Open the Tool Window by selecting “Show Tool Window” from the Window menu. Alternatively, press [F8].
The [F8] key can be used for toggling between showing and hiding the Tool Window.

Toal Window =
i1
=% [6 [+ |
Instruments Studio FX
Creative FX Utilities

SubTractor Analog Synthesizer

Malstrém Graintable Synthesizer

= p—

IDE Instrument Device

Radical Piano

The Tool Window

¢ See “Creating devices” for information on how to use the “Device Palette” tab.

¢ See the “Note and Automation Editing” chapter for information on how to use the various functions of the “Se-
quencer Tools” tab.

¢ See “The ReGroove Mixer” chapter for information on how to use the functions of the “Groove Settings” tab.

¢ See the “Sampling” chapter for information on how to use the functions of the “Song Samples” tab.
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The On-screen Piano Keys window

The On-screen Piano Keys floating window features a virtual keyboard which lets you play instrument devices with-
out needing to have a MIDI master keyboard connected to your computer. The On-screen Piano Keys window can be
accessed from the Window menu.

+ Open the On-screen Piano Keys window by selecting “Show On-screen Piano Keys” from the Window menu.
Alternatively, press [F4].
The [F4] key can be used for toggling between showing and hiding the On-screen Piano Keys window.

A0 A On-screen Piano Keys

[ A A Y MY T

{Muuse | Computer Keys }

= Repeat
—

Hold

The On-screen Piano Keys window in ‘Mouse” mode

See “On-screen Piano Keys" for more information.
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General window techniques

Resizing

e (A 2ORPAD L

> —
AT e ||

Adjjustable dividers in the Reason Song window

Between each area in the Reason Song window are dividers that separate the areas from each other. Some of the di-
viders can be adjusted, making it possible to resize the areas. The horizontal dividers between the Main Mixer and
Rack, and between the Rack and Sequencer can be adjusted, as well as the vertical divider to the left of the Rack
Navigator in the Rack. Adjustable dividers have four (Windows) or one (Mac) small “dents” in the center.

When you place the mouse pointer on this type of divider, the pointer will change to a double-arrow symbol. Clicking
and dragging these types of dividers makes it possible to resize the adjacent areas.
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Scrolling

Reason offers a few different options for scrolling in the different areas.

Scrolling with the Navigators

'::'.G

Navigators in the Reason Song window

Whenever there is information “outside” the visible screen area, you may want to scroll to the desired destination. The
Reason Song window features a number of Navigators that can be used for scrolling. Navigators are present by de-
fault in the Main Mixer, in the Rack and in the Sequencer.

The Main Mixer and the Sequencer have both horizontal and vertical Navigators.

The Rack has only one Navigator which can be used for scrolling both vertically and horizontally (when using more
than two rack columns next to each other). The Rack Navigator can also be resized by moving the vertical divider to
the left of the Rack Navigator. Resizing the Rack Navigator will also resize the rack devices inside the Navigator,
making them easier to distinguish.

» To scroll with a Navigator, click anywhere inside the frame in the Navigator and drag the frame to the desired
position.
As the pointer enters the frame, it automatically switches to a hand symbol.

» Alternatively, click anywhere in the Navigator area to immediately jump to the desired position.

* At high zoom values in the Sequencer, you can hold [Shift] and drag the Song Navigator frame to scroll with
greater precision.
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Scrolling with the Hand tool

Scrolling with the Hand tool in the Rack

In the Rack and Sequencer, you can also use the Hand tool for scrolling the view.

1. In the Rack, place the pointer on either of the wooden side panels of a rack column.
The pointer will switch to a hand symbol.

2. Click and drag the rack vertically and/or horizontally to scroll in the rack, as shown in the picture above.
If you are using only a single rack column, it's only possible to scroll vertically.

In the Sequencer you have to manually switch to the Hand Tool by selecting it from the sequencer Toolbar. With the
Hand Tool selected, you can scroll in any direction on the Edit/Arrangement Pane. Refer to “Hand Tool” for more in-
formation.

Zooming in the Sequencer

In the Sequencer it's possible to zoom in and out using the Track Navigator and Song Navigator. You can also use the
Magnifying Glass Tool on the Sequencer Toolbar - see “‘Magnifying Glass Tool".

~ See also “Scrolling and zooming using a wheel mouse”.

Zooming vertically in the Sequencer

+ To zoom in vertically in the Sequencer arrangement, and thus increase the Track height, click on the “+” mag-
nification button below the Track Navigator:
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Increase the Track height by clicking the + magnification button below the Track Navigator
+ To zoom out vertically, click on the “-” magnification button.

¢ When the Sequencer is in Edit Mode, individual vertical zoom controls become available.
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Waveform Zoom Mode

s
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+ Choose between three zoom modes for the audio recording(s) inside all Audio Clips.
Using the Small Waveform Zoom Mode is especially useful if you have recorded with the Clip Safe function (see
“Recording using the Clip Safe function in Propellerhead Balance”) where the dynamic range can be quite wide.

! The zoom modes only affect the visual presentation of the waveform, not the audio levels.

Zooming horizontally in the Sequencer

You can also zoom in and out horizontally in the Sequencer by using the Song Navigator.
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+ To zoom in horizontally, click on the “+” button to the left in the Song Navigator.
» To zoom out horizontally, click on the “-” button to the left in the Song Navigator.

+ To zoom in and out horizontally, click and drag a Song Navigator handle sideways.
The pointer changes to a double arrow symbol and you can now zoom in by resizing the Song Navigator Frame.

+

[Shiftl-click on a Song Navigator handle and drag horizontally to zoom in and out symmetrically.

v

By right-clicking (Win) or [Ctrl]-clicking (Mac) inside the Song Navigator frame you can both scroll (drag side-
ways) and zoom (drag up or down) simultaneously.

Scrolling and zooming using a wheel mouse

If you're using a mouse equipped with a scroll wheel, this can be used for the following scrolling and zooming opera-
tions:

Scrolling in the Main Mixer with a wheel mouse

+ Spin the scroll wheel to scroll vertically in the Main Mixer.

+» Press [Shift] and spin the scroll wheel to scroll horizontally in the Main Mixer.

Scrolling in the Rack with a wheel mouse

» Spin the scroll wheel to scroll vertically in the Rack.

» Press [Shift] and spin the scroll wheel to scroll horizontally in the Rack.
Note that the Rack must have at least two rack columns next to each other for this to work.

Scrolling in the Sequencer with a wheel mouse

» Spin the scroll wheel to scroll vertically on the Edit/Arrangement Pane.
» Press [Shift] and spin the scroll wheel to scroll horizontally on the Edit/Arrangement Pane.

! Note that scrolling horizontally cannot be done when the Song Navigator frame is fully expanded.
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Zooming in the Sequencer with a wheel mouse

» Press [Ctrl](Win) or [Cmd](Mac) and spin the scroll wheel to zoom in and out vertically on the Edit/Arrange-
ment Pane.

+ Press [CtrI]+[Shiftl(Win) or [Cmd]+[Shift](Mac) and spin the scroll wheel to zoom in and out horizontally on
the Edit/Arrangement Pane.

Editing parameters

Since a large part of Reason is laid out like “real” hardware devices, such as the Main Mixer, instrument and effect de-
vices etc, almost all controls are designed like their real world counterparts - mixer faders, effect unit knobs, transport
buttons, etc. How to adjust these controls is described in the following paragraphs.

Knobs

+ To “turn” a knob, point at it, hold down the mouse button and drag up or down (as if the knob was a vertical

slider).
Dragging upwards turns the knob clockwise and vice versa.

EavarblEatarn

as

+ If you press [Shift] and drag, the knob will turn slower, allowing for higher precision.
You can also adjust the knob precision with the “Mouse Knob Range” setting on the General page in Preferences.
This dialog is opened from the Edit menu (or from the Reason menu if you are running Mac OS X).

+ To reset a knob to its default value (usually zero, center pan or similar), press [CtrlI(Win) or [Cmd]l(Mac) and
click on the knob.

Faders and sliders

+» To move a fader or slider, click on the handle and drag in the fader/slider direction.

Ty

S+ H H e

+ You can also click anywhere on the fader/slider to instantly move the handle to that position.
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+ If you press [Shift] and drag, the fader/slider will move more slowly, allowing for higher precision.

+ To reset a fader/slider to its default value (usually zero, 100, center pan or similar), press [CtrlI(Win) or
[Cmd]l(Mac) and click on the fader/slider handle.

Buttons

M

Many functions and modes are controlled by clicking buttons. Many of the buttons in Reason have a “built-in” LED, or
the button itself lights up, indicating whether the button is on or not.

Fold/Unfold buttons

Fold/Unfold buttons are distinguished by a small triangle at the top to the left on a device. Clicking on a Fold/Unfold
button will unfold the device panel so that more controls are visible and can be accessed for editing on the screen.

On some devices, such as the RV7000 Advanced Reverb, there are more than one Fold/Unfold button. Clicking on
the second Fold/Unfold button on the unfolded front panel will open up the Remote Programmer panel from which
more parameters can be accessed:
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Click on the Fold/
Unfold Button to
unfold the front panel,

Click on the second Fold/
Unfold Button on the
unfolded panel to bring up
the Remote Programmer.

Remote Programmar

Aavadl
i E@
Dot

Edit Maoda

The Fold/Unfold buttons on an RV7000 Advanced Reverb device
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Multi Mode selectors

Some parameters allow you to select one of several modes. There are two different graphical representations of this
in Reason.

The multi mode selector type below consists of a button with the different modes listed above it:

+ Click the button to step through the modes or click directly on one of the modes printed on the panel, or click
on the corresponding LED, to select mode.
The currently selected mode is indicated by a lit LED.

The multi mode selector type below is a switch with more than two positions:

runﬁ‘ﬂlm

+ To change mode, click and drag the switch, or click directly at the desired switch position (just as when adjust-
ing a slider).

Numerical controls

In Reason, numerical values are often displayed in numerical displays with “spin controls” (up/down arrow buttons) on
the side. Some parameter values, such as oscillator and LFO waveforms, are displayed graphically in the displays.
There are two ways of changing values in these types of controls:

A
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» By using the up and down buttons on the spin controls.
To adjust a value in single steps, click on its up or down arrow button. To scroll a value continuously, click on an ar-
row button and keep the mouse button depressed.

+ By clicking and holding the mouse button depressed in the actual display and then dragging the mouse up or
down.
This allows you to make coarse adjustments very quickly.
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Alpha-numeric controls

In Reason, alpha-numeric values and/or device presets are displayed in alpha-numeric readouts with “spin controls”
(up/down arrow buttons) on the side. There are two ways to change alpha-numeric/preset values:
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» By using the up and down buttons on the spin controls.
To adjust a value or select a preset in single steps, click on the up or down arrow button. To scroll a value contin-
uously, click on an arrow button and keep the mouse button depressed.

+ By clicking and holding the mouse button depressed in the actual alpha-numeric display and selecting from
the list that appears.

This allows you to make coarse adjustments very quickly or to immediately change to a preset anywhere in the list.

~ This type of control is used to select, e.g., patch and reverb algorithms and some oscillator waveforms.
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Numerical segment displays

In the numerical segment displays on the sequencer Transport Panel and in the sequencer Inspector, values can be
edited in a number of different ways. The editing principle is exactly the same for the Transport Panel and Inspector
displays, which is shown in the two examples below.

Transport Panel segment displays

The segment displays of the Transport Panel can be edited as shown in the following Tempo display examples. The
Tempo display segments show (from left to right) BPM and 1/1000 BPM:

Click the up/down arrow buttons fo change tempo in steps of 1 BPM

(the leftmost segment). LN 105.000 Fh 4r4

-»k

1
Click on the left display segment fo select the “whole BPM" value. 000
Then, either click and drag up or down or click on the up/down arrow

buttons to change tempo in steps of 1 BPM.

TAF

EL
T

Alternatively, type in the new tempo and press [Enter] on the computer
keyboard.

You can also type in a number preceded by [+] or [-] fo add or subtract
the number from the current tempo value. Then, press [Enter] on the
computer keyboard.

- x;
-
<>

Click on the right display segment to select the “1,/1000 BPM” value. | | L —
Then, either click and drag up or down or click on the up/down arrow bl 105 0701 474
buttons to change tempo in steps of 1/1000 BPM.

Alternatively, type in the new tempo and press [Enter] on the computer
keyboard.

il .Y
m

You can also type in a number preceded by [+] or [-] to add or subtract
the number from the current tempo value. Then, press [Enter] on the
computer keyboard.

Double-click on the display, type in the new tempo and press [Enter] on

the computer keyboard, - | m

The other segment displays on the Transport Panel can be edited in the same way as described above.
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Inspector segment displays

The segment displays in the Inspector can be edited as shown in the following Position display examples. The Posi-
tion display segments show (from left to right) Bars, Beats, 1/16th Note and Ticks:

Click the up/down buttons to change the value in
steps of 1 Bar (the leftmost segment). 2 1 1. 0 1%

Click in the display fo select either the Bar, Beat,
1/16th note or Ticks segment Then, click the up/ 21 0 %
down buttons to change the value of the selected

segment in steps of 1 unit. A

Click in the display to select ejther Bar, Beat, !
1/16th note or Ticks. Then, click and drag the 2 1 m 0
cursor up/down to change in steps of 1 unit. o

4 |

Click in the display to select either Bar, Beat,
1/16th note or Ticks. Then, type in a number and 2 1 m 0
press [Enter]. Y

4

Alternatively, select a segment, type in a number
preceded by a [+] to add or a [-] to subtract the
number from the current value. Then, press [Enter].

Double-click in the display. Then, type in the
desired value and press [Enter]. 2130 :

The other segment displays in the sequencer Inspector can be edited in the same way as described above.

Tool Tips

If you hover with the mouse over a control on a device panel and wait a moment, a tool tip appears. The tool tip shows
the name of the parameter associated with that control and its current value. This helps you fine-tune settings, set
several parameters to the same value, etc.

& Channel Al Shuffle: 66%

FRE
. ALIGH

» You can turn off the Tool Tips function by deactivating the option “Show Parameter Value Tool Tip” in the “Ap-
pearance” section on the General page in Preferences.

GROOVE

Appearance

Reduce Cable Clutter Setting:
(%) Show For Selected Devices Only
() Hide Auto-Routed Cables
() Hide All Cables

Cable Animation

how Parameter Value Tool Tip
Show Automation Indication
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Context menus

Context menus are “tailored” to contain only menu items that are relevant to the current circumstances. Using the
various context menus allows you to work more quickly and more efficiently with Reason.

+ To bring up a context menu, right-click (Win) or [Ctrl]-click (Mac) on the desired object, section or area in Rea-
son.

Delete Devices and Tracks
Duplicate Devices and Tracks

Select All in Device Group
Sort Selected Device Groups

Create 3
Go To Connected Devices 4
Auto-route Device
Disconnect Device

Combine

Create Track for Mixer 1

The Mixer 14.2 device panel context menu

~ If you are using a Mac with a two button mouse, you may want to set this up so that clicking the right mouse
button generates a [Ctri]-click. This way, you can right-click to bring up context menus.

The contents of the context menus depend on where you click. These are the primary types of context menus you will
encounter in Reason:

Parameter context menus

If you click on an automatable control (a mixer parameter, a device parameter, a fader, etc.), the context menu will
contain the following items:

[+ Edit Automation

Edit Keyboard Control Mapping. ..
THak Edit Remote Override Mapping. ..

IREN

¢ Functions for editing and clearing the recorded automation data for the control.

* Functions for associating computer keyboard commands and/or MIDI messages to the parameter.
This allows you to remote control parameters from a MIDI device or from the computer keyboard.
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Device context menus

If you click anywhere on a device in the Rack (but not on a parameter or display), the context menu will contain the
following items:

Cut Devices and Tracks
Copy Devices and Tracks

Delete Devices and Tracks
Duplicate Devices and Tracks

Select All in Device Group
Sort Selected Device Groups

Create 3
Go To Connected Devices r
Auto-route Device

Disconnect Device

Combine

Create Track for Mixer 1

The Mixer 14.2 device panel context menu

¢ Cut, Copy, Paste, Delete and Duplicate Device and Track items, allowing you to rearrange and manage the de-
vices in the rack.

¢ Commands for managing Device Groups.
¢ A duplicate of the Create menu, allowing you to create new devices.

¢ A “Go To” submenu, listing all devices connected to the current device.
Selecting a device from the Go To submenu scrolls the rack to bring that device into view.

¢ Auto-routing and Disconnect functions.
This allows you to automatically route (connect) or disconnect a selected device in a logical way.

¢ Combine and Uncombine are used when you want to use the selected device in, or exclude it from, a Combina-
tor setup.

¢ A Browse Instruments item which lets you browse for sounds for a selected Instrument device.
This item is available only for Instrument devices.

¢ Additional device-specific items.
If the device is pattern-based, there will be various pattern functions (Cut/Copy/Paste, Clear, Shift, Randomize,
etc.). These affect the currently selected pattern in the device.

If the device uses patches, there will be functions for managing patches.

Depending on the device there may also be various device-specific functions available. For example, the drum ma-
chine device has functions for manipulating the pattern for the selected drum sound only, etc.

e “Create Track for...” and “Delete Track for...” are used if you want to create a Sequencer Track for the selected
device, or delete the Sequencer Track used for the device without deleting the actual device.

* The “Go To Track for ...” will scroll the corresponding Sequencer Track into view in the Sequencer.
* The “Lock Control Surface to this Device” lets you lock a connected control surface to the selected device.

¢ The “Track Color” item lets you select color for the associated Sequencer Track (and Main Mixer channel strip,
if the selected devise is an Audio Track device).
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Main Mixer channel strip context menu

If you click anywhere on a channel strip in the Main Mixer (but not on a parameter or display), the context menu will
contain the following items:

FADER

CONTROL
0 L4 ROOM
WIDTH LY
LR
e s L4
LEVEL

Cut Channels and Tracks
Copy Channels and Tracks

Delete Channels and Tracks
Duplicate Channels and Tracks

Select All in Device Group
Sort Selected Device Groups

Create 3

[
[eza ]|
Combiit  Copy Channel Settings 3

Browse Insert FX Patches. ..
Reset All Channel Settings

Set Remote Base Channel

Lock M-Audio Ozonic to This Device
Track Color 3
Add Send FX 4

=
[n]
(=]

The Channel Strip context menu.

Cut, Copy, Paste, Delete and Duplicate Channels and Track items, allowing you to rearrange and manage the
channel strips in the Main Mixer.

Commands for managing Device Groups.

A duplicate of the Create menu, allowing you to create new devices.

The “Copy Channel Settings” item lets you copy groups of settings for the selected channel strip.
The groups that can be selected are: “Dynamics”, “Filters and EQ”, “Insert FX", “FX Sends” and “All".

The “Paste Channel Settings” item appears if you have previously copied any channel settings and want to
paste these to the selected channel strip.

The “Browse Insert FX Patches” lets you browse for, and load, Effect Combi patches to the Insert FX section.

The “Reset Channel Settings” resets all channel strip parameters to their default values.
It also automatically removes any used Insert FX devices from the channel strip.

The “Set Remote Base Channel” item lets you set the remote base channel to the selected channel strip.
This is useful when you remote control channel strips from a control surface via MIDI.

The “Lock Control Surface to this Device” lets you lock a connected control surface to the selected channel
strip.

The “Track Color” item lets you select color for the associated Sequencer Track (and Main Mixer channel strip,
if the selected devise is an Audio Track device).

The “Create Send FX” lets you browse for an effects device, or Effect Combi patch, to connect and use as a
send effect.
The send effect will be automatically connected to the first available Send FX connectors of the Master Section

device in the Rack.
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Rack “background” context menu

If you click in an empty area of the rack, the context menu will contain the following items:

Create Audio Track
Create Instrument...
Create Effect...

¢ A Paste Devices and Tracks item, allowing you to paste any copied or cut devices and tracks.

¢ A duplicate of the Create menu, allowing you to create new devices.

Main Mixer “background” context menu

If you click in an empty area of the Main Mixer, the context menu will contain the following items:

Create 3

Add Send FX 3

¢ A duplicate of the Create menu, allowing you to create new devices.

* The “Create Send FX” lets you browse for an effects device, or Effect Combi patch, to connect and use as a
send effect.

The send effect will be automatically connected to the first available Send FX connectors of the Master Section
device in the Rack.

Sequencer context menus

If you click in the Sequencer, the context menus will contain items related to editing tracks, clips and events. The
available items will differ depending on in which section or lane you click (Track List, note lane, etc.), and depending
on whether you click on a note or automation event or not.

For example, the sequencer context menus contain functions for inserting or removing bars, deleting tracks, chang-
ing or deleting note and automation events.
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Undo and Redo

Virtually all actions in Reason can be undone. This includes creation, deletion and reordering of devices in the rack,
parameter value adjustments, recording and editing in the sequencer etc. You can undo up to 30 actions.

+ To undo the latest action, select “Undo” from the Edit menu, or hold down [Ctrl](Win) or [Cmd]l(Mac) and press
[Z1.

@ Create Options Window Help
Undo Delete Devices and Tracks Cirl+Z

Select All Devices

The action to be undone is indicated next to the Undo command on the Edit menu. For example, if your latest ac-
tion was to delete some device(s) from the rack, the Edit menu will display “Undo Delete Devices and Tracks”.

» To redo the last undone action (“undo the undo operation”), select “Redo” from the Edit menu, or hold down
[Ctrl1(Win) or [Cmd](Mac) and press [Y].
Similarly, the action to be redone is shown on the Edit menu.

About multiple Undos and Redos

The concept of multiple undos may require an explanation: You can undo up to 30 actions, or in other words, Reason
has an Undo History with up to thirty steps.

Let's say you have performed the following actions:

1. Created a Mixer device.

2. Created a synth device.

3. Adjusted the Attack parameter of the synth device.

4. Changed the panning for the synth device in the Mixer.

5. Adjusted the playback tempo on the Transport Panel.

After these five actions, the Undo History will look as follows:

5. Adjust tempo

4. Change pan

3. Adjust Attack

2. Create Synth Device

1. Create Mixer Device

If you now select Undo, your latest action (the tempo change) will be undone, and moved to a “Redo list”:

UNDO REDO

4. Change pan

3. Adjust Attack

2. Create Synth Device

1. Create Mixer Device 5. Adjust tempo
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Selecting Undo again undoes the next action in the list (the panning adjustment):

3. Adjust Attack
2. Create Synth Device 4. Change pan
1. Create Mixer Device 5. Adjust tempo

If you now select Redo, the most recently undone action will be redone. In this case, your panning adjustment will be
performed again (and added to the Undo History again):

UNDO REDO

4. Change pan

3. Adjust Attack

2. Create Synth Device

1. Create Mixer Device 5. Adjust tempo

At this point, you still have the option to Redo the tempo change. But if you instead perform another action (e.g.
change the level of the synth device in the mixer), this would become the action at the top of the Undo History - and
the Redo list would be cleared.

UNDO REDO

5. Change level

4. Change pan

3. Adjust Attack

2. Create Synth Device

1. Create Mixer Device (Empty)

You can no longer redo the “undone” tempo change!

‘.‘ COMMON OPERATIONS AND CONCEPTS 57

Reason




58 COMMON OPERATIONS AND CONCEPTS g@

Reason



Chapter 3
On-screen Piano Keys



About this chapter

This chapter describes the functions of the On-screen Piano Keys window.

The On-screen Piano Keys window enables you to play instrument devices using either your mouse or computer key-
board. This provides a simple and convenient way to input notes or chords when using the program without an at-
tached MIDI master keyboard.

BL.A.B, On-screen Plano Keys

{Mouse | Computer Keys

! Repeat

# Hold

Using the On-screen Piano Keys

Opening the Piano Keys window

+ To open the window, select “Show On-screen Piano Keys” from the Windows menu, or press [F41.
Like the Tool window, the On-Screen Piano Key window “floats” on top of other windows, remaining visible most
of the time.

* You can choose between two basic operational modes to enter notes; “Mouse” or “Computer Keys”.
Mouse Mode is for entering notes with the mouse, and Computer Keys Mode for using the computer keyboard to
enter notes. The two modes are described separately below.

The respective buttons in the middle of the window are used to switch modes.

L LR R L LR RLLAL

{ Muus& | Computer Keys |

AINTANTHNNTN

Mode buttons.

* Regardless of mode, the On-screen Piano Keys window always follows Master Keyboard input.
This means that the Piano Keys will trigger the device associated with the track that has Master Keyboard Input.
The Piano Keys input is merged with any attached keyboard/control surface input so you can use both simultane-
ously.

¢ The available note range is 10 octaves (C -2 to E 8).

¢ When the On-screen Piano Keys window is in Mouse mode, you can resize it by clicking and dragging the win-
dow frame according to standard procedures.
This is especially useful in “Mouse” mode, since you can adapt the window to show the desired note range.
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The Keyboard Navigator

This is present in both modes and shows the total key range. The green area indicates the key range available in the
On-screen Piano Keys window.

A0868 On-screen Piano Keys

wmwmwmmlmmmmmm <e— Keyboard Navigator

[Mnuse | Computer Keys |

= Repeat

" Hold

Keys that produce sound are indicated by a gray strip above the keyboard in the Keyboard Navigator. This is useful
when playing a patch where only certain keys or key ranges produce sound, e.g. a REX file or a sampler patch.

18 On-screen Piano Keys

Available notes for the

HWWWWWWWWWWWWW| currently selected instrument

Setting Octave range

There are several ways to set the Octave range:

+ Click the arrow buttons on either side of the Keyboard Navigator.
Each click will shift one octave up or down.

AfA On-screen Piano Keys

+ Click and drag the green key range area in the Keyboard Navigator.

The current octave number is always shown for the leftmost key - by default the [A] key on the computer keyboard.

Mouse mode

AfA On-screen Piano Keys

[T O A T P

{Mm:rse | Computer Keys }

= Repeat

1

— Hold

When Mouse Mode is selected, the Piano Keys window will show a standard piano keyboard.

+ To enter notes, simply click on the keyboard with your mouse.
As described above, the record enabled track governs what instrument device is played.
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» The keys are velocity sensitive. The higher up on the key you click, the lower the velocity and vice versa.
The velocity range is between 40 and 127.

Velocity=40 —>

L Velocity=127 A

Low and high note velocities.

+ The keyboard octave range can be set using the arrow buttons at each side of the navigator keyboard.
Each C key is labeled with the octave number. You can also simply drag the green key range area to where you
want. It will snap to octave ranges.

» In Mouse Mode, the keyboard can be resized both vertically and horizontally.
Resizing horizontally extends or diminishes the key range. By resizing the window vertically you change the key
size for the keyboard, as well as the key range.

Adding sustain

If you press [Shift] when entering notes, the notes will sustain, just like when using a sustain pedal.

Repeat and Hold functions

+ The Repeat function will continuously repeat the last clicked note as quarter notes with a quarter note pause
in between (at the current tempo).
This feature can be useful when tweaking synth parameters or browsing for patches. It is activated/deactivated by
checking/unchecking the box.

+ The Hold function will keep any keys you click on pressed down for as long as Hold is active.
Hold is activated/deactivated by checking/unchecking the box.

Computer Keys mode

FLFPLA On-screen Piano Keys
—

! Mouse | Computer Keys }

=L IIBBIIBBBIEI@IEI e Veloclw

Velocity Variation:

sustain: [ I—Cl Octave 49“!- None ]

When Computer Keys Mode is selected, the On-screen Piano Keys window shows a graphic (partial) representation
of a computer keyboard. The window cannot be resized in this mode.
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+ In Computer Keys Mode you can play notes and chords using your computer keyboard.
The Computer Keys keyboard range is fixed to 18 notes (from C to F), although the octave range will give you ac-
cess to any notes within the ten octaves shown in the navigator. You can also click on the keys with your mouse
to trigger notes. The numerical keys in the top row are not used to enter notes but to set velocity, see “Velocity”.

+ The default layout of the Computer Keys logically reflects the layout of a piano keyboard’s black and white
keys.
The first (leftmost) key represents C and so on up to F an octave above. By default, the [A]-key will play the first C,
the [W]-key a C# and so on, according to piano keyboard standards. If you wish, you can customize the note to key
assignment in the Preferences - Keyboard page (see ‘Preferences - Keyboard”).

Octave range

+ Press [Z] or [X] on your computer keyboard to shift one octave down or up, respectively.
There are also “Z" and “X" Octave buttons in the On-screen Piano Keys window that function in the same way.

See “Setting Octave range” for more ways of changing the Octave range.

Repeat and Hold functions

See “Repeat and Hold functions”.

Adding sustain

+ Press [Shift] when entering notes to make the notes sustain, just like when using a sustain pedal.
There is also a Sustain button in the On-screen Piano Keys window that has the same functionality.

Velocity

|II HEE NN |ENER| BN IlllTTlTTTlTTllll [ IRRLIRR L RR LI AR AR LR RN LD RN RN LD O) 1 )

| Mouse | Computer Keys }

0000000000 —— Vel

Velocity Variation:
I—Cl DOctave 1ﬂnh " Mone I:]

In Computer Keys Mode, note velocity for notes you enter is set using the numerical keys in the top row. The currently
set value is also shown in the Velocity value field. The numerical keys correspond to the following velocity values:

Numerical key Velocity value

1

14

28

49

56

70

84

98 (default)
112

127

O © o 3N O o »~ W N —
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Velocity Variation

ﬂn“ — Velocity:

D )
Velocity Variation:
b

-

Light

This feature will randomly vary the velocity values for the notes you enter. There are four modes; None (default),
Light, Medium and Heavy. The degree of velocity variation is as follows.

Item Variation
None (default) 0

Light +/- 5%
Medium +/- 10%
Heavy +/- 25%
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About this chapter

This chapter contains some useful information about how audio is handled by Reason and how the audio is routed.
Some of it may seem a bit technical, but we recommend that you read it to get the most out of Reason.

How Reason communicates with your audio hardware

Reason receives, generates and plays back digital audio - a stream of numerical values in the form of ones and ze-
roes. For you to be able to record and play back anything, the audio must be converted from analog to digital when

recording, and from digital to analog when playing back through some kind of listening equipment (a set of speakers,
headphones, etc.).

This conversion is most often handled by the audio card installed in your computer, or by an external audio interface
connected via USB or FireWire. To achieve the best possible performance, Reason requires that the audio card uses
an ASIO driver on Windows systems. On Mac OS X systems, Reason supports Core Audio drivers.

To receive and deliver digital audio to the computer’s audio hardware, Reason uses the driver you have selected in
the Preferences dialog. In the Rack on screen, this connection is represented by the Hardware Interface (also known
as the Hardware Device):

HARDWARE SI0 M-Audio FUl ASTO O wruT Focs [ PLAY FOCUS
= INTERFACE - ACTIVE AUDIO DRIVER | e I ki J CIAMETER J ARvanCE D J B REWIRE B MIDH 5YMG IN

The Hardware Interface is always located at the top of the rack

! If you are using Reason as a ReWire slave, Reason will instead feed the digital audio to the ReWire master ap-
plication (typically another audio sequencer program), which in turn handles the communication with the au-
dio hardware. See “ReWire” for more details.

The Hardware Interface contains 64 input and 64 output “sockets”, each with an indicator and a level meter. There
are also two Sampling Inputs that can be used for sampling audio to sampler devices. 16 input and 16 output sockets
are shown on the main panel, and an additional 48+48 sockets are shown if the “More Audio” button is activated on
the main panel. Each one of these indicators represents a connection to an input or output on your hardware audio
interface (or a ReWire channel to another application if you are using ReWire).

However, the number of available inputs and outputs depends on the number of inputs and outputs on your hardware
audio interface. For example, if you are using a standard sound card with stereo inputs and outputs, only the first two
inputs and outputs will be available. In the Hardware Interface, the indicators are lit green for all currently active and
connected inputs and outputs. Activation of inputs and outputs on your hardware audio interface is done on the Au-
dio page in the Preferences dialog (see “Active Input and Output Channels”).

Inputs and outputs that are currently connected have green indicators. Available but un-connected inputs and out-
puts have yellow indicators and any connections made to unavailable inputs and outputs have red indicators.

[T
[T
]
LTI
1 0
]

In this case, Inputs 1 and 2 are available, but not connected, Outputs 1 and 2 are available and
connectead, whereas Oulput 3 is unavailable, but connected on the back of the Hardware Interface.

! You never have to connect any cables to the Audio In jacks of the Hardware Interface to be able to record au-
dio on sequencer tracks. This routing is made internally “in the background”, which means you just have to se-
lect audio interface inputs from the Audio Input drop-down list - see “Selecting audio input(s) and defining
mono or stereo”.

g
AUDIO BASICS g@

Reason



Manual audio routing

In most cases, you will want to have the Main Mixer Master Section device connected to outputs 1 and 2 of the Hard-
ware Interface. This connection is made automatically as soon as you create a new Song document. However, there
might be situations where you want to manually route audio to other outputs of the Hardware Interface. For example
if you want to use the Control Room Outputs of the Main Mixer (see “Control Room output section”).

To send the sound of a device in the Rack to a specific output, you route the device output to the corresponding Out-
put jack on the Hardware Interface. This is done by using the patch cables on the back of the rack, as described in
“Manual routing”. If we flip the rack around, by pressing the [Tab] key, the Hardware Interface looks like this:

On the rear of the Hardware Interface, Inputs 1 and 2 are available but not connectea,
Outputs 1 and 2 are available and connected, whereas Output 3 is connected but unavailable.

! You never have to connect any cables to the Audio In jacks of the Hardware Interface to be able to record au-
dio on sequencer tracks. This routing is made internally “in the background”, which means you just have to se-
lect audio interface inputs from the Audio Input drop-down list in the sequencer Track List - see “Selecting
audio input(s) and defining mono or stereo”.

Audio quality
The audio quality in a computer based recording system depends on two things:

* The quality of the software calculating the audio.
In our case, this is the Reason DSP (Digital Signal Processing) code.

¢ The quality of the hardware audio interface used for recording and playing back the sound.

Software

* Reason uses 32-bit floating point arithmetic for all internal audio operations, with 64-bit summing in the mix
bus in the Main Mixer Master Section.
This ensures the highest possible audio quality throughout the entire signal chain.

¢ Reason supports 16, 20, and 24 bit resolution for input and output audio.

* Reason supports all standard sample rates between 44.1 kHz and 192 kHz.
Reason also supports lower sampling frequencies, but using a sample rate of less than 44.1 kHz is not recom-
mended since it might affect the audio quality negatively.

¢ A number of digital audio techniques that reduce the risk of “aliasing”, background noise, unwanted distortion
and “zipper noise” are implemented in Reason.

Audio hardware

How good a hardware audio interface actually sounds depends on a number of things; its frequency range and fre-
quency response curve, the resolution (bit depth), the signal to noise ratio, the distortion under various circumstances,
etc. Furthermore, some designs are more prone to disturbance from the other electronics in the computer than oth-
ers. Such disturbance might add hum or high pitched noise to the signal.

The only advice we can give is that if you are serious about sound, choose your audio hardware carefully!

N
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Audio settings

Sample rate and resolution are properties of digital audio which determine the quality of the sound. Generally, higher
sample rate and resolution result in better audio quality (but also larger audio files and higher demands on computer
performance and audio hardware). The table below shows some common sample rate/resolution combinations:

Sample rate: Resolution: Comment:

441 kHz 16 bit This is the format used on standard audio CDs.

44.1 kHz - 24 bit These are formats used in professional studios and high-end recording
192 kHz equipment.

To cater for all different situations, Reason supports multiple sample rates and resolutions.

Sample Rate settings for recording and playback

Reason handles all internal audio processing in 32-bit floating point resolution, with 64-bit summing in the mix bus in
the Main Mixer Master Section. However, the resolution of the input and output audio is determined by the hardware
audio interface. That is, if you have a 24-bit audio card, Reason will record and output audio in 24-bit resolution, and
if you have a 20-bit audio card, audio will be recorded and played back in 20-bit resolution.

The recording and playback sample rate can be specified on the Audio tab in the Preferences dialog (accessed from
the Edit menu (Win) or Reason menu (Mac)):

Sample Rate: 44100 ’

Buffer Size:

_J 128 samples 3
Input Latency: Gms
Output Latency: Bms

+ Select the desired sample rate from the drop-down menu.
Note that the available options on this pop-up menu depend on which sample rates are supported by the audio
hardware.

! Reason supports multiple sample rates in the same song!

Reason allows import (or recording) of audio of any sample rate. If the original sample rate of a recording is differ-
ent than the rate currently set for the audio card, Reason will automatically do a sample rate conversion.

First, a real-time sample rate conversion algorithm is used (allowing the audio to be played back immediately).
Meanwhile, in the background, the program calculates a sample rate conversion of the highest quality, which will
be used as soon as it is calculated. The CALC progress indicator on the transport panel lights up whenever the
program is doing high quality calculations in the background:

H S EE

L Y, | Elocks @ i3

The CALC progress indicator on the Transport Fanel appears when Reason performs high quality audio calculation
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Buffer Size settings

The Buffer Size can be adjusted on the Audio tab in the Preferences dialog (accessed from the Edit menu (Win) or
Reason menu (Mac)):

Sample Rate: 44 100 b
Buffer Size:

@ 128 samples 3
Input Latency: & ms
Output Latency: B ms

» Select Buffer Size by clicking and dragging the slider sideways.
The trick here is to find the optimum relationship between audio quality, DSP Load and latency. Experiment with dif-
ferent Sample Rate settings in combination with different Buffer Size settings to get the best result.

A professional audio interface used together with a state-of-the-art computer should normally be able to handle a
combination of a high sampling frequency (96 kHz) and a small Buffer Size (64-128 samples) without problems. A
budget priced audio interface normally requires a lower sampling frequency (44.1 kHz) in combination with a little
higher Buffer Size (2566-512 samples).

See “About latency” for more information about buffer size and latency.

CPU Usage Limit settings

Miscellaneous

CPU Usage Limit:
In the “Miscellaneous” section on the “General” page in Preferences, you can define an upper limit for the CPU us-
age. If the DSP Load should exceed this set limit, the Reason application will stop receiving and outputting sound. If
this happens, you might have to change the audio settings (see “Sample Rate settings for recording and playback”

and “‘Buffer Size settings”) - or remove tracks and/or devices from your song. By default, the “CPU Usage Limit” is set
to 80%. This is where the CPU load usually starts to make the sound crackle and distort.

About MultiCore Audio Rendering

Reason fully supports multicore audio rendering. This means that if your computer has multiple CPU Cores (Duall
Core or Quad Core, for example), or multiple CPUs, Reason takes advantage of this to significantly enhance the per-
formance. A higher system performance allows for more tracks and devices in your songs.

If your computer has a multi-core CPU, or multiple CPUs, MultiCore Audio Rendering is active by default, as indicated
on the “General” tab in Preferences:
Miscellansous

CPU Usage Limit: 80% w

Load Default Sound in Mew Devices
(This also sets the default browsing location )

se MuttiCore Audio Rendering
Self-contain Samples When Loading From Disk

N
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Master Tune setting

By default, Reason plays back a “middle A" at 440 Hz, which is the standard tuning in most instruments. However, if
you are playing Reason together with other instruments, you may want to adjust the tuning:

1. Select “Preferences...” from the Edit menu (Win) or Reason menu (Mac).

2, Click the “Audio” tab.

3. Adjust the global tuning with the Master Tune slider or button controls.

Master Tune
@ 440 Hz 0 cent@

+ If you like, you can also adjust the Master Tune during playback.

! The Master Tune setting affects the tuning of all sound sources in Reason, including the Tuner function on the
Audio Tracks. It also affects the tuning of the Redrum and Dr. Octo Rex loop player.

About audio levels

When recording and playing back in Reason, you should keep an eye on the Audio In and Audio Out Clip indicators
on the Transport Panel, or on the Hardware Interface and the Big Meter. You should also keep an eye on the clip in-
dicators on the Main Mixer Master Section. If any of the clip indicators light up, the audio level is too high, resulting in
clipping (digital distortion).

CELImCLIE) The Cljp indicators will stay Iit for a short
moment, to make them easier to spot.

The Clip indicators on the Audio In and Audio Out meters on the Transport Pane/

Reset button

——— Audio Out Clip indicators

q /f the audlio out level is, or has been,
; foo high, the Clip indicators in the
Master Section will stay Iit until you
click the "Reset” button.

The Clip indlicators in the Master Section of the Main Mixer

! Note that if you use the Propellerhead Balance audio interface when recording audio tracks in Reason, you can
use the unique Clip Safe function. The Clip Safe function allows you to heal clipped input signals! See “Re-
cording using the Clip Safe function in Propellerhead Balance” for more information.

70 AUDIO BASICS !g.!@

Reason



! Note that the Main Mixer Master Section Clip indicators will only work if there are no other devices connected
between the Master Section device and the Hardware Interface!

The “Show Big Meter” button — Channel Selection buttons
} for the “Big Meter”

[0 mPuT Focus [ PLAY FOGCUS

[ASID M-Audio Fil ASTO |
B REWIRE B MIDI SYHE M

ACTIVE AUDIO DRIVER

MONITOR — G

—[ aute LEVEL

E SEC < i
FINITE

AKHOLD VU OFFSET CHANNEL

AUDID IFa J MGRE AUDIC J BIG METER ] ADVRHCED MIDI J

15 18

i IRNRETE = |
i (I
d
i
I

I -
AL R

Channel Selection knob
for the “Big Meter” Clip indicators

The Big Meter on the Hardware Interface

+ To remedy Audio In clipping, adjust the level at the input source, i.e. on the hardware audio interface or on the
preamp connected to the hardware audio interface.

! When recording or sampling external audio signals, clipping cannot be adjusted in the Reason application - it
must be adjusted at the audio input source!

! When sampling audio internally from devices in the rack, you have to adjust the Output Level on the source de-
vice to make sure clipping doesn’t occur in the Hardware Interface.

+ To remedy Audio Out clipping, lower the master level on the Mixer (or other device) that is connected to the
Hardware Interface, until Audio Out clipping doesn’t light up on playback.
You could also use the MClass Maximizer as an insert effect on the Master Section in the Main Mixer to ensure
that clipping never occurs - see “The MClass Maximizer”.

+ To get a better overview of the levels, bring up the Big Meter on the Hardware Interface, by clicking the “Big
Meter” button on the front panel. Then, select the input or output pairs to view in the Big Meter by clicking on
the corresponding channel selection button below each input or output pairs. Alternatively, select channel by
turning the channel selection knob.

If the audio level is, or has been, too high, the Clip indicators on the Big Meter will stay lit until you click the Reset
button, or select new audio channels for the Big Meter.

! In some situations, the Audio Out Clip indicator on the Transport Panel and the Output Clip indicators on the
Reason Hardware Interface might light up if the metronome Click is active in the sequencer during playback
(see “Click and Pre-count”). This is nothing to worry about and won’t cause any distortion in your song. To de-
termine if the metronome is causing the clipping indication, just disable Click and see if the clipping stops.

! Note that it doesn’t matter if the level meters on the individual devices (effects, Mixer channels, etc.) “hit the
red”. Output clipping can only occur in the Hardware Interface.

The technical reason for this is that internally, Reason uses high resolution floating point processing, which en-
sures highest audio quality and virtually limitless headroom. In the Hardware Interface, the floating point audio is
converted to the resolution used by the computer’s audio interface, and that's where audio out clipping might oc-
cur.
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If you are using multiple outputs

If you are using an audio interface with more than two outputs, you might want to have different devices connected
to different outputs. If the Audio Out Clip indicator on the Transport Panel lights up, you should play back the section
again while checking the Reason Hardware Interface. Each output socket has a level meter - if the red meter seg-

ment lights up, the output is clipping.

a
=
=

(i -
[ -
[ -
11111
o (i -
 [HTi =
£ [T -

£ [T =

The indicator for Output 7 on the Hardware Inferface indicates clipping

Output 7 indicates
audio clipping.

» If necessary, bring up the Big Meter and select the output pair where the clipping occurs. Lower the output
level of the device connected to the clipping output, until no clipping occurs.

If you are using ReWire

If you are streaming audio to another application using the ReWire protocol, clipping can not happen in Reason. This
is because the conversion from floating point audio happens in the other audio application. See “ReWire” for more in-

formation.
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System signal paths

Depending on the track types in the sequencer, the default signal chain varies. In this section we're going to describe
the default audio signal paths for Audio Tracks and Instrument Tracks.

Audio Track signal paths

When you're recording and playing back audio that originates from an external source, like a guitar or a vocalist, the
audio signal must first travel from the source, via a hardware audio interface, into the Reason application. Then, when
played back, the audio travels from the Reason application, via the hardware audio interface, to a speaker system or
similar. The figure below shows a schematic overview of the audio signal paths for a “standard” auto-routed Audio
Track in Reason:

Main Mixer

Audio Interface I (

e aaEE
ciciciclic ol

oz ) ' Audio Track device control

*IIIlIIIIIIlIIIIIIlIlIIIIlIlIIIIIIlIIIP,

Playback signal via Audio Track deviceJ

_ MASTERSECTON [ ] | =~ =] . Master Section control

S TCLETTTIE IR ET AT T AT AT TI T TN

Oweee =0 =

(Playback signal from Audio Track in sequencer

|

Sequencer

_____________________________________________

ATERR RN RN RN RN RN nnnnnnng

s

AYRRERRRRRR RN RN NN

<annnnnnnn

| Output signal from Master Section device

An Audio Track signal path in Reason
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Instrument Track signal paths

When you're recording and playing back audio from an instrument device, like the ID8 Instrument device, the audio
signal only has to travel only in one direction: from the Instrument device, via the hardware audio interface, to a
speaker system or similar. The figure below shows a schematic overview of the audio signal paths for an auto-routed
Instrument Track in Reason:

Main Mixer

Audio Interface (

ry FIREVYRE 1676 AUDOWTEACE @
°

Ao AUDI0 oUT

o

=0 ®
L @) e e ®

1D,
RELTEET EL%I Piano e
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ID8 audio output signal

Mix Channel control
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aster Section control
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e e—
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LT LTI o TUTTTTUTTTT e T T T

E,'Live and playback MIDI data from Instrument Track in sequencer

................................................................................................ .

""’e-=|:n};:::’ foffes

VIR RN RN R RN RN

Sequencer

mnnny
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- Emece loc=am B=
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| Output signal from Master Section device

An Instrument Track signal path in Reason
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General information about audio and computers

About latency

On any personal computer system, there is a delay between the moment you input a sound, or “tell” the hardware to
play a sound, and when you actually hear it. This delay is referred to as the “latency” of the design. This imposes a
problem for any system where you want real-time user input to affect the sound.

Why is there latency?

All audio applications receive and generate their audio in chunks. These chunks are then passed on to the audio card
where they are temporarily stored before being converted into regular audio signals. The storage place for these
chunks are called “buffers” (an analogy would be a bucket brigade, where a number of people each have a bucket,
and water is poured from one bucket to another to reach its final destination).

The smaller the buffers and the fewer they are, the more responsive the system will be (lower latency). The general
rules regarding the buffer size are these:

¢ A small buffer size reduces the latency (the time it takes for the audio to “travel” from the audio interface in-
put(s) to the application and from the application to the audio interface output(s)).
However, a small buffer size also increases the DSP Load. Too small a buffer size setting could also make the
sound crackle and distort.

¢ Alarge buffer size reduces the DSP Load (allowing for more tracks to be played back simultaneously) and also
ensures good audio quality.
However, a large buffer size also increases the latency.

A high sample rate will also reduce the latency. However, this will also raise the demands on the computer and its
software. If the system can't cope with moving the data to and from the buffers fast enough, there will be problems
that manifest themselves as glitches in audio playback.

To make things worse, audio playback is always competing with other activities on your computer. For example, a
buffer size that works perfectly under normal circumstances might be too small when you try to open files during
playback, switch over to another program while Reason is playing or simply play back a very demanding song.

What is acceptable?

On a regular PC, the latency can vary quite a lot. This is an effect of the fact that computers and their operating sys-
tems were created for many purposes, not just for recording and playing back audio. For multimedia and games, a la-
tency of a 100 ms might be perfectly acceptable, but for recording and playing back audio it is definitely not!

e PC audio cards running under Windows with a MME driver might at best give you a latency of around 160ms.
¢ The same card with a DirectX driver running under Windows provides at best around 40ms.

¢ A card specifically designed for low latency, with an ASIO driver under Windows, or a Core Audio driver under
Mac OS X, can usually give you figures as low as 2-3 ms. This is definitely good enough for audio applications.
That’s also why ASIO or Core Audio drivers are required to run Reason.

Reason’s built-in sequencer is not affected by latency

When Reason’s sequencer is playing back a song, the timing between notes and audio is perfect! Once playback of
a Reason pattern or song is up and running, latency isn't a consideration at all. The computer clocks the audio be-
tween the steps and does this with perfect quartz accuracy! The timing is immaculate!
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ReWire and Latency
When you run Reason as a ReWire slave, it is the other program, the ReWire master, that is responsible for actually
rendering the audio and playing it back via the audio card. It means that any latency is present in the ReWire master.

! When Reason runs as a ReWire slave, what audio hardware you have, what audio driver you use, and the audio
settings you have made in the Preferences dialog are of no importance at all! All audio hardware settings are
then instead made in the ReWire host application.

! Note, however, that you may have to adjust the “External Sync Offset” in Preferences if Reason is synced via
MIDI from the host application (see “Synchronization considerations”).

For information on ReWire, see “ReWire".

Reducing latency

There are a few general methods for making sure latency is as low as possible:
+ Make sure you are using the latest version of the drivers for your hardware audio interface.
» Adjust the Sample Rate and Buffer Size parameters as described in “Audio settings”.

+ Remove unnecessary background tasks on your computer.
This might be any background utility you have installed as well as networking, background internet activities etc.

+ Optimize your songs.
You might run into situations where you have to raise the Output Latency setting to be able to play back a very de-
manding song on your computer. Another option would be to actually optimize the song. See “Optimizing Perfor-
mance” for details.

» Get a better audio interface.
This is only required if you find that you need to increase Output Latency because your audio card can't really cope
with the songs you try to play.

+ Get a faster computer.
This is only required if you find that you need to increase Output Latency because your computer can't really cope
with the songs you try to play.

About processors
When you run Reason, the clock speed of the processor is a major factor determining how many audio tracks and de-
vices you can use at the same time.

If you plan to buy a computer specifically for Reason, you could play it safe and choose a computer with at least an
Intel P4, or equivalent AMD processor, running at 2.0 GHz or faster. MultiCore processors will give better perfor-
mance and are highly recommended.

About RAM

Another important performance factor is the amount of installed RAM in the computer. Generally, one could say: the
more the better, especially if you're running several applications simultaneously. To run Reason, a minimum of 1 GB
RAM is required, but more is recommended for even better performance.
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Chapter 5
Sequencer Functions



About this chapter

This chapter describes the layout and general functions of the main sequencer. Recording, editing clips and events,
arranging and working with Blocks in the sequencer are described in detail in the chapters “Recording in the Se-
quencer”, “Audio Editing in the Sequencer”, “Note and Automation Editing”, “Arranging in the Sequencer” and “Work-
ing with Blocks in the Sequencer’.

Introduction

The sequencer is where you record your songs. The sequencer can be used to record audio tracks as well as instru-
ment tracks, performance controllers, parameter automation and pattern automation. You can also arrange your
songs, or parts of your songs, in Blocks. In Blocks mode you can build complete “sections” - consisting of a desired
number of bars and tracks - that can be reused throughout the song. This chapter mainly describes the Song View
and Edit Mode. Functions specific to Blocks and the Blocks View are described in the separate chapter “Working
with Blocks in the Sequencer”.

Sequencer area overview

Edit Mode and Song/Blocks View buttons Track Navigator
Track *_ Toolbar v— Inspector (context sensitive)
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Song View and Edit Mode

If the Blocks button on the Transport Panel is off, only the Edit Mode button is shown in the Toolbar. If the Blocks
button on the Transport Panel is on, the Song View and Block View buttons also appear in the Toolbar. The Song

View is the “normal view" where you are working with your song arrangement. This mode gives a good overview of
the content of the tracks in your song.

If the Blocks button on the Transport Panel is activated, you can click the Block View button to enter Block View. In
Block View you arrange the clips you want to include in specific Blocks (see “Working with Blocks in the Se-

quencer”). Edit Mode is where you edit the contents of the clips in your song. In Edit Mode the Edit Pane shows de-
tailed information about the content of one track (see “Tracks overview”), or lane (see “Lanes overview”) at a time and
you can edit the events in individual clips (see “Clips overview”).

~ When you open a note or audio clip by double-clicking it in Song View or Block View, the sequencer automat-
ically switches to Edit Mode. However, if you double-click a parameter automation clip, it opens up for editing

directly in the Song View or Block View.
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In the Song View, all clips on all tracks can be viewed. Use this mode to get an overview of your arrangement, and
when you want to perform clip-based editing such as rearranging whole sections of your song, etc.

! Note that when the Blocks button on the Transport Panel is off, there is no separate Song View button in the

Toolbar, simply because Song View is the default view here.
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Edit Mode
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In Edit Mode, you get a close-up look at the recordings on a track. In Edit Mode, the Edit Pane can be divided into
several horizontal edit rows, showing different types of events (notes, velocity, audio, parameter automation, etc.). This
is the view mode of choice for fine editing the content of your recorded clips, and for drawing notes, performance
controllers and other events manually.

Toolbar overview

[Swsliosc Np oo P& Lo i

Edit Mode

The sequencer Toolbar features various sequencer editing tools as well as the Snap function. The tools can be used
in both Edit Mode and the Song/Block Views, with slightly different purposes in the respective modes. See “Toolbar
details” for details about each tool.

Track List overview
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To the left in the sequencer, all tracks are listed in the Track List. Each track in the sequencer is associated with a
specific device in the rack. By clicking on a device icon in the Track List you automatically set Master Keyboard Input
(see “Setting Master Keyboard Input”) to the corresponding device in the rack for playing and/or recording.
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Tracks overview
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Most rack devices in a song automatically get their own dedicated track in the sequencer when you create the device.
Each track can feature one or several lanes on which audio, note, performance controller, pattern and parameter au-
tomation events can be recorded - in clips. See “Track details” for more details about tracks.

! If the Blocks button on the Transport Panel is on, the Blocks Track is also shown at the top in the Track List.

Lanes overview
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Each track consists of one (default) or several parallel lanes. The lanes can contain clips that feature note events or
audio recordings, depending on track type. A track can also feature automation lanes that contain clips with parame-
ter automation events - or pattern automation for pattern based devices. See “Lane details” for more details about
lanes.
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Clips overview

Audio Clips
B |
B

——<—Note Clips

Note, audio, performance controller, pattern and parameter automation events are always contained in clips. A clip is
basically a “container” for recorded data. Audio clips are displayed in the Edit/Arrange Pane as a rectangular box with
one or two graphical audio waves inside (mono or stereo). Note events are displayed in a “piano roll” fashion in the
clip. Performance controllers and parameter automation events are displayed as continuous lines, and pattern events
are displayed as repeated rectangles in the clips. See “Clip basics” for information about the different clip types.

Inspector overview

Position Length
[ttt ol [#oo o]

The context sensitive Inspector shows the properties of whatever is currently selected in the sequencer: clips, notes,
automation events, audio comp rows and cuts etc. The properties of the selected item can be edited by changing the
values in the various displays. See “About the Inspector” for more info.

Ruler overview

|$ 5 2 13 i 21 25 29 ﬂBB 7 41 45 49
L

The Ruler is the song’s “time line”, measured in bars. In the Ruler, the Song Position Pointer indicates the current po-
sition in the song, i.e. in which bar the song is, or will begin, playing. The Ruler also shows the Left and Right Loop Lo-
cators as well as the Song End Marker. See “Ruler details” for more details.

Edit/Arrangement Pane overview

The big center section of the sequencer is called the Edit/Arrangement Pane. This is where all recorded events re-
side in clips - on one or more lanes on the respective track.
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Track Navigator overview

To the far right in the sequencer is the Track Navigator. With the Track Navigator you can scroll vertically in the Edit/
Arrange Pane. In the Track Navigator, you can also see which track is selected (dark background color) and which
track has Master keyboard Input (red frame around the device icon). See “Scrolling” and “Zooming in the Sequencer”
for more details.

Song Navigator overview

el ] lea=En

Below the Edit/Arrangement Pane is the Song Navigator. With the Song Navigator you can scroll and zoom horizon-
tally on the Edit/Arrangement Pane. The Song Navigator also features indicators for the Ruler's Loop Locators, Song
Position Pointer and Song End Marker. In the Song Navigator, all clips on all lanes are displayed as colored lines, in-
dicating their positions in the song. See “Scrolling” and “Zooming in the Sequencer” for more details.

Transport Panel overview

R
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The Transport Panel features the sequencer transport controls (Rewind, Fast Forward, Stop, Play and Record) as well
as controls for Tempo, Time Signature, Position, Time and Loop Locator placements and some other functions. See
“Transport Panel details” for more details.
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Track details

Track definition

The tracks in the sequencer are where you record your audio, note and automation to create your songs. A track is al-
ways associated with a device in the rack (except for the Transport track and Blocks track). An icon with a picture of
the associated device is shown in the Track List on the left hand side in the sequencer. In the Track List, the name of
the associated device is shown, as well as icons and buttons related to the specific track. Each track can incorporate
various lane types (depending on track type). To the right of the Track List - on the Edit/Arrangement pane - each
track has its own dedicated area for recorded events.

In the picture below, six sequencer tracks are shown. From the top down are the Transport Track (which is always
present and cannot be moved or deleted), two audio tracks, two instrument tracks associated with one ID8 instru-
ment device each, and one automation track for a Mix Channel strip.
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The relationship between the track, the rack and the Main Mixer

A track in the sequencer is always associated with a device in the rack; i.e. there can never be a sequencer track with-
out an associated rack device (except for the Transport track and Blocks track). Audio Track devices and Mix Chan-
nel devices in the rack also have their corresponding Channel strips in the Main Mixer. Mixer Channel strips can be
considered “remote controls” for their corresponding rack devices. Depending on track type, the signal chain differs
somewhat. The picture below shows the signal flow in four scenarios with three different track types:
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Audio track relationships

An audio track is always associated with an Audio Track device in the rack and its corresponding Audio Track chan-
nel strip in the Main Mixer. An Audio Track device can also house insert effects.
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In the figure above, the audio track is associated with the Audlio Track device in the rack,
which in turn is controlled from the Audio Track channel strip in the Main Mixer. The audio track
features recorded audio and mixer automation,
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Instrument track relationships

An instrument track is always associated with an instrument device in the rack. The instrument device in the rack is,
in most situations, connected to a Mix Channel device in the rack. The Mix Channel device in the rack is controlled
from the corresponding channel strip in the Main Mixer. A Mix Channel device can also house insert effects.

Audio

3 (o] ™ WE
4 E‘“
5 E‘“
6 E‘“
Ola==29%
: 3“@&9

CONTROL
L] ROOM
ouT

LEVEL

MASTER

Control

. ID8 Mix Channel strip

—

MUTE oL oim
L OFF aLLGFF -z0ae

_.. ID8 Mix Channel dewce e

‘E:InMode k|7

Snap

25 P QW = B MIDI and
|MI ‘!”£| — ‘i| |&| 1 13 17 21 25 29 @33 []7 41 45 43 53 57 81 pa ra meter
v g — automation

The ID8 Track

In the figure above, the ID8 frack is associated with the ID8 instrument device in the rack. The ID8 instrument
device is connected fo the ID8 Mix Channel device in the rack, which in turn is controlled from the ID8
channel strip in the Main Mixer. The ID8 track features recorded MIDI notes and parameter automation.

Note that when you create an instrument, the connected Mix Channel device doesn't automatically get a track in the
sequencer. If you want to record Mixer Channel automation, you have to first create a separate sequencer track for
the Mix Channel device. See “Automation (non-instrument) track relationships”.
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Automation (non-instrument) track relationships

A pure automation track is always associated with a “non-instrument” device, i.e. a device which can't receive MIDI
Note information. Consequently, an automation track can only consist of parameter automation lanes. Examples of
non-instrument devices are Mix Channel devices with their corresponding Mix Channel strips, effect devices, mixer

devices and Spider Merger & Splitter devices. The picture below shows an example with an
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In the figure above, the Mix Channel automation track is associated with the Mix Channel device
in the rack, which in turn is controlled from the channel strip in the Main Mixer.

The picture below shows an example with an automated MClass Equalizer device. Note that
involved in this situation since the automation only concerns a non-instrument device and n
vice:
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In the figure above, the Equalizer automation tfrack is associated with the Equalizer device in the rack.
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Master Keyboard Input

The standard way of routing MIDI from a connected MIDI master keyboard or control surface to a device in the rack
is to set the Master Keyboard Input in the sequencer. When MIDI is routed to a selected track in the sequencer, the
notes and controller data are automatically echoed to the associated device in the rack.

Setting Master Keyboard Input to an instrument track is necessary if you want to play notes on an instrument
device from your MIDI master keyboard (and control the instrument device parameters via MIDI).

By locking additional MIDI keyboards to separate devices in the rack, you will be able to play and record on several
sequencer tracks simultaneously, see “Locking a surface”.

Setting Master Keyboard Input to an audio track is only necessary if you want to control the Main Mixer chan-
nel strip parameters via MIDI.

Setting Master Keyboard Input to a “non-instrument” (parameter automation only) track is only necessary if
you want to control the device’s parameters via MIDI.

Besides the standard routing described above, it's also possible to lock certain rack devices to specific control sur-
faces. See “Locking a surface” for more details.

If you have several MIDI keyboards/control surfaces locked to individual devices in the rack, it is possible to
control and record on several tracks simultaneously!

Setting Master Keyboard Input

+ To set Master Keyboard Input to a track and its associated device, click the device icon in the Track List.

O EEme

Master Keyboard Input set to an instrument track

Disk Crammed 1

=i~ 00s
-~ (I

Master Keyboard Input set to an audio track

The device icon gets a keyboard symbol below it and a red border, indicating that the track and associated device
has Master Keyboard Input. The track and device will now respond to incoming MIDI data from a connected MIDI
keyboard/control surface. By default, setting Master Keyboard Input also automatically selects the track, which is
indicated by the darker color of the track in the Track List.

It's also possible to set Master Keyboard Input and track selection independently from each other by selecting

“Separated” on the “Keyboards and Control Surfaces” page in Preferences - see “Preferences — Control Surfaces”.

Only one track at a time can have Master Keyboard Input. However, if you have locked additional MIDI key-
boards to specific devices in the rack via Remote (see ‘L ocking a surface”), you will be able to play and record
these together with the track that has Master Keyboard Input.
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The relationship between tracks, lanes, clips and events

A track is the top level in the sequencer Track List hierarchy. A track can consist of one or several parallel lanes. A
lane can contain clips, which in turn can contain audio recordings, note events, performance controller events, param-
eter automation events or pattern events, depending on track type.
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An instrument track with four note lanes featuring cljps with note events.
¢ A device in the rack can never have more than one track in the sequencer.

e Aclip is a “container” for various types of events (audio recordings, note, performance controller, parameter
automation or pattern events).

Track types

These are the different track types:
* The Blocks track.
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The Blocks track is present at the top of the Track List only when the Blocks button on the transport Panel is on.
On the Blocks track you can create Block Automation clips to decide which Blocks should play back. Refer to
“Working with Blocks in the Sequencer” for more information about the Blocks feature.

¢ The Transport track.
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The Transport track is always present at the top of the Track List and cannot be moved or deleted. The Transport
Track can have a maximum of two lanes: one containing time signature automation, and the other containing
tempo automation. See “Automating time signature” and “Editing tempo automation” for more details.
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Audio tracks
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An audio track can only have a single audio lane containing clips with mono or stereo audio recordings. However,
each audio clip can contain several recordings, i.e. different "takes". You can view and comp these takes in Edit
Mode. See “Audio Editing in the Sequencer” for more details. An audio track can also have parameter automation
lanes containing automation for the Audio Track Channel strip parameters in the Main Mixer.

Instrument tracks
(), Combinséor 1 |
T ImEle [ @ E==]M®
 @Ok—~=IMi®
@OE—-MI®
BICI=0]e [
'[mm tn__.u| @
=2 B ® |
Devices that can receive MIDI notes, such as the Combinator device, will automatically be assigned a record en-
abled track when created. On an instrument track you can create a number of separate note lanes that can incor-
porate clips containing a combination of note and performance controller events. Multiple lanes are perfect if you,
for example, are recording a drum track and want to record each drum sound on a separate lane. An instrument
track can also have a number of parameter automation lanes that can contain clips with instrument parameter au-
tomation events.

Parameter automation (“non-instrument”) tracks

L o =l 13 T £1
4

Tracks for devices that do not receive MIDI note data (e.g. effects and mixer devices and mixer channels in the
Main Mixer) can only contain parameter automation lanes. These “non-instrument” devices are not automatically
assigned a track when created. To automate parameters for non-instrument devices you need to manually create
a track for these. The number of available lanes is limited by the number of parameters of each device. There can
be one lane for each automatable parameter in the device.
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Track List elements

In the picture below, a Track List with four different tracks is shown. From the top down are the Transport Track
(which is always present and cannot be moved or deleted), an Audio Track associated with an Audio Track device, an
Instrument Track associated with an ID8 Instrument device and an Automation Track associated with the Mix Chan-
nel device connected to the ID8 Instrument device.

The Transport Track in the picture features two parameter Automation Lanes (for Time Signature and Tempo) that
have been manually created for the track. The audio track features only a single audio lane. The ID8 1 track features
four note lanes and has two parameter automation lanes added. The Mix Channel 1 track is associated with the Mix
Channel 1 device and has three parameter automation lanes added.
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—— Record Enable Parameter Automation buttons

Track Mute buttons
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Track Solo buttons

Depending on track type, the elements shown in the Track List can vary. The only common element for all track types
is the "Record Enable Parameter Automation" button which should be enabled when you want to record parameter
automation for the associated device. This and the other track elements will be described in detail later in this chap-
ter.

Creating tracks

Creating an audio track

An audio track can be created as follows:
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1. Hold down [Ctrl]l(Win) or [Cmd](Mac) and press [T]. Alternatively, select “Create Audio Track” from the “Cre-
ate” menu or from the context menu in the Track List, rack or Main Mixer.

File Edlt Create Options  Window Help
Create Audio Track Cirl+T
Create Instrument.. Ctrl41

Create Effect.. Ctrl+F

> Alternatively, double click the Audio Track device on the “Device palette” tab in the Tool Window.

Tool Window @
ERAAS
Instruments Studio FX
Creative FX Utilities

Mixer 14:2

Line Mixer 6:2

Mix Channel =

2. An audio track is created in the sequencer and the associated Audio Track device is created in the rack. The
Audio Track device’s channel strip is created in the Main Mixer.

By default, the audio track is set up in mono. You can easily change to stereo by selecting “Stereo Input” in the
“‘Audio Input” drop-down list - see “Selecting audio input(s) and defining mono or stereo”. If you select “Stereo In-
put’, the Audio Track channel strip in the Main Mixer automatically switches to a stereo channel.
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Creating an instrument track

To create an instrument track, you need only create the instrument device. An instrument track is automatically cre-
ated when you create a device which can receive MIDI notes:

1.

Audio

Select desired instrument type from the “Create” menu.

Alternatively, to select an Instrument patch and automatically load the patch into the appropriate device type, hold
down [Ctrl](Win) or [Cmd](Mac) and press [l], or select “Create Instrument” from the “Create” menu to bring up the
Patch Browser. Under Windows, you can also press [Insert] to open the Patch Browser. In the Patch Browser you
can select and preview patches before loading them into the instrument.

Alternatively, drag and drop or double-click the desired instrument device from the “Device Palette” tab in the
Tool Window.

. An instrument device is created in the rack and the associated track is automatically created in the sequencer.

In addition, a Mix Channel device for the instrument is automatically created in the rack and its channel strip is cre-
ated in the Main Mixer. All devices are automatically connected. The Mix Channel device automatically adapts its

inputs to the created instrument type - if the instrument is in mono, the Mix Channel device will be in mono, and if
the instrument has stereo outputs, the Mix Channel device will be in stereo.
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Note that no automation track is created for the Mix Channel device. This has to be manually created if you
want to automate any of the Mix Channel strip parameters (see “Creating a parameter automation track for a
non-instrument device”).
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Creating a parameter automation track for a non-instrument device

For non-instrument devices, such as effects devices and Mix Channel devices, you need to manually create a track if
you want to record parameter automation. You can do that either by following the description below or by following
either of the two last descriptions in “Creating/adding parameter automation lanes’.

The track creation procedure described below also applies if you have manually deleted a track for an instrument de-
vice or an Audio Track device and want to create a new track for the device:

1. Select the device by clicking on it in the rack.

swling:
= ~7 RV7000

# ’ 3 Advance d

WEDamp  WiEm ory - wet ar

i | BTN
. |mumu. DELAY LINE PELAY

A border around a device in the Rack indicates that it has been selected.
2. Select ”Create Track for (name of device)” from the Edit menu or the device context menu.

! Note that if a track already exists for the device, this menu item will not be available - a device can only have
one track.

* The new track will be automatically associated with the device and will get the same name as the device.
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TheRV7000 Automation Track

» Another way of creating a parameter automation track is by holding [AIt](Win) or [Option](Mac) and clicking
on a parameter on the device panel. Alternatively, select “Edit Automation” from the parameter context menu.

~ If you press [AIt](Win) or [Option](Mac) when you create a non-instrument device, this will automatically create
an associated automation track for the device.
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Short-cut for creating a Mix Channel track or Audio track

A faster way of creating a track for a Mix Channel device, or to create a new audio track (if you deleted the original
one), is to go via the corresponding mixer channel strips in the Main Mixer:

1. Scroll to the Main Mixer and locate the channel strip you want to create a track for.
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2. [Shift]-click the SEQ (Goto Sequencer Track) button at the bottom of the channel strip.
A new track will be automatically created in the sequencer for the selected channel strip.

! If a track should already exist for the selected channel strip, [Shift]-clicking the SEQ (Goto Sequencer Track)
button will only scroll the corresponding sequencer track into view, not create any new track.

Selecting tracks

+ Select a track by clicking on it in the Track List.
A selected track gets a darker color.
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~ Selecting a track in the sequencer will automatically scroll the corresponding device into view in the rack.
* Selecting an audio track will set Edit Focus to its channel strip in the Main Mixer.
¢ Selecting another type of track (e.g. an instrument track) will set Edit Focus to the Mix Channel belonging to

that device group.
See “About Device Groups” for information about device groups.

» You can also select the next or previous track in the Track List list by using the up and down arrow keys on the
computer keyboard.

! By default, selecting a track will automatically set Master Keyboard Input to that track. If you’d rather select
tracks independent of the Master Keyboard Input selection, select “Separated” mode in the Preferences menu
(“Keyboards and Control Surfaces” page). In “Separated” mode, you can select another track without auto-
matically changing Master Keyboard Input. To change Master Keyboard Input, click the device icon on the de-
sired track in the Track List.

+ Itis possible to select several tracks by using standard [Shift], or [CtrlI(Win) or [Cmd](Mac), selection tech-
niques.

This allows you to e.g. move or delete several tracks in one go.
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Moving tracks

+ To move a track to another position in the Track List, click on the track handle (the leftmost area of the track)

and drag the track up or down.
Arred insertion line is shown, indicating where the track will be placed after releasing the mouse button. All clips on
all lanes of the track will be moved along with the track.
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You can use the same technique to move several selected tracks at once. Use standard [Shift]-select or use
[Ctrl](Win) or [Cmd](Mac) to select non-adjacent tracks.

About sorting devices and channel strips according to the track order

Note that the order of the tracks in the sequencer Track List is totally independent from the device order in the rack
- and from the channel strip order in the Main Mixer. However, it's possible to re-order devices and channel strips ac-
cording to the track order in the Track List:

1.
2.

Select the tracks in the Track List you want to re-order devices and channel strips after.

Select “Sort Selected Device Groups” from the Edit menu or from the track’s context menu.
The associated devices and channel strips are now re-ordered, in the rack and Main Mixer respectively, according
to the order of the selected tracks in the Track List.

Note that the re-ordering only affects the devices and channel strips of the selected tracks - all other devices
and channel strips will remain unaffected.

Deleting tracks

The most common scenario would probably be to delete a track together with its associated device(s). However, it's
also possible to delete only the track while keeping the associated device(s) in the rack.

Deleting tracks together with their associated devices

>

To delete one or several tracks together with their associated devices in the Rack, select the tracks and then
select “Delete Track(s) and Device(s)” from the Edit menu or from the track’s context menu. Alternatively,
press [Delete] or [Backspacel.

An alert appears which prompts you to confirm or cancel the deletion of the track(s) and device(s).

If you're deleting the track for the Source Device or Mix Channel, and “Auto-group Devices and Tracks” on the
Options menu is on, you will be asked if you want to delete the whole device group. If you hold down
[CtrlII(Win) or [Cmd](Mac) while deleting, the whole device group will be deleted without the alert.

See “About Device Groups” for more information about device groups.
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Deleting tracks only

+ To delete one or several tracks, select them and then select “Delete Track(s)” from the Edit menu or from the
track’s context menu.
The tracks will be deleted without an alert but you can always use the Undo function. See “Undo and Redo’".

! If you delete an audio track, all recordings on that track will be removed!

If you have deleted a track for a device and want to create a new track for the device, follow the descriptions in “Cre-
ating a parameter automation track for a non-instrument device” or “Short-cut for creating a Mix Channel track or Au-
dio track”.

Duplicating/copying tracks and devices

As itis not possible for a specific instance of a device to have more than one track, you cannot copy or duplicate only
a track. These operations will instead duplicate/copy both the track (including all clips on the track) and its associ-
ated device(s) (with all settings). The duplicated/copied devices are really just like separate devices but with the
same name and settings as the original devices, although their names will have the extension “Copy” to differentiate
them from the original.

To make copies of tracks and their associated devices, complete with all lanes and recorded clips, use any of the fol-
lowing methods:

! Note that if “Auto-group Devices and Tracks” on the Options menu is on, the entire device group(s) associated
with the track(s) will be copied/duplicated when you perform the procedures described below.

See “About Device Groups” for more information about device groups.

» Hold down [CtrI](Win) or [Optionl(Mac), click on the track handle and drag the selected track(s) to a new posi-
tion in the track list.

+ Select “Duplicate Device(s) and Track(s)” from the Edit menu or from the track’s context menu.
To bring up the context menu, right-click (Win) or [Ctrl]-click (Mac) on the track in the Track List. The duplicated
track(s) will be inserted below the original track.

+ Select “Copy Device(s) and Track(s)” from the Edit menu or from the track’s context menu.
This allows you to insert the copied track(s) and device(s) by selecting “Paste” from the Edit menu or from the
track’s context menu. The copied track(s) will be pasted below the currently selected track.

! Note that if “Auto-group Devices and Tracks” on the Options menu is off, duplicated/copied devices will not
have auto-routed audio connections. To hear the duplicated devices, select the device and choose “Auto-route
Device” on the Edit menu or context menu. Alternatively, flip the rack around and connect the audio outputs to
available (or new) Mix Channel devices. You might also want to mute the original track to avoid double notes.

» To duplicate a selected audio track, with all recordings and mixer channel strip parameter settings, including
any Insert FX, click the “Alt” or Dub” buttons on the Transport Panel - see “Duplicating audio tracks using the
“Alt” function” and “Overdubbing audio using the “Dub” function”.

- If you hold down [Shift] and select Paste from the Edit menu or context menu, the copied device(s) will be
auto-routed to an available mixer channel. If necessary, an additional Mix Channel will be automatically cre-
ated.
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Coloring tracks

A track can be assigned a color in the sequencer as follows:

>

To assign a new color to a selected track, select “Track Color” from the Edit menu or from the track’s context
menu and then select color from the palette.

The track color is shown in the track background in the Track List. The associated Audio Track device or Mix
Channel device in the rack and its corresponding channel strip in the Main Mixer will also be assigned the new
color. The selected track color will be reflected in all new clips you record or draw on this track. Any previously re-
corded clips on this track will not change color. To change color of previously recorded clips, refer to “Coloring
clips”.

To automatically set a new color for new tracks, make sure the “Auto-color New Sequencer Tracks” box in the
Options menu is ticked.

The track color will be automatically selected from the palette when you create a new track.

Naming tracks

>

Name, or rename, a track by double-clicking its name tag in the Track List, typing in a name and pressing [Re-
turn].

Note that naming/renaming a track also changes the name of the associated Source Device in the rack (and vice
versa). Furthermore, renaming an audio track also changes the name of the associated Audio Track device in the
rack as well as its corresponding channel strip in the Main Mixer. If you rename the track of a source device in a
device group, its Mix Channel will get the same name. If you want a separate name for the Mix Channel, double-
click in the Mix Channel name tag, in the rack or Main Mixer, type in a new name and press [Return].

See “About Device Groups” for more information about device groups.

Folding tracks

To minimize the visible height of the track, and thus allow for a better overview of the tracks in the sequencer, it's pos-
sible to fold tracks.

>

>

To fold/unfold a track, click on the small triangle on the track handle.

‘ﬁiuﬁﬁmeMEf“ Y

The same track folded

A folded track will not show the individual lanes in the Track List, and on the Edit/Arrangement Pane the clips are
shown as horizontal strips. If the folded track has several lanes, all the clips on the lanes will be shown as vertically
stacked strips on the Arrangement Pane. No events in the clips are shown.

Basic clip operations (selecting, moving, copying etc.) are available also for folded tracks, although it is gener-
ally better to unfold a track if you want to edit its contents, as this gives you a better overview.
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+ To fold/unfold all tracks in the sequencer in one go, press [Alt](Win) or [Option](Mac) and click on a track han-
dle triangle.

~ It’s also possible to fold/unfold only the parameter automation lanes on a track by clicking the triangle on the
parameter automation tab. See “Parameter automation lane elements” for more details.

Muting tracks
To mute a track means to silence it, so that no data is sent from the track during playback. This can be useful when
you are trying out different versions of an arrangement, for bringing elements in and out of the mix during playback.

-+ To mute a track, click the corresponding Mute (M) button in the Track List.
Everything present on the track will be muted.
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A red ‘M” button in the Track List indicates that the track is muted.

+ To unmute the track, click the “M” button again.

+ Several tracks can have Mute active at the same time, in which case you can unmute them all by clicking the
master “M” button at the top of the Track List.

@ Lanesl%|@l{l d%z : N
I @ = ®

~ It’s also possible to mute individual lanes and individual clips on a track. Refer to “Muting lanes” and “Muting
clips”.

Soloing tracks

To solo a track means that all tracks in the sequencer, except for the soloed track, are muted.

+ To solo a track, click the corresponding Solo (S) button in the Track List.
This mutes all other (un-soloed) tracks. Soloed tracks have green S buttons.
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Here, the “Filter Chords” track is soloed (indicated by the green “S” button).
All other tracks are automatically muted (indicated by red “M” buttons)

» To turn solo off, click the green “S” button again.

+ Several tracks can have Solo active at the same time, in which case you can turn off Solo for all of them by
clicking the master “S” button at the top of the Track List.
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Lane details

A track consists of one (default) or several parallel lanes. Depending on track type, the clips on the lanes can contain
various types of events. A lane can also contain clips with performance controller and parameter automation events -
or pattern selection for pattern based devices.

Audio lane

u Lan

The audio lane is not distinguished by a separate lane tab in the Track List like the other lane types. This is simply be-
cause an audio track can only have a single audio lane. Consequently, all audio lane elements reside in the audio
track section instead.

Audio lane elements
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* Record Enable button
To the right of the Record Enable Parameter Automation button is the Record Enable button. Make sure this but-
ton is on (red) before recording audio on the track. By default, this is activated when you select an audio track. If
you want to record several audio tracks at the same time you need to click their Record Enable buttons first.

* Monitor button
To the right of the Record Enable button is the Monitor button. Click this button to monitor the input signal of the
track. The signal is monitored after the audio track channel strip which means that all channel strip parameters, in-
cluding any Insert FX, Dynamics etc, will be monitored.

! The Monitor button activation/deactivation depends on the setting in the “Monitoring” section on the “Audio”
page in Preferences. If “Manual” is selected, you will have to manually activate the Monitor button. If “Auto-
matic” is selected, the Monitor button is automatically activated when the Record Enable button is on.

* Enable Tuner button
To the left below the Device icon is the Enable Tuner button. Click the button to switch to Tuner mode. The Input
Meter to the right will switch to a Tuner.

v Audlc Track 1 SR
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Audlio track in Tuner mode

In Tuner mode, you can tune a connected instrument - an electric guitar, for example. See “Using the Tuner” for
more info.
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¢ Select Audio Input drop-down list
To the right of the Tuner button is the Select Audio Input drop-down list. Here, you select which audio input(s) to
use for the track. See “Selecting audio input(s) and defining mono or stereo” for more info.

i

| AT
w"Mono Input
Stereo Input

v Balance Balance 1/1
Balance Balance 2/R

¢ Input Meter
The Input Meter shows the level(s) of the input signal(s). If the selected audio input is mono, the Input Meter dis-
plays a single LED bar. If the audio input is in stereo, the Input Meter displays two parallel LED bars. See “Setting
input level(s)” for details about setting input levels.

Note lane

=1 Note Lane

As the name implies, the note lane can contain clips that feature note events. Clips on a note lane can also contain
performance controller events. One or several note lanes can be present on an instrument track.

Note lane elements

* Name
At the top to the left is the name of the lane. As soon as you create a note lane it will automatically be named
“Lane n" where “n” is the number of the lane - in chronological order. You can change the name of the lane by dou-
ble-clicking in the name field, typing in a new name and then pressing [Return] on the computer keyboard.

! Note that depending on the current magnification of the Edit/Arrangement Pane, the note lane names could

sometimes be hidden. To make the note lane names visible, increase the vertical magnification of the Edit/Ar-
rangement Pane, for example, by clicking the + magnification button below the sequencer Track Navigator.

Tradk 1
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Increase the vertical magnification by clicking the + magnification button below the Track Navigator
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* Record Enable button
Below the note lane name is the “Record Enable” button. Make sure this button is on (red) before recording on the
lane. By default, the “Record Enable” button on the latest created/added note lane is automatically activated when
you select an instrument track.

e Groove Select drop-down list
To the right of the “Record Enable” button is the “Groove Select” drop-down list. Here you can select a ReGroove
channel for all clips on the lane. See more about ReGroove in “The ReGroove Mixer".

¢ M (Mute) button
Clicking the “M” button will mute the playback from the lane.

e Activity bar
To the right of the “M" button is the note lane Activity bar. As soon as there is any note playing in a clip on the lane,
the bar lights up in green. The note lane Activity bar also reflects the velocity of the played back notes.

* Delete (X) button
To the far right is the “Delete Note Lane” (X) button. Clicking this button will delete the lane (and all clips on it). If
there are clips on the lane, a dialog appears prompting you to confirm deletion.

Parameter automation lane

Parameter Automation
Lanes

An instrument track with two parameter automation lanes

Parameter automation is used for controlling changes of device parameter values in a song. You could, for example,
automate a filter cutoff parameter and record filter sweeps at various positions in your song. These kind of parameter
value changes are recorded on parameter automation lanes.

Parameter automation lanes can exist in all track types and can contain clips with device and/or channel strip param-
eter automation. A track can have as many automation lanes as its device has automatable parameters. For Mix
Channel and Audio Track devices, parameter automation could be used for any of their corresponding channel strip
controls.

Parameter automation lane elements

[‘F[me-:n oy

* Fold/Unfold button
Parameter automation lanes in a track can be folded/unfolded, as a group, by clicking the small triangle on the
handle to the far left on the parameter automation lane tab.

+ To fold/unfold all parameter automation lanes on all tracks in the sequencer, hold down [AlIt](Win) or
[Optionl(Mac) and click on the triangle on a parameter automation lane tab.

* Name
The name of the automated parameter is displayed on the parameter automation lane tab. Since the name reflects
the original device/channel strip parameter name, this cannot be changed.
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On button

The “On” button is active by default and enables the automated parameter in the clip on the lane to have effect.
You can switch off automation lanes by clicking the yellow “On” for a lane button so it goes dark. This will freeze
whatever value the parameter had when switching off the automation lane. Clicking the button again reactivates
the automation.

Delete Automation Lane (X) button

To the far right is the “Delete Automation Lane” (X) button. Clicking this button will delete the lane (and all clips on
it). If there are clips on the lane, a dialog appears prompting you to confirm deletion. See ‘Deleting parameter au-
tomation lanes” for alternative ways of deleting parameter automation lanes.

Pattern lane

|<— Pattern Lane
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A Redrum track featuring a pattern lane

A pattern lane can only exist in a track featuring a pattern based device, such as the Redrum Drum Module or the
Matrix Analog Pattern Sequencer. A pattern lane can only contain clips with pattern Bank and pattern Number auto-
mation data. There can only be a single pattern lane per track.

Pattern lane elements

[Panemﬁem v Go

Name
The name of the automated parameter is displayed on the pattern automation lane tab. Since the name reflects
the original device parameter name, this cannot be changed.

On button
Click the *On" button for the pattern automation in the clip on the lane to have effect. Deselecting “On” is the same
as muting the pattern lane.

Delete Pattern Lane (X) button

To the far right is the “Delete Pattern Lane” (X) button. Clicking this button will delete the lane (and all clips on it).
If there are clips on the lane, a dialog appears prompting you to confirm deletion. See “Deleting pattern lanes” for
alternative ways of deleting pattern lanes.
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Creating/adding lanes

Adding note lanes

You can add additional note lanes on an instrument track. This can be useful under the following circumstances:

If you want to overdub notes or performance automation but don’t want to record in existing clips.

If you want to record a series of takes on separate note lanes, to later decide which take is the “best” (or to
edit together a composite).

If you want to apply different ReGroove grooves to different parts of a track, or want different grooves on sep-
arate drums on a drum track.

You can create new note lanes for selected instrument tracks in the following ways:

>

Select “New Note Lane” from the Edit menu or from the context menu.
A new note lane will be created and automatically record enabled.

Click on the “New Note Lane” (Lanes +) button at the top of the Track List.
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A new Note Lane will be created and automatically record enabled.

Click on the “Dub” button on the Transport Panel.
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A new note lane will be created and automatically record enabled. See “Recording notes using the “Dub” and “Alt”
functions” for more details.

Click on the “Alt” button on the Transport Panel.
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A new note lane will be created and automatically record enabled. At the same time, the previous note lane, or (if

loop is activated and the Song Position Pointer is between the Left and Right Locators) the clips between the Left
and Right Locators, will be muted. See “Recording notes using the “Dub” and “Alt" functions” for more details.

Note that the “Dub” and “Alt” functions can also be used on-the-fly during recording without stopping the se-
quencer.
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Creating/adding parameter automation lanes

Parameter automation lanes can be created for all track types.

During recording of a track, changing any parameter values on the device/channels strip will automatically cre-
ate a new parameter automation lane for each unique parameter. See “Recording parameter automation” for
more details.

Do as follows to manually create a parameter automation lane on a selected track:

EY

Hold down [AIt](Win) or [Option](Mac) and click on a device parameter in the rack, or on a channel strip param-
eter in the Main Mixer. Alternatively, select “Edit Automation” from the parameter’s context menu.

A new parameter automation lane will be automatically created in the track for the corresponding device or chan-
nel strip. The automated parameter on the device in the rack or channel strip in the Main Mixer will get a green
border, indicating that it has been automated.

Note that if a track hasn’t already been created for the device/channel strip, it will be automatically created
during this operation.

Other ways of creating/adding a parameter automation lane are as follows:

1.

Click on the “Track Parameter Automation” drop-down list at the top of the Track List.
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. Select the parameter you want to automate from the list.

A new parameter automation lane is automatically created on the selected track.

If you click the Track Parameter Automation drop-down list again, any selected parameters will have a symbol to
the left of the parameter name, indicating that an automation lane already exists for the parameter.

The automated parameters on the device in the rack or channel strip in the Main Mixer will get green borders, in-
dicating that they have been automated.

Alternatively, if you want to automate several parameters in one go:

1.

>

Select “Parameter Automation” from the Edit menu or the context menu.
The Track Parameter Automation dialog opens up.

Create/Delete Automation Lanes for "Disk Channel 1"
Parameter Automated | Section
[ Input Gain Input -~
[ Phase Switch Input
JLPFOn Input
CIHPFOn Inpt
[] LPF Frequency Input
[IHPF Frequency Input
CJeaon EQ
[]EQ E Mode EQ
CIHF Gain EQ
[CIHF Bell EQ
[CIHMF Gain EQ
CIHMFQ EQ
] LMF Gain EQ
Owvra EQ
[ LF Gain EQ
CILF Bel EQ
[CIHF Frequency EQ
] HMF Frequency EQ
I LMF Frequency EQ
[ LF Frequency EQ
[ Bypass Insett FX Inseits
[ Ratary 1 Inserts 3
[ how Frequently Used Only
[ ok J[ cancd J[ Heo ]

If the parameters you want to automate aren’t visible in the dialog, uncheck the “Show Frequently Used Only”
box to view all available device parameters that can be automated.
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2. Place a tick in the boxes for the parameters you want to automate and click OK.

3. One parameter automation lane for each of the selected parameters will show up on the track.
The automated parameters on the device in the rack or channel strip in the Main Mixer will get green borders, in-
dicating that they have been automated.

Creating a pattern lane

For pattern based devices such as the Redrum Drum Module and Matrix Analog Pattern Sequencer, a single pattern
lane can be created on a selected track. Do either of the following:

+ Click the “Create Pattern Lane” button at the top right of the Track List.
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Create Pattern Lane

+ Select “Create Pattern Lane” from the Edit menu or from the context menu.
+ Hold down [AlIt](Win) or [Option](Mac) and click on the “Pattern” button section of the device in the rack.

» Right-click (Win) or [Ctrl]-click (Mac) on the “Pattern” button section of the device in the rack and select “Edit
Automation” from the context menu.

When you create a pattern lane, the bank buttons on the device in the rack get a green border to indicate that they
have been automated.

+ Clicking the Pattern and/or Bank buttons on the device during recording will automatically create a pattern
lane. See “Recording pattern automation” for more details.

Deleting lanes

Deleting note lanes

A note lane can be deleted as follows:

+ Click the “Delete Note Lane” (X) button on the lane tab in the Track List.
This will delete the lane (and all clips on it). If there are clips on the lane, a dialog appears prompting you to confirm
deletion.

+ To delete the lane without the dialog, hold down [CtrI](Win) or [Cmd](Mac) and click the Delete Note Lane but-
ton.

Deleting parameter automation lanes

There are a number of different ways of deleting a parameter automation lane:

+ Click the “Delete Automation Lane” (X) button on the lane tab in the Track List.
This will delete the lane (and all clips on it). If there are clips on the lane, a dialog appears prompting you to confirm
deletion.

[‘F[Fxmemm lon|

+ To delete the lane without the dialog, hold down [CtrIJ(Win) or [Cmd](Mac) and click the Delete Automation
Lane button.
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Another way is this:

+ Right-click (Win) or [Ctrl]-click (Mac) on the automated device parameter in the rack and select “Clear Automa-
tion” from the context menu.
The green border around the device parameter disappears and the corresponding parameter automation lane is
deleted from the track.

Alternatively, do the following:
1. Select a track by clicking on it.
2. Click on the “Track Parameter Automation” drop-down list at the top of the Track List.

L — 5 9
WE L @ &
Rotary 1 [

7@' TRESEEN  potary 2
Rotary 3
Rotary 4
FX15end Level
=7 | FX2Sendlevel
@® = Fesendlenl l

ui[s] e ‘
[ [Parameter 1 FX4 Send Level
FX5 Send Level ]

EVE Cand 1 aval i

Tempa.

3. De-select the parameter you want to delete from the list.
All selected parameters will have a symbol to the left of the parameter name in the list indicating that it has been
selected. Selecting a parameter with a symbol in the list will automatically delete the corresponding lane, with its
clips, from the track. If there are clips on the lane, a dialog appears prompting you to confirm deletion.

The green borders that surrounded the automated parameters on the device/channels strip will also be removed.

Alternatively:
1. Select a track by clicking on it.

2. Select “Parameter Automation” from the Edit menu or from the context menu.
The Track Parameter Automation dialog opens up.

Create/Delete Automation Lanes for "Disk Channel 1"
Parameter Automated | Section
[ input Gain Input ~
[ Phase Switch Input
CILPFOn Input
CIHPFOn Input
[CILPF Frequency Input
[IHPF Frequency Input
[JEQon EQ
[CJEQ E Mode £Q
[CIHF Gain £Q
CIHFBel EQ
[JHMF Gain £Q
CIHMFQ EQ
[CILMF Gain EQ
CvFa £Q
CILF Gain EQ
CILF Bel £Q
[CIHF Frequency EQ
[CJHMF Frequency EQ
[ LMF Frequency £Q
[ LF Frequency EQ
[ Bypass Insert FX Inserts
[ Rotary 1 Inserts @
[ Show Frequently Used Crly
[ ok [ Concel J[ Hep |

3. Uncheck the checked boxes for the parameter automation lanes you want delete and click OK.
The corresponding parameter automation lanes, with their clips, will be removed from the track. If there are clips on
the lane, a dialog appears prompting you to confirm deletion. The green borders that surrounded the automated
parameters on the device/channels strip will also be removed.
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Deleting pattern lanes

There are two ways of deleting a pattern lane:

» Click the “Delete Pattern Lane” (X) button on the lane tab in the Track List.
This will delete the lane (and all clips on it). If there are clips on the lane, a dialog appears prompting you to confirm
deletion.

Pamiem Select @

+ To delete the lane without the dialog, hold down [Ctrl]l(Win) or [Cmd](Mac) and click the Delete Pattern Lane
button.

Alternatively:

+ Right-click (Win) or [Ctrl]-click (Mac) on the automated pattern section on the device in the rack and select
“Clear Automation” from the context menu.
The green border around the device pattern section disappears and the corresponding pattern lane is deleted from
the track.

Moving note lanes

A note lane has a *handle” and can be moved vertically together with all clips on the lane. Move a note lane to another
position on the same track like this:

1. Click on the lane handle (the leftmost area of the lane).

2. Drag the note lane up or down and release at the desired destination.
Just as when moving tracks, a red insertion line is shown indicating where the note lane will be placed after you re-
lease the mouse button.

¢ ltis also possible to move note lanes, with their clips, between tracks.

! Parameter automation lanes and pattern lanes cannot be moved since they are tightly connected with their as-
sociated devices However, you can move or copy clips from one lane to another.

Copying (duplicating) note lanes

You can copy (duplicate) one note lane at a time, together with its clips, by doing the following:

1. While pressing [Ctrl1(Win) or [Option](Mac), click and drag a copy of the note lane to the desired destination.
The cursor gets a + sign next to it to indicate duplication. The destination of the duplicated note lane could be the
same track or another track.

2. Release the mouse button.
! Parameter automation lanes and pattern lanes cannot be duplicated.
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Muting lanes

Muting a note lane

» To mute a note lane, click its “M” (Mute) button.

The note lane ‘M’ (Mute) button

Muting a parameter automation lane

» To mute a parameter automation lane, click its “On” button so that it goes dark.

[T[F:-:memm &

The parameter automation lane “On’” button

Clip basics

Only the basic properties and functions pertaining to clips are described here. See “Arranging in the Sequencer” for
in-depth details about what you can do with clips.

Clip types

Here are the different clip types:

Merualfes) Mis)  Laves (o) @m0 | ot °

Blods
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Block automation clip

v @ Tt

¥ M Qe Note clip with note and per-
L [t eece oL

: =" [ml(s] @3 [:; —= ™ : ‘formance controller events
e 'Kl

E

Parameter automation clip
with automation events

4
S:
]

Audio clip with audio
recording (stereo or mono)

" Foednam 1

m&@r@[ P e 8 @ | ol Pattern automation clips

¢ Block automation clips (only if Blocks are on) that contain information of which Block should play back.

* Note clips contain note events with velocity values. Note clips can also contain performance controller events.

* Parameter automation clips contain events for an automated device/channel strip parameter.
A parameter automation clip can easily be distinguished by the shape of its frame: the top right corner is “cut off".

¢ Audio clips contain mono or stereo audio recordings.

¢ Pattern automation clips contain device bank+pattern number.
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Toolbar details

Snap

Song | Block
Edit Mode kﬁ@%@qw [#] Bar ~

The Sequencer Toolbar can be found to the top left in the Sequencer Area. From the Sequencer Toolbar you can se-

lect various sequencer editing tools.

Toolbar tools

Selection Tool

Snap

iME::k®ﬁg®@qw [*] Bar -

The Selection (arrow) Tool is the main tool for selecting and moving tracks, note lanes, clips and events and record-

ings in clips. It's also used for resizing clips and events in clips. It is selected by default when a song is opened.

+ You can also select the Selection Tool by pressing [Q] on the computer keyboard.

+ Press [AIt](Win) or [Cmd](Mac) to momentarily switch from the Selection Tool to the Pencil Tool - or to the Cut

(Razor) Tool when editing an open audio clip on the Edit Pane.

Pencil Tool

3 | Block Snap
it Mode ké? % P Q é‘“‘p Bar

The Pencil Tool is used for manually drawing clips and events in clips. It can also be used to edit the velocity values

of notes in open note clips.
+ You can also select the Pencil Tool by pressing [W] on the computer keyboard.

+ Press [Alt](Win) or [Cmd](Mac) to momentarily switch from the Pencil Tool to the Selection Tool.

Eraser Tool

Snap

Block
:Mnde k ‘?‘% @ Q ;‘ifp Bar -

The Eraser Tool is used for deleting clips and events.

+ You can also select the Eraser Tool by pressing [E] on the computer keyboard.

+ Press [AIt](Win) or [Cmd](Mac) to momentarily switch from the Eraser Tool to the Pencil Tool.

Razor Tool

| | Block ™ Snap
: Mode k ‘? é? Q ;E‘Tp B

The Razor Tool is used for splitting clips - and for creating cuts when comping audio clips in Edit Mode.

» You can also select the Razor Tool by pressing [R] on the computer keyboard.
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+ Press [Alt](Win) or [Cmd](Mac) to momentarily switch from the Razor Tool to the Pencil Tool - or to the Selec-
tion Tool when editing an open audio clip on the Edit Pane.

Mute Tool

[| Black [ Snap
: Mode |i| ‘? & Q {ﬂ.p Ba T

The Mute Tool is used for muting clips in the arrangement - or lanes in Block automation clips (see “Muting lanes in
Block Automation Clips”).

+ You can also select the Mute Tool by pressing [T] on the computer keyboard.

+ Press [AIt](Win) or [Cmd](Mac) to momentarily switch from the Mute Tool to the Razor Tool.
Magnifying Glass Tool

| Block | Snap

Mode |L| ‘? & % @ Bar

The Magnifying Glass Tool lets you zoom in and out both horizontally and vertically on the Arrangement Pane. The
Magnifying Glass Tool offers a couple of possibilities:

+ To zoom in with the Magnifying Glass Tool, click in the Arrangement Pane where you want the origin of mag-
nification.
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Place the Magnitying Glass Tool in After three clicks, the Arrangement Fane
the Arrangement Pane and click. looks like this. The magnification is equal

in vertical and horizontal directions

]

€

+ To zoom out with the Magnifying Glass Tool, hold down [Ctrl](Win) or [Option](Mac) and click.

You'll notice that the “+” sign in the Magnifying Glass Tool changes to a “-" sign.

+ You can also click and drag with the Magnifying Glass Tool to create a selection rectangle.

The view will then be zoomed in so that the selected area fills the entire Arrangement Pane.

el P T F ° = y

Flace the Magnifying Glass Tool After releasing the mouse button, the zoomed selection fills up the
on the Arrangement Fane, click Arrangement Pane. The magnification can be different in vertical and
and drag to create a selection. horizontal directions depending on the shape of the selection rectangle.

+ You can also select the Magnifying Glass Tool by pressing [Y] on the computer keyboard.
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+ Press [AIf](Win) or [Cmd](Mac) to momentarily switch from the Magnifying Glass Tool to the Hand Tool.

~ It’s also possible to zoom in the Arrangement Pane by using the Sequencer Area Navigators as described in
“Zooming in the Sequencer”.

Hand Tool

| Block | Snap
Mode |i|‘?é?®ﬂlcl@ﬁar‘

The Hand Tool is used for scrolling in the Edit/Arrangement Pane.

+ Select the Hand Tool and click anywhere in the Edit/Arrangement Pane, keep the mouse button depressed
and drag to desired view.
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+ You can also select the Hand tool by pressing [U] on the computer keyboard.
+ Press [AIf](Win) or [Cmd](Mac) to momentarily switch from the Hand Tool to the + Magnifying Glass Tool.

» Press [CtrI]+[AIf]1(Win) or [Cmd]+[Option](Mac) to momentarily switch from the Hand Tool to the - Magnifying
Glass Tool.

- It’s also possible to scroll in the Edit/Arrangement Pane by using the Sequencer Area Navigators as described
in “Scrolling with the Navigators”.

Alternate tools

For every tool mode described earlier, there is a so called alternate tool that can be momentarily selected by holding
down [Alt]J(Win) or [Cmd](Mac) on the computer keyboard. Below is a summary of the alternate tools:

Selected tool Alternate tool

Selection tool Pencil tool

Pencil tool Selection tool

Eraser tool Pencil tool

Razor tool Pencil tool (Selection Tool when editing open audio
clip on the Edit Pane)

Mute tool Razor tool

Magnifying Glass tool Hand tool

Hand tool + Magnifying Glass tool

Hand tool - Magnifying Glass tool by pressing [Alt]-[Ctrl](Win) or

[Option]-[Cmd](Mac)
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Snap

k

Snap

K| 2dP QA B o -

The Snap function in the sequencer toolbar is used for “restricting” editing of clips and events to a user-selectable
note value grid. When moving clips or events, the Snap function always works relative to the original position(s) of the
clip(s) or event(s).

>

Select the grid you wish to snap to by selecting the note value from the drop-down list:

TF Snap

[#] |Ear v
——Rar
172
___11/4
1/8
o= 1/8T
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1/32
1/32T
1/64

Activate the Snap function by pressing [S], or by placing a tick in the Snap checkbox:

5 T

Snap

Bar

B MreoePAO G

Note that you can select different Snap values for selected clips and for open clips (see “About separate Snap
values for selected clips and for open clips”).

The Snap function effects the following operations:

Moving the Song Position Pointer, Loop Locators and Song End Marker.
When you adjust the Locators with Snap activated, they will snap to the selected Snap value on an absolute grid.

Moving clips and events, recordings and Comp Row cuts.
When you move objects with Snap activated, they will keep their relative distance to the Snap value positions.

Drawing clips.
When you create clips with the Pencil tool, their start and end positions will snap to the selected note value posi-
tions on an absolute grid.

Drawing events in open clips.
The Snap value determines the absolute grid points on which you can draw a note or an automation point. The
Snap value also determines the shortest possible note length that you can draw.

Splitting clips with the Razor tool.
The Snap value determines the absolute grid to which a clip can be split.

Nudging clips, events and recording.
When you nudge clips, events or recordings with Snap activated, they will keep their relative distance to the Snap
value positions.

Creating Comp Row cuts
The Snap value determines the absolute grid to which you could add cuts in open audio clips.
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About separate Snap values for selected clips and for open clips

There are two different Snap settings, one for when a clip is open for editing in Edit Mode, and one for when no clip
is open (e.g. in Song/Blocks View). Typically, you would set a fine Snap value (e.g. 1/16) for open clips in Edit Mode
and have the other Snap value set to “Bar” for convenient clip arranging in the Song/Blocks View. You can also
choose to turn Snap off in either of these modes, independently of the other setting.

¢ The Snap value for editing is used whenever a note clip or automation clip is open (including when an automa-
tion clip is opened in Arrange Mode).
However, there's one exception: If a note clip is open in Edit Mode and you click in the Clip Overview (see “Edit

Mode elements”), the clip will remain open but the Snap value for arranging will be selected. This allows you to e.g.
move or resize the clip in the Clip Overview just like in the Song/Blocks View, without closing it first.

Sequencer Toolbar keyboard shortcuts

Below is a complete list of the computer keyboard shortcuts for selecting tools on the sequencer Toolbar:

Function Key command

Selection tool select ]

[
Pencil tool select I\
Eraser tool select [E]
Razor tool select [R]
Mute tool select [T]
Magnifying Glass tool select [Y]
Hand tool select (U]
Snap On/Off [S]

Ruler details

The Ruler is the song's time line. In the Ruler, the Song Position Pointer indicates the current position in the song, i.e.
in which bar the song is, or will start, playing. The Ruler also shows the Left (L) and Right (R Loop Locators as well
as the Song End Marker (E).

Left (Loop) Locator Right (Loop) Locator
Song Position Pointer rSong End Marker
i 21 25 |28 32 a7 %\1
I I

You can change the positions of the Song Position Pointer, Locators and Marker in the Ruler by clicking and drag-
ging them to desired positions in the Ruler. Note that you have to click and drag the “flags” in the Ruler - not the lines.
The Song Position Pointer and Loop Locators can also be moved by typing in new positions in the respective Position
displays in the Sequencer Transport Panel (see “‘Song Position” and “Left and Right Locator Position”). Another way
of moving the Song Position Pointer is by using the Rewind and Fast Forward controls on the sequencer Transport
Panel (see “Rewind and Fast Forward”).
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Transport Panel details

At the bottom of the Reason window is the sequencer’s Transport Panel. From here you control the sequencer trans-
port functions. You can also set tempo, time signature and various other parameters.

Click On/Off Song Position Fast Forward Record Go to Left Locator

. ) Loop On/Off
Pre-count Click On/Off Time Rewind

- cLIcK I
i Fee 0:00:00:000 I
IH ouT :'=:-F CALC J Eé:lcE'f 9 7
Blocks On/Off Tempo L Signature Q Rec

New Overdub
Go to Right
New Alternative take Locator
Click Level Tap Tempo Right Locator Pos

Blocks On/Off

+ Activate/deactivate the Blocks Track by clicking the Blocks button.
See “Working with Blocks in the Sequencer” for more information.

Click On/Off

+ Click this button to hear an audible metronome click as the sequencer plays.
The click will sound on every beat, with the first beat in every bar accented (higher pitched). See “Click and Pre-
count” for more details.

Pre(-count) On/Off

+ Click the Pre button to hear a pre-count (count-in) click sound before recording.
Pre-count will only be present before recording - not before regular playback. See “Click and Pre-count” for details
about selecting number of pre-count bars etc.

Click Level

» Adjust the audio level of the metronome (and Pre-count) click by turning this knob.
See “Click and Pre-count” for more details.

Tap Tempo

Instead of setting the Tempo with the Tempo control (see below), you can manually tap in the desired tempo in real-
time.

+ Click the Tap Tempo button repeatedly to set desired sequencer tempo.
The tempo is defined by averaging the time between a minimum of two clicks and a maximum of 16 clicks. The
more clicks, the more “steady” the tempo. The time-out between two series of clicks is 2 seconds. The detectable
tap tempo range is 30-999.999 BPM.
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Song Position

The current song position is shown in the display. The song position is where the Song Position Pointer in the Ruler
(see Ruler details) is at the moment. The display is divided into Bars, Beats, 1/16th Note and Ticks (there are 240
Ticks for each 16th note) segments. You can edit the position of the Song Position Pointer, and thus change the
song playback position, according to the descriptions in “Transport Panel segment displays”.

About subticks in the Song Position display

When editing notes and automation events in the sequencer you have a resolution of 240 ticks per 1/16th note,
which allows for very accurate positioning. But for the Song Position Pointer, the internal resolution is even higher
(15360 ppg) which means that the position can end up on a fraction of a tick, a so called subtick.

If the Song Position Pointer value is on a fraction of a tick, this is displayed with an asterisk (*) in the Tick section of
the Song Position display.

E. 2. 4.ﬂ3l]“'“ [ T .| [ aoe |
0:00:10:945 E: in value contains fractions of ticks {subtichks). [C.]I.!}ﬁi.d(.l:.')dﬁag.b“bd\'s
X

+ To adjust the Song Position Pointer to the closest tick value, press [Ctrl](Win) or [Cmd](Mac) and click on the
asterisk in the display.
The Song Position Pointer will now adjust to the closest tick value and the asterisk disappears.

Time

The current position of the Song Position Pointer in the Ruler (see Ruler details) is shown in time format (hours, min-
utes, seconds and milliseconds) in the display. You can change the position in time of the Song Position Pointer, and
thus change the song playback time position, according to the descriptions in “Transport Panel segment displays’.

Tempo

The current song tempo is shown in the display in BPM (Beats Per Minute) and 1/1000 of a BPM. You can edit the
tempo according to the descriptions in “Transport Panel segment displays”. The Tempo range is 1.000-999.999
BPM.

Signature

The current song time signature is shown in the display. You can edit the time signature according to the descriptions
in “Transport Panel segment displays”.

The available Signatures are: 1/2-16/2, 1/4-16/4,1/8-16/8 and 1/16-16/16.

Rewind and Fast Forward

+ Click on the Rewind or Fast Forward buttons to move the Song Position Pointer in steps of one bar (from its
current position).

» To move the Song Position Pointer several bars at once, click and hold the mouse button depressed.
Instead of clicking the buttons, you can use the computer keyboard:
+ Press [4] on the numeric keypad for Rewind and [5] for Fast Forward.

» If you click and hold the Rewind or Fast Forward buttons, or press and hold the [4] or [5] keys, the positioning
speed will be faster after the first 20 bars.
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Play and Stop

» Click the Play button to start playback from the Song Position Pointer’s current position.

+ Alternatively, press [Enter] on the numeric keypad on the computer keyboard.

+ Click the Stop button to stop playback (or recording).

» Alternatively, press [0] on the numeric keypad or [Shift]+[Return] on the computer keyboard.

If you click the Stop button, or use the keyboard “Stop” commands, when the song is already stopped, the Song Po-
sition Pointer is moved according to the following rules:

¢ Clicking/pressing Stop the first time moves the Song Position Pointer to where playback was last started.
¢ Clicking/pressing Stop a second time moves the Song Position Pointer to the beginning of the song.

¢ If the Song Position Pointer already is at the beginning of the song, nothing happens.
This means you can always click twice on the Stop button in “stop mode”, to return to the beginning of the song.

+ Press [Spacebar] on the computer keyboard to toggle between Play and Stop.

Record

» Click the Record button to begin recording on the selected track/lane in your song.
Alternatively, press [*] on the numeric keypad or hold down [Ctrl](Win) or [Cmd](Mac) and press [Return] on the
computer keyboard. If Pre-count has been activated (see Pre(-count) On/Off above), the recording will begin after
the set number of pre-count bars.

! Nothing you play during the pre-count period will be recorded.

Dub and Alt

Clicking on any of these buttons will add additional audio tracks or note lanes for overdub purposes. Refer to “Over-
dubbing audio using the “Dub” function” and “Recording notes using the “Dub” and “Alt" functions” for more details
about these functions.

Q Rec

+ Click the Q Rec (Quantize during Recording) button to quantize notes as they are being recorded.
When the Q Rec button is on, all recorded MIDI notes will be quantized to the currently selected quantization grid.
Refer to “Quantizing notes” for more information on quantization.

Loop On/Off

+ Click the Loop button or press [L] to activate the Loop function.

When the loop function is activated, recording and playback will be continuously looped between the Left and Right
Locators. Some general rules regarding loop mode are these:

* If the Song Position Pointer is to the left of (before) the Right Locator when playback is started, the song will
play to the Right Locator and then immediately jump back and seamlessly continue from the Left Locator.

« If the Song Position Pointer is to the right of (after) the Right Locator when playback is started, the Locators
will be ignored and the song will continue to play “un-looped”.

¢ If the Left Locator is to the right of the Right Locator, i.e. in “reversed” order, the song will play to the Right Lo-
cator and then immediately jump and seamlessly continue from the Left Locator, skipping the part of the song
in-between the Locators. The song will then continue to play “un-looped”.

SEQUENCER FUNCTIONS g@

Reason



Left and Right Locator Position

The current positions of the Left and Right Locators in the Ruler (see Ruler details) are shown in the displays. The
display is divided into Bar, Beat, 1/16th Note and Ticks (there are 240 Ticks for each 1/16th Note). You can change
the positions of the Locators, and thus change the loop playback region, according to the descriptions in “Transport
Panel segment displays”.

Go to Left and Right Locators

+ Click on the “L” or “R” button to move the Song Position Pointer to the Left or Right Locators respectively.

» Alternatively, press [1] on the numeric keypad on the computer keyboard to move the Song Position Pointer to
the Left Locator or [2] to move to the Right Locator.

Transport keyboard commands

Below is a complete list of the computer keyboard shortcuts for the Sequencer Transport functions:

Function Key command

Stop, Go to start position, [0] on the numeric keypad or [Shift]+[Return]
Go to start of song

Play Enter] on the numeric keypad

Toggle Stop/Play Spacebar]

Rewind 4] on the numeric keypad

Fast Forward 5] on the numeric keypad

Record *] on the numeric keypad or

]
CtrlJ(Win) or [Cmd](Mac)+[Return]

Go to Left Locator 1] on the numeric keypad

Go to the start of the song J on the numeric keypad

Go to next bar 8] on the numeric keypad

71 on the numeric keypad

[
[
[
[
[
[
[
Go to Right Locator [2] on the numeric keypad
[
[
Go to previous bar [
[
[
)
[

Tempo up +] on the numeric keypad
Tempo down -] on the numeric keypad

Loop On/Off /] on the numeric keypad or [L]
Click On/Off C] or [9] on the numeric keypad
Pre-count On/Off [Ctrl](Win) or [Cmd](Mac)+[P]

Set the Left and Right Loop Locators to [P]
encompass selected clips and start play-
back in Loop Mode.

! If you are using ReWire for remote controlling Reason, the transport functions can be handled by either appli-
cation. See “ReWire” for details.
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About the Inspector

v— Inspector (context sensitive)

Snap Position Length
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The Inspector, located above the Edit/Arrangement Pane, can be used for a number of different editing purposes
pertaining to clips, events and recordings. The Inspector is context sensitive, meaning it will have different content
and functionality depending on what is currently selected. How to edit using the Inspector is described in detail in the
sections “Resizing clips using the Inspector”, “Moving clips using the Inspector”, “Editing recordings and cuts in the In-
spector” and “Editing notes and events in the Inspector”.

! When the Pencil Tool is selected, the Inspector isn’t visible. Instead, menus pertaining to Time Signature, Pat-
tern Automation and Blocks Automation are displayed.

About subticks in the Position and Length displays

When editing notes and automation events in the sequencer you have a resolution of 960 ppq (240 ticks per 1/16th
note), which allows for very accurate positioning. But when you record , the internal resolution is even higher (15360
ppg) which means that notes and automation events can end up on a fraction of a tick, a so called subtick.

If the value is a fraction of a tick, this is displayed with an asterisk (*) in the Tick section of the Position or Length dis-
play.

Puasition Length
| 111 o[ [333f

5 E] 12 T 21 The position value contains fractions of ticks (subticks). |
%2 [Ctrl]dick to dear subticks

+ To adjust the clip or event position (or length) to the closest tick value, press [Ctrl](Win) or [Cmd](Mac) and
click on the asterisk in the display.
The position or length value will now adjust to the closest tick value and the asterisk disappears.

! When it comes to audio editing, you will have access all the way down to the sub-tick level. This means there
won’t be any sub-tick asterisks when editing audio.

About the “Match Values” function

Position Length
EEE D|(;D 5. 0. 0. D|®
E& 5 (EIQ 13 17 21 25 Match Values

The “Match Values” function in the Inspector can be used to match the positions, lengths and/or values of several se-
lected clips, notes, events or recordings to the position, length and/or value of the topmost (or leftmost) selected clip,
note, event or recording. Refer to “Matching clips using the “Match Values” function”, “Matching audio values using
the "Match Values" function” and “Matching notes or events using the “Match Values” function”.
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About this chapter

This chapter describes the different recording techniques that you can use in Reason. The chapter covers both audio,
notes and parameter automation recording. Before you read this chapter, it's recommended that you are familiar with
the basic sequencer functions and definitions described in the “Sequencer Functions” chapter. A lot of functions are
common for all types of recording methods. These will be described first in this chapter. Later in the chapter we will
go into functions specific to audio, notes and parameter automation recording.

General recording functions

Record enabling

Before you can start recording on a track in the sequencer, the track needs to be record enabled. There are two types
of buttons for record enabling: the Record Enable button, which is used when recording audio clips and note clips,
and the Record Enable Parameter Automation button, which is used when recording device/channel strip parameter
automation and tempo automation:
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Five tracks with their Record Enable and Record Enable FParameter Automation buttons

Activated Enable Record and Enable Record Parameter Automation buttons are indicated with a red color. Recording
can be simultaneously enabled on an unlimited number of audio tracks (limited only by the computer’s processing
and hard disk performance) - plus one note lane on an instrument track. However, if you have locked several MIDI
keyboard controllers to specific instrument devices in the rack - using Remote (see “Locking a surface”) - you can re-
cord MIDI on these instrument tracks simultaneously. Recording of parameter automation can be simultaneously en-
abled on as many tracks as you like.
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Record enabling an audio track

v

Audlo Track 1

E— ][ 5] ) (el Record Enable button (On)

- CIITTTTTT

To record enable an audio track, click on the Record Enable button on the audio track.
The Record Enable button goes red.

Selecting an audio track will automatically record enable the track if you have selected “Standard” mode in the
“Master Keyboard Input” section on the “Keyboard and Control Surfaces” page in the Preferences dialog (see “The
Master Keyboard Input setting”) - and if the Manual Rec button in the Track List is Off, see “About the Manual Rec
function”.

Also, depending on the setting in the “Monitoring” section on the “Audio” page in Preferences, monitoring of the in-
put signal to the audio track may, or may not, be automatically activated - see “Using the Clip Safe function with
Propellerhead Balance”.

Record enabling multiple audio tracks

>

If you want to record audio from separate audio inputs on several tracks at once, click the Record Enable but-
tons on all desired audio tracks in the Track List.

Each record enabled audio track will automatically unfold to show the Tuner button, the Select Audio Input drop-
down list and the Input Meter. When recording audio on several tracks simultaneously, it doesn't matter which au-
dio track has Master Keyboard Input.

Audio Tradk 1
oEE ——Record Enable buttons (On)
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y Audi Track 2
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v ", Awdio Track 3
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Audio Track 4

=0 s | ) @
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Multiple audio tracks record enabled for recording audio on several tracks at once
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Record enabling an instrument track

Record Enable Parameter
Automation button

—Record Enable buttons
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» To record enable an instrument track, click on the Record Enable button on a note lane on the instrument
track.

The Record Enable button lights up red and the track has Master Keyboard Input.

If you have selected “Standard” mode in the “Master Keyboard Input” section on the “Keyboard and Control Sur-
faces” page in the Preferences dialog (see “The Master Keyboard Input setting”), selecting an instrument track will
automatically set Master Keyboard Input to that track - if the Manual Rec button in the Track List is Off, see “About
the Manual Rec function”. An instrument track that has Master Keyboard Input will automatically be record en-
abled, and will also be enabled for parameter automation recording, indicated by the red Record Enable Parameter
Automation button.

» If you want to record on another note lane on the instrument track, just click the corresponding Record Enable
button on the note lane.

! Only one note lane on one instrument track can have Record Enable active at a time, unless you have locked
additional MIDI keyboard controllers to specific instrument devices in the rack (see “Locking a surface” in the
Remote chapter). If you only have one MIDI keyboard controller (assigned as Master Keyboard), you can only
record notes on one note lane at a time (see “Setting Master Keyboard Input”).
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Record enabling several instrument tracks

If you have locked additional MIDI keyboard controllers to specific instrument devices in the rack (see “Locking a sur-
face” in the Remote chapter), the corresponding tracks for all these locked devices are automatically record enabled
- if the Manual Rec button in the Track List is Off, see “About the Manual Rec function”. These additional record en-
abled tracks are displayed with a keyboard symbol below the device icon in the track list. and their Record Enable
buttons are also automatically switched on. The track with Master Keyboard Input is still indicated with a red frame
around its device icon.

i[onn -~ T p—

Coominilnator 1
c--:--:-o o Lane 1
E\@@ [E; —~HwrH = Record Enable buttons (On)
Comiblnafor 2
m@@® [ sa—mie
-\..-D"I'I]ha?:lf-\.'l

The “Combinator 3" track with Master Keyboard Input and the “Combinator 1" and “Combinator 2" tracks controlled from additional
MIDI keyboards locked fo the corresponding devices in the rack.

» To manually enable/disable any additional record enabled instrument tracks that are locked to specific MIDI
keyboard controllers, click the Record Enable buttons on a note lane on any of these the tracks.

About the Manual Rec function

2l Rec JagiH-= e The Manual Rec button
Blods @]
L

The Manual Rec button in the Track List

The Manual Rec function in the Track List can be used if you don't want automatic record enabling of a selected
track. For example, when you are finished recording your audio tracks and want to proceed with recording channel
strip parameter automation, you probably don’t want the audio tracks to be record enabled for audio.

+ Click the manual Rec button to disable automatic record enabling of selected tracks.
WenualReeld (M)[s]  Lanes [+ [arie] |2
Blods [on]

o o IE 0 The selected track is not automatically
record enabled anymore

Bkoc2

iil=—IMR[TIo
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The Manual Rec function activated

If you change your mind and want to record audio on an audio track, you have to manually record enable it by click-
ing its Record Enable button as described in “Record enabling an audio track”. Alternatively, switch off the Manual
Rec button to enable the automatic record enabling again.

! The Manual Rec function affects both audio tracks and instrument tracks.
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Record enabling parameter automation

Parameter automation can be recorded on all track types, on one track at a time or on multiple tracks simultaneously.

Record Enable Parameter
Automation button

® |-
5 ==
+ Click on the Record Enable Parameter Automation button(s) on the desired track(s) in the Track List to enable
parameter automation recording.
All tracks enabled for parameter automation recording will be indicated by red Record Enable Parameter Automa-
tion buttons.

+ Setting Master Keyboard Input to a track (except for audio tracks) will also automatically enable parameter au-
tomation recording, indicated by the red Record Enable Parameter Automation button.

Record enabling pattern automation

Pattern automation can be recorded on tracks associated with pattern based devices such as the Redrum Drum
Module or Matrix Analog Pattern Sequencer. Enabling pattern automation works in the same way as enabling regular
parameter automation (see “Record enabling parameter automation”).

! Note that enabling the Record Enable Parameter button on a track featuring a pattern based device will also
allow automation recording of other device parameters besides the Bank and Pattern select buttons. Any ad-
ditional device parameters will be recorded on separate parameter automation lanes just like with non-pattern
devices.

Click and Pre-count

During recording and playback it's possible to have a metronome-style click sound to indicate the tempo of the song.
In recording mode it's also possible to have the metronome click sound appear a selectable number of bars before
the start of the actual recording, a so called pre-count. Activation of click and pre-count are managed on the Trans-

port Panel:
[ cuen 1. 1.1 L]
=k
Ot | vwe

The Click and Pre-count controls on the Transport Panel

Click

+ Click the Click button to get an audible metronome click as the sequencer plays. Alternatively, press [C].
The click will sound on every beat, with the first beat in every bar accented (higher pitched).

Pre-count

+ Click the Pre button to get a pre-count (count-in) click sound before the recording starts. Alternatively, press
[Ctrl1(Win)/[Cmd](Mac)+[P]
Pre-count will only be present before you record - not when you start regular playback.
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+ Select the number of pre-count bars by choosing “Number Of Precount Bars” in the Options menu.
You can choose between 1 to 4 bars.

m Window Help

Sync

Enable Keyboard Control
Keyboard Control Edit Mode

Remote Override Edit Mode
Additional Remote Overrides...

Surface Locking...

Toggle Rack Front/Rear Tab
Reduce Cable Clutter K
v Auto-group Devices and Tracks ~ Cirl+G

v Show Navigators

v Follow Song F
v Show Block Clips In Song View
Keep Events in Clip While Editing ~ Ctrl+Shift-+
v Auto-color Tracks and Channels
v Record Automation into Note Clip
MNumber Of Precount Bars

Enter Edit Mode Ctrl+E
Switch to Block View B

Selecting number of pre-count bars

~ Feel free to experiment with different pre-count settings. For up-tempo (faster) songs it’s generally more con-
venient to have a little longer pre-count (3 or 4 bars) whereas for slower songs it’s often sufficient with 1-2
bars.

Click Level

Adjust the audio level of the metronome click (and pre-count click) by turning the knob.

! Note that since the click sound is also routed via the selected audio card/interface on your computer - but not
through the Reason mixer, the click sound will be summed to the rest of the sounds playing in your song. A
high Click Level setting could therefore cause the Audio Output Meter on the Transport Panel, and the “Big
Meter” in the Reason Hardware Interface, to indicate clipping. If this should occur, either lower the Click Level
or deactivate Click to determine if it’s the click sound or the recorded sounds that cause clipping.
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Loop mode

In loop mode, the song is automatically looped between the Left and Right Loop Locators on the Edit/Arrangement
Pane during playback and/or recording:

49 53 %3 &1 I'a
L

I
A1 |M
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Loop mode activated by clicking the Loop button on the Transport Panel

The behavior when recording in loop mode differs depending on what you're recording - audio, MIDI or parameter au-
tomation. Refer to “Recording audio in Loop mode”, “Recording notes in Loop mode” and “Recording parameter au-
tomation in Loop mode”.
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General recording procedure

The following description applies to all types of recording: audio, MIDI and parameter automation. For specific details
of audio, MIDI and parameter automation recording, refer to “Recording audio”, “Recording notes”, “Recording perfor-
mance controller automation” and “Recording parameter automation”.

1. If desired, select Click and/or Pre-count according to the descriptions in “Click and Pre-count”.

2. Move the Song Position Pointer to the position in the Ruler where you want to start your recording (see “Ruler

details”).

3. Click the Record button on the Transport Panel. Alternatively, press [*] on the numeric keypad, or hold down

[Ctrl1(Win) or [Cmd](Mac) and press [Return].
The Record button turns red. If Pre-count is enabled, wait for the set number of pre-count bars before starting to
record audio, MIDI or parameter automation. During pre-count, nothing will be recorded.

L L
« | »

During pre-count, only the Record button is active (red) and nothing will be recorded.

. Start recording on the track.

As the recording begins, the Play button on the Transport Panel goes dark while the Record button remains red.

a3
LK\ »

During recording, both the Flay and Record buttons are active and any input data will be recorded.

If the lane is currently empty, a new clip is automatically created on the record enabled lane on the track. As the re-
cording progresses, the clip expands following the Song Position Pointer. The clips are shaded in red during re-
cording according to the picture below:

S-.-m e
e )

A note clip being recorded

Audio Tradk 1

5|07 @
(11~ (T .

An audio clip being recorded

. When you’re done recording, click the Stop button on the Transport Panel. Alternatively, press [Spacebar], [0]

on the numeric keypad, or hold down [Shift] and press [Return].
The Record and Play buttons turn grey, the Song Position Pointer stops and the red shading of the clip(s) disap-
pears. The clip(s) show the recorded events as different types of graphical objects, depending on clip type.

If nothing was recorded in a note clip, clicking Stop will automatically remove the empty note clip.
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Undoing a recording

» If you’re not satisfied with the finished recording, you can select “Undo Record Track” from the Edit menu or
select the clip on the Edit/Arrangement Pane and press [Delete] or [Backspacel.
This will delete the clip and its contents.

Undoing while recording a note clip

» If you’re not satisfied with your ongoing recording of a note clip, press [Delete] or [Backspace].
This will delete the current note clip and all its contents and at the same time create a new clip starting at the cur-
rent song position. The sequencer will continue recording during the entire process.

! Note that this only works when recording note clips.

Recording tips

Lowering the Tempo during recording

If you are going to record complex/difficult takes, a good suggestion is to lower the song tempo during recording and
then speed up the song to normal tempo again during playback. For audio tracks, Reason features very sophisticated
functions for audio stretching. Audio stretch enables you to alter the song tempo up or down without changing the
pitch of the recorded audio. See “About tempo changes and tempo automation of audio tracks” for more details.

When recording MIDI, just lower the tempo when recording the difficult parts and speed up to normal tempo during
playback.

Audio recording details

Setting up the audio track

Selecting audio input(s) and defining mono or stereo
+ Select audio input(s) for the track from the Audio Input drop-down list.
Audio Track 1

lﬂ@
w-Mono Input
Stereo Input

v Balance Balance 1L
Balance Balance 2/R

Selecting audio inputs for the Audio Track

At the top of the drop-down list you can select whether you want to use mono or stereo inputs. Depending on your
selection, the LED meter switches to a stereo or mono display. Further down in the drop-down list you can select
the audio interface input(s) you want to use for the track.

¢ If you are using the Propellerhead Balance audio interface, selecting any of its input channels in the drop-
down list will automatically switch on the corresponding Ready LEDs on the Balance front panel. Also, if you
have selected “Mono Input” in the Audio Input drop-down list, the Audio Track will show a CS (Clip Safe) sym-
bol to the right of the LED meter.
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Setting input level(s)

Before you start recording audio on the track it's very important to set correct input level(s). The input signal should
be loud enough to minimize noise and provide high quality, but not so loud that it causes clipping and distortion.

If you're using a 24-bit audio interface (recommended), aim at having the level of the input signal around -12dB on
the track Input Meter according to the picture below. For 16-bit audio interfaces you may want to raise the level an-
other couple of dB's.

Audio Track 2 I “Safe” input level ~ -12dB

-D@ @. (first yellow LEDs lit)
[ (3 TS oLl
£l

~ To get a better view of the input levels, use the separate Recording Meter Window, see “The Recording Meter
Window”.

! Ifyou are using the Propellerhead Balance audio interface you can use the special Clip Safe function to protect
your recordings from accidental audio input clipping, see “Recording using the Clip Safe function in Propeller-
head Balance”.

! Always adjust the input level at the source (e.g. the mic preamp connected to, or built-in in the audio interface).

! If the input signal level should exceed 0dB (red clipping LEDs to the right) on the track Input Meter at any time
during recording, there could be audible distortion in the recording:

Audio clipping LED = distortion
e '[m|EJ|'5‘|""-"| =] (Clipping LED lit)

[ || = CLLECLCLCEEEELCEEL R T TTT T

If the input level should clip, at any time, the red clipping LED(s) in the Input Meter will be constantly lit until you click
on the Input Meter. This is to notify that there is, or has been, too loud an input signal present on the track.
! The input level cannot be adjusted using the Channel strip controls in the Main Mixer. The Channel strip con-

trols are used only for adjusting the level and characteristics of the monitored signal and/or the playback sig-
nal of an existing recording on the track.

Using the Clip Safe function with Propellerhead Balance

! Note that the Clip Safe function only works together with the Propellerhead Balance audio interface.

If you use the Propellerhead Balance audio interface together with Reason, you will have access to the Clip Safe
function. The Clip Safe function lets you record a mono signal with an additional “invisible” headroom. This is done by
using both AD converters in Propellerhead Balance for the same mono signal, with the second AD converter dedi-
cated to the additional headroom.

When recording with the Clip Safe function, Reason records the mono signal in parallel using both AD converters.
The original AD converter records the signal at normal level and the second AD converter records the same signal
“padded” at a lower level.

In practice this means that if the input signal should exceed the normal OdB clipping level during recording, the pro-
gram will allow you to use the “padded” signal from the second AD converter and replace the clipped/distorted audio.
The padded signal will be amplified in Reason so that its level accurately reflects the original recording level. In other
words, the resulting signal will be just as loud as the original signal - but without any clipping or distortion.
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Proceed as follows to activate the Clip Safe function:

1. Select “Mono Input” in the Audio Input drop-down list on the Audio Track and then select either “Balance 1/L”
or “Balance 2/R”.

v Audio Track 1 SR
O T

[Ej[ﬁk'l \(TITI
.-‘" ono Input
Stereo Input

v Balance Balance 1L
Balance Balance 2/R

The CS (Clip Safe) symbol appears to the right of the level meter on the Audio Track.

2. Press the Clip Safe button on the Propellerhead Balance front panel.

MIC GUITAR LINE1 LINE 2

B mcn [=1 I I |
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The Cljp Safe button on the Fropellerhead Balance audio inferface

A Clip Safe request signal is sent from the Balance interface to Reason. Depending on what audio inputs are se-
lected on the record enabled Audio Track(s), the following happens:

e Ifthe Balance 1/L or 2/R input is selected as audio input (Mono) on one single record enabled Audio Track, the
Clip Safe LED on the Balance interface turns green and the CS symbol on the Audio Track is lit.
When the Clip Safe LED on the Propellerhead Balance audio interface is green, the Clip Safe function is enabled.
If the 1/L input is selected as audio input (Mono), the Right channel on the Balance interface is used for the ad-
ditional headroom, and vice versa.

¢ If the Balance 1/L and 2/R inputs are selected as Stereo Input, the Clip Safe function is disabled and the Clip
Safe LED on the Balance interface turns red. The CS symbol on the Audio Track also disappears.
The Clip Safe function requires both inputs to be available. Also, if the Balance 1/L (mono) and 2/R (mono) inputs
are selected as audio inputs on other record enabled Audio Tracks, the Clip Safe function is disabled.

See “Recording using the Clip Safe function in Propellerhead Balance” for more information about using the Clip
Safe function.

Monitoring
Monitoring means listening to the input signal of an audio track. Monitoring works according to the following princi-
ples:

¢ By default, monitoring is automatically enabled as soon as an audio track is record enabled.
This makes it possible to hear what you will be recording - before and during recording to disk.

* During playback of an audio track, monitoring is automatically disabled.
During playback, you will only hear the recorded signal - not any input signal.

~ Note that you can manually activate or deactivate monitoring for a track by clicking the Monitor button.

The input signal is monitored after the Channel strip and Master Section in the Main Mixer which means that all mixer
parameters, including any Insert Effects, Dynamics etc., will also be applied to the monitored signal.

! Note that the Main Mixer parameters will only affect the monitored (and/or played back) signal - they will not
affect the signal being recorded to disk.
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Depending on the technical specifications and/or settings in your hardware audio interface, the latency of the moni-
tored input could become a problem. If this is the case, it's probably better to monitor the input signal before it
reaches the Reason program, i.e. directly on the external audio interface/mixer/preamp. If you don't want to monitor
through the Reason program you should select "External" or “Manual” in the Monitoring section on the Audio tab in
the Preferences dialog:

Clock Source

Cortrol Panel
Monitaring « . . »” .

B -——The “Monitoring” section
{Monitor record enabled tracks, in Record and Stop mode) - -

S on the Audio tab in the

anual

{Use Maonitor buttons to activate monitoring) Prefere nces d i a Iog

O Btemal
{No monitoring through Record - use extemal mixer)

Play in Background

+ Select “Automatic” to select automatic monitoring of the Audio Track in Reason.
Each time you select and/or record enable an Audio Track in the Track List, monitoring in Reason will be automat-
ically enabled. It's possible to manually disable monitoring in this mode if you like.

» Select “Manual” to manually select if monitoring should be on or off.
This mode should be selected if you prefer to have manual control over monitoring, or when you are monitoring
through external mixer or audio interface. In the latter case, you would select "Manual" mode and just don't click
any monitor buttons.

+ Select “External” to deselect automatic monitoring of the Audio Track in Reason.
When you select and/or record enable an Audio Track in the Track List, monitoring in Reason will be automatically
disabled. It's not possible to manually enable monitoring in this mode.

Using the Tuner

An audio track also features a built-in tuner function. The Tuner detects and displays the input pitch of a connected
instrument - an electric guitar, for example.

1. Click the “Enable Tuner” button below the device icon to switch to Tuner mode.
The Input Meter switches to a Tuner.

1l s [l @]

i »

An audlio track in Tuner mode

2. Play a note on the connected instrument and watch the Tuner.
When the input pitch is detected, the Tuner lights up and indicates how far the pitch is from the displayed note
value to the right of the Tuner. The center LED on the Tuner Meter indicates a perfectly tuned note pitch. The
green arrow LEDs on either side of the Tuner Meter indicate how the connected instrument should be tuned. The
left arrow LED means raise the pitch and the right means lower the pitch.

! Note that the input note needs to sustain for a little while before the pitch can be detected.
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The Recording Meter Window

Recording Meter

Audio Track 1

The main purpose of the Recording Meter floating window is to provide a good overview of recording levels and/or
tuner values when you are located some distance away from the computer screen. The Recording Meter mirrors the
information from the input level meter and Tuner of the currently selected record enabled Audio Track.

+ Toggle the Recording Meter window on and off by pressing [F3] or by selecting “Show/Hide Recording Meter”
from the Windows menu.

» If you are using the Propellerhead Balance audio interface you can also press the Meter/Tuner button on the
front panel to toggle the Recording Meter window on and off:
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The Meter/Tuner button on the Fropellerhead Balance audio interface

» Move the Recording Meter window by clicking on the window background and then dragging.

» If you have manually record enabled several Audio Tracks in the sequencer, you can choose which track to dis-
play in the Recording Meter window by clicking the right/left arrows on either side of the Audio Track name.
By default, the first record enabled Audio Track in the sequencer is displayed in the Recording Meter window.

+ Click the pitchfork symbol in the Recording Meter window to bring up the Tuner for the selected Audio Track.
A large Tuner display is shown at the bottom of the Recording Meter window.

Recording Meter

Audio Track 1

See “Using the Tuner” for more information about the Tuner.
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Recording audio

To minimize the song saving time, we strongly recommend saving the song before recording many or large au-
dio recordings.

. Set up the audio track according to the descriptions in “Setting up the audio track”.

2. Record the track according to the descriptions in “General recording procedure”.

. When the recording is finished, the audio clip on the track shows the recorded audio as one or two continuous

waves inside the clip, depending on whether the input was in mono or stereo:

Audio clip with stereo
audio events

An audio clip with a stereo audio recording

Recording using the Clip Safe function in Propellerhead Balance

If you are recording using the Propellerhead Balance audio interface, you can utilize the Clip Safe function to protect
your recordings from any accidental input signal clipping. The program can then take care of and heal any input sig-
nals that accidentally exceed OdB.

See “Using the Clip Safe function with Propellerhead Balance” for more details.

Note that the Clip Safe function can only be used when recording in mono (single audio input) and only on one
record enabled Audio Track at a time.

Proceed as follows to set up and activate the Clip Safe function:

1.
2.

Select the desired Audio Track for recording.
Select audio input in the drop-down list.
Note that you can only select the Balance In L or R (Mono Input) for the Clip Safe function to be available.

. Press the Clip Safe button on the Balance front panel.

The Clip Safe LED on the Propellerhead Balance audio interface turns green. The CS indicator to the right of the
input level meter on the Audio track is lit:

\>\_//
1/LEFT

= .<«¢——— Clip Safe LED on
N ey e CS indicator onl

The Clip Safe LED on the Fropellerhead Balance interface and the CS indicator on the Audio Track

. Record the track according to the descriptions in “General recording procedure”.
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We recommend that you aim at -12dB maximum recording level, even if you are using the Clip Safe function.
Recording high input levels will result in very loud audio on the track, which could be problematic to mix with
the rest of the instrument tracks in your song.

When the Clip Safe function is active, the Input Meter on the Audio Track, as well as the level meter in the Record-
ing Meter window get their red LEDs replaced by yellow ones. The Recording Window also gets a Clip Safe sym-
bol to the upper right:

Recording Meter

Audio Track 1 | V4 ‘

/L
ROl (L LEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEETELE

The Input Meter on the Audio track and the Recording Meter gets yellow LEDs instead of red ones.

. When the recording is finished, the audio clip on the track shows the recorded audio as a continuous wave in-

side the clip.
The red vertical line(s) at the top of the of the audio clip indicate that Clip Safe was activated since the input level
exceeded 0dB. The selected audio clip also gets an additional Heal (CS) button on its upper right hand side:

Clip Safe applied for input signal exceeding -OdBj

Audio Tr.

=
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%ﬁ‘ Heal button
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Audio recorded with the Clip Safe function active

. Play back the track and hear where the signal clips.

You should hear this when the playhead passes over the red vertical line(s) in the audio clip. Sometimes, though,
if the clipping is moderate it might not be audible.

. To permanently heal the audio clip and use the Clip Safe audio, click the Heal (CS) button to the upper right-

hand side of the audio clip. Alternatively, select “Heal Clip Safe Clips” from the Edit menu or audio clip context
menu.

Now, the clipped/distorted audio has been replaced by the “padded” Clip Safe audio and the recording should not
clip or distort anymore. The area above the audio clip disappears, as does the Heal (CS) button.

If you like, you can zoom out using the Waveform Zoom Level buttons to view the resulting waveform in its en-
tirety in the Audio Clip (see “Waveform Zoom Mode”).

The healing operation can also be performed on several selected audio clips in one go. Just select the desired
clips and click a Heal (CS) button on one of the clips.

If you want to remove the Clip Safe parts and keep the clipped/distorted parts, just undo the healing operation
using the standard [Cmd](Mac)/[CtrlJ(Win)+Z command.

If you want to permanently delete the Clip Safe audio and keep the clipped/distorted audio, select “Delete Clip
Safe Audio” from the Edit menu or audio clip context menu.

In Edit Mode, the audio clip will have the same graphical appearance (the clipped/distorted parts indicated by
red vertical lines, plus the Heal (CS) button to the right in the Clip Overview).
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Recording audio in Loop mode

Recording audio in Loop mode is very useful if you want to record alternative takes of the same part of the song. For
example, let's say you want to sing a couple of takes of the chorus part of your song to later create the perfect chorus
by selecting the best parts of the different takes.

! To minimize the song saving time, we strongly recommend saving the song before recording many or large au-
dio recordings.

Proceed as follows to record audio in Loop mode:

1. Set up the audio track according to the descriptions in “Setting up the audio track”.

2. Set the Left and Right Locators to span the chorus part of your song.

3. Enable the Loop function by pressing [L] or by clicking the Loop On/Off button on the Transport Panel:

Loop mode activated on the Transport Pane/
4. Click the L button on the Transport Panel to move the Song Position Pointer to the Left Locator.

oy

6Go To Left Locator [

5. Record the track according to the descriptions in “General recording procedure”.

6. Start singing to record audio on the track.
When the Song Position Pointer has reached the Right Locator, the recording starts over from the Left locator
again and you can now record a second take. The audio recorded in the previous take won't be heard but is saved
in the “background” on a Comp Row.

Continue recording for as many loop cycles as you like.

7. When the recording is finished, the audio clip on the track shows the last recorded audio take as one or two
continuous waves inside the clip (depending on whether the input was in mono or stereo).
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8.

Double-click on the audio clip to open it for editing.
The audio clip is opened in Edit Mode and automatically set to Comp Mode. There is one Comp Row for each re-
corded loop cycle (take):

= |E| stabbihmatas skl s aan A e A s stk s it 2t Audio clip (latest take)
'———"'F»w o ™ Wiith stereo recording
E lence
{11.1.0) Take 5 - -
? 2 1 __ Audio Comp Rows with
: » stereo recordings
{11.1.0) Take 4
? FRER 1 1€ —
{1-1.1.0) Take 3
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(1.1.1.0) Take 2
? g
(111, Take 1
? 1g |

Audio recorded in Loop mode with & loop cycles (takes) recorded

From here, it's easy to assign the best parts from the different takes and comp them into a final clip. See “Creating
a comped audio clip” for details.

If you have recorded using the Clip Safe function with the Propellerhead Balance audio interface, any clipped
parts are displayed with vertical red lines above each Comp Row. If you decide to heal the audio clip using the
Heal (CS) button or “Heal Clip Safe Clips” from the Edit menu or context menu of the selected audio clip, the
recordings on all Comp Rows are healed in one go.

Overdubbing audio using the “Dub” function

Back in the tape recorder days, overdubbing was used to record additional takes on additional tracks on the same
section of the tape, to create a complete arrangement. For example, recording a vocal chorus part could be done by
overdubbing the singer three or four times on additional tracks. Overdubbing in Reason works in a similar way, but
with much better control, and much better editing possibilities afterwards.

>

After you have recorded the first take on an audio track, click the “Dub” button on the Transport Panel.

This will create a new audio track with a duplicate of the original audio track settings, including the channel strip
settings (with insert effects etc.). Now, you can continue recording on the new audio track as described in “Re-
cording audio” and “Recording audio in Loop mode”. Afterwards, you can edit the new track completely indepen-
dently of the original track.

The “Dub” function can also be used on-the-fly while recording.

Duplicating audio tracks using the “Alt” function

Closely related to the “Dub” function, described in “Overdubbing audio using the “Dub” function”, is the “Alt” function.
This function can be used to create a new audio track with an identical copy of the selected audio track’s settings.
The only difference between the "Alt” and “Dub” functions is that the Alt function will automatically mute the original
audio track.
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+ Select the audio track you want to duplicate and then click the “New Alt” button on the Transport Panel.
This will create a new audio track with a duplicate of the original audio track settings, including the channel strip
settings (with insert etc.). Now, you can continue recording on the new audio track as described in “Recording au-
dio” and “Recording audio in Loop mode". Afterwards, you can edit the new track completely independently of the
original track.

- The “Alt” function can also be used on-the-fly while recording.

Recording over or into an existing audio clip

If you start recording over an existing clip on an audio track, the new recording will incorporate (replace, but not
erase) the previous recording in the clip. When you open the audio clip in Edit Mode afterwards, there will be one
Comp Row for each of the takes, the same result as when recording audio in Loop mode (see “Recording audio in
Loop mode”).

Let's have a look at the following example:
In the picture below, we have the original audio clip spanning bars 1-8 on the track:

ManuaiRee] MI[S] Lanes [+ [aie] ) P@ R e

An audio track with an existing cljp

Now, we want to redo (re-record) the part that spans bars 5-6. We place the Song Position Pointer at bar 5 and re-
cord 2 bars:

Menusl Ree] i8] Lanes [+ [@ed (5 | | [0 5@‘“" i
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New recording g

A new recording made on bars 5-6 on the audio track

The new recording is made over the original clip. The recording in the original clip has therefore been incorporated
into the start of bar 5 to the end of bar 6.
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Now, let's double-click on the clip to open it for editing in Edit Mode:
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L Incorporated part of the original recording

The new and original recordings (takes) in Edit Mode

The new recording has incorporated bars b-6 of the original recording. However, the original recording in bars 5-6
has been left totally unaffected. The entire original audio recording now resides on the “Take 1" Comp Row and the
latest recording resides on the “Take 2" Comp Row. The resulting clip will now play back the “Take 1" recording in
bars 1-4 and 7-8. Bars 5-6 will play back the “Take 2" recording.

See “Creating a comped audio clip” for details on how to extract parts from individual takes and comp into a final clip.

Recording audio from Mix Channel outputs

Besides recording external audio from the inputs of your audio interface, it's also possible to record audio internally

from the outputs of Mix Channel or Audio Track devices. Typical applications for this could be re-recording of an au-
dio track with effects applied, or recording when playing back an instrument or audio track while making live manip-
ulations of effects or parameters.

- If you want to record the audio from an Instrument track onto an audio track, without making any live manipu-
lations, you can also use the “Bounce Mixer Channels” function - see “Bouncing Mixer Channels”.

The example below describes how to capture and record the audio from an ID8 device, but the general method can
be used for other recording scenarios as well:

1. Create an instrument track for the instrument device you want to record according to the descriptions in “Cre-
ating an instrument track”.

You won't actually be recording on the instrument track in this situation. However, you will need the instrument
track to be able to play the instrument device from your connected master keyboard.

2. Create an audio track according to the description in “Creating an audio track”.

RECORDING IN THE SEQUENCER g@

Reason



3. In the rack, locate the Mix Channel device connected to the ID8 instrument device and click its “Rec Source”
button.
The “Rec Source” button on Mix Channel devices is used for real-time audio recording of devices connected to the
Mix Channel device.

The “Rec Source” button on Audio Track devices are used for real-time re-recording of audio tracks.

.
-
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Enabling the Rec Source button on the Mix Channel device in the rack.

4. Locate the audio track and select “Stereo Input” and “ID8 1” as input source in the “Select Audio Input” drop-
down list.
All Mix Channel and Audio Track devices that have their “Rec Source” button enabled will appear in the list. In this
example, we only have the Rec Source button active on the “ID8 1" Mix Channel.

Ao Traek 1
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w Ftereo Input
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M-Audio FW ASIO Ozonic Analog In 1 + Ozonic Analog In 2
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“Stereo Input” and “ID8 1" selected in the ‘Select Audlio Input” drop-down Jist.

5. Select the instrument track, in this example the ID8 1, so that it has Master Keyboard Input (red frame around
the device icon) and disable the “Record Enable” button.

5 9
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©=amve
Select the ID8 1 track and disable the Record Enable buttfon.

6. Locate the audio track and record enable it by clicking the Record Enable button.

MenaiFee) WE)  Lanes (@ @aw) | |2 F°
A2 @Transpcrt
v

Engage Record Enable on the Disk Channel track.

! Don’t set Master Keyboard Input to the audio track - only click the “Record Enable” button on the audio track!
This way, the ID8 1 instrument track will still have Master Keyboard Input.
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7. Play the master keyboard and set the input level to the audio track by adjusting the Level Fader on the ID8 1
Mix Channel strip in the mixer.
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Adjusting the instrument's level fo the audio track.

! A Volume setting of -0.0 dB on the instrument device and a Level Fader setting of -0.0 dB on its corresponding
Mix Channel strip in the mixer is often the optimal setting to avoid audio signal clipping. As when recording ex-
ternal audio, it’s the track’s Input Meter that should be observed for any clipping.

v

8. Start recording audio on the audio track according to the description in “Recording audio”.

~ By using the recording method described above, it’s also possible to record the audio from previously re-
corded note clips on instrument tracks.

Recording a mixdown of several audio tracks

Another useful feature is to record a real-time mixdown of several previously recorded audio tracks onto a new, ad-
ditional audio track. This is sometimes also referred to as recording stems or sub-mixes. Let's say we have four back-
ing vocal tracks that we want to mix down and record on a new audio track. We can do this as follows:

1. Create a new audio track according to the description in “Creating an audio track”.
This is the track we're going to use for recording the mixdown. We name the track “Mixdown” to make it easier to

distinguish.
2. Locate the Master Section device in the rack and click its “Rec Source” button.

MASTER SECTION E
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The ‘Rec Source” button on the Master Section device

This will allow you to record the output from the Master Section onto the new audio track.
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3. Locate the four backing vocal Audio Track devices in the rack, or their corresponding channel strips in the
mixer, and click their “Solo” buttons.
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The four backing vocal Audio Track devices soloed

Since we're going to record the four backing vocal tracks through the outputs of the Master Section, we only want
the backing vocal tracks to sound. All other tracks in the song should therefore be muted.

4. Select the “Mixdown” track in the sequencer and select “Stereo” and “Master Section” from the “Select Audio
Input” drop-down list.
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‘Stereo” and “Master Section” selected as Audlio Input source

Selecting “Stereo” makes it possible to pan the backing vocal tracks in stereo before recording on the mixdown
audio track.

5. Adjust the parameters of each of the backing vocal track channel strips as desired.

~ Don’t forget to set the panning of each of the tracks to spread them in the stereo panorama.

&%@ RECORDING IN THE SEQUENCER 143

Reason



6. Select the “Mixdown” track in the sequencer and click the “Rec” button on the Transport Panel to start record-
ing the mixdown.
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Recording the mixdown of the four backing vocal tracks to the ‘Mixdown” track

~ During recording, you might want to perform real-time adjustments of the backing vocal tracks’ channel strip
parameters to create a “live” mix.

7. When you have recorded the mixdown, click “Stop” on the Transport Panel.
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8. Before you play back the song with the mixdown track, remember to un-solo the four backing vocal Audio
Track devices/channel strips. Also, mute the four original backing vocal tracks in the sequencer to avoid “dou-
ble” sounds.
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Playing back the Mixdown frack with the original backing vocal fracks muted in the sequencer

- If you want to record several Mix Channels onto a single audio track, you can create a sub-mixer setup for this
purpose - see “Creating a sub-mixer”.
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Note recording details

Note events can be recorded for instrument devices and are contained in note clips. Performance controller events,
such as Mod Wheel, Pitch Bend and Aftertouch events, can also be recorded from instrument devices, and be con-
tained in note clips, but they are described separately in “Parameter automation recording details”.

Setting up the instrument track

To be able to record notes for an instrument on a track in the sequencer, you need only create an instrument track as
described in “Creating an instrument track”. The instrument track will automatically have Master Keyboard Input and
the note lane will automatically be record enabled. Since you will only be recording MIDI events on the instrument
track - and no audio - there is no need to adjust audio levels etc. These can always be adjusted afterwards.

About “Quantize During Recording”

+[/ [Croor
K|» W > @ =D EEEERECE
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The Q Rec (Quantize During Recording) button on the Transport Panel

It's possible to quantize MIDI notes as they are being recorded. This will automatically align the start positions of the
recorded notes to a pre-defined grid. Refer to “Quantizing notes” for more details.

Recording notes

1. Set up the instrument track according to the description in “Setting up the instrument track”.
2. Record the track according to the description in “General recording procedure”.

3. When the recording is finished, the note clip on the lane shows the recorded note events in a piano-roll fashion
inside the clip:

{Comibin=sor 1
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A note clip with note events

Note clip with note events

The note clip’s start and end boundaries will automatically snap to the closest bar to make it easier to arrange
(move etc) later on.

! If no MIDI events (notes and/or performance controllers) were recorded, the empty note clip will be removed
from the lane after you have clicked Stop.

~ It’s also possible to manually insert notes by drawing them with the Pencil tool. Refer to “Drawing notes”.

Recording notes in Loop mode

Recording on a note lane in Loop mode allows you to continuously add new notes in a defined section of your song:
1. Set up the instrument track according to the description in “Setting up the instrument track”.

2. Set the Left and Right Locators to span the desired part of your song.
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3. Enable the Loop function by pressing [L] or by clicking the “Loop On/Off” button on the Transport Panel:
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Loop mode activated on the Transport Pane/

4. Click the “L” button on the Transport Panel to move the Song Position Pointer to the Left Locator.

“se.1.1. o B

6Go To Left Locator ﬂk

5. Record the track according to the description in “General recording procedure”.
When the Song Position Pointer has reached the Right Locator, the recording starts over from the Left Locator
again and you can record additional notes. Any new recorded notes will be added to the previously recorded ones
and all notes will be heard during the recording.

Continue recording for as many loop cycles you like.

Recording over or into an existing note clip

Recording over or into an existing note clip will simply add new note events to the previously recorded events in the
note clip as described in “Recording notes in Loop mode”. However, If the new recording should start before the orig-
inal clip, and expand into the original clip, a new clip will be created and will engulf the original clip. Let's have a look
at the following example:

In the picture below, we have the original note clip spanning bars 4-13 on the track:
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A note lane with an existing cljp

Now, we're going to record an intro which is going to span the first four bars:

[m][ 5] Lanes [#] [ari=] £
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A new note clip recorded on bars 7-4 on the same note lane

The new clip is partly recorded over the original clip. The part of the original clip that has been recorded over is incor-
porated in the new clip; the events from the original clip are now contained in the new clip, and the start of the original
clip has been moved to bar 5, where the new clip ends.

! If you’re recording over or into a masked clip and the new clip engulfs masked events, the masked events will
be permanently deleted! See more about masked events in “About masked recordings and events”.

~— Another, perhaps more convenient, way of overdubbing on an instrument track is to create additional note
lanes and record new clips on these using the New Dub or New Alt functions described in “Recording notes us-
ing the “Dub” and “Alt” functions”. This way, you will get a better overview of exactly what you added in each
of your recordings.
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Recording notes using the “Dub” and “Alt” functions

A practical way of recording additional MIDI events on an instrument track is to use the “Dub” and “Alt" functions.

[ 0 B
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The “Dub” function
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The “Dub” function creates additional record enabled note lanes on which you can record “overdubs”. This is the func-
tion to use when you want to add new notes in the same section of the instrument track but want the notes to end
up in new clips on additional note lanes instead of in the original clip. All note lanes will play back together.
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The "Dub” function used for creating two additional lanes for overdub purposes. Loop mode is Off.
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The "Dub” function used for creating two additional lanes for overdub purposes in Loop mode.

~ Creating a new note lane using the “Dub” button can also be done on-the-fly while recording.
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The “New AIlt” function
The “Alt” function creates additional record enabled note lanes on which you can record alternative takes. At the
same time, the previous note lane will be muted. Only the most recently added note lane will play back.

! Note that if Loop is activated and the Song Position Pointer is between the Locators, the clips between the Lo-
cators will be muted (instead of the lanes).

Here are two examples where the “Alt” function has been used:

[m][5] Lanes [#] [ari=] £

— Muted note lanes

The "Alt”" function used for creating two additional lanes for alternative takes. Loop mode is Off.

When using the “Alt” function with Loop mode off, the previous note lane will be automatically muted.

[m][s] Lanes ] [artw] [
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Muted note clip
Split and muted note clip

The "Alt" function used for creating two additional lanes for alternative takes in Loop mode.

When using the “Alt” function in Loop mode, the clips between the locators will be muted - not the entire note lane. If
the locators are placed over an existing clip, as in the example above, clicking the “Alt” button in Loop mode will split
the clip and mute the clip between the locators.

~ Creating a new note lane using the “Alt” button can also be done on-the-fly while recording.
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Parameter automation recording details

In Reason, you can automate virtually any device and channel strip parameters and create completely automated
mixes if you like. This is done by recording parameter events in the sequencer. It's also possible to record sequencer
Tempo automation (see “Tempo automation recording”).

Performance controllers vs. track parameter automation

Recording parameter automation can be done in two different ways; either as performance controller automation or
as track parameter automation.

Performance controller automation is automatically recorded together with note events in note clips on note
lanes.

Any standard MIDI performance controllers that you apply when playing (Pitch Bend, Mod Wheel etc.) will be re-
corded as performance controller automation in the note clip. A clip on a note lane can contain any combination of
note events and performance controller automation events.

Track parameter automation creates separate parameter automation lanes on a track, one for each automated
parameter.

Which method you should use depends on how you prefer to work. The main differences to take into account are the
following:

Performance controller automation allows you to contain the automation data in a note clip together with note
events.

The key feature with performance controller automation is that it's contained together with the notes in the note
clip. Moving the note clip moves the performance controller automation as well. Therefore, if your controller
changes are part of your "note performance" (e.g. Pitch Bend and Sustain Pedal), then you want them as perfor-
mance controllers (see “Recording performance controller automation”).

Filter sweeps played together with the notes etc. can also be recorded as performance controllers (see “Recording
parameter automation into Note Clips”).

If your parameter changes are for sound design or mixing purposes (e.g. a slow opening of a filter, a gradual
change in level), they would probably work better as track parameter automation.

Track parameter automation is recorded on separate lanes on the track (one lane for each automatable parame-
ter). Track parameter automation clips can be moved individually, independent from any note clips. See “Recording
parameter automation”.
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Recording performance controller automation

If you use any MIDI performance controllers when recording on a note lane, these are automatically added to the re-
corded clip. This makes sense as performance controllers are usually recorded at the same time you record notes, as
a part of the performance. Standard MIDI performance controllers are Pitch Bend, Modulation Wheel, Sustain Pedal,
Aftertouch, Breath Control and Expression.

+ To record standard performance controller automation, just follow the descriptions in “Recording notes”.
When you have recorded performance controllers in the note clip, the clip will have automation curves visible in it
along with the recorded note data.

r
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Performance controllers are shown as curves in the note clip. In this picture, Mod Wheel, FPitch Bend and Sustain Pedal
controllers have been used.

Green borders will appear around the automated device parameters to indicate that they are automated.
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The Pitch Bend and Mod Wheel parameters have been automated, indicated by the green borders.

! After you stop recording, you need to click Stop again, or click the “Automation Override” indicator above the
audio meters on the Transport Panel, for the green automation borders to appear on the device panel.

The Automation Override indicator on the Transport Fanel.

The performance controller automation is shown differently in the clip depending on the type of controller used.
Controllers with bipolar range (such as Pitch Bend) are shown as lines in the middle when at zero (no pitch bend)
with curves travelling up or down from the zero value. Controllers with only positive values (such as Mod Wheel)
have zero at the bottom of the clip with applied modulation shown as curves travelling up from the zero value. Con-
trollers with off/on values (such as Sustain Pedal) are shown as rectangular curves (on - duration- off).

¢ If you open a note clip Edit Mode (by double-clicking on the clip), the recorded performance data will show up
on separate Performance Controller Edit Lanes on the Edit Pane.

—_ mﬂm—_

W
ff‘ | |Velocity ! |
‘”I'o: Mod Wheef | J ﬁ N &
PTI -——— Performance Controller
_,ft> EEE T %‘F Edit Lanes

Performance controller automation on separate Edit lanes in Edit Mode.
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- Note that you can record notes and performance controllers separately. l.e. you can first record notes on one
note lane and then record performance controllers on another note lane on the same instrument track. The au-
tomation will be contained in note clips placed on a separate lane and can also be moved or muted separately.

! If several note lanes contain performance controller automation, the topmost lane has priority (see “About
performance controller automation on multiple lanes”).

- It’s also possible to manually insert performance controller events by drawing events with the Pencil tool. Re-
fer to “Drawing parameter automation events”.

Recording parameter automation into Note Clips

Besides the standard performance controllers (Pitch Bend, Mod Wheel etc.), you can choose to record automation of
any type of instrument device parameter into a note clip:

1. Select “Record Automation into Note Clip” from the Options menu.

v Record Automation into MNote Clip
Number Of Precount Bars ‘k' r

Enter Edit Mode Cirl4E

2. While recording on a note lane according to the description in “Recording notes”, tweak the parameter(s) you
want to automate on the instrument device panel in the rack - or use a Remote MIDI controller (see “Remote -
Playing and Controlling Devices”).

Any parameter you tweak on the device will be recorded as automation inside the note clip - just like Performance
Controller automation.

Green borders will appear around the automated device parameters to indicate that they are automated.

! After you stop recording, you need to click Stop again, or click the “Automation Override” indicator above the
audio meters on the Transport Panel, for the green automation borders to appear on the device panel.

~ While this method is perfect for making a note clip self-contained, there are some trade-offs. If you use this
method to record device parameters, you won’t have the same overview as with track parameter automation.
You also won’t be able to later mute a separate parameter automation lane, or move to parameter lanes inde-
pendently.

! Itis possible to have overlapping track parameter automation and automation inside a note clip for the same
parameter. In such a case, the track parameter automation overrides the note clip automation. As soon as the
track parameter automation clip ends, any automation inside the remaining part of the note clip takes over.

Recording performance controller automation over or into an
existing clip

¢ If you record over a note clip with performance automation data and you adjust any of the performance con-
trollers used in the clip, the automation will be replaced with new performance events from this point onward
until you stop recording.
However, if the new recording should start before the original clip’s start position, a new clip will be created which
will incorporate the original clip. The new automation data will replace the existing one, but any existing note
events will not be affected (see “Recording parameter automation over or into an existing clip” and “Recording
over or into an existing note clip”).
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About performance controller automation on multiple lanes
If you have several active (un-muted) note clips with performance controller automation on different lanes of the
same track, and these note clips overlap position-wise, the following rule applies:

¢ Performance controllers in clips on the topmost lane override performance controllers of the same type in
other overlapping clips on lanes below:

Combinator 1

The clip on Lane 2 has Mod Wheel automation, and the clip on Lane 1 also has Mod Wheel automation - plus
Pitch Bend and Sustain Pedal automation and note events. The Mod Wheel automation affecting the notes will fol-
low the automation curve of the clip on Lane 2 for its duration. As soon as the clip on Lane 2 ends, the notes will
be affected by the Mod Wheel automation in the clip on Lane 1.

Recording parameter automation

Parameter automation is the standard way to automate device and channel strip parameters. Each automated de-
vice/channel strip parameter will generate a separate automation lane on the track. It's also possible to record auto-
mation of the Tempo on the Transport Panel. This is described in detail in “Tempo automation recording”.

Before you start recording parameter automation

Before you start recording automation of a device/channel strip parameter, you may want to set it to a suitable start
value, what we call its “static value”. By static value we mean the value the parameter should have whenever it is not
automated in the song. Here is why:

Let's say you want to create a fade-out by recording a fader movement in a mixer channel strip. I's a good idea to
first set the fader to the correct static value (i.e. the value the fader should have before you start the fade-out). The
same thing is true if you want to create a filter sweep somewhere in the song: first set the filter frequency to the value
it should have elsewhere in the song, then record the filter sweep. This makes it possible to set up a static mix first,
and then add some automated parameter changes anywhere in the song while maintaining the static values else-
where in the song.

You can think of the static value as a “default” or “fall-back” position for the duration of the song.

~ You can change the static value at any time, by opening the automation clip in Edit Mode. See “Editing param-
eter automation in Edit Mode”.
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Parameter automation recording procedure

1. Make sure there is a sequencer track for the device you’re going to record parameter automation for.
For audio track devices and for instrument devices, a sequencer track is automatically created together with the
device. For mix channel and effect devices, that might not necessarily have a sequencer track, the easiest way to
create a track for parameter automation is by right-clicking (Win) or [Ctrl]-clicking (Mac) on the device/channel
strip parameter and selecting “Edit parameter Automation” from the pop-up.

2. Set up the track for parameter automation recording according to the description in “Record enabling param-
eter automation”.
If the track has note lanes you may want turn off the “Record Enable” button for the active note lane (unless you
plan to record notes and parameter automation simultaneously of course).

! Note that it is not necessary for the track to be selected, or for the track to have Master Keyboard Input, to be
able to record parameter automation. The “Automation Record Enable” button is completely independent
from Master Keyboard Input. However, if you want to adjust the parameters from a control surface or MIDI
Controller keyboard, this is most easily done by setting Master Keyboard Input to the track - see “Setting Mas-
ter Keyboard Input”.

3. Record the track according to the description in “General recording procedure”.

4. Record the parameter automation by changing device/channel strip parameter(s) in the rack or in the mixer.
During recording, adjust the desired parameter(s), from the device panel or from a MIDI control surface. You can
automate any parameter for the device - each parameter you tweak will automatically generate a separate param-
eter automation lane and a clip will be recorded on the corresponding lane from the point you changed the param-
eter.

5. When you’re done, click the “Stop” button on the Transport Panel to stop recording.
In the Song View or Blocks View, the parameter automation clip(s) on the lane(s) show the recorded parameter
automation events as curves or lines inside the clip.

v MKI Overdrve @

L mlfs) [ Lo

: e @E=Mi®

" v g?m — Parameter automation clip
[ [ N @ with parameter events

If you click the “Stop” button again, or click the “Automation Override” indicator on the Transport Panel, the auto-
mated parameters on the device(s) will be marked with green borders, indicating that they have been automated.

If you play back the recorded section again, the automated parameters will change automatically. Outside the clip
boundaries, the parameters will have their original settings (the static values they had before you started record-

ing).

= It’s also possible to manually insert parameter automation events by drawing events with the Pencil tool. Re-
fer to “Drawing parameter automation events”.

Recording parameter automation in Loop mode

Recording parameter automation events in Loop mode works similar to “non-looped” recording (see “Recording pa-
rameter automation”), except that for every new loop cycle any changed parameter value will replace the previously
recorded value for the corresponding parameter.
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Recording parameter automation over or into an existing clip

Recording parameter automation events over or into an existing automation clip will simply replace the previously re-
corded automation events. However, If the new recording should start before the start position of the original auto-
mation clip, and expand into the original clip, the new clip will merge with the original clip. After the new clip ends, the
parameter automation in the original clip will “take over”.

If you need to redo a section of the recorded automation in an existing clip, or simply record more automation for a
parameter, proceed as follows:

1. Set up and start recording in the same way as described in “Parameter automation recording procedure”.
As long as you don't change the parameter value, its automation data will be played back normally, and nothing will
be changed.

2. At the desired position, adjust the parameter.
As soon as you start changing the parameter value, the Automation Override indicator will light up on the transport
panel.

The Automation Override indicator on the Transport Panel.

From this point on, the previously recorded automation values will be replaced with the new automation values. Au-
tomation recording is different from recording note events where nothing is erased when you record over previ-
ously recorded clips. A parameter automation “overdub” will replace any previous automation values at the same
position for the duration of the recording. Automation clips logically cannot be “overdubbed” as a parameter cannot
have more than one specific value at a given point in time.

3. When you’re done, click the “Stop” button on the Transport Panel to stop recording.
You have now replaced the automation values from where you started recording to where you stopped recording.
The Automation Override indicator will still be lit but it will go off if you click Stop or Play on the Transport Panel.

» You can also click the “Automation Override” indicator during recording.

This ‘resets” the parameter to the previously recorded value and the automation recording will stop (making the
previously recorded automation active again, from that position). You are still in record mode, so as soon as you ad-
just the parameter again, the Automation Override indicator will light up.
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Adjusting automated parameters during playback - “Live
mode”

Even if you have automated a device/channel strip parameter, you can still “grab it" and adjust it during playback,
overriding the recorded automation:

1. During playback, adjust an automated parameter.
The Automation Override indicator lights up on the Transport Panel.

From this point onward, the recorded automation for the parameter is temporarily disabled.

2. To activate the previously recorded automation again, click the “Automation Override” indicator.
This returns the control of the parameter to the parameter automation lane in the sequencer.

~ Note that you can also temporarily turn off automation for a parameter by clicking the “On” button (so that it
goes dark) on the parameter automation lane in the sequencer (see “Muting a parameter automation lane”).

Recording parameter automation on multiple tracks

Although only one track can have Master Keyboard Input, it is possible to record enable any number of tracks for au-
tomation recording.

+ Activate the Record Enable Parameter Automation button for all the tracks you wish to record automation for.
When recording is activated, all automation record enabled tracks will record track parameter changes from their
respective devices in the rack. This is especially useful if you have assigned parameters on several devices to a
single control on a MIDI control surface, or have multiple control surfaces controlling different devices in the rack
while you're recording. See “Remote - Playing and Controlling Devices” for details.
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Pattern automation recording details

If your song contains pattern based devices such as the Redrum Drum Computer, Matrix Analog Pattern Sequencer
or Dr. Octo Rex, you probably want to use more than a single pattern throughout the song. To facilitate this you can
record pattern changes in the sequencer.

Recording pattern automation

1. Before you start recording on the track, make sure the “Record Enable Parameter Automation” button is on
(red).
You can disable the “Record Enable” button for the note lane for now as it won't be needed.

2. Make sure that the “Enable Pattern”/”Enable Loop Playback” button is activated on the device in the rack.
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The “Enable Pattern” buttons on the Redrum (top) and Matrix (bottom) devices
3. Set the desired start pattern on the pattern device.

4, Start recording on the track from the desired position.
When recording starts, the pattern device will automatically start. Although no clip will be created until you change
pattern on the device for the first time, the start pattern is still being recorded.

5. During recording, change patterns with the “Bank” and “Pattern” buttons on the device panel.
As soon as a Pattern or Bank value is changed on the device, a pattern lane is automatically created on the track.
On the lane, a pattern clip is automatically created and the pattern selection is recorded in the clip. Make sure you
change the patterns slightly in advance - the actual pattern change will be recorded (and happen) on the next
downbeat according to the sequencer time signature setting.

6. When you are done, click “Stop” on the Transport Panel to stop recording.
The automated pattern selection buttons on the device in the rack will marked with a green border, indicating that
they have been automated. A pattern automation lane with pattern clips has also been created on the Edit/Ar-
rangement Pane.
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FPattern automation cljps on the pattern automation lane.

¢ Pattern automation has no “static value”. Patterns will only be played back where there are pattern clips on
the lane. Where the pattern lane has no clips, the device will stop and no pattern will be played back.
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e Each pattern change will be recorded on a downbeat (at the start of a new bar in the sequencer).
You can move pattern changes to other positions by moving or resizing the pattern clips, see “Editing pattern au-
tomation”.

* You can “punch in” on recorded pattern changes, to replace a section of the pattern lane with new pattern au-
tomation events. This can be done the same way as described in “Recording parameter automation over or
into an existing clip”.

* After recording the pattern changes, you can use the function “Convert Pattern Track to Notes”, to transfer the
notes in the patterns to regular notes in the main sequencer.
This allows you to create unlimited variations by later editing the notes in Edit mode. See “The “Convert Pattern
Automation to Notes” function”.

¢ On the Redrum, Matrix and Dr. Octo Rex devices, you could also use the “Copy Pattern/Loop to Track” func-
tion.

This function lets you convert a defined range of pattern clips into notes in a new note clip. See “Copy Pattern to
Track’.

~ You can also manually draw automation clips on the Pattern automation lane - see “Drawing pattern automa-
tion”

Tempo automation recording

In Reason it's possible to record automation of the sequencer’s tempo. This means that a song can automatically
change tempo whenever you like. You can record tempo automation events on the parameter automation lanes on
the Transport track.

Recording tempo automation

Automating tempo is done much in the same way as with other parameter automation. You record the tempo
changes by changing the Tempo value on the Transport Panel. When you later play back, audio clips will automati-
cally be stretched to follow the tempo changes (unless you have disabled stretch for the clips - see “About disabling
Stretch for audio clips”). Note clips and automation clips will always follow tempo changes.

To record tempo automation, do as follows:

1. Set the desired song tempo in the Tempo display on the Transport Panel.
This will be your static value, i.e. the tempo of the song wherever there is no clip present on the tempo automation
lane.

2. Press [AIt](Win) or [Option](Mac) and click in the Tempo display on the Transport Panel.
This will both select the Transport track and create a Tempo automation lane at the same time. The Tempo display
will also be marked with a border, indicating that the Tempo parameter has been automated.
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3. Start recording in the sequencer and record the tempo changes by changing the value in the Tempo display.
Either click on the up/down buttons to change tempo in BPM steps, or click and drag up/down in either of the dis-
play segments to change tempo in BPM steps or 1/1000 BPM steps.
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~ You can also manually draw Tempo automation events in the parameter automation clip, using the Pencil tool
- see “Drawing tempo automation events”.
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About this chapter

This chapter describes how you can arrange and work with the clips in your song. The chapter covers both audio,
note and parameter automation clip arrangement. Special arrangement techniques pertaining to the Blocks View are
described in the separate chapter “Working with Blocks in the Sequencer”.

Before reading this chapter, it's recommended that you are familiar with the sequencer functions and definitions de-
scribed in the “Sequencer Functions” and “Recording in the Sequencer” chapters.

Clip handling

Clip arrangement in the sequencer is done mainly in the Song View - but could also be done in Edit Mode, if the clips

you're arranging are on the same lane. The descriptions in this chapter refer to arrangement in the Song View, unless
otherwise stated.

Selecting clips

+ To select any type of clip in the Song View, just click on it.
A selected clip is indicated with a thick black border with Clip Resize handles on either side. In Edit Mode, the Clip
Resize handles appear in the Clip Overview area.

T
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Audio clip

Clip Resize handles

i bnr—lz

Note clip Parameter automation cljp I I

Pattern clijp
Selected clips in Song View

+ To de-select clips, just click anywhere on the Arrange Pane background.

Inspector displays for selected clips

In the sequencer Inspector, the Position and Length displays shows the start position and length of the selected clip.
For selected audio clips, four additional displays are shown: Fade In, Fade Out, Level and Transpose. If several clips
are selected, the displays show the values for the earliest (or topmost) selected clip in the song.

Position Length Fadeln Fade Out Level (dB) Transpose

211 0= 800 0 0. 0B 0. o | 0.0 £ 0.00@\}

The Inspector displays for a selected Audlio Clip
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¢ Clip Position display
The clip Position display shows at what position in the song the clip begins. The display readout is divided into Bar,
Beat, 1/16 Note and Ticks (1/16th note=240 Ticks). The position can be edited according to the descriptions in
“Moving clips using the Inspector”.

¢ Clip Length display
The clip Length display shows the length of the clip. The display readout is divided into (from left to right) Bar,
Beat, 1/16 Note and Ticks. The length can be edited according to the descriptions in “Resizing clips using the In-
spector”.

¢ Fade In and Fade Out displays (audio clips only)
The Fade In and Fade Out displays for selected audio clips show the Fade In and Fade Out times for the audio in
the clip. The readout is divided into 1/16 Note and Ticks. The Fade times can be edited as described in “Inspector
segment displays”.

¢ Level display (audio clips only)
The Level display for selected audio clips shows the level of the audio in the clip. The readout is divided into dB
and 1/100 dB. The level can be edited as described in “Inspector segment displays”.

e Transpose display
The Transpose display shows the transposition of the audio recordings in the selected Audio Clip(s) - relative to
the original pitch. The display readout is divided into (from left to right) Semitones and Cents, See “Transposing
Audio Clips”.

Selecting multiple clips

In Song View, several clips can be selected, e.g. for cutting, copying, pasting, deletion, moving or resizing purposes.

+ Press [CtrlI(Win) or [Shiftl(Mac) and select the clips.
Under Windows, you can also press [Shift] and click to select a range of clips on the same lane.

+» Draw a selection rectangle with the Selection Tool (arrow) on the Arrange Pane background.
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Click, hold and draw a rectangle with the Selection Tool fo select multjple cljps

All clips that are touched by the selection rectangle will be automatically selected when the mouse button is re-
leased.

» If you hold down [Shift] when you select clips with the selection rectangle technique, any previously selected
clips will remain selected.
This allows you to make multiple, non-contiguous selections: first select some clips, then hold [Shift] and select
some more clips, and so on.
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+ Use the “Select All” function on the Edit menu or on the clip context menu to select all clips in the song.
Alternatively, hold down [Ctrl](Win) or [Cmd](Mac) and press [A].

* You can also select multiple clips in the Clip Overview area in Edit Mode - if the clips are on the same lane.

Position
1751 1100
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Two selected clips in the Clip Overview area in Edit Mode.

Selecting clips with the arrow keys

Another way of selecting clips on the Arrange Pane is to use the arrow keys on the computer keyboard.
» Press the Left or Right arrow keys to select the previous or next clip on the lane.
+ Press the Up or Down arrow key to select the closest clip on the lane above or below.

» Hold down [Shift] and use the left/right arrow keys to make multiple selections on the same lane.

Setting audio clip Level and Fades

Besides the Clip Resize handles, a selected audio clip also has Fade In and Fade Out handles plus a Clip Level han-
dle. These can be edited at any time, either by using the handles as described below, or using the Inspector as de-
scribed in “Fade In and Fade Out displays (audio clips only)” and “Level display (audio clips only)":

— Clip Level handle

¥ JWf [MTIIAAE  JTT 'eW AW

Clip Fade handles

A selected audio clip in Arrange Mode

Fade In and Fade Out Handles

» Click and drag these handles horizontally to introduce a fade in and/or fade out of the audio in the clip.
The Fade settings can be set individually for each audio clip in the song. The fading is non-destructive and can be
changed at any time. If Snap is activated (see “Snap”), the set Snap value is taken into account when setting the
fade time(s).

Clip Level Handle

+ Click and drag this handle vertically to adjust the audio level in the audio clip.
The Level can be set individually for each audio clip in the song. The Level setting is non-destructive and can be
changed at any time.
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Deleting clips

+ To delete a clip, select it and press [Delete] or [Backspace] or select “Delete” from the Edit or context menu.
You can also draw selection rectangles with the Selection tool, encompassing several clips and delete them all at
once. The same rules apply as when selecting clips (see “Selecting clips”).

! If you delete an audio clip which contains recordings that are not used elsewhere in the song, those audio re-
cordings will be permanently deleted! However, if you accidentally erase an audio clip, you can always use the
“Undo” function.

Deleting clips with the Eraser tool

You can also use the Eraser tool to delete clips on the Arrange Pane. The Eraser tool can be used in two ways: you
can click on single clips or you can make a selection rectangle encompassing several clips:

+ Select the Eraser Tool and click on the clip you want to delete.
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Select the Eraser Tool and click on the clip you want to delete

Alternatively, if you want to delete multiple clips:

+ Select the Eraser Tool, click and hold the mouse button and draw a selection rectangle on the Edit/Arrange
Pane background.
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Click, hold and draw a rectangle with the Eraser Tool fo erase multiple clips

All clips that are touched by the selection rectangle will be deleted once you release the mouse button.
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Resizing (masking) clips

All clip types can be resized by clicking and dragging either of the Clip Resize handles on the selected clip(s). This
can be done both in the Song View and in Edit Mode. In Edit Mode, the Clip Resize handles appear in the Clip Over-
view area.

Clip Resize handles

A selected note clip

If you resize a clip and make it smaller, any recordings or events that now lie outside the clip boundaries will not
sound, or have any effect, when played back. However, they are not deleted - just masked. If you make the clip larger
again, the recordings or events that were masked will become visible and will play back again. See “About masked re-
cordings and events”.

If you enlarge an unmasked clip, nothing special will happen except that the clip “window” becomes larger.

¢ If you resize an audio clip which uses Fade In and/or Fade Out, the fade slopes will follow along, unaffected,
with the clip boundaries.

Resizing multiple clips

It's possible to resize several clips by first selecting the clips, and then dragging a Clip Resize handle on one of the
selected clips. All selected clips will be resized by the same amount.

Resizing clips using the Inspector

Another way of resizing clips is to change the clip length(s) in the Inspector. This can be done in the following way:

+ Select one or several clips on the Arrange Pane and then change the Length value in the Inspector by clicking
on the up/down arrow buttons.
In the example below, we expand the clip lengths by 2 bars by clicking the up arrow button twice.

Length Length
o0 0|f= s.u.u.n@
Tr 21 25 17 21 25 P ]

All selected clips become 2 bars longer.
~ See “Inspector segment displays” for more details on how to edit in the Inspector displays.

¢ If the Tick segment in the Length display shows an asterisk (*), it means that the value is a fraction of a Tick - a
subtick. See “About subticks in the Position and Length displays” for more info.
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About masked recordings and events

A note or parameter automation clip which contains masked events is indicated by white corners on the left, right or
both clip boundaries:

:’
3

The position of the white corners indicate on which side of the clip boundary the masked events exist:

- _, _ Masked events to the right of the clip

- ﬂi— Masked events to the left of the clip

B ® ug‘— Masked events on both sides of the clip

! Audio clips don’t have any indication if they contain masked recordings.
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Masked recordings in audio clips

If you resize an audio clip and make it smaller, the masked part of the recording will be silent during playback. If you
open a masked audio clip, the part of the recording that will actually play back is shown in the Clip Overview area. The
masked part of the recording will appear grayed out on a Comp Row:

|—Clip start Clip end—| |—Clip start |—Clip end
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Masked part of the recordingj

An open audio clip before and after masking
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Masked events in note and parameter automation clips

In the picture below is an open note clip in Edit Mode with notes and performance controller events, before and after
resizing the clip:
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An &-bar note clip with notes and
performance controller events
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The same note clip resized to 4 bars

After resizing the clip from 8 to 4 bars, all events that begin in bars 5-8 are now masked and won't play back. Al

masked events will still be there - and follow along with the clip if the clip should be moved, cut or copied.

Masked events will be a blue color on the Note Edit Lane, to indicate that they won't play back. The first three-note

chord in the masked area is still an orange color. That's because the notes begin in bar 4 (just before the downbeat)

and thus will play back in their entirety, also after resizing the clip.

Masked performance controller events, parameter automation events and pattern automation events will be inactive

- but could still affect the masked clip (see “About masked performance controllers and automation events” below).

Outside a masked clip, the controller/parameter/pattern values will default to their Static Values in the masked area

(see

Static Value Handles").

! Note that just switching to Edit Mode won’t show masked events. A clip has to be opened before you can view
these events. You can remove all masked note and parameter automation events using the “Crop Events to
Clips” function on the Edit menu (see “The “Crop Events to Clips” function”).
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About masked performance controllers and automation events

Masked performance controller and parameter automation events just outside a clip can still affect the clip, since
they affect the curve shape. The example below shows a masked note clip with Mod Wheel performance controller.
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12 Mod Wheel
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1 _| @ -—— Masked event which still affects the clip

The first Mod Wheel automation event to the right of the masked part of the clip determines the direction of the au-
tomation curve from the last event in the unmasked area. These types of automation events are not blue, but black
and white, just like unmasked events.

The result in this example is that the Mod Wheel value will continue to rise all the way to the end of the masked clip,
at which point the value will drop down to the Static Value - in this case “0".

The “Crop Events to Clips” function

There may be situations when you want to delete all masked events, i.e. events located outside the left and/or right
clip boundaries. This function only works for note and parameter automation clips and will delete all masked notes
that begin in the masked clip section, plus any performance controller or parameter automation events:

1. Reduce the size of the clips to your liking.
2. Select one or several clips and choose “Crop Events To Clips” from the Edit menu or from the context menu.

3. After the cropping operation, all events outside the clip have been deleted.

Tempo scaling clips

It is possible to tempo scale the content of clips, i.e. make the clip play back at faster or slower tempos. This can be
achieved in two different ways:

¢ By manually “stretching” selected clip(s)

* By editing the tempo scaling numerically in the Tool Window.

! Tempo scaling can be applied to all clip types, except for Time Signature automation clips.

! Note that Pattern Automation Clips will only be resized - the pattern tempo in the source device will NOT be
scaled but will still be synced to the main sequencer tempo!

Below, we will describe how to use the scale tempo “tool” to manually “stretch” clips. Numerical tempo scaling in the
Tool Window is explained in “Scale Tempo” in the “Note and Automation Editing” chapter.
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1. Select one or several clips, either on the arrangement pane in Song/Blocks View, or in the Clip Overview in
Edit Mode.

2. With the Arrow Tool selected, hold down [Ctril(Win) or [Optionl(Mac) and place the mouse cursor over one of
the Clip Resize handles.

When you reach any of the Clip Resize handles, the arrow symbol switches to a “scale tempo” arrow.
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3. Hold down [Ctrll(Win)/[Option](Mac) and click and drag the cursor sideways in either direction to scale the
tempo of the clip contents.

In this example, we make the “stretched” clip four bars longer by dragging the right clip handle one bar to the right.

L 5 3 13 17 21 25
i

Now, all clips have been tempo scaled and the clip content have been stretched to match the new clip length. Note
that the content of all selected clips have been scaled proportionally. The Pattern Clip has only been resized,
though. The pattern tempo in the source device has NOT been scaled.

For more details about tempo scaling audio clips, refer to “Tempo scaling Clips” in the “Audio Editing in the Se-
quencer” chapter.
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Moving clips

Moving clips within the same lane

+ To move a clip, drag and drop it to the desired destination on the lane.
It's also possible to select and move several clips by dragging and dropping them to the desired destination. If the
Snap function is selected (see “Snap”), you will only be able to move the cIip(s) in steps of the selected Snap value.

+ You can also use the “Cut” and “Paste” functions on the Edit menu or context menu to cut the selected clip(s)
and then paste them at the current Song Position Pointer position (see “Cutting, Copying and Pasting clips”).

Nudging clip positions

You can use the left and right arrow keys on the computer keyboard to “nudge” the positions of selected clips in a
couple of different ways:

1. Select the Snap value by which you want to nudge the clip(s).

2. Press [CtrlI(Win) or [Cmd]l(Mac) and use the Left and Right arrow keys to move the clip position back or for-
ward by the set Snap value.
It doesn’t matter if Snap is on or off - the clip will always be moved in steps of the set Snap value.

+ Press [CtrI]+[AIt](Win) or [Cmd]+[Option](Mac) and use the left and right arrow keys to move the clip position
back or forward in Tick increments.
There are 240 ticks per 1/16 note so this is very fine editing - check the tick positions in the inspector when you
nudge because typically you won't “see” the position changes unless you're working at a high zoom level.

» Press [CtrI]+[Shift]l(Win) or [Cmd]+[Shiftl(Mac) and use the left and right arrow keys to move the clip position
back or forward in Beat increments.

Moving clips using the Inspector

Another way of moving clips is to change the clip position in the Inspector. This can be done in the following way:

+ Select one or several clips on the Arrange Pane. Then, change the Position value in the Inspector, either by
clicking on the Up/Down spin controls, or by using any of the methods described in “Inspector segment dis-
plays”.

In this example, we move the clips position 2 bars forward by clicking the “Up” spin control twice.

Position Position

1.1 0|3 = 5.1.1.@
> 5 3

All selected clips are moved forward by 2 bars.

¢ If the Tick segment in the Position display shows an asterisk (*), it means that the value is a fraction of a Tick -
a subtick. See “About subticks in the Position and Length displays” for more info.
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Moving clips between lanes

You can move clips between lanes, either on the same track or between lanes on different tracks:

EY

Click and drag the clip(s) to the desired position on the new lane.
The set Snap value is taken in to account if the function is activated (see “Snap”). It's also possible to move several
selected clips in one go.

Hold down [Shift] when you drag the clip(s), to restrict the clips to vertical movement.

If you want to move several clips in the Windows version of Reason, press the [Shift] key after you have
pressed the mouse button, otherwise pressing [Shift] will select or deselect clips, and that’s not what we want
here.

For a successful result, it's important that the source and destination lanes are of the same, or similar, type
(see “About alien clips” below).

About alien clips

An alien clip is a clip containing types of event, or different parameter range/resolution, other than that the lane is in-
tended for. For example, if we move a note clip from a note lane to a parameter automation lane, the note clip would
become alien and won't play back on the automation lane:

Complex Sirings

r |lE“E|Ii|@ o SEALE ':":::.::'.:IJ
= =
v Combinsior 1 — ::
‘Zj O===="][m][s] @ = lr -; The note dip is alien and has no effect since itis not on a note
- — B @ ==& 1 ) lane.

If a note cljp is moved from a note lane fo a parameter automation lane, for example, the clip becomes alien.

An alien clip can be distinguished by its red stripes, which indicate that the clip is currently inactive. If you place the
cursor over an alien clip, a tool tip appears with detailed information:

The note dip is alien and has no effect since it is not on a note
lzne.

Tool tip for an alien note cljp

A parameter automation clip can also become alien if it is moved to a parameter automation lane for a param-
eter with a different range or resolution.

In most cases, you can resolve this by first selecting the clip and then selecting “Adjust Alien Clips to Lane” from
the Edit menu or from the context menu.

For example, if a parameter automation clip for a parameter that has a bipolar (-64 to 63) value range is moved to
a parameter automation lane with a unipolar (0 to 127) value range, it will become alien. Selecting “Adjust Alien
Clips to Lane” from the Edit menu or context menu will adjust the parameter automation events of the clip to fit the
range of the parameter on the destination lane.

Moving clips with performance controller automation to another track

If you move note clips that contain performance controller automation events to another track (for a different type of
instrument device), there are a few things to note:
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¢ If you have only recorded standard performance controllers (Pitch Bend, Mod Wheel and Sustain pedal) in the
note clip, these will usually translate without any problems when moved to another device track.
Be aware that all devices do not respond to all performance controllers - the Malstrom device, for example, does
not respond to Aftertouch, Expression or Breath performance controller data.

¢ If you have recorded non-standard controller parameters for a device in the note clip using the “Record Auto-
mation into Note Clip” option (see “Recording parameter automation into Note Clips”) some automated pa-
rameters may not have an equivalent parameter in the target device.
In such cases the automation data for an incompatible controller will simply be ignored.

¢ Parameters common to most instrument devices (filters, envelopes etc.) will be transferred to the target device
whenever applicable.

About overlapping clips

If you move or resize clips so that the clips overlap each other, the following rules apply:

¢ Clips or sections of clips that are hidden (overlapped) will not play back.
Any lane can only play back a single clip at a time - if you want to mix two clips, put them on separate lanes (note
clips) or on separate tracks (audio clips). See “Adding note lanes” and “Duplicating/copying tracks and devices’.

¢ The clip with the latest start position have priority (and will be played back).
This means if a shorter clip is placed “in the middle” of a longer clip, as in the picture below, the sequencer will play
the beginning of the long clip, then the shorter overlapping clip and then the end of the long clip.

! If both clips start at the same position and have the same length, the clip which was moved last will sound.
Consequently, the “hidden” clip won’t play back at all.

Duplicating clips

+ To duplicate selected clips, hold down [Ctrl](Win) or [Option](Mac), then click with the Selection Tool and drag
a copy of the clip(s) to the desired destination.
As you begin dragging, the cursor displays a “+" sign next to it to indicate duplication.

¢ It’s also possible to duplicate only a part of one or several clips by using the Razor Tool as described in “Dupli-
cating a part of one or several clips”

Cutting, Copying and Pasting clips
You can move or duplicate clips using the “Cut’, “Copy” and “Paste” commands on the Edit menu or the context
menu. When you paste, the clips will end up at the current song position, on their original lane(s).

If you paste a clip into another Reason song document, the pasted clip will be placed on the track with edit focus, if
possible. Typically, you can just select a track in the other document, place the song position pointer where you want,
and paste the clip(s) onto the selected track.

New tracks will be created when necessary. Since all tracks must have a device associated with them, the new tracks
will be associated with empty Combinator devices. You can then use the Patch browser on the Combinator to select
a suitable patch and device type. The above rules also apply when pasting alien clips and parameter automation clips.
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Using Cut/Copy and Paste to repeat clips

When you cut or copy clips, the song position will automatically move to the end of the selection (or, if Snap is acti-
vated, to the closest Snap value position after the end of the longest clip). This allows you to quickly repeat a section
of clips in the following way:

1. Make sure the sequencer is stopped.
2. Activate Snap (see “Snap”) and set the Snap value to “Bar” (or to the length of the section you want to repeat).

3. Select the clips you want to repeat.
Since you can select clips on several tracks , this is a quick way to copy entire song sections.

4. Select “Copy” from the Edit menu or context menu, or hold down [Ctrl](Win) or [Cmd](Mac) and press [C].
The song position is moved to the closest snap value after the end of the longest clip in the selection (provided
that the sequencer is stopped).

5. Select “Paste” from the Edit menu, or hold down [CtrlI(Win) or [Cmd]l(Mac) and press [V].
The copied section is pasted in, and the song position is moved to the end of pasted selection.

6. Paste again, as many times as you want to repeat the selection.

Naming clips

1. You can name an individual clip by selecting it and then selecting “Add Labels to Clips” from the Edit menu or
context menu.
A text field is opened.

2. Type in a name for the clip and then press [Return].
When adding labels to several selected clips in one go, they will all receive generic names according to the clip type

(e.g. “untitled note clip”). Double-clicking on a label in a clip opens the text field where you can type in the label text.
Renaming clips

+ To rename a clip, double-click on the label, type in a new name and press [Return].

Removing labels from clips

+ To remove labels from clips, select them and choose “Remove Labels From Clips” from the Edit menu or con-
text menu.
Alternatively, double-click on the clip label, press [Backspace] or [Delete] and then press [Return].

Coloring clips

» You can color selected clips independently of track color by selecting “Clip Color” from the Edit menu or the
context menu and then choosing a color from the palette on the sub-menu.
All selected clips will be colored according to the selected color. If you record new clips on the lane, they will be
colored according to the set track color.

Splitting clips

You can split clips using the Razor Tool in Arrange Mode. To split a single clip, proceed as follows:
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. Select the Razor Tool and place it where you want to split the clip.

On the Razor Tool's left edge is a cross-hair which indicates where the split will take place. If activated, the Snap
setting is taken into account (see “Snap”).

Moo s =une

. Click with the Razor Tool to split the clip at the cross-hair’s position.

The clip is now split into two separate clips.

O[S =mne| | A

A vertical line appears where the clip is split

Recordings and events in a split clip will always remain intact, e.g. notes in a note clip will not be split even if
they span over the split point.

It's also possible to split clips on all tracks in a song:

1.

Place the Razor Tool’s cross-hair on the Ruler where you want to split the clips on all tracks and lanes of the
song.

. Click in the Ruler to split the clips on all tracks and lanes at the current position.

Clips on tracks and lanes - including tracks and lanes that might not be visible - on the Arrange Pane will also be
split.

You can also cut out a section of one or several clips in one go to:

1.

Place the Razor Tool on the Arrange Pane background close to where you want to split the clips.

2. Click and drag with the Razor Tool to select the split section - on one or several lanes.

3.
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Release the mouse button to split the clips.

If you want to “cut” out a section of all clips on all tracks in the song, this can be done as follows:
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1. Place the Razor Tool’s cross-hair on the Ruler where you want to split the clips on all tracks of the song.
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2. Click and drag the Razor Tool in either direction on the Ruler to make a range selection.

3. Release the mouse button to split the clips on all tracks and lanes in the song.
! Clips on tracks and lanes that might be scrolled out of view on the Arrange Pane will also be split.

Duplicating a part of one or several clips
By using either of the methods described above, it's also possible to duplicate the “split” section of the clip(s) and
then move them to a new destination. Here's how:

+» With the Razor Tool selected, hold down [Ctrl](Win) or [Cmd]l(Mac) and drag to create a duplicate of the “cut
out” section of the clip(s). Then, use the Selection Tool to move the duplicated clip(s) to a new destination.
The original clips will remain uncut, just as they were before the operation.

Joining clips

Separate clips on the same lane can be joined into one clip. You can also join clips that aren't directly adjacent on the
lane, or clips that overlap each other.

1. Select the clips you wish to join.

ﬂ@@._lﬂe@@[]@ F:‘ i iy | - ae!;;_‘f_'f.'_" Al

2. Select “Join Clips” from the Edit menu or from the clip context menu. Alternatively, hold down [Ctrl](Win) or
[Cmdl(Mac) and press [J].

ﬂ@@._l LET;'J mM® FEE e iy

A single clip is created. If there was a gap between the clips before the operation, this area will be empty - the
original positions of all events in the original clips will be preserved in the joined clip.

¢ Only clips on the same lane can be joined.
It's possible to select several clips on several lanes, but only selected clips on the same lanes will be joined.

* You can also join selected clips that have other non-selected clips in-between them.
The non-selected clips in-between will then overlap and mask the joined clip at their current positions.
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! If you join note or parameter automation clips that contain masked events in the area(s) between the clips, the
masked events will be permanently deleted! This is to make the resulting clip play back the same as the origi-
nal clips did before joining. (See “Masked events in note and parameter automation clips”).

! If you join overlapping note or parameter automation clips, the events in the clip which lies on top will replace
and permanently delete the events in the overlapped region of the “hidden” clip.

About joining audio clips

Joining audio clips basically works in the same way as joining note and parameter automation clips - except when it
comes to joining overlapping audio clips. What happens if you join overlapping audio clips is that the clips will be
placed on separate Comp Rows - and be automatically comped to a “final” clip. No recording will be deleted. Let's
have a look at the example in the picture below:

b ¥ E - ) R — L
The original audio clip (blue) with an overlapping The two audio clips joined into a single
audio cljp (vellow) selected in Arrange Mode audio clip in Arrange Mode

The “joined” clip —
Masked part of the original clip

The original clip —;E -

The overlapping clip

The ‘joined” audio cljp open in Edit Mode
As you can see, the entire audio recording in the original clip is preserved - only masked where the overlapping clip
is located. If you change your mind afterwards, you will still be able to access the entire original recording.

¢ If overlapping clips have different Clip Levels, the Comp Row Levels will change to these levels after joining.
The Clip Level in the joined clip will be set to -0 dB.

 If overlapping clips use Fade In and/or Fade Out and the clips overlap in the Fade In/Out area(s), the Fade(s)
will be removed after joining.
Also, if you join audio clips that aren't directly adjacent, any Fade Out in the first clip and Fade In in the second clip
will be removed.

¢ Any Cut Crossfades used in comped audio clips will be preserved after the joining.
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Muting clips
Clips can be muted as follows:

+ Select the Mute Tool from the Toolbar and click on the clips you want to mute.

Snap
o
—_— T 5

Lanes.-}. [art=] || 4 &l 1 17 2
[:amm” N @t

Muted clips are indicated with gray stripes, borders and events:

Muted clips

+ Select the clips and then select “Mute Clips” from the Edit menu or from the clip context menu. Alternatively,
select the clips and press [M] on the computer keyboard to mute them.

Unmuting clips
Muted clips can be unmuted as follows:
+ Click on muted clips with the Mute Tool.

+ Select muted clips with the Arrow Tool and select “Unmute Clips” from the Edit menu or context menu - or
press [M].

! Muted clips cannot be joined with other clips.

! Muted note clips will not be included when using the “Merge Note Lanes on Tracks” function described in the
“Merging clips on note lanes” section.

Merging clips on note lanes

Several note lanes on a track can be merged into a single note lane:
1. Select the track with the note lanes you wish to merge.

A selected instrument track with separate note lanes.
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2. Select “Merge Note Lanes on Tracks” from the Edit menu or from the context menu.
The clips on all note lanes will be merged on the topmost note lane.

oeL) [

The same instrument track after merging.
* If there are time gaps between the clips on the lanes, several clips will be created on the merged note lane.
¢ Muted note lanes or muted clips on the track will not be included in the merge.

e It’s also possible to select several tracks and merge the note lanes on each individual track, all in one go.

Matching clips using the “Match Values” function

Pasition Length

2 1.1, D@E.D.D. n@

—

5 @‘5 13 17 21 25 Match Values

The “Match Value” function in the Inspector can be used for matching the positions or lengths of several selected
clips to the position and/or length of the topmost selected clip (or leftmost if the clips are on the same lane).

Matching clip positions
To match clip positions:
1. Select a couple of clips on the Arrange Pane.

2. Click the “Match Values” button to the right of the Position display to move all selected clips to the start posi-
tion of the topmost clip - or leftmost clip, if the clips are on the same lane.

Position Position Lengtk Position
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All selected clips are moved to the start position of the topmost selected clip.

! Note: If you match the position of several clips on the same lane, they will all start at the same position, and
thus overlap.
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Matching clip lengths

Another Match Value function in the Inspector can be used to match the lengths of several selected clips to the
length of the topmost (or leftmost if on the same lane) selected clip:

1. Select a couple of clips on the Arrange Pane.

2. Click the “Match Values” button to the right of the Length display to resize all selected clips to the length of
the topmost clip - or leftmost clip, if the clips are on the same lane.

Length Length Fade In Length f
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All selected clips are resized to a length of 6 bars - the same as the topmost selected clip.

Matching audio clip levels, fades and transposition

In addition to Position and Length matching, audio clips can have their Fades, Levels and Transpose values matched:
1. In Arrange Mode, select a couple of audio clips.

2. Click the “Match Values” buttons to the right of the respective displays to match to the values of the topmost
clip - or leftmost clip if the clips are on the same lane.

Fade In Fade Out Level (dB) Fade In Fade Out Level {dB)
4 0 @ 0 0 @ 282dB @ s 02 0 0|® [ 4m2q|®
25 20 33 ar 41 45 4 25 29 33 ar 41 45 <
- — | |- o
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After having clicked the Match Values buttons, all selected audio clips get the same values as the topmost se-
lected audio clip.
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Inserting bars

The “Insert Bars Between Locators” function on the Edit menu, or context menu, can be used for inserting empty bars
between the Left and Right Locators. All clips that intersect the locator positions on all tracks after the Left Locator
are split and moved to the Right Locator to make room for the inserted bars.

L3 <E17 21 25 1 5 9 G 21 25

a1 [as AZ ] A1 [a2 Al [z |

Different tracks with lanes before and after insertion of 4 extra bars between bars 13-17

Removing bars

The “Remove Bars Between Locators” function on the Edit menu, or context menu, removes all events between the
Left and Right Locators. All clips that intersect the locator positions will be cut (when necessary), and the cut section
(between the locators) will be removed. All clips that originally were located to the right of the Right Locator will then
be moved to the Left Locator, closing the gap.

L3 <EF|17 21 25 1 5 9 L3 «E17 21 25

A1 Jas AZ ] A1 [as A2

Different tracks with lanes before and after removal of 4 bars starting at bar 13

! Any removed note and parameter automation events between the Left and Right Locators will be deleted!
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About removing bars that contain audio recordings

As opposed to note and parameter automation events, audio recordings in removed bars will not be deleted. Instead,
they will be placed on a Comp Row and masked. If we open the second audio clip in the previous example in Edit
Mode, we can see that the audio recording in the removed bars has been moved forward and masked:
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The audio clip in Edit Mode after removal
of four bars

“Removed” recording moved forward
The audiio cljp in Song View before and after removal of on the Comp Row and masked
four bars (yellow frame) between the locators.
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the Sequencer
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About this chapter

This chapter describes how to edit audio clips after you have recorded them in the sequencer. General sequencer
functions, recording, note and automation editing, and arranging in the sequencer are described in detail in the chap-
ters “Sequencer Functions”, “Recording in the Sequencer”, “Note and Automation Editing” and “Arranging in the Se-
quencer”.

The Edit Mode

After you have recorded your audio clips, you might want to adjust levels, trim starts and ends and add fades etc. If
you have recorded several takes in your audio clips, or several cycles in Loop Mode, you can also cut out segments
of the various takes and compile (comp) them into a final “perfect” audio clip.

The Edit Mode in the sequencer is where you perform editing of audio recordings. It's the same Edit Mode as when
editing notes and parameter automation - it only has a different look and different functionality for audio clips.

» To enter Edit Mode, click the Edit Mode button in the top left corner of the sequencer.

Snap
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Edlit Mode with an open audio clip.

» Exit Edit Mode by clicking the Arrange Mode button.

-+ Toggle between Arrange Mode and Edit Mode by pressing [Shift]-[Tab] or by holding down [Ctrll(Win) or
[Cmd](Mac) and pressing [E].
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Opening audio clips for editing

Opening an audio clip from Arrange Mode

In Arrange Mode, audio recordings are displayed as one or two (mono or stereo) waves in an audio clip. The selected

audio clip in the pictures below contains a stereo recording.

-+ Open an audio clip by double-clicking it, or by selecting it and pressing [Return].
The sequencer automatically switches to Edit Mode.

Snap Position Length Fade In Fade Out
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Double-clicking an audio clip in Arrange Mode...
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..opens it for editing in Edit Mode.
+ To exit and return to Arrange Mode, press [Esc] or click the Arrange Mode button.

- If a single audio clip is selected in Arrange Mode, switching to Edit Mode by clicking the Edit Mode button will

automatically open the clip.

Reason
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Opening an audio clip from Edit Mode

In Edit Mode, clips can be closed or open. If you have several audio clips on the track, only one clip can be open at a
time. Closed clips in Edit Mode are only displayed in the Clip Overview area at the top of the Edit Pane:

+ To open an audio clip in Edit Mode, double-click it in the Clip Overview area, or select it and press [Return].
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Double-clicking a closed audio clip in the Clip Overview area in Edit Mode...
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..opens it for editing.

Closing an audio clip

fol:]
A

+ To close an open audio clip, either click outside the clip in the Clip Overview, or switch back to Arrange Mode.

» Alternatively, press [Esc] to close the clip.

If you opened the clip from Arrange Mode, [Esc] will also switch back to Arrange Mode.
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Edit Mode elements for audio clips

When an audio clip is open for editing, its contents are shown on the Edit Pane below the Clip Overview area. An
open audio clip can have one or several Comp Rows on which the audio recordings reside. The number of Comp
Rows depends on how you recorded your audio clip. If you only recorded once in the clip, there will only be one single
Comp Row. If you have recorded several times in the same clip, or several cycles in Loop Mode, there will be one
Comp Row for each take, or cycle.

There are vertical zoom controls for resizing the Clip Overview area and the Comp Row area. You can also scroll in
the Comp Row area by using the scroll bars on the right hand side of the Edit Pane.

Single Mode elements

Unedited audio clips are usually set to Single Mode when opened. The only exception is clips with several takes re-
corded in Loop mode, which instead are set to Comp Mode (see “Comp Mode elements”). In Single Mode, only the re-
cording on the topmost Comp Row is played back. This is how an open audio clip could look in Single Mode:

— Single Mode Selector

— Comp Mode Selector
Clip Resize Handles

—Clip Level Handle

— Fade In Fade Out
Handle Handle —
S Positio Length Fade In Fade [Out Level (dB)
!l 5 1.1 d|% 6 1. 2.151"|| 0. 0% o] of% 000|%

T Clip Overview

L G 7 g 2 10 11 v:_
4
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Vertical Zoom buttons

o5

Vooal §5.1.1.0) Take 1

-Vertical Zoom buttons

[z

-Comp Row with recording

Comp Row Handle
Comp Row Level Fader

An open audio clip in Single Mode.

¢ Clip Overview
The Clip Overview area at the top shows the clips on the selected audio track. In the Clip Overview area, selected
audio clips are displayed in the same fashion as in Arrange Mode, i.e. with Clip Resize Handles, Level Handle and
Fade Handles. You can select one or several audio clips in the Clip Overview and perform clip-based editing (e.g.
moving and resizing) - just like in Arrange Mode.

¢ Single Mode and Comp Mode Selectors
Click on these selectors to switch between Single Mode and Comp Mode (see “Comp Mode elements”) for the se-
lected clip.

¢ Clip Resize Handles
By clicking and dragging either of the handles, you can change the position and length of the clip.
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* Fade In and Fade Out Handles
Click and drag these handles horizontally to introduce a fade in and/or fade out of the audio in the clip. The fading
is non-destructive and can be changed at any time. If Snap is activated (see “Snap”), the set (Arrange Mode) Snap
value is taken into account when moving the Fade Handles.

¢ Clip Level Handle
Click and drag this handle vertically to adjust the audio level of the recordings in the clip. The level adjustment is
non-destructive and can be changed at any time.

e Comp Row
Depending on how you recorded the audio clip, there can be one or several Comp Rows, containing one audio re-
cording each. Comp Rows can be described as “virtual tracks” in the sense that you can have many parallel Comp
Rows in an audio clip but only play back from one Comp Row at a time (see “Creating a comped audio clip”). In
Single Mode, only the audio recording on the topmost Comp Row will play back.

e Comp Row Handle
If the are several Comp Rows in the audio clip, it's possible to rearrange the order of the Comp Rows by clicking
and dragging the Comp Row Handle vertically.

e Comp Row Level Fader
Use the Comp Row Level Fader to adjust the volume of the recording on the corresponding Comp Row. This is es-

pecially useful in Comp Mode, when you want to trim and balance the levels of the recordings on several Comp
Rows.

Comp Mode elements

Audio clips can also be edited in Comp Mode. Comp Mode can be used if you have recorded several takes in an au-
dio clip and want to cut out sections of the various takes and comp into a final clip (see “Creating a comped audio
clip”). This is how an already comped audio clip could look like in Comp Mode:

—Comp Mode —Segment Focus Indicator
5 Pasition | ength Fade In Fade Out Level [dB)
] []51.1 o|@ | efoo ol | o ol [ o off | om|E
7

i Cut Crossfade Zones

Cut Row

C C
i B Cut Handles

——Silence Row

Pick GR(5.1.1.0) Take 4

Comp Rows

Pick GR [5.1.1.0) Take 3

;
= 1
f -

‘ + * - Cut Lines

A open audio cljp in Comp Mode.
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From the top down in the preceding picture, the Edit Pane contains the following elements:

Cut Row
The area between the Clip Overview and the topmost Comp Row is called the Cut Row. This is where the Cut Han-
dles are placed.

Segment Focus Indicator

The gray Segment Focus Indicator appears if you click on the Cut Row, or if you double-click on a Comp Row. A
Segment is the area between two Cuts. The Segment Focus Indicator shows which segment currently has edit fo-
cus. Edit focus is required for editing using keyboard short-cuts (see the “Keyboard Commands” pdf document).

Cut Crossfade Zones

When you have comped an audio clip by creating cuts and assigning different Comp Rows to the resulting seg-
ments, it's possible to set individual crossfades between the segments. This makes it possible to get smooth tran-
sitions between the audio recordings in the different segments. Any crossfades are indicated by boxes. The widths
of the boxes indicate the crossfade times.

Cut Handles and Cut Lines

Each cut in a comped audio clip is indicated by a Cut Handle and a Cut Line. The Cuts indicate where the playback
changes from one segment to another (in most situations from one Comp Row to another). You can edit the Cut
positions by clicking and dragging any of the Cut Handles or Cut Lines sideways.

Silence Row
In Comp Mode, the Silence Row becomes available. The Silence Row can be used for inserting silent segments in
the comped audio clip, e.g. removing breath noise between vocal phrases.

Comp Rows

All of your audio recordings reside in Comp Rows. Depending on how you recorded the audio clip, there might be
one or several Comp Rows, each containing one audio recording. The most recent take is on the topmost Comp
Row. In Comp Mode, the colored part(s) of each Comp Row (or Silence Row) will play back. All Comp Rows used
in the clip have colored Comp Row Handles. Any unused Comp Rows in the clip are indicated by gray Comp Row
Handles.
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The relationship between Clips, Comp Rows and Recordings

In Edit Mode, the contents of an open audio clip are displayed on the Comp Row(s) on the Edit Pane:

Audio Clip in the
Clip Overview area

Ik GR (5.1.1.0] Take 4

Comp Rows with one
Recording each

EEEERR R E

G SSERRE R

Audio Clip in the
Clip Overview area

Silence Row

Pick GR (5.1.1.0) Take 4

Comp Rows with one
Recording each

Pick GR (5.1.1.0) Take 3

Pick GR (5.1.1.0) Take 2

An audio cljp in Comp Mode with alternating playback from four Comp Rows.

¢ A recorded audio clip, or an audio clip containing imported audio, consists of one or several Comp Rows.
The number of Comp Rows and their position can be unique for each individual audio clip. Any edits you make in
an audio clip will never interfere with other clips in the Song.

¢ On each Comp Row there is a single Recording, i.e. the audio data that you have recorded or imported.
If the clip was recorded in one single take, it will have a single Comp Row. If the clip was recorded in several takes
one after another, or recorded in Loop Mode, it will contain one Comp Row for each take or loop. Also, if you im-
ported audio files to a clip, each audio file will end up on a separate Comp Row.
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Only one Comp Row can play back at a time.

In Single Mode, only the topmost Comp Row will play back. In Comp Mode, you can alternate the playback be-
tween the Comp Rows by assigning regions of the different Comp Rows to different Segments in the Clip. What
you hear when you play back an audio clip is displayed in the Clip Overview area at the top on the Edit Pane. (The
Clip Overview area displays the same content as the Clip in Arrange Mode.)

Audio Clip in the
Clip Overview area

Played back Comp Row

? i _ - Unused (silent)
- Comp Rows

ie <

? G SSERRE R

Audio Clip in the
Clip Overview area

Played back Segments
of assigned Comp Rows

Plok GR (5.1.1.0) Take & 1
1
. ¢

1S TR RETRE 7 | T
L Unused {silent)|Comp.Row ;
1

Pick GR (5.1.1.0) Take 2

Plck GR (5.1.1.0) Take 1

—iT- —T~ —T- —T~

An audio cljp in Comp Mode with alternating playback from four Comp Rows

The Comp Row configuration, and the Recordings on the Comp Rows, are unique to each individual audio clip.
This means that you could move Comp Rows up or down on the Edit Pane, change Comp Row Levels and Cross-
fades, or move Recordings back and forth on the Comp Rows, without affecting any neighboring audio clips.

If you duplicate a Clip, or a Comp Row with its Recording, you can freely edit the duplicated Clip, Comp Row or
Recording without affecting the original.

However, the actual audio data is not duplicated. Reason features a very sophisticated internal audio management
system which re-uses Recordings throughout the entire Song whenever necessary. This means that the Song file
size won't increase when you duplicate audio clips or Comp Rows.
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Edit Mode window handling

Resizing, zooming and scrolling

>

>

>

The Magnifying Glass tool can be used for zooming in and out (see “Magnifying Glass Tool”).
The Hand tool can be used for scrolling the view in any direction (see “Hand Tool”).
Use the Song Navigator to scroll and zoom horizontally (see “Areas, windows and basic navigation”).

Click on a Song Navigator Handle and drag horizontally to zoom in and out horizontally (see “Areas, windows
and basic navigation”).

Shift-click on a Song Navigator Handle and drag horizontally to zoom in and out horizontally, symmetrically
(see “Areas, windows and basic navigation”).

Right-click (Win) or Ctrl-click (Mac) inside the Song Navigator frame and drag up or down to zoom in and out
and scroll at the same time (see “Areas, windows and basic navigation”).

Use the Track Navigator to scroll vertically in the Track List (see “Areas, windows and basic navigation”).

Click the Zoom buttons below the Track Navigator to zoom in and out vertically (see “Areas, windows and ba-
sic navigation”).

For extensive editing, you may want to maximize the Sequencer and/or detach the Main Mixer and Rack so
that the sequencer covers the entire computer screen. Refer to “Areas, windows and basic navigation”.
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Audio editing tools

When editing audio, some of the Toolbar tools have different functionality than when editing note and automation
clips. There are also some additional tools that are unique to audio editing.

Razor (Cut) Tool

When editing audio in Comp Mode, the Razor Tool on the sequencer Toolbar is used for creating Cuts. When you
place the Razor Tool over the Comp Rows, Silence Row or Cut Row, it changes into a “Cut Tool”.

~ With the Selection Tool selected, hold down [AlIt]l(Win) or [Cmd](Mac) to temporarily switch to the Cut Tool.

+ Click with the Razor Tool on a Comp Row to assign the recording to the right of the cursor to a new Segment.

¢ ez

Pick GR (5.1.1.0) Take & |
i . TR
| Plck GRS 1101 Take 3 |

Assigning the recording on the “Take4” Comp Row fo a new segment

See “Adding Cuts” for more details on how to use the Cut Tool.

The Razor Tool can also be used for assigning a complete Segment, with a start and end Cut, by clicking and drag-
ging (swiping) the Razor Tool horizontally on the desired Comp Row. See “Adding Segments” for more details on how
to swipe with the Cut Tool.

Speaker Tool

It's possible to audition individual recordings on Comp Rows, without needing to start playback of the sequencer. This
is very useful when you're going to select what Comp Rows to use in the clip. Do like this:

1. Make sure the Speaker Tool is selected and place the cursor at the position on the Comp Row you would like
to audition.

The cursor switches to a speaker symbol with crosshairs next to it.

) Q Snap Recarding Offset Level (dB)
@ 1716 v || o000 oo0)f | o0l

= e & E ) & ki E El

=%
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Audltioning a recording on a Comp Row

L e B T~ e

—

2. Click and hold the mouse button depressed for as long as you want to listen.
The playback starts at the current crosshairs position and proceeds for as long as you keep the mouse button de-
pressed. The playback position is indicated by a vertical moving line on the auditioned Comp Row.

! Note that auditioning recordings on Comp Rows will play back the unprocessed sound of the recording -
bypassing the settings in the Main Mixer.

-~ Using the Speaker Tool, it’s possible to audition recordings anywhere on any Comp Rows. The Comp Row
doesn’t have to be selected - it’s even possible to audition recordings on masked Comp Row segments.
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Editing audio clips

In this section we will describe audio editing procedures that are common for Single Mode and Comp Mode. Comp
Mode specific procedures are described in “Editing audio in Comp Mode”.

Selecting a Comp Row for playback in Single Mode

Unedited audio clips are usually set to Single Mode when opened. In Single Mode, only the topmost Comp Row will
play back. It's also possible to change Comp Row Levels and Recording Offsets in Single Mode. The picture below
shows an open audio clip in Single Mode. The clip consists of four separate takes, each on a separate Comp Row.
When played back, the recording on the “Take 4" Comp Row will play:

Pick GR (5.1.1.0) Take 3

Pick GR (5.1.1.0) Take 2

Pick GR (5.1.1.0) Take 1

A open audio cljp in Single Mode with four recorded takes

If you want to change which Comp Row should play back in Single Mode, proceed as follows:

1. Click the Comp Row Handle of the Comp Row you want to play back and drag to the top.
A red insertion line is shown, indicating where the Comp Row will be placed after you release the mouse button.
Make sure the red insertion line is above the topmost Comp Row to enable playback of the moved Comp Row.

E % L&} T i k= 10 11 12 A1

Pick G (5.1.1.0) Take 3

Pilck GR (5.1.1.0) Take 2

? Pick G (5.1.1.0) Take 1

The “Take 2" Comp Row is moved fo the top to enable it for playback

2. Release the mouse button.
Now, the “Take 2" Comp Row will play back instead when the sequencer is started.
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Selecting Comp Rows

+ To select a Comp Row, e.g. for moving, cutting, copying, duplication or deletion, click (don’t double-click!) with
the Selection Tool anywhere on the Comp Row, or on the Comp Row Handle.
The selected Comp Row is shown in a darker color:

E % L&} T i k= 10 11 12 R|1

joys]

Pk GR (5.1.1.0] T2E S

Plck GR (5.1.1.0) Take 2

Pick G (5.1.1.0) Take 1

The selected Comp Row /s shown in a darker color
+ Select multiple Comp Rows by holding down [Ctrl1(Win) or [Cmd](Mac) and clicking with the Selection Tool.

+ Select a range of Comp Rows by holding down [Shift] and clicking with the Selection Tool on the first and last
Comp Row in the desired range.

! Don’t double-click on a Comp Row to select it. Double-clicking on a Comp Row will automatically assign the
recording on it to the segment at the current click position.

Deleting Comp Rows

+ Select one or several Comp Rows (see “Selecting Comp Rows”) and then press [Backspace] or [Delete], or se-
lect “Delete” from the Edit menu or context menu.

» Alternatively, select the Eraser Tool and click anywhere on the Comp Row you wish to delete.
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Moving Comp Rows

Moving Comp Rows up or down on the Edit Pane can be useful and make it faster and easier and to access the de-
sired Comp Rows when editing a comped clip. Let's say you have recorded six takes but you're only going to edit
takes 1, 3 and b. In this case, it could be more practical to have these Comp Rows right below one another at the top
of the Edit Pane.

+ To move a single Comp Row up or down, click and hold the Comp Row Handle and drag vertically.
A red insertion line is shown, indicating where the Comp Row will be placed after you release the mouse button.

ik GR(5.1.1.0) Take 4 &,

? 2
? PIE GR(5.1.1.0) Take 5
1 PKEGR (S Take 4

Pick GR(5.1.1.0) Take 2

? Pk GR (5.1.1.0) Take 1

Moving a Comp Row.

+ To move several Comp Rows in one go, select them and then click and hold one of the selected Comp Row
Handles and drag to the new destination.
A red insertion line is shown, indicating where the Comp Rows will be placed after you release the mouse button.
Note that if you move non-adjacent Comp Rows, they will be placed as a group (adjacent) on the Edit Pane.

+ To move Comp Rows between clips, use the cut/copy and paste functions described in “Cutting, copying and
pasting Comp Rows”.

+ Moving Comp Rows sideways is the same as changing the Recording Offsets - see “Adjusting the Recording
Offset” for more details.

Duplicating Comp Rows

Duplicating Comp Rows can be useful if you want to re-use the same part of a take several times in a comped clip.
Duplicate the Comp Row and then adjust the Recording Offset (see “Adjusting the Recording Offset”) in the dupli-
cated Comp Row to access the same part of the recording in another segment of the comped clip. Duplicating Comp
Rows will not use up any more space on your hard disk, so you can do this as many times as you like.

+ To duplicate one or several Comp Rows, select them and then select “Duplicate Comp Rows” from the Edit
menu or context menu.
The duplicated Comp Rows will be placed below the lowest selected Comp Row. Note that if you duplicate non-
adjacent Comp Rows, they will be placed as a group (adjacent) below the lowest selected Comp Row.

+ You can also duplicate a Comp Row and assign the duplicated Comp Row to a new segment in one go. With
the Razor (Cut) Tool selected, hold down [Ctrl](Win) or [Option](Mac) and click, or swipe, on a Comp Row to
assign a new segment to a duplicate of the recording on a new, additional Comp Row.

~ See “Moving a snare hit” for a practical example of how to use this function.
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Cutting, copying and pasting Comp Rows

To move recordings between clips, you can cut or copy and paste Comp Rows as follows:

1.

Select one or several Comp Rows and then hold [Ctrl](Win) or [Cmd]l(Mac) and press [X] to cut or [C] to copy
the Comp Rows to the clipboard memory.
Alternatively, select “Cut” or “Copy” from the Edit menu or context menu.

. Open the audio clip into which you want to paste the Comp Row(s).

This can be in the same song or a different one.

. To paste the cut or copied Comp Rows, hold down [Ctrl](Win) or [Cmd](Mac) and press [V] - or select “Paste”

from the Edit menu or context menu.
The pasted Comp Rows will be placed at the top of the Edit Pane. Note that if you paste non-adjacent Comp
Rows, they will be placed below each other, starting at the top of the Edit Pane.

If you paste Comp Rows into another song, the actual audio recordings will be added to that song as well and
consequently increase the file size.

Adjusting the Comp Row Level

1.

Click on the Comp Row to select it
The Comp Row is shown in a darker color to indicate it's selected.

2. Adjust the level, either by clicking and dragging the Comp Row Level Fader, or by adjusting it in the Level (dB)

display in the Inspector.
The Level (dB) display is divided into dB and 1/100th of a dB.

Recording Offset Leyel ]
0.0 0. 0 03 0003
L3 T g
(4]
== T——
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-
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Adjjusting the audio level of the recording in Single Mode

It’s also possible to edit the entire Clip Level in Edit Mode by clicking and dragging the Clip Level Handle in the
Clip Overview.

Any level adjustments you make on the Comp Row and in the Clip Overview are summed.
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Adjusting the Recording Offset

In some situations you might want to move, or nudge, the recording on a Comp Row to make it play back exactly
when you want. Maybe you just need to fine tune the position by a couple of Ticks. Recording Offset adjustments can
be made both in Single Mode and in Comp Mode:

1. Click on the Comp Row to select it.
2. Either click and drag the recording horizontally, or adjust the position in the Recording Offset display in the In-
spector.

The Recording Offset display is divided into Bars, Beats, 1/16th notes, Ticks and Subticks. There are 240 Ticks
for each 1/16th note and 16 Subticks for each Tick.

Recor — Lol - The “Recording Offset” display shows the offset of the recording on the selected
0.0.0 0.0/ LW~ Comp Row relative to the Clip Position.
KN 2 i 5 [fyou move the recording on the selected Comp Row back or forth, the Offset
Display will update. Similarly, if you resize the Clip by changing its start position
=5 s (Jeft Clip Handlle), the Offset Display will also update.

However, If you resize the clip using its right Clip Handlle, or move the entire cljp, all

JET—
Vooal (5.1.1.0) Take 1 . . . .
recordings on all Comp Rows will follow along and the Recording Offset will
I remain unaffected.

Adjjusting the offset (position) of a recording on a Comp Row

You can also nudge the Recording Offset of the selected recording by using the arrow keys on the keyboard.

+ To nudge the recording in Snap value steps, hold [Ctrl](Win) or [Cmd]l(Mac) and press the left/right arrow keys.
Note that Snap doesn't have to be activated for this to work.

+ To nudge the recording in steps of Ticks, hold [Ctri]+[AIt]l(Win) or [Cmd]+[Optl(Mac) and press the left/right ar-
row keys.

+ To nudge the recording in steps of Beats, hold [Ctrl]+[Shiftl(Win) or [Cmd]+[Shiftl(Mac) and press the left/
right arrow keys.

~ To make it easier to find the exact positions in the recording, you can audition the recording at desired posi-
tions (see “Speaker Tool”).

~ See “Moving a snare hit” for a practical example on how to adjust the Recording Offset.

Delete Unused Recordings

After you have edited your audio clips, there might be unused recordings left on the Comp Row(s) that you don't plan
on using. To reduce the file size of your song, you can choose to delete all unused recordings in one or several audio
clips.

+ Select the clip(s) in the Clip Overview area in Edit Mode, or select the clip(s) in the Arrangement, and then se-
lect “Delete Unused Recordings” from the Edit menu or context menu.
All recordings that are not used in the clip(s) will be permanently deleted.

¢ If aclip is in Single Mode, only the top Comp Row will be played back - all other Comp Rows are per definition
"unused". However, there may still be Cuts and assigned Segments among these Comp Rows, visible and au-
dible if you switch the clip to Comp Mode.
As a safety measure, if you use the “Delete Unused Recordings” function on such a clip, you will be asked to con-
firm that you really want to remove all Comp Rows other than the topmost one.

¢ After deleting audio recordings, you need to use the "Save and Optimize" function on the File menu to mini-
mize the Song file size - see “Saving and optimizing a Song”.
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Bounce Clip(s) to New Sample(s)

You can bounce one or several Audio Clips to new Song Samples. You could then edit the samples in the Edit Sam-
ple window and then load into a sampler device for playback. Proceed as follows:

+ Select the clips in the Clip Overview area in Edit Mode, or select them in the Arrangement, and then select
“Bounce Clip(s) to New Sample(s)” from the Edit menu or context menu.
The Audio Clips are bounced to new Song Samples and named according to the Audio Clip name (if the clip was
named) or according to the Audio Track name with serial numbers. The bounced Audio Clips then end up as sam-
ples on the Song Samples tab in the Tool Window. Refer to “Sampling” for more details about sampling and sam-
ple editing.

About the “Bounce Clip to Disk” function

The “Bounce Clip to Disk” function on the Edit menu and clip context menu allows you to export the audio of a se-
lected clip to disk as a single WAV or AIFF file. This might be useful if you want to process an audio clip in an external
application and then re-import the clip to the track again. See “Bouncing Audio Clips” for more details.
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Normalizing Clips

Normalizing means increasing the overall audio level so that the loudest peak in the sound touches O dB. Normalizing
can be made on any Audio Clips, regardless of if they are in Single Mode or Comp Mode.

1. Select the Audio Clip(s) in the Arrangement, or in the Clip Overview in Edit Mode.

i e e ———

Pick GR (5.1.1.0) Take 4

@

Pick GR (5.1.1.0) Take 3

Pick GR (5.1.1.0) Take 2

Pick GR (5.1.1.0) Take 1

—iT- —T~ —T- —T~

A comped audio cljp selected in the Clip Overview in Edit Mode

2. Select Normalize Clips from the Edit menu or context menu.

T T ————— |

Pl GR{511.0) Take 4

PIk R (51.1.0) Take 3

Pick GR[S1.1.0) Take 2

Pick GR (5110} Take 1

A new Comp Row is automatically created at the top and named after the Audio Track, with the extension “normal-
ized". The new Comp Row contains the “bounced” normalized audio and the Audio Clip has also switched to Single
Mode. The original audio is preserved on their original Comp Rows.

! Only the audio within the Audio Clip boundaries will be normalized. Any masked audio will be disregarded.

! Note that normalizing a clip that contains audio that already use the full headroom (touches 0 dB) won’t have
any effect.
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Reversing Clips

Reversing an audio clip means playing it backwards, from the end to the start. Reversing can be made on any Audio
Clips, regardless of if they are in Single Mode or Comp Mode.

1. Select the Audio Clip(s) in the Arrangement, or in the Clip Overview in Edit Mode.

==,

Pick GR (5.1.1.0) Take 4

@

Pick GR (5.1.1.0) Take 3

Pick GR (5.1.1.0) Take 2

Pick GR (5.1.1.0) Take 1

—iT- —T~ —T- —T~

A comped audio cljp selected in the Clip Overview in Edit Mode

2. Select Reverse Clips from the Edit menu or context menu.

GR(51.1.0) Take 4

Pick GR (5.1.1.0) Take 3

Pick GR (5.1.1.0) Take 2

GR(51.1.0) Take 1

A new Comp Row is automatically created at the top and named after the Audio Track, with the extension “re-
versed”. The new Comp Row contains the “bounced” reversed audio and the Audio Clip has also switched to Sin-
gle Mode. The original audio is preserved on their original Comp Rows.

! Only the audio within the Audio Clip boundaries will be reversed. Any masked audio will be disregarded.

Tempo scaling Clips

Besides the automatic time stretching function applied when you change the Tempo in the main sequencer, there is
a Scale Tempo function which can be applied to scale the tempo of one or several clips. The Scale Tempo function
works in the same way for audio clips, note clips and parameter automation clips. However, it might be interesting to
see what happens when you tempo scale an audio clip.
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1. Open an audio clip in Edit Mode.

In this example we use a comped clip with four Comp Rows and a number of Cuts. The tempo scaling works ex-
actly the same way, regardless of Single/Comp Mode, or number of Comp Rows, though.

2. With the Arrow Tool selected, hold down [Ctrl](Win) or [Option](Mac) and place the mouse cursor over one of

the Clip Resize handles.
When you reach any of the Clip Resize handles, the arrow symbol switches to a “scale tempo” arrow.

[I] 5} 2 3 4 5 i} T =} 9 10 11 12 13 14
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Gutar (1.1.1.0) Take 4

Gutar (1.1.1.0) Take 3

Gutar (1.1.1.0) Take 2

Gutar (1.1.1.9) Take 1

3. Hold down [Ctrl](Win)/[Option]l(Mac) and click and drag the cursor sideways in either direction to scale the

tempo of the clip.
In this example, we make the clip one bar longer by dragging the right clip handle one bar to the right.
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Now, the audio clip has been tempo scaled and the audio recordings have been stretched to match the new clip
length. Note that the distance between the Cuts, as well as the lengths of the recordings on all Comp Rows have
been expanded proportionally.

The Scale Tempo function can also be applied to clips numerically in the Tool Window, see “Scale Tempo”.
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Transposing Audio Clips

Audio clips can be transposed. That is, all the audio recordings in a selected audio clip can be transposed up or down
12 semitones, in steps of 1 Cent, relative to their original pitch. The transposition can be applied to all types of audio
- including polyphonic material.

1.

The transposition is non-destructive, i.e. the original audio is always preserved and left unaffected.

Select one or several audio clips.
The Transpose display shows up to the right in the Inspector:

Snap Position Length FadeIn Fade Cut Level (dB) Transpose
7 Bar ~ 211 0[5 80.0. 0|5 0. 0| 0. 0= 0.00|% 0.00
——
A 3 4 5 L3 T g 9 10 11 12 13 14 15 16 1T 18 19

Three audio clips selected on the arrangement pane in Song View

2. Click the up/down arrow button next to the Transpose display to change the transposition in Semitones and

Cents.
The audio in the selected clips are now transposed relative to their original pitch.

» You can also edit the transposition value by clicking and dragging the respective display segment up/down or

entering numeric values according to standard procedures.

+» When you are transposing audio clips it’s important that the Stretch Type on the corresponding Audio Track
device(s) is set according to the type of audio that’s in the clip. Otherwise, the sonic result might not be what
you’d expect. Select stretch type by clicking the Stretch Type selector on the Audio Track device in the Rack.

£

Stretch Type

Selecting Stretch Type on the Audio Track device in the Rack

For polyphonic material, select “Allround”.
The formants are transposed along with the audio.

For monophonic material select “Melody”.
The formants are transposed along with the audio.

For vocal select “Vocal”.
The formants are preserved and are not transposed along with the audio. This will keep the original character of
the vocal and will only affect the pitch.

It’s also possible to transpose individual Comp Rows in a comped Audio Clip - see “Transposing Comp Rows”
below.

Audio Clips and MIDI notes in Note Clips can be transposed in whole semitone steps in the Transpose section
in the Tool Window - see “Pitch (Transpose)”.
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Transposing Comp Rows

Besides the Audio Clip Transpose function described above, individual Comp Rows in an audio clip can be individually
transposed:

1. Open a comped audio clip in Edit Mode and select a Comp Row to be transposed.

E % 8 7 8 9 10 11 12 R|1

==

Pilck GR (5.1.1.0) Take 2

Pilck G (5.1.1.0) Take 1
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The selected Comp Row is shown in a darker color

2. Change the Transpose value in the Inspector as desired.

lLe'\._rel (dB) Transp,
000 5 | u.u@
3. Select another Comp Row and change its Transpose value in the Inspector as desired.
Now the Comp Rows will have individual transposition values.

¢ If you decide to change the Transpose value for the entire audio clip, by selecting the clip in the Clip Overview,
the relative transpositions of the Comp Rows will be preserved.
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Editing audio in Comp Mode

In this section we will describe procedures that are specific to audio editing in Comp Mode. At the end of this section
is a detailed example on how to use the various procedures to create a complete comped audio clip - see “Creating
a comped audio clip”. General audio editing procedures are described in “Editing audio clips”.

Adding Cuts

+ Place the Razor Tool on the Comp Row which contains the recording you want to assign, and click.
A new Cut Handle is added on the Cut Row. The recording to the right of the Cut Line on the Comp Row is as-
signed to a new Segment:

[I] % 8 7 3 9 10 11 12 G

—
- e p—
QL ? %

? Plck &R (5.1.1.0) Take 4

P

Assigning the recording on the “Take4” Comp Row fo a new Segment

Pk GR(5.1.1.0) Take 3

+ Click with the Razor Tool on the Silence Row to assign silence to a new Segment to the right of the cursor.

+ Click with the Razor Tool on the Cut Row to create a new Cut without changing the currently assigned record-
ing.
A new Cut Handle is added on the Cut Row. The previous recording assignment is retained throughout the new
segment.

¢ If you hold down [Ctrl](Win) or [Option](Mac) and click with the Razor tool on a Comp Row, this will first create
a duplicate of the Comp Row. Then, the duplicated Comp Row will be assigned to the new Segment.
You can then adjust the timing (Recording Offset) or level of the duplicated Comp Row as needed, without affect-
ing any segments playing the original Comp Row.

! Note that Snap is taken into account (if activated).

~ A quick way to toggle Snap on or off is to press [S].

~ For a practical example on how to add Cuts, see “Creating a comped audio clip”.

~ It’s also possible to assign a complete Segment, with a start and end Cut, by swiping with the Cut Tool on the
Comp Rows - see “Adding Segments”.
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Adding Segments

The Razor Tool can be used for assigning a complete Segment, with a start and end Cut, by clicking and dragging
(swiping) the Razor Tool horizontally on the desired Comp Row.

+ Swipe (click-hold and drag) with the Razor Tool to assign a part of a Comp Row to a new segment.

o 8 7 s 3 10 11 8 7 ] 3 10 11
=

- % Jm.% 5...
Pk GR{5.1.1.0) Take 4 ‘ o) Take ‘

Plck GR (5.1.1.0) Take 3 ‘ ) Take 3 ‘

Place the Razor Tool on the desired start position on a .and release where you want the segment fo
Comp Row and swipe.. end

» Toinsert a new Segment in an existing Segment, swipe with the Razor Tool on a Comp Row or on the Cut Row.
Swiping on a Comp Row will automatically assign the recording on that Comp Row to the new segment. Swiping
on the Cut Row will insert a new segment but won't change the recording assignment. The result after inserting a
new segment in an existing segment is three separate segments. Swiping over an existing Cut will remove that
Cut.

¢ If you hold down [CtrI](Win) or [Option](Mac) and click or swipe with the Razor tool on a Comp Row, this will
first create a duplicate of the Comp Row. Then, this duplicated Comp Row will be assigned to the new Seg-
ment.
You can then adjust the timing (Recording Offset) or level of the duplicated Comp Row as needed, without affect-
ing any segments playing the original Comp Row. See “Moving a snare hit" for a practical example.

! Note that Snap is taken into account (if activated).
~ A quick way to toggle Snap on or off is to press [S].

~ For a practical example on how to add a Segment, see “Creating a comped audio clip”.

Adding Crossfades to Cuts

To add a crossfade zone to a Cut (between two Segments), proceed as follows:

+ Select a Cut Handle and then drag the Cut Crossfade Handle to the right.

8 £l 8 9 10 11 =3 u 3 9 10 11

_ E=e—
! rrrfesmee]

|0} Take d ‘ 14.0) Take & ‘

Click and drag the Cut Crossfade Handle... .lo infroduce a crosstfade between the segment

The crossfade slopes are indicated by curves on the assigned Segments. The longer the crossfade time, the flatter
the curves.

+ To remove a crossfade, simply drag the Cut Crossfade Handle all the way to the left.
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Deleting Cuts

+ To delete a Cut, click on the left Cut Handle and press [Backspace] or [Deletel, or select “Delete” from the Edit

EY

menu or context menu.
The segment to the right of the deleted Cut will be deleted. The segment to the left of the deleted Cut will expand
and replace the deleted segment:

%

Taug ¢ TatR 4
Take3 . Takz 3
gl
E=EE Tae?
m |||||||”
|
Click on a Cut Handlle to select it Press [Backspace] or [Delete] to delete the

segment to the right of the Cut Handlle

Alternatively, select the Eraser Tool and click on the Cut Handle.

Moving Cuts

Moving Cuts has a similar effect to resizing a clip, i.e. you select what part of the recording on the Comp Row should
be active for playback. Recordings outside the active segment on the Comp Row will be masked (silent) but not af-
fected in any other way.

>

To move a Cut, click and hold its right Cut Handle, or Cut Line, and drag it horizontally in either direction.
The segment to the left of the Cut Line will be resized. The segment to the right of the resized segment will now
have a new start position:

[ [ =¥
© _§)--» '

Take 4
—»
Take 3 Take 3
7 R R gL
Take 2 Take 2
Click on a Cut Handle to select it Drag the Cut Handlle fo horizontally to move i

Recordings in the segments will not be moved back or forth - only masked according to the current positions
of the Cut Handles/Lines. Any Cut Crossfades will also move along with the Cut Handles/Lines.

Two Cuts can never exist on the same position. If you drag a Cut to the position of another Cut and release the
mouse button, the moved Cut will disappear. If you do this by mistake, you can always use the Undo function.

To move a Cut and have the recording on the Comp Row move along with the Cut, select the Comp Row and
the Cut Handle using the standard [Ctri]-click (Win) or [Shift]-click method. Then, click and drag the Cut to the
desired position.

Note that Snap is taken into account (if activated).

It’s also possible to use the Inspector to move Cuts numerically - see “Editing recordings and cuts in the In-
spector”.

&‘@ AUDIO EDITING IN THE SEQUENCER

Reason

207



Changing Comp Row assignments

When you have created a comped audio clip, you might later want to change which Comp Rows are assigned to play:

+ Choose the Selection Tool and double-click on the Comp Row that contains the recording you want to assign
to the Segment.
Make sure you double-click in the area between the desired Segment's Cut Lines.

© e
#| |
CeREE SEEEE

Double-click on the Comp Row you want to The segment will now play back this
assign to the segment recording instead

You can also use keyboard commands to change comp row assignments and segment focus as follows:

+ Hold down [Ctrl](Win) or [Cmd](Mac) and press the up/down arrow keys to select which Comp Row that
should be assigned.

+ To change Segment focus, hold down [Ctri]+[Alt]+[Shift]l(Win) or [Cmd]+[Option]+[Shiftl(Mac) and press the
left/right arrow keys.
This will move the Segment Focus Indicator between the segments. Note that you can still change comp row as-
signments using this keyboard command together with the up/down arrow keys.

S@ CutRow [ E

Pl R (5.1.1.0) Take |

Segment Focus Indicator

PIGR (51.1.0) Take 3

PIGR (5.1.1.0) Take 2

PIGR (5.1.1.0) Take 1

The Segment Focus Indicator shows which segment has currently focus
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Bounce Clip(s) to New Recording(s)

A very nice way to “clean up” among the recordings in a comped audio clip is to bounce the clip to a new recording.
What happens is that the audio recordings in all segments of the comped clip, including any Cut Crossfades and in-
dividual Comp Row Levels, are combined into a single recording on an additional Comp Row. After the clip has been
bounced to a new recording, you can delete the unused recordings to reduce the file size. Bouncing clips to new re-
cordings can be made for one or several selected audio clips:

+ Select the clip(s) in the Clip Overview area in Edit Mode, or select the clip(s) in the Arrangement, and then se-
lect “Bounce Clip(s) to New Recording(s)” from the Edit menu or context menu.
A new “combined” recording is created on a new Comp Row, which is created above the other Comp Rows on the
Edit Pane. The new Comp Row is assigned the suffix “(bounced)”.

Phk GR(51.1.0) Tke 4

PRk GR(51.10) Te 3

PRAGR(51.1.0) Take 3

Pk G (5.1.1.0) Take 2

Pl GR (5.1.1.0) Take 1

Pk G (5.1.1.0) Take 1

i
Tl
? =

—i - —i- —{i~

Select the clijp in the Cljp Overview Select “‘Bounce Cljp to New Recording” to create a new
combined recording on an additional Comp Row

As the clip is bounced, the Edit Mode view automatically switches from Comp Mode to Single Mode. If you play
back the clip now, you will only hear the bounced recording on the topmost Comp Row. However, the clip will
sound exactly the same as before the bounce.

If you're happy with the result and don't plan to edit the clip any further, you can use the “Delete Unused Record-
ings” function to delete the recordings on the original Comp Rows and reduce the file size (see ‘Delete Unused
Recordings”). If file size is not an issue, you can keep the original takes in the clip. This way you can switch to
Comp Mode at any time if you need to edit the comp.

-~ The “Bounce Clip to New Recording” function is very useful if you have imported a large audio file and only
want to use a part of it. You can bounce the part of the clip you want use to a new recording and then delete
the remaining unused part on the Comp Row to reduce the file size.

~ It’s also possible to bounce Audio Clips to disk and to a Sample - see “Bouncing Audio Clips” and “Bounce
Clip(s) to New Sample(s)”.
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Creating a comped audio clip

If you have recorded more than one loop cycle of audio in Loop Mode (see “Recording audio in Loop mode”), or re-
corded over or into an existing audio clip (see “Recording over or into an existing audio clip”), each recording has
been placed on a separate Comp Row. If you like, you can now select the best parts (segments) of the recordings on
the various Comp Rows and create a final “comped” audio clip. All editing described below is non-destructive and can
be changed at any time:
1. Open the audio clip.
If the clip was recorded in Loop Mode, it will automatically open in Comp Mode (see Step 2 below). If the clip
wasn't recorded in Loop Mode, it will open in Single Mode. Each take has generated a separate Comp Row, each
with a separate recording on it. The latest take, on the topmost Comp Row, is the one that will play back in Single
Mode.

Position Length Fade In Fade Out Level (dB)
I|| 511 0@ | soo0 ol [ o ol [ o o | 0wl

9

Audio clip (latest take)

Phk G (5.1.10) Take 4
Comp Rows with audio
recordings

An audio clip with four separate takes recorded

2. If needed, click the Comp Mode button to switch to from Single Mode to Comp Mode.
The Cut Row and Silence Row now appear above the topmost Comp Row.

b Pasition Length Fade In Fade Out Level [dB)
]
) | 511 0[8 | oo ol | ool [ o off | omlg
E] Iga [i] 7 3 9 10 11 12 ﬂ‘1 5
LI=A
[ ]
Sllence i Cut Row
= Silence Row
Pk GR(5.1.1.0) Take 4
T I -
# Pick GR(5.1.1.0) Take 3

3. Find the best parts of the recordings in the different Comp Rows.
Audition the recordings on the Comp Rows to decide which recordings to use at what position in the comped clip.
Select the Speaker Tool and click-hold at desired positions on the different Comp Rows (see “Speaker Tool” for
details).
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~ If you’re using the Selection Tool, you can temporarily switch to the Speaker Tool by holding down

[AIt]+[Shift](Win) or [Cmd]+[Shiftl(Mac).

4. Double-click with the Selection Tool on the Comp Row you want to use first in the clip.

In this example, we decide to use the recording on the “Take 2" Comp Row:

B

Plck GR (5.1.1.0) Take 4

o))

Plck GR (5.1.1.0) Take 3

Plck GR (5.1.1.0) Take 2

Pick G (5.1.1.0) Take 1

—- —- —1- —~

Double-click on the “Take 2" Comp Row to assign it to the first segment of the cljp

5. Select the Razor Tool in the Sequencer Toolbar - or, with the Selection Tool still selected, hold down [Alt](Win)

or [Cmd]l(Mac).

We want the recording on the “Take 2" Comp Row to play until beat 3 of Bar 7. After beat 3 of bar 7 we want the
clip to be silent to get rid of some background noise that could be heard when we recorded without playing any-

thing. Therefore, place the Razor Tool on the Silence Row at Beat 3 of bar 7 and click:

E] % 8 T i H E % [i]

] 9

- s

= W gl %
Pick GR (5.1.1.0) Take & " PKK GR [5.1.1.0) Take 4

? : —> ? :

? Pick GR (5.1.1.0) Take 3 ? PKK GR [5.1.1.0) Take 3

? - Pick GR (5.1.1.0) Take 2 ? : PKK GR [5.1.1.0) Take 2

? Pick GR (5.1.1.0) Take 1 ? PK& GR 5.1.1.0) Take 1
Place the Razor Tool on the Silence Row at .and click to assign the Silence Row fo the
beat 3 of bar 7. second segment of the cljp

Now, you have assigned the recording on the “Take 2" Comp Row from the beginning of the clip to beat 3 of bar
7. At the same time you have assigned the Silence Row to a second segment of the clip.

6. Use the Audition Tool to find a suitable recording to assign to a new segment in the clip.
We found a good recording that we want to use on the “Take 4" Comp Row between beat 3 and 4 of bar 8 until

beat 1 of bar 11.

DY
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7. Assign a complete segment by swiping with the Razor Tool.
Swipe with the Razor Tool on the “Take 4" Comp Row from beat 3 and 4 of bar 8 until beat 1 of bar 11:

E‘) 8 7 3 9 10 ik Li] i 8 =] 10 11
4

e o e

Pilck G (5.1.1.0) Take 4

Plck G (5.1.1.0) Take 3

Pilck G (5.1.1.0) Take 2

Pick G (5.1.1.0) Take 1 ) Take 1

Place the Razor Tool between beat 3 and 4 of bar 8 on .and release at beat 1 of bar 11
the “Take 4" Comp Row and swipe..

Now the recording on the “Take 4" Comp Row is assigned to a third segment in the clip. Two new Cut Handles
have been added: one at the beginning of the swiped segment and one at the end.

8. Assign a recording to the last segment of the clip.
We used the Audition Tool and found that the recording on the “Take 1" Comp Row was just what we were looking
for to play through to the end the of the clip. Since a fourth segment was already created when you swiped in the
previous step, you just need to double-click with the Selection Tool on the “Take 1" Comp Row, to the right of the
last Cut Line, to assign the recording to the fourth segment:

= |§|! !

Slience

Pick GR (51.1.0) Take &

n@

Pick GR (5.1.1.0) Take 3

Pick GR (5.1.1.0) Take 2

—iT- —T~ —T- —{T~

Double-click on the “Take 1” Comp Row, fo the right of the last Cut Line,
to assign it to the last segment in the clip
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9. To eliminate any clicks that might occur between the recordings in the different segments of our clip, let’s in-
troduce some crossfades.
Crossfades can be applied by first selecting a Cut Handle and then clicking with the Selection Tool and dragging
the Cut Crossfade Handles that appear above the selected Cut Handle:

8 T 8 9 10 11

Li] 7 5 9 10 11
| ~ ]
.0) Take 4 110y Take 4 ‘
jlllllllll{*
1.0 Take 3 11.0) Take 3

Click and drag the Cut Crossfade Handle... ..fo introduce a crosstfade between the segments

The crossfade slopes are indicated by curves on the assigned Segments. The longer the crossfade time, the flatter
the curves.

Repeat the procedure for the other Cut Crossfade Handles in the clip if needed.

- If you want to set the same crossfade time for several Cuts, select the Cut Handles and use the “Match Value”
function in the Inspector (see “Matching Cut Crossfades”).

10.Finally, you might want to trim the audio levels of the different recordings on the Comp Rows in the clip.
Click with the Selection Tool and drag the Comp Row Level Faders on the respective Comp Row to achieve a bal-
anced audio level throughout the clip. The Comp Row level adjustments can be made anytime during the creation

of the comped audio clip.

Plck GR (5.1.1.0) Take 4

Plck GR (5.1.1.0) Take 3

Plck GR (5.1.1.0) Take 2

Pick G (5.1.1.0) Take 1

i

- If you want to set the same level for several Comp Rows, select the Comp Rows and use the “Match Value”
function in the Inspector (see “Matching Comp Row Levels”).

Adjjusting the individual Comp Row audio levels

When you're satisfied with your comped clip, you might want to use the "Bounce Clip to New Recording" function to
create a single recording that plays back your comp (see “Bounce Clip(s) to New Recording(s)").

This helps you keep things organized and can be a way to create a "snapshot" of your current comp, for comparison
while you continue to fine-tune the edits.

If you're finished with a comp and want to keep the file size down, you can use "Bounce Clip to New Recording" to-
gether with the "Delete Unused Recordings" function to permanently remove all original takes (see ‘Delete Unused
Recordings”).
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Audio and tempo matching

Matching an imported audio clip to the song tempo

Audio files created by the Export or Bounce functions in Reason include information about their original tempo. When
you import such an audio file, it will automatically be stretched to fit the tempo in the new song.

However, if you have imported an audio clip which has a steady, but unknown, tempo, you can adjust the imported clip
to the song tempo. You can either use the Clip Tempo Scaling function to manually “stretch” the audio clip as de-
scribed in “Tempo scaling Clips”.
Another way is to disable the automatic stretch for the audio clip and then adjust the sequencer tempo to match the
clip. This is done in two steps: first you adjust the song tempo to the imported audio clip without Stretch enabled and
then adjust the song tempo back to original - with Stretch enabled on the audio clip:
1. Select the clip containing the imported audio file and choose “Disable Stretch” from the Edit menu or context
menu.
Disabling Stretch makes the audio recording in the clip play back at the same tempo regardless of song tempo in
the sequencer.

Bounce Clip to New Recording
Disable Stretch k

Snap n Fade In Fade
EdtMode (R |F & & B Q & Bar 151 |5 0. 0| 0.
Mute Clips
O —— — & 7 8
| Manual Rec | (M| 5] Lanes [+ [arle=]
Add Labels To Clips
. UET=EEs Clip Color 3
¥\ Audbo Track 1
= w5 vt (o) 0] e —— = - -
-

Disabling Stretch on a cljp containing an imported audio recording

2. Start the sequencer and adjust the sequencer Tempo, up or down, to match the tempo of the audio recording
in the clip.
If necessary, enable the metronome click in the sequencer to get an audible tempo reference. Continue adjusting
the tempo of the song until it matches the tempo of the audio recording.

3. Adjust the length of the clip so that it plays the entire audio file (or as much as you want).

4. Select the clip and select "Bounce Clip to New Recording" from the Edit menu or context menu.
The new recording will sound the same, but include information about the tempo you set in step 2.

5. With the audio clip still selected, choose “Enable Stretch” from the Edit menu or context menu.
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6. Adjust the song tempo back to the original BPM.
As you adjust the song tempo, the tempo of the audio recording will follow along accordingly - without affecting
the original pitch of the recording. This is done by stretching the audio. Reason does this automatically in two par-
allel steps: a real-time “preview” stretch so that you can instantly hear the result of your tempo changes, then a
high quality stretch “in the background” to further improve the sonic results. As soon as high quality stretch is in
progress, the “Calc” indicator on the Transport Panel shows a progress bar:

! . D i
O

The CALC progress bar appears when Reason performs high quality strefching of audio

Since the high quality stretch is performed in the background, you can still continue to work with your song without
any interruption. When the high quality stretch data has been calculated, the Calc indicator goes out and the high
quality audio data will be heard on playback.

Moving a snare hit

Let's say you have recorded live drums on a couple of audio tracks. The tempo is OK throughout the song, but there
was a single snare hit that came a little late. In this situation you would only need to move this single snare hit to get
the drums right. The following example shows how to do this:
1. Open the clip which contains the “off beat” snare hit.
Zoom in so you can see the individual snare hits clearly. (In between the “main” snare hits, there are some ghost
notes as well.)

(] | First hit Z Second hit F Third hit &

=|=

I L

4|

T 7 Tl

Srare Take 1 (1.1.1.0)

The first and third snare hits are right on the beat whereas the second hit is a little late

2. Switch to Comp Mode and select the Razor Tool.

DY
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3. Hold down [Ctrl](Win) or [Option](Mac) and copy and swipe the region surrounding the second snare hit.
Make sure there is some silence before and after the swiped region.

(O ¢
g

First hit = Second hit g Third hit F

Snare Take 1 (11.1.0)

Copy and swipe around the second snare hit

When you release the mouse button, a duplicate of the Comp Row will be created and the swiped region will au-
tomatically be assigned to a new segment:

O
g

First hit 2 Second hit E Third hit &

Smare Take 1 (1.1.1.0)

Smare Take 1 (1.1.1.0)

The swiped region duplicated on a new Comp Row and assigned to a new segment
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All we need to do now is to adjust the position of the second snare hit so that it is on the beat.

4. Adjust the position of the second snare hit, either by clicking and dragging the Recording on the duplicated
Comp Row slightly to the left, or by selecting the Comp Row and nudging the Recording with the arrow keys, or
by changing the Recording Offset value in the Inspector.

Recording Oifset Level [dB) Transpclse
1/16 Ly| 0. 0.0 84 3| | 000d8|$ |000dB|S
5 = = = = 3
[I] | FlrsE hit | | Seconld hit | | Thlrt'l hit |
=
1
Slence

Snare Take 1 (11.1.0)

Snare Take 1 {1.1.1.0) 1

Adjjusting the Recording Offset on the duplicated Comp Row to align the second snare hit to the beat

Now, the second snare hit has been moved forward and aligned with the beat, without affecting the rest of the
snare hits on the track.

By using this method, you can adjust individual hits anywhere throughout the track. Just remember to duplicate the
original Comp Row for each of the adjustments you need to make. Then, make the Recording Offset adjustments
on the duplicated Comp Rows.

~ You can duplicate Comp Rows in a clip as many times as you like without increasing the Song file size. Reason
features a very sophisticated audio management system which re-uses the audio data internally.
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Editing audio using the Inspector

The Inspector can be used for editing audio recordings numerically.

Editing recordings and cuts in the Inspector

If you select a Comp Row, the three displays change to show the Recording Offset, Comp Row Level and Comp Row
Transpose value:

Recording Offset Level [dB) Transpose

0.0.0 003 0003 0.00dE |5

If you select a Cut Handle in Comp Mode, two displays appear, showing the Cut Handle's Position and Crossfade
time:

Cut Position Cut Crossfade

833 0 0% 11.127. 5|58

» Edit the values by clicking on a segment in a display and then dragging up/down, using the up/down spin con-
trols, or typing in new values. Snap is not taken into account.
See “Inspector segment displays” for details on how to edit in the Inspector displays.

Editing multiple recordings or multiple cuts in the Inspector

When you edit values for several selected Comp Rows or objects (Cut Handles etc.), the changes will always be rel-
ative. For example, if you change the Recording Offset, Level or Transpose values when several Comp Rows are se-
lected, the recordings will all be changed by the same amount; their relative values will be retained.

¢ If several Comp Rows are selected, the displays will show the values for the topmost selected Comp Row.

¢ If several Cut Handles are selected, the displays will show the Position and Crossfade values for earliest Cut
Handle in the clip.

¢ If several Comp Rows, or several Cut Handles, are selected and any of their values differ, Match Value buttons
appear next to the corresponding display.
For Cut Handles, only Crossfade values can be matched - not the Positions. See “Matching audio values using the
"Match Values" function”.

¢ If Comp Rows and Cut Handles are selected in combination (e.g. for moving Cuts and recordings together as a
group), no displays are shown in the Inspector.

Matching audio values using the "Match Values" function

Recording Offset Level [dB) Transpose

0.2 0 00 -19.590 0.00dB

The Match Values buttons appear as red =’ signs

The “Match Values” function in the Inspector can be used for matching Recording Offsets, Comp Row Levels and
Transpose values of several selected Comp Rows to the offset/level/value of the topmost selected Comp Row. It can
also be used for matching Cut Crossfade values of several selected Cut Handles to the Crossfade value of the Cut
Handle with the earliest start position in the clip.
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Matching Recording Offsets
Matching Recording Offsets is useful if you want to make sure that the Recordings on multiple Comp Rows start at
the exact same position.

1. Select more than one Comp Row and then place the Selection Tool on the Recording Offset Match Value but-
ton.

h Recording Offset Level (dB) Transpose
] | o200 u|ﬁ\h -1990|% = [000dB |3 =

E % 8 7 8 9 10 11 12 A1

==

Slence

Pilck Cff (5.1.1.0) Take 4

ng

PIck GR (5.1.1.0) Take 3

—T- —{1- —T—

% Pick GA (5.1.1.0) Take 1
I | |

Three selected Comp Rows (the three topmost)
The topmost Comp Row has the Recording Offset set to 2 beats.

2. Click the Match Value button to the right of the “Recording Offset” display.
The Recording Offsets on all selected Comp Rows have now been moved to 2 beats.

b Recording Oifset Level (dB) Transpose
) [ 020 00§ | -199|¢=|omd|=
E % 8 T ] 9 10 11 12 R|1
—
= |E|u! LIS}
Slience
Plck ot (5.11.0) Take &

ng

Pick G (5.1.1.0) Take 2

%
?

Pick G (5.1.1.0) Take 1
% |

The Recording Offsets of the recordings on the three topmost Comp Rows have been moved to 2 beats
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Matching Comp Row Levels

Here's an example showing how to match Comp Row Levels:

+ Select several Comp Rows and then click the Level Match Value button.

- Recording Cffset Level (dB) Transpose "| Recording Offsst Level (dB) Transpose

) | o020 00f= .19_m|(ﬂ‘q_mda|: - Ul 020 oof=] 9% [oonde|d=
E% 8 i 3\19 1 E]%,,,B,,,?H,BHIBIH
= = e

Sliencz

Plck G (5.1.1.0) Take 4 Pick GR(5.1.1.0) Taka 4

. Plok GR (5.1.1.0) Take 3

e

Pick G (5.1.1.0) Take 1

Pick GR (5.1.1.0) Take 1

The Levels on the three selected Comp Rows are matched and adjusted fo -19.90 dB.

Matching Comp Row Transpose values

+ Select several Comp Rows and then click the Transpose Match Value button.
The transposition is matched to the Transpose value of the topmost selected Comp Row.

Matching Cut Crossfades

Matching Cut Crossfades is a time-saving function if you want to apply the same Crossfade times to several Cuts
throughout the clip. If you want to eliminate any clicks between segments in your comped clip, you could apply a Cut
Crossfade to the first Cut and then match the other Cuts to get the same Crossfade times in one go:

+ Select several Cut Handles and click the Cut Crossfade Match Value button.

Cut Crossfade Cut Crossfade
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The Crossfades of the selected Cuts are matched and adjusted to the Crossfade times of the earliest selected Cut
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About this chapter

This chapter describes how to edit note and parameter automation events after they have been recorded in the se-
quencer. It also describes how to manually create note and automation events in clips. General sequencer functions,
recording, editing audio, arranging in the sequencer and working with Blocks are described in detail in the chapters
“Sequencer Functions”, “Recording in the Sequencer’, “Audio Editing in the Sequencer”, “Arranging in the Sequencer”
and “Working with Blocks in the Sequencer”.

The Edit Mode

After you have recorded in note clips or parameter automation clips, you might want to edit and correct any mistakes
you made during the recording. For example, if you accidentally hit the wrong key or used the Mod Wheel too exten-
sively when you recorded a note clip, there is no need to redo the recording. Individual notes and parameter automa-
tion events can easily be edited and corrected in a number of different ways.

Edit Mode in the sequencer is used to perform detailed editing of note and automation events.

» To enter Edit Mode, either double-click a note or automation clip in the Song/Block View or click the Edit
Mode button in the top left corner of the sequencer.
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Edit Mode selected with a note clip open for editing.
» Exit Edit Mode by clicking the Edit Mode button again, or by clicking the “Back” button to the left of the Ruler.
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L @ Transport
Click the Edit Mode button or the Back button to revert to the Song/Blocks View.

+ Toggle between the Song/Block View and Edit Mode by pressing [Shift]-[Tab] or by holding [CtrlI(Win) or
[Cmd](Mac) and pressing [E].
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Selecting what to edit

The Edit Mode shows the contents of a single track at a time on the Edit Pane. On instrument tracks, only one note
lane can have edit focus at a time.

¢ If a track is selected when you enter Edit Mode, the contents of the note lane with edit focus will be shown.
Also, all parameter automation lanes will be shown at the bottom of the Edit Pane. If a single clip was selected on
the note lane with edit focus when you switched to Edit Mode, it will automatically be opened. If no clip was se-
lected, the events will be grayed out. To be able to edit or draw notes and/or automation events, you need to open
the clip, for example by double-clicking it (see “Opening note and automation clips for editing”).

¢ If the selected track has multiple note lanes, the contents of the currently selected note lane will be shown.
To switch edit focus between note lanes, click on the note lane handle in the Track List.

A note lane handle

* You can change track and note lane edit focus at any time, by clicking in the Track List.
This way you can stay in Edit Mode and change edit focus between different tracks and note lanes, without having
to go back to the Song/Block View.

Opening note and automation clips for editing

Open a note clip for editing

Note clips can contain both note events - with velocity values - and performance controller events. By default, perfor-
mance controllers include Mod Wheel, Pitch Bend, Sustain Pedal, Aftertouch, Expression and Breath Controller.
However, the controller configuration can easily be changed (see “Creating new performance controller automation
lanes” and “Deleting performance controller automation lanes”).

In the Song/Block View, note events are displayed in a “piano roll” fashion whereas performance controllers are dis-
played as curves or lines in the clip. In the Song/Block View, it's not possible to distinguish one performance control-
ler from another since all controllers are displayed together in the clip. The note clip in the picture below contains
note events and Mod Wheel and Pitch Bend performance controller events:

&‘@ NOTE AND AUTOMATION EDITING
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+ To edit the events in a note clip, open the clip by double-clicking it, or select it and press [Return].
Opening a note clip in the Song/Block View automatically switches the sequencer to Edit Mode.

Transport
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..opens it for editing in Edit Mode. An open clip in Edit Mode is highlighted.

-+ Double-click on a closed (grayed out events) note clip in Edit Mode to open it for editing in Edit Mode.
You can double-click in the Clip Overview, Note Edit Lane or any of the Performance Controller Edit Lanes (if any).

+ To close a clip, press [Esc], click outside the open clip in the Clip Overview, or click the Edit Mode or Back but-
ton.
If you opened the clip from the Song/Block View, pressing [Esc] will automatically switch the sequencer back to
the Song/Block View.

Open a parameter automation clip for editing

A parameter automation clip contains automation events for a single parameter.

» Double-click on a parameter automation clip in the Song/Block View to open it for editing in the Song/Block
View.
The parameter automation lane expands in height to make it easier to edit the automation events. Now you can
edit the parameter automation events without needing to switch to Edit Mode. This is very practical if you want to
perform quick editing of automation events.

L ;

A parameter automation clip before and after opening it in the Song/Block View

+ To close an open parameter automation clip in the Song/Block View, press [Esc] or click anywhere on another
lane.
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See “Editing parameter automation in the Song/Block View” for information on how to edit parameter automation
events in Arrange Mode.

+» Double-click on a parameter automation clip in Edit Mode to open it for editing in Edit Mode.

B4 = —>

A parameter automation clip before and after opening it in Edit Mode
+ To close an open parameter automation clip in Edit Mode, press [Esc] or click anywhere on another lane.

See “Editing parameter automation in Edit Mode” for information on how to edit parameter automation events in Edit
Mode.

Edit Mode elements

In Edit Mode, a note clip is divided into various Edit Lanes which are used for editing different types of events and val-
ues (i.e. note events, velocity values and performance controller automation events). At the bottom, any parameter au-
tomation lanes on the track will also be shown. The different Edit Lanes can be resized by adjusting the horizontal
dividers between the lanes. You can also scroll and zoom on each Edit Lane by using the scroll bars and Vertical
Zoom tools on the right hand side of the Edit Pane.

Back button Clip Resize Handles
é 2 a s 5 8 7 s ! 10 11v TS Clip Overview
‘ ::::::.....ﬁ:::::::..... ‘ ::::'""%:::::'""‘rﬂ::'""ﬁ:::'"""‘v -, |~g—Vertical Zoom tools
C4
=+e—Note Edit Mode Selector
= -—— e 38 14 ) - e t
o ! O = ] o ——Performance Controller
=2 O (MM O i = ) -
Automation Selector
e T O, N P -
@—Note Edit Lane
|
| [ H Vel Edit L
L = §——Velocity Edit Lane
w uodwmﬂ ﬁ ﬂ —Vertical Zoom tools
: Performance Controller
~| |Pitch Bend ;
] 2 °u§ ) Edit Lanes
Im‘ p[mM \_fﬁ 3 —Vertical Zoom tools
T _ )
TS| |Pararet JR% [ —— |<&t—Parameter Automation
0 f Lanes

JStatic Value Handles

The picture shows three note cljps in Edit Mode. The center clip is open for editing and therefore highlighted. Adjacent (closed)
clips on the same lane are visible but the events are grayed out.
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From the top down in the picture above, the Edit Pane contains the following elements:

Back button
Click the Back button to exit Edit Mode and return to the Song/Block View.

Clip Resize Handles
By clicking and dragging either of the handles, you can change the position and length of the clip.

Clip Overview
The Clip Overview shows the note clips of the note lane which has edit focus. You can select one or several clips
in the Clip Overview and perform clip-based editing (e.g. moving and resizing) - just like in Arrange Mode.

Note Edit Mode Selector

To the right of the Note Edit Lane, below the Vertical Zoom tools, is the Note Edit Mode Selector. Click to choose
between Key Edit, Drum Edit or REX Edit Mode. Depending on selected mode, the Note Edit Lane will display dif-
ferently. See more about the different modes in “Note Edit Modes”.

Performance Controller Automation Selector

Each performance controller you used when recording the note clip has its own separate Performance Controller
Edit Lane. You can add or delete performance controller edit lanes from the clip using this selector. See the “Cre-
ating new performance controller automation lanes” and “Deleting performance controller automation lanes” for
more details.

Note Edit Lane

Here you can edit the notes of one open clip at a time. Note events are displayed as orange horizontal “boxes” in
a piano roll fashion on the Note Edit Lane. The left side of each box indicates Note On (key down) and the right
side Note Off (key up). The color intensity of each box indicates the velocity for the corresponding note. Depend-
ing on selected Note Edit Mode (see “Note Edit Modes"), the contents of the Note Edit Lane will display differently.

Velocity Edit Lane
The Velocity Edit Lane shows the velocity values for each of the recorded notes. Velocity values are automatically
recorded together with notes. See more about editing velocity values in “Editing note velocity”.

Performance Controller Edit Lanes

On the Performance Controller Edit Lanes are the performance controller events for Mod Wheel, Pitch Bend, Sus-
tain Pedal etc. Performance controller events are automatically distributed on separate lanes for each recognized
controller during recording. Even though performance controllers belong to separate note clips, they will affect a//
active parallel note lanes on a track. See “Automation editing” for details on how to edit performance controller
events.

Parameter Automation Lanes

Any recorded parameter automation will be shown in separate clips, on separate Parameter Automation Lanes.
Parameter automation clips don't “belong” to the note lane or to any note clips, and will not be opened together
with note clips. Double-clicking on a parameter automation clip will open it for editing. See “Automation editing”.

Static Value Handles

The Static Value Handles to the left of the Performance Controller Edit Lanes and Parameter Automation Lanes
indicate to what value the automated controller/parameter will default to where there are no clips on the lane. Ba-
sically, this value reflects the parameter’s initial value, before it was automated. You can easily change a parame-
ter's Static Value by dragging the Static Value Handle up or down. See “Automation editing” for more details.
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Edit Mode window handling

Resizing, zooming and scrolling

+ You can resize or hide Edit Lanes by dragging the dividers between them.
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Where appllcable individual zoom controls and scrollbars are available to the right of each Edit Lane.

+ The Magnifying Glass tool can be used for zooming in and out (see “Magnifying Glass Tool”).
-+ The Hand tool can be used for scrolling the view in any direction (see “Hand Tool”).
+ Use the Song Navigator to scroll and zoom horizontally (see “Areas, windows and basic navigation”).

» Click on a Song Navigator Handle and drag horizontally to zoom in and out horizontally (see “Areas, windows
and basic navigation”).

» Shift-click on a Song Navigator Handle and drag horizontally to zoom in and out horizontally, symmetrically
(see “Areas, windows and basic navigation”).

» Shift-click or Right-click (Win) or Ctrl-click (Mac) inside the Song Navigator and drag up or down to zoom in
and out horizontally, symmetrically (see “Areas, windows and basic navigation”).

+ Use the Scrollbars to scroll vertically in the respective Edit Lanes.
» Click the Zoom buttons to the right to zoom in and out vertically in the respective Edit Lanes.

¢ For extensive editing, you may want to maximize the sequencer and/or have it in a separate window covering
the entire computer screen. Refer to “Areas, windows and basic navigation”.

Note Edit Modes

When you switch to Edit Mode, the device used on the selected instrument track determines which Note Edit Mode
is selected. For instrument tracks associated with synth devices such as the ID 8 device, for example, Key Edit Mode
is automatically selected. For Redrum tracks Drum Edit Mode is selected and for Dr. Octo Rex tracks the REX Edit
Mode is automatically selected.

In all three Note Edit Modes, the note events are shown as “boxes”, with the note length indicated by the width of the
box and the velocity values indicated by the color intensity of the box (the darker the color, the higher the velocity).
The basic note editing procedures are the same for all three Note Edit Modes.
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» You can manually change Note Edit Mode by clicking the Note Edit Mode button in the upper right corner of
the Note Edit Lane and selecting another mode from the pop-up menu.

ll

Key Edit
[ 1 I REX Edit t!
— 1
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Selecting Note Edit Mode

The selected Note Edit Mode is automatically remembered for each note lane on a track. The next time you switch
to Edit Mode, the correct Note Edit Mode will be recalled for that note lane.

Key Edit Mode
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Key Edit Mode

Key Edit Mode is best suited for viewing and editing notes recorded for instrument devices, such as the ID 8. The pi-
ano keyboard to the left indicates the notes values, covering the entire MIDI note range (C-2 to G8). By clicking on
any of the keys, you can audition the notes. As soon as the mouse pointer reaches the keyboard section, the cursor
changes to a speaker symbol.

~ Note that the black and white keys are reflected in the background colors of the Note Edit Lane grid, making it
easier to locate the desired note when drawing and moving note events.
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Drum Edit Mode
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Drum Edit Mode

a00m

Drum Edit Mode is best suited for viewing and editing notes recorded for a Redrum device. In Drum Edit Mode the
keyboard has been replaced by a list showing the corresponding Redrum drum sound channel names. If the track is
associated with another type of instrument device, the list shows MIDI note numbers (0-127) instead. By clicking on
any of the names (or note numbers) in the list, you can audition the sounds.

REX Edit Mode

ng@

[> @005

B
REX Edit Mode

REX Edit Mode is designed for viewing and editing Dr. Octo Rex Loop Player slices. In REX Edit Mode the keyboard
has been replaced by a list showing the corresponding loop slice numbers in a Dr. Octo Rex device. Slice #1 in the

list corresponds to the note C3. By clicking on any of the slice numbers in the list, you can audition the corresponding
sound of the Rex loop.
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Creating empty clips

When recording in the sequencer, clips are automatically created on the record enabled lane when necessary. How-
ever, there might be situations when you want to manually draw empty clips in the Song/Block View to record or edit
in later on:

1. Select the Pencil Tool from the sequencer Toolbar.

e N(P)e O P QO

2. Place the Pencil on the lane where you want the clip to begin.
If you want to create a note clip, draw it on a note lane. If you want to create a parameter automation clip, draw it
on a parameter automation lane. If Snap is activated, the clip start and end boundaries will snap to the set Snap
value (see “Snap”).

3. Click and drag the Pencil to the right where you want the clip to end.
|

o

Jwis) @ mE=-Tui ) (>

An empty note clip in the Song View created using the Pencil Tool

+ You can also draw empty clips in Edit Mode. A note clip should then be drawn in the Clip Overview and a pa-
rameter automation clip on the corresponding Parameter Automation Lane.
If you draw on the Edit Pane in Edit Mode, a note will be created instead. If necessary, a new clip will be automat-
ically created to surround the note.

~ See also “Drawing notes” and “Drawing parameter automation events”.
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Tool Window editing tools

The Sequencer Tools tab in the Tool Window is very useful when you want to perform various note and parameter au-

tomation editing tasks. Here is how you access the Tool Window and the contents of the Sequencer Tools tab:

1. Open the Tool Window by selecting “Show Tool Window” from the Window menu. Alternatively, press [F8].
The [F8] key can be used for toggling between showing and hiding the Tool Window.

2. Click the Sequencer Tools tab.

ool Window

&(X)6 [+

Quantize Motes

Value: 1/16 -
Amount: 100% -

Randam: 0 : ticks

[7] Quantize during recording

Apply

Pitch
@ Transpose 12 :
(semitones)
Randomize  From: C1 :
Motes
To: Ci
Apply
Mote Velocity
@ Add: 20 =

— Fold/unfold buttons

The Sequencer Tools page has a number of panes, each with a separate function.

» Click on the arrow buttons to the right of the function name to fold/unfold the corresponding pane.

»+ Hold down [AIt](Win) or [Option](Mac) an click an arrow button to fold/unfold all panes simultaneously.

The values in the displays on the various panes can be edited in similar ways as in the Inspector. For single-segment
displays, you can either use the spin controls or click in the display and select a value from a list, or drag up or down
to change the value. For multi-segment displays, click on a specific segment (e.g. bars, beats, 1/16ths or ticks) and
then use the spin controls to set the value. Alternatively, click on a segment and drag up or down.
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Note editing

Notes can be edited using the mouse in Edit Mode. It's also possible to edit notes by using the functions on the Tools
tab in the Tool Window. Notes can also be numerically edited in the Inspector, as described in “Note and automation
editing in the Inspector”.

Selecting notes

To select notes in an open clip in Edit Mode, use one of the following methods:

+ Click on a note event with the Selection (Arrow) Tool.

Song Elmk@ﬁéy%@o\ﬁ .

Edit Made |

The Selection tool

i Ww W

A selected note is distinguished by a darker color and by the handlle at the right edge

To select several notes, hold down [Ctrl](Win) or [Shiftl(Mac) and click on the desired notes, one after the
other. You can de-select individual notes by [CtrIl(Win)-clicking or [Shift](Mac)-clicking them again. In Win-
dows it’s also possible to select a range of notes by [Shift]-clicking the first and last note in the range.

+

+ You can also click and drag a selection rectangle around the notes you want to select.

+

You can select the next or previous note on the lane by pressing the right or left arrow key on the computer
keyboard.
Holding down [Shift] and using the arrow keys allows you to make multiple selections.

To select all notes of the same pitch (note value) in a clip, first select one or several notes and then use the
function "Select Notes of Same Pitch" on the Edit menu or context menu.

v

+

To select all notes in the open clip, use the “Select All” function on the Edit menu. Alternatively, hold down
[CtrlI(Win) or [Cmd](Mac) and press [Al.

To deselect all notes, click somewhere in an empty area in the clip (where there are no events).

v

Deleting notes

You can delete notes by doing any of the following:

+ Select one or several notes with the Selection (Arrow) tool and press [Backspace] or [Delete], or select “De-
lete” from the Edit or context menu.

+ Select the Eraser tool and click on the notes you want to delete.

Song | Block :
EdiMl:ude h ﬁ% P QS I

The Eraser tool

+ You can also draw a selection rectangle with the Eraser tool to delete several notes in one go.
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Drawing notes

Notes are usually drawn and edited in Key Edit Mode on the Note Edit Lane, but the actions described below also ap-
ply to the Drum Edit Mode and the REX Edit Mode.

1. If you want to restrict note input to certain note values (e.g. 1/16th notes), activate Snap (see “Snap”) and set
the snap value accordingly.

2. Select the Pencil tool.

[ Song | Block | [ :
Edit Mode |i§ % 2 Q iﬂ-p I

~ With the Selection (Arrow) tool selected, you can toggle temporarily between the Selection tool and the Pencil
tool by holding down [AlIt](Win) or [Cmd](Mac).

3. Click at the desired position on the Note Edit Lane.
A note will be inserted at the closest Snap value position. By default, the note will be given the Velocity value ‘100,
(This can be edited afterwards according to the descriptions in “Editing note velocity”). If an open or closed clip is
already present on the Note Lane, at the position where you draw the note, the note will be placed in that clip. If no
clip is available, refer to “About drawing notes outside an open clip” and “About drawing notes outside a closed
clip” below.

* If you just click, and Snap is activated, the note will get the length of the set Snap value.
If Snap is off, the note will get the length of the shortest possible Snap value, i.e. 1/64th note.

¢ If you click and keep the mouse button depressed, you can drag to the right to set the length of the note.
If Snap is on, the length will be a multiple of the Snap value.

! If you are drawing drum notes for a Redrum device, refer to the info about drum note lengths in “About resiz-
ing drum notes”.
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About drawing notes outside an open clip

If you draw notes outside the boundaries of an open clip, the result depends on the setting "Keep Events in Clip
While Editing" on the Options menu:

¢ If the “Keep Events in Clip While Editing” option is active, the notes will belong to the open clip after they have
been drawn, but become masked since they are drawn outside the clip boundaries.
The clip position and length will remain unchanged.

¢ If "Keep Events in Clip While Editing" is deactivated and you draw notes outside the clip, the notes will be
placed in an existing clip - or in another new clip on the lane, depending on where you draw.
The picture below shows three scenarios when drawing a note outside an open clip with the “Keep Events in Clip

While Editing” option off:
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The open clip expands by the set Arrange Mode Shap
value (1 bar) to fit in the new note.
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The note is placed in the existing clip at beat 3 of bar 8.
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Here, we're going fo draw a note in beat 1 of bar 12.. A new clip is created at bar 12 with a length of the set
Snap value (1 bar) and the new note is placed in beat 1
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About drawing notes outside a closed clip

If you draw notes outside the boundaries of a closed clip in Edit Mode, i.e. where there are no clips available on the
lane, a new clip will be automatically created and opened. The clip length is determined by the Song/Block View
Snap value, if Snap is activated.

~ This works best with "Keep Events in Clip while Editing" turned OFF because then you can continue drawing
notes - the clip will be resized to fit the new notes.
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Resizing notes

Resizing notes manually

When you select a note on the Edit Pane, a handle appears on its right edge. You can click on this handle and drag
sideways to make the note shorter or longer.
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* If Snap is on (see “Snap”), the end of the note will be magnetic to the Snap value positions.
* If several notes are selected, all will be resized by the same amount.

* When resizing notes the event may extend outside the right clip boundary.
As long as the start position of events is inside the clip, the note will play for the whole duration, i.e. it won't be cut
off when the clip ends.

About resizing drum notes

Redrum drum notes can be resized, just like any other notes. However, the audible result of this depends on the set-
tings of the Decay/Gate switch and the Length knob for the drum sound on the Redrum device panel:

¢ If Decay mode is selected, the drum sound will play to its end, regardless of the note length in the sequencer.
Or rather, it will fade out according to the Length parameter setting on the Redrum device panel.

¢ If Gate mode is selected, the note lengths in the sequencer affect the resulting sound.
However, the maximum length of the sound is determined by the Length knob setting - the sound will be cut off
after this length, regardless of the note length in the sequencer. Also, even if the Length knob is set to its maxi-
mum value, the sound will not play longer than the length of the drum sample.
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Resizing notes with the “Note Lengths” function

Mote Lengths *
@ Add: 0.1.0. 0 v
Sub: 0.1.0. 0 :
Fixed: 0.1.0. 0 :'
| Apply |

The Note Lengths pane in the Tool Window

The “Note Lengths” function on the Sequencer Tools tab in the Tool Window allows you to add or subtract length val-
ues to the selected notes.

Note length resizing can be applied to:

¢ Individual (selected) note events in a note clip.
This has to be done in Edit Mode.

¢ All note events in one or several selected note clips.
This is done in Arrange Mode. If the clips are on the same lane, it can also be done in Edit Mode.

! In Edit Mode, select clip(s) by clicking on it/them in the Clip Overview.

* All note events in all note clips on one or several selected instrument tracks.
This has to be done in the Song/Block View.

+ Click the “Add” or “Sub” radio button and select the length value to add or subtract in the corresponding dis-
play. Then, click “Apply”.

» Click the “Fixed” radio button to set all notes to the length defined in the display. Then, click “Apply”.

Resizing notes with the “Legato Adjustments” function

Legato Adjustments a0

@) Side by side (abut)

Overlap: o100 |12
Gap by: 0.1.0. 0 :
Apply |

The Legato Adjustments pane in the Tool Window

The “Legato Adjustments” function can be used to extend each selected note so that it reaches the next selected
note. You can also shorten the note length for the first of two selected overlapping notes and set a gap between
them. You specify the desired gap or overlap in the displays. Only the note length is affected by Legato Adjustments
- note start positions are never changed.

Legato adjustments can be applied to:

¢ Individual (selected) note events in a note clip.
This has to be done in Edit Mode.
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¢ All note events in one or several selected note clips.

This is done in the Song/Block View. If the clips are on the same lane, it can also be done in Edit Mode.

! In Edit Mode, select clip(s) by clicking on it/them in the Clip Overview.

¢ All note events in all note clips on one or several selected instrument tracks.

This has to be done in the Song/Block View.

* “Side By Side (Abut)” extends the selected note(s) to the start of the next selected note(s):
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A group of notes before and after applying the ‘Side By Side (Abut)” legato function

e “Overlap” extends the selected note(s) to overlap the next selected note(s) by a set amount.
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A group of notes before and after applying the “Overlap” legato function with an overlap of 1/16th note

+ “Gap by” introduces a gap between selected notes, which you specify in the “Gap by:” display.
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A group of notes before and after applying the “Gap” legato function with a gap value of 1/16th note

Resizing notes in the Inspector

You can also edit the length of notes numerically in the inspector. See “Note and automation editing in the Inspector”.

DY

Reason

NOTE AND AUTOMATION EDITING

237



238

Moving notes

Moving notes manually

» To move a note, click and drag it to a new position, or new pitch (note number), using the Selection Tool.

If several notes are selected, all will be moved. If Snap is on (see “Snap”), the moved events will keep their relative
distance to the Snap value positions. For example, if the Snap value is set to “Bar”, you can move the selected
notes to another bar without affecting their relative timing.

] [i] Fi 8 ] 10 11 12 {f

By default, when manually moving notes to new pitches (note numbers), the notes will trigger and sound. This
makes it easier to move (transpose) the notes to where you want them.

If you don't want notes to sound during editing, it's possible to disable the function in the Preferences dialog by de-
selecting the “Trigger Notes While Editing” box:

Editing
Mouse Knob Range: Nomal b

Automation Cleanup Level: Nomal ~

rigger Motes While Editing
Appearance

Reduce Cable Clutter Setting:
(&% Cheaur Far Qalartad Navieas Cinhe

The “Trigger Notes While Editing” function in the Preferences dialog

If you hold down [Shift] when you drag, the movement is restricted to horizontal or vertical direction.

This helps you move notes without accidentally transposing them, or transpose notes without accidentally chang-
ing their position.

You can also edit the note pitches numerically using the “Pitch (Transpose)” function in the Tool Window.
See “Pitch (Transpose)”.

You can also move selected notes to a new note clip, on a new additional note lane, by right-clicking (Win) or
[Ctri]-clicking (Mac) and selecting “Move Selected Notes to New Lane” from the context menu.
A new note clip and note lane will be automatically created.
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About moving notes outside or between clips

If you want to move notes outside the boundaries of an open clip, the result depends on the setting "Keep Events in
Clip While Editing" on the Options menu:

If the “Keep Events in Clip While Editing” option is active, the notes will belong to the open clip after they have
been moved, but become masked since they are moved outside the clip boundaries.

The clip position and length will remain unchanged.

If "Keep Events in Clip While Editing" is deactivated and you move notes outside the clip, the notes will be
placed in an existing clip - or in a new clip on the lane, depending on to where you move them to.
The picture below shows three scenarios when moving three notes outside a clip with the “Keep Events in Clip

While Editing” option off:
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We're going to move the last three notes in the cljp to
beat 3 in bar 5.
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Here, we're going to move the last three notes in the

clip to beat 4 in bar 10.
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Here, we're going to move the last three notes in the

clip to beat 1 in bar 12,
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The open cljp expands by the set Song/Block View
Snap value (1 bar) to fit in the moved notes.
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The notes are placed in the other existing clip at beat 4
in bar 10.
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A new clip is created at bar 12 with a length of the set
Snap value (1 bar) and the notes are placed in beat 1.

Changing note pitches (transpose) with the arrow keys

You can use the up/down arrow keys to change the pitches of selected notes by moving them up or down:

» Hold [CtrlI(Win) or [Cmd](Mac) and use the up or down arrow key to move the selected notes in semi-tone
steps.
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Nudging note positions with the arrow keys

You can use the left or right arrow keys to “nudge” the positions of selected note events:

» Hold [CtrlI(Win) or [Cmd](Mac) and use the left or right arrow key to move the position back or forward by the
set Snap value.

» Hold [Ctri]+[Altl(Win) or [Cmd]+[Optionl(Mac) and use the left or right arrow key to move the position back or
forward in Tick increments.
There are 240 ticks per 1/16 note so this allows for very fine editing. Check the Tick value in the Inspector when
you nudge because typically you won't see the position changes on the Edit Pane, unless you have zoomed in a lot.

» Hold [CtrI]+[Shift](Win) or [Cmd]+[Shift]l(Mac) and use the left or right arrow key to move the position back or
forward in Beat increments.

About nudging notes outside an open clip

If you nudge notes outside the boundaries of an open clip, the notes will belong to the open clip, but become masked
since they are nudged outside the clip boundaries. The “Keep Events in Clip While Editing” setting has no effect
when nudging notes. If you want to move notes between clips, or to a new clip, you have to do that using the Selec-
tion Tool as described in “About moving notes outside or between clips”.

Moving notes with the “Alter Notes” function

»

Alter Motes
Amount: 40%

Apply |

The Alter Notes pane in the Tool Window

The “Alter Notes” function on the Sequencer Tools tab in the Tool Window alters the positions between the selected
notes, in a random fashion.

The “Alter Notes” function can be applied to:

¢ Individual (selected) note events in a note clip.
This has to be done in Edit Mode.

¢ All note events in one or several selected note clips.
This is done in the Song/Block View. If the clips are on the same lane, it can also be done in Edit Mode.

! In Edit Mode, select clip(s) by clicking on it/them in the Clip Overview.

¢ All note events in all note clips on one or several selected instrument tracks.
This has to be done in the Song/Block View.

¢ The Alter Notes function will only use the note positions that already exist among the selected notes.
+ Adjust the alteration amount in with the Amount display.

= This function is especially useful for experimenting with rearranging Dr. Octo Rex loop slices. Select some
slices on a Dr. Octo Rex track and use Alter Notes to rearrange the slices and create instant variations, without
losing the timing and rhythmic feel of the loop.

Moving notes with the “Extract Notes to Lanes” and “Explode” functions

It's possible to move defined notes in a clip to new clips on new, additional lanes. See “Extract Notes to Lanes”.
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Moving notes in the Inspector

You can also edit the note positions and pitches numerically in the inspector. See “Note and automation editing in the
Inspector”.

Duplicating notes

Duplicating notes manually

+ To duplicate selected notes, hold down [CtrlI(Win) or [Option](Mac) and click and drag a copy of the selection,
similar to when moving notes manually (see “Moving notes”).

+ You can also duplicate selected notes to a new note clip by right-clicking (Win) or [Ctrl]-clicking (Mac) and se-
lecting “Duplicate Selected Notes to New Lane” from the context menu.
This will automatically copy the selection and paste it in a new note clip on a new, additional note lane.

Duplicating notes with the “Extract Notes to Lanes” function

It's possible to duplicate defined notes in a clip and automatically place them on new, additional lanes. See “Extract
Notes to Lanes”.
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Using Cut, Copy and Paste

You can move or duplicate events using the Cut, Copy and Paste commands on the Edit menu or context menu.

When you use Cut or Copy, the Song Position Pointer is automatically moved to the end of the selection.
This is very useful for repeating events, i.e. pasting the selection several times one after another in the song.

Pasting events outside an open clip

When you use the Paste command, the events will appear at the Song Position Pointer, on the original lane. Depend-
ing on the “Keep Events in Clip While Editing” setting in the Preferences dialog, the following rules apply:

If the “Keep Events in Clip While Editing” option is active, the notes will belong to the open clip after they have
been pasted, but become masked since they are pasted outside the clip boundaries.
The clip position and length will remain unchanged.

If "Keep Events in Clip While Editing" is deactivated and you paste notes outside the clip, the notes will be
placed in an existing clip - or in another new clip on the lane, depending on where you paste them.

The picture below shows three scenarios where three notes are being cut and pasted at different positions outside
the open clip with the “Keep Events in Clip While Editing” option off. We determine the paste positions by moving
the Song Position Pointer:
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We're going fo cut the last three notes in the open cljp The open clip expands by the set Song/Block View
and paste at beat 3 in bar 5. Snap value (1 bar) to fit in the pasted notes.
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Here, we're going to cut the last three notes in the open The notes are pasted in the other existing clip at beat 4
clip and paste at beat 4 in bar 10. in bar 10.
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Here, we're going to cut the last three notes in the open A new clip is created at bar 12, with a length of the set
clip and paste at beat 1 in bar 12. Snap value (1 bar), and the notes are pasted in beat 1.
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Quantizing notes

The “Quantize Notes” function on the Sequencer Tools tab in the Tool Window is used for applying quantization to
notes. Clicking the Apply button will automatically align the start positions of the selected notes to a pre-defined, ab-
solute grid. You can also choose to automatically quantize notes as they are being recorded - see “Quantizing notes
during recording”.

~ You could also use the ReGroove functions for groove quantizing. See “The ReGroove Mixer”
Quantization can be applied to:

¢ Individual (selected) notes in a note clip.
This has to be done in Edit Mode.

¢ All notes in one or several selected note clips.
This is done in the Song/Block View. If the clips are on the same lane, it can also be done in Edit Mode.

! In Edit Mode, select clip(s) by clicking on it/them in the Clip Overview.

¢ All notes in all note clips on one or several selected instrument tracks.
This has to be done in Arrange Mode.

The quantization grid is selected in the Quantize pane on the Tools tab in the Tool Window:

"Tool Window |

= X G |+

Quantize Motes

Amount: 100% hd

Random: 0 : ticks

»

[C] Quantize during recording
Apply

The Quantize Notes pane in the Tool Window
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Quantizing notes after recording

1. Select the note(s), note clip(s) or instrument track(s) you want to quantize.
Only the notes in the clip(s) will be affected - not any parameter automation events.

2. Select a quantize value from the Value drop-down list in the Tool Window.
This determines to which note value grid the notes will be moved when you quantize. For example, if you select
1/16 , all notes will be moved to (or closer to) the closest sixteenth note position.

Quantize Notes =
Value: 1/16 A
Bar
Amount : 1/2
1/4
. 148
Random: e T

(] Quantizq 1,16 T
1/32

[: 17327
1/64
Shuffle

The Quantize Value drop-down list

A T letter next to some quantization value means Triplets. The effect of using triplets is that three notes are
equally distributed over the same time period as two “regular” (non-triplet) notes of the same note value.

3. Select a value from the Quantize Amount drop-down list.
This is a percentage, governing how much each note should be moved. If you select 100%, notes will be moved all

the way to the closest Quantize value positions; if you select 50%, notes will be moved half-way, etc.

Quantize Notes =
Walue: 1/18 w
Amount; 100% ~

%L
Random: |10%
25%

[] Quantiz —
50%
[_ 100%

The Quantize Amount drop-down list
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4. Click the Quantize “Apply” button.
The selected notes are quantized.
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A sloppily recorded hi-hat pattern is quantized to strajght 1/4 notes (Quantize Value 1/4, Amount 100%).

» Quantization can also be applied to note(s), clip(s) and track(s) by right-clicking(Win) or [Ctrl]-clicking(Mac)
and selecting “Quantize” from the context menu.
The current settings on the “Quantize” pane in the Tool Window will apply when performing this operation.

Random

You can offset the quantized notes using the Random function. The notes will be quantized according to the Value
and Amount settings, but the note positions will be randomly offset by the set tick value. E.g. if you set Random to 10
ticks, the notes positions will randomly vary within a +/- 10 tick range after applying quantization.

Quantize to Shuffle

In the Value drop-down list, you will also find an option called “Shuffle”. If this is selected when you quantize, the notes
are moved towards sixteenth note positions, but with Shuffle applied.

Shuffle creates a “swing feel” by delaying the even-numbered sixteenth notes (the sixteenth notes that fall in be-
tween the eighth notes). The amount of Shuffle is set with the Global Shuffle control in the ReGroove Mixer. Quan-
tizing to Shuffle is useful if you want to match the timing of recorded notes with pattern devices in the song (if Shuffle
is activated in their patterns). However, a more flexible way of doing this would be to use the ReGroove mixer - see
“The ReGroove Mixer” chapter for details.

! The Amount setting applies as when quantizing to “regular” note values.
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Quantizing notes during recording
It's also possible to quantize input notes directly during recording. Activation of this function can be made in the Tool
Window and/or on the Transport Panel:

» Enable note quantization by ticking the “Quantize During Recording” check box.
Handom: v : ticks

uarrtize During Recording
Armrmhr

The Quantize Notes During Recording check box on the Sequencer Tools tab

+ Alternatively, click the Q Rec button on the Transport Panel.

K| »| W |p @ =0
] €D memmry @

The Q Rec (Quantize During Recording) button on the Transport Panel

It doesn't matter where you activate or deactivate this function - the current state is automatically mirrored at the
other location.

Any notes recorded after having activated this function will be automatically quantized to the current settings on
the “Quantize Notes” pane in the Tool Window.

Pitch (Transpose)

Pitch b
@ Transpose 7 :
(semitones)
Randomize  From: C1
Motes
To: CI S

The Pitch pane in the Tool Window

The “Pitch” function in the Tool Window transposes selected MIDI notes, or all notes in selected note clips, or the au-
dio recordings in selected audio clips, up or down in whole semitone steps.

There is also a Randomize function which randomly transposes the pitch of selected MIDI notes in a note clip.
The “Pitch” function can be applied to:

¢ Individual (selected) note events in a note clip.
This has to be done in Edit Mode.

¢ Individual (selected) comp rows in an audio clip.
This has to be done in Edit Mode (see “Transposing Comp Rows").

¢ All note events in one or several selected note clips.
This is done in the Song/Block View. If the clips are on the same lane, it can also be done in Edit Mode.

e All audio recordings in one or several selected audio clips.
This is done in the Song/Block View. If the clips are on the same lane, it can also be done in Edit Mode.

! In Edit Mode, select clip(s) by clicking on it/them in the Clip Overview.
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* All note events in all note clips on one or several selected instrument tracks.
This has to be done in the Song/Block View.

e All audio recordings in all audio clips on one or several selected audio tracks.
This has to be done in the Song/Block View.

! In Song/Block View you can transpose a combination of selected note clips/tracks and audio clips/tracks in
one go!

Transpose (Semitones)

+ Click the “Transpose (Semitones)” radio button and then select the number of semi-tones to transpose the se-
lected notes, note clips and/or audio clips up or down. Click “Apply” to transpose.

! For MIDI notes and note clips the transposition is “absolute”, i.e. the notes are permanently moved to new
note positions in the clip.

! For audio clips the transposition is “non-destructive”, i.e. the audio is transposed relative to their original
pitch/key without affecting the original audio. For audio clips the relative Transpose amount is also displayed
in the Transpose display in the Inspector for the selected audio clip(s). See “Transposing Audio Clips” for more
details about transposing audio clips.

~ You can also transpose notes by manually moving them using the mouse or arrow keys, as described in “Mov-
ing notes manually” and “Changing note pitches (transpose) with the arrow keys”.

=~ You can also transpose notes numerically in the inspector. See “Note and automation editing in the Inspec-
tor”.
Randomize Notes

+ Click the “Randomize Notes” radio button and then select the note range to which to transpose the selected
MIDI notes. Click “Apply” to transpose.
The selected notes will be randomly transposed within the set note range.

Extract Notes to Lanes

>

Extract Motes to Lanes
@ Single note: c3
") Noterange:  From: 2

Ta: C4

| Explode

[ Move | [ Duplicate |

The Extract Notes to Lanes pane in the Tool Window

The “Extract Notes to Lanes” function on the Sequencer Tools tab in the Tool Window is used for moving or duplicat-
ing user-defined notes of a certain pitch, or notes within a defined pitch range, to a new note clip on a new, additional
note lane. This function is very useful if you, for example, have recorded a drum track, with all notes in the same clip,
and then want to extract individual drum sounds (note pitches in this case) to separate lanes to be able to edit them
more easily - or to apply ReGroove channels (see “The ReGroove Mixer").
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The “Extract Notes to Lanes” function can be applied to:

* Notes of defined pitches in one or several selected note clips.
If the clips are on the same lane, this can be done in Edit Mode. If the clips are on separate lanes, this has to be
done in the Song/Block View.

! In Edit Mode, select clip(s) by clicking on it/them in the Clip Overview.

* Notes of defined pitches in all note clips on one or several selected instrument tracks.
This has to be done in the Song/Block View.

Extract Notes to Lanes example

We have recorded a 4-bar drum beat, consisting of kick, snare and open+closed hi-hat, in a single clip on a note lane.
Now, we want to extract the open and closed hi-hat sounds to a new separate note lane. Normally, this could be done
in the Song/Block View, but to better show what happens with the individual note events, we will show this in Edit
Mode:

1. Open the note clip in Edit Mode.
2. Click in the Clip Overview to enable the ”Extract Notes to Lanes” function.

Since the Extract Notes to Lanes function applies to selected c/jps and not to selected notes, you have to click in
the Clip Overview to enable the function. (In the Song/Block View, you just select the clip by clicking on it).
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Click in the Cljp Overview to enable the Extract Notes fo Lanes function

3. Define which notes you want to move on the “Extract Notes to Lanes” pane in the Tool Window.
We want to move the open and closed hi-hat notes, i.e. the note range from G#1 to B1. We therefore click the
“Note Range” radio button and then select the note range in the “From:” and “To:" displays.

P |
Extract Notes to Lanes

»

(") Single Mote:
l::lte Range From G#1 )
Ta:
() Bxplode

[ MDVBL\\\J [ Duplicate ]

Select the notes to be moved
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4. Click the “Move” button on the “Extract Notes to Lanes” pane.

The open and closed hi-hat notes are now moved to a new clip on a new note lane. If we click in the Note Edit lane
and scroll, we can see the moved hi-hat notes in the new clip:

—— New note lane
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Original note lane
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The moved notes in a new clip on a new note lane

If we exit to the Song/Block View, we can see both the original clip and the new clip:

Device (WS Lanes () [@iw] ] -~ __ New note clip with
[ ® o the hi-hat sounds

L— Original note clip

The original clip and the new clijp in the Song/Block View

If you want to move or duplicate notes of a certain note number only, click the “Single Note” radio button and
select the note pitch in the display. Then click, the “Move” or “Duplicate” button.
Only the notes of the selected note number will be moved or duplicated to a new clip on a new note lane.

The “Extract Notes to Lanes” function is available both in Edit Mode and the Song/Block View, since it’s ap-
plied to defined notes in clips and not to manually selected notes.

Any recorded performance controller automation will remain on the original note lane.

The “Explode” function

+ Click the “Explode” radio button to move or duplicate notes of the same note numbers to new clips on sepa-

rate note lanes.
Notes of the same note number will be moved or duplicated to new separate clips on separate note lanes. A new
lane will be created for each of the used note numbers in the original clip

The “Explode” function is perfect if you have recorded a drum track and want to move, or duplicate, each indi-
vidual drum sound to a separate note lane for further editing. Applying different ReGroove channels to each of
the generated note lanes could provide extremely nice grooves to the rhythm! See “The ReGroove Mixer” for
more details.
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Scale Tempo

Scale Tempo 2
Double | [ Half
@ Scaleto: 1.0.0. 0 :
Scales 100%
Apply

The Scale Tempo pane in the Tool Window

The “Scale Tempo” function in the Tool Window can be applied to selected notes and/or automation events. It can
also be applied to selected note, audio and automation clips. The Scale Tempo function will make the selection play
back faster (Scale factor above 100%) or slower (Scale factor below 100%). For notes and automation events, this
is achieved by changing the position of the events (starting from the earliest selected event) and adjusting the length
of the notes accordingly. For audio clips, high-quality stretching is applied to all audio recordings in the clip.

Tempo scaling can be applied to:

¢ Individual (selected) note and/or parameter automation events in a clip.
This has to be done in Edit Mode.

¢ All note and/or parameter automation events and/or audio recordings in one or several selected clips.
This is done in the Song/Block View. If the clips are on the same lane, it can also be done in Edit Mode.

! In Edit Mode, select the clip(s) by clicking on it/them in the Clip Overview.

e All note and/or parameter automation events and/or audio recordings in all clips on one or several selected
tracks.
This has to be done in the Song/Block View.

¢ The “Double” and “Half” buttons are “shortcuts” to Scale factors 200% and 50%, respectively.
These are probably the most common values used, simulating double tempo and half tempo scaling.
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The result of applying Scale Tempo on note events with the Scale factor 200% (double speed).

* The “Scale to” function can be used for scaling selected clips, or selected events in an open clip, to a fix length.
The segments in the “Scale to” box are divided into, bars, beats, 1/16th notes and tics.

! The Scale Tempo function affects note, performance controller, parameter automation, pattern change, tempo
automation events and audio clips! It does NOT affect time signature automation.

! Note that Pattern Automation Clips will only be resized - the pattern tempo in the source device will NOT be
scaled but will still be synced to the main sequencer tempo!
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Editing note velocity

Editing note velocity manually

The velocity values of notes can be edited manually on the Velocity Edit Lane:
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The velocity values are shown as bars, with taller bars indicating higher velocity.
Note also that the color intensity of the notes and velocity bars reflect the velocity values.

» To change the velocity of a note, click on its velocity bar with the Pencil tool and drag the bar up or down. Click-

ing above or below a bar immediately adjusts the velocity to the level at which you click.
You can also edit the velocity of several notes at once by clicking and dragging with the Pencil tool.

-+ When the Pencil Tool is selected and you press [CtrlI(Win) or [Option](Mac) on the Velocity Edit Lane, the pen-
cil will change to a cross.
This is the Line Tool which is a special tool only available on the Velocity Edit Lane. By dragging across the velocity

“bars’”, at the desired height, you can quickly draw velocity ramps.
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Drawing a velocity ramp with the Line Tool.

The Line Tool is probably the preferred method for creating regular, smooth ramps, or for giving all the notes the
same velocity (by drawing a straight line), while the Pencil tool can be used for creating more irregular curves.
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» If you hold down [Shift] when you edit velocity values, only selected notes will be affected.

This can be very useful, especially in “crowded” sections with lots of notes.

Consider for example if you have a busy drum beat, and want to adjust the velocity of the hi-hat notes only. Simply
dragging with the Line- or Pencil tool would change the velocity of all other drum notes in the area too, but if you
first select the hi-hat notes on the Drum Edit lane and press [Shift] as you draw, you can edit their velocity without
affecting any other notes.

Editing note velocity with the “Note Velocity” function

Mote Velocity 2
@ Add: PRI
@) Fixed: 100 -
1 Scale: 759, &
) Random: ano; | [

The Note Velocity pane in the Tool Window

The “Note Velocity” function in the Tool Window can be used for adjusting the velocity of selected notes in a number
of different ways.

Note velocity can be applied to:

Individual (selected) notes in a note clip.
This has to be done in Edit Mode.

All notes in one or several selected note clips.
This is done in the Song/Block View. If the clips are on the same lane, it can also be done in Edit Mode.

In Edit Mode, select clip(s) by clicking on it/them in the Clip Overview.

All notes in all note clips on one or several selected instrument tracks.
This has to be done in the Song/Block View.

The “Add” function lets you add a fixed value to the existing velocity values.
To subtract, choose a negative value. Note that the allowed range is 1-127.

“Fixed” allows you to set a fixed velocity value for all selected notes.

The “Scale” function allows you to scale velocities by a percentage factor.

Scaling by a factor of more than 100% will increase the velocity values, but also make the difference between soft
and hard notes bigger.

Scaling by a factor of less than 100% will decrease the velocity values, but also make the difference between soft
and hard notes smaller.

“Random” will randomize the velocity values by a set percentage value.

By combining the “Add” and “Scale” functions, you can adjust the “dynamics” of the notes in various ways. For
example, by using a Scale factor below 100% and adding a suitable value in the “Add” display, you can “com-
press” the velocity (decreasing the difference between the velocity values without lowering the average veloc-
ity level).

Editing note velocity in the Inspector

You can also edit velocity values numerically in the Inspector. See “Note and automation editing in the Inspector”.
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Automation editing

Overview

Automation in Reason is vector-based. This means that automation is stored in clips as automation events (points),
connected by lines.

10 T 12 12 14 15 18
KB

Automation lanes for a Mixer 14:2 Level slider (top), Mute button (middle) and Aux Send slider (bottom) in Edlit Mode. The Aux
Send automation clip at the bottom is open for editing.

¢ Parameter automation is contained in automation clips on Parameter Automation Lanes (see “Edit Mode ele-
ments”).
Each automated parameter has its own Parameter Automation Lane.

¢ Performance controller automation is stored on Performance Controller Edit Lanes in note clips (see “Edit
Mode elements”).

Editing parameter automation

Parameter automation events can be edited both in the Song/Block View and Edit Mode. In the Song/Block View
the parameter automation clip can be opened in sort of a “semi edit mode”, which only shows the automation events
of the selected clip. Editing automation events works in the same way, whether in the Song/Block View or in Edit
mode - except that the Static Value for the automated parameter is shown and can be edited only in Edit mode.

Editing parameter automation in the Song/Block View

» In the Song/Block View, double-click the parameter automation clip on the parameter automation lane.
The parameter automation clip is now opened in the Song/Block View:

Parameter automation events

A parameter automation clip before and after opening it in the Song/Block View
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In the open parameter automation clip, it's possible to move, add and delete automation events in the same way as in
Edit Mode using the Selection (Arrow), Pencil and Eraser tools - see “Editing parameter automation in Edit Mode”.

* A selected automation event’s position and value is also shown in the Inspector.

Position Value
| 61 118578 | 103|@

-— Position and Value of
the selected parameter
127 automation event

Selected parameter
automation event

The event's position and value can be edited numerically in the displays - see “Note and automation editing in the
Inspector”.

+ To close an open parameter automation clip in the Song/Block View, press [Esc] or click on another lane on
the Arrangement Pane.

» If you resize the automation clip and make it longer, the first and/or last automation value will be extended all
the way to the clip boundary.

I

In the picture above, a Mixer 14:2 Mute button is automated. The clip only contains a single automation point, but
as we extend the clip in both directions, the value is automatically extended to the start and end of the clip. This

means you can adjust the Mute automation time by moving and resizing the clip, without having to open the clip.
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Editing parameter automation in Edit Mode

1. Switch to Edit Mode and select the track containing the parameter automation you wish to edit.
Use the dividers if necessary to locate the automation clip to edit - these are located at the bottom of the Edit/Ar-

range Pane (not in the note clip). Parameter automation clips are distinguished by a “cut off” upper right corner.

Parameter automation
clips in Edit Mode

An instrument track in Edit Mode with parameter automation cljps at the bottom
2. Open the parameter automation clip for editing by double-clicking it or by selecting it and pressing [Return].
The parameter automation clip is now open for editing.

.-I

T —— =]
E— -— =2
c3 E— == L1
E——— ——— A
T ——— —e—
E—— e
T T—T— eeeeesese——
g2l | Melocity
0 | 1 1 [ | 1 1 [ | 1 1 i

——Parameter automation
clip open for editing

The “Parameter 1" automation clip open for editing in Edit Mode

In Edit Mode, the parameter’s Static Value is shown to the left in the automation lane. In this example, the Static
Value is set to 20 - this means that the “Parameter 1" value will be set to 20 everywhere in the song except where

there are automation clips for the parameter.
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+ To change the Static Value, click and drag the handle up or down, or double-click and type in a new value.
To fine adjust the Static Value, hold down [Shift] when you click and drag.

127 4
a _l_l_‘_|_‘_'_| | T
Static Value handle

3. When a parameter automation clip is open, you can select, move, copy or delete automation events, using the
Selection (Arrow) Tool.
When moving automation events with the Selection (Arrow) Tool, Snap (see “Snap”) is taken into account if en-
abled. You can also resize the clip by dragging the clip handles.

+ If you resize the automation clip and make it longer, the duration of the first or last automation event will be
extended all the way to the clip boundaries (see the last example in “Editing parameter automation in the
Song/Block View”).

¢ A selected automation event’s position and value is also shown in the Inspector.
These values can be edited numerically in the Inspector displays. See “Note and automation editing in the Inspec-

n

tor”.

About moving parameter automation events outside an open clip

If you move parameter automation events outside the boundaries of an open clip, the same rules apply as when mov-
ing note events outside an open clip. See “About moving notes outside or between clips”.

Drawing parameter automation events

+ To add new parameter automation events, click or drag with the Pencil Tool in the open automation clip.
When dragging, the resulting curve (i.e. the number of points) depends on two factors; the selected “Automation
Cleanup” setting in the Preferences menu (see “About Automation Cleanup”), and the snap value if Snap is acti-
vated (see “Snap”).

+ Holding down [Ctrl](Win) or [Option](Mac) and clicking or dragging with the Pencil tool will insert an automa-
tion range (the same parameter value over a period of time).
The length of the range is set with the Snap value.

Drawing an automation range

+ When the automated parameter is “stepped” rather than continuous, there will be abrupt steps between the
automation events instead of linear ramps.
Examples of stepped parameters could be device buttons and multi-mode selectors, and the Sustain Pedal perfor-
mance controller.

jAlgorithm

Stepped automation
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About drawing parameter automation events outside an open clip

If you draw parameter automation events outside the boundaries of an open clip, the same rules apply as when draw-
ing note events outside an open clip. See “About drawing notes outside an open clip”.

Deleting automation events

» Deleting automation events is done in the same way as when deleting note events. L.e. click on events to select
them or draw selection rectangles and then press [Backspace] or [Delete] - or use the Eraser tool (see “Delet-

ing notes”).

» To clear all automation events in a clip, hold down [CtrlI(Win) or [Cmd](Mac) and press [A] to select all events,
then press [Backspace] or [Deletel. Alternatively, delete the clip (or remove the whole lane to clear all automa-

tion for that parameter).

Editing performance controller automation

+» To edit, draw or delete performance controller events, open the note clip in Edit Mode.

2 5 L] T 8 9 10 il 12 (g2
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= Mod 1..'|.rhee;r|l e
= f———Performance Controller
" [i—] |pitch Bend % 5 Edit Lanes

Performance controllers (Mod Wheel and Pitch Bend in the example above) are shown on separate Performance
Controller Edit Lanes at the bottom of the open note clip. The performance controller curves are also indicated in
the Clip Overview (top), and in the clip in the Song/Block View.

+ You can edit performance controller events using the Selection (Arrow), Pencil and Eraser tools, just like when
editing parameter automation events in Edit Mode (see “Editing parameter automation in Edit Mode”).
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Creating new performance controller automation lanes

If you want to manually draw performance controller automation events for a controller which hasn't already been
automated, you have to create a new Performance Controller Edit Lane for that parameter. Proceed as follows:

1.
2.

Open the note clip in Edit Mode.

Select the new performance controller to be automated by clicking on the Performance Controller Automation
Selector and selecting it from the pop-up list that appears:

—
I — EEas L Performance Controller
= i e 1 Mod Wheel ;
8 08 0 s et £t | 1 e lod Whee | Automation Selector
Af Pitch Bend [

(oo o == o
Sustain Pedal |
Expression

I 5& | ﬂ Breath Control

| [\_/_/ﬁ I—\_/_”_ Mare Parameters. ..

In this example, we select Aftertouch.

. A new Performance Controller Edit lane is created for the Aftertouch controller:

‘E Mod Whe:ﬂ ﬁ ﬂ

b Pitch Bend

127
Aftertouch Aftertouch Edit lane

. Now, you can draw Aftertouch performance controller events in the clip using the Pencil Tool as described in

“Drawing parameter automation events”.
Afterwards, you can edit the performance controller events the same way as with regular parameter automation
events (see “Editing parameter automation in Edit Mode”).

I’s also possible to add any of the available device panel parameters as a performance controller.
Just select the “More Parameters..” alternative in the Performance Controller Automation Selector pop-up and se-
lect desired parameter from the list.

Deleting performance controller automation lanes

+ To delete a performance controller automation lane, de-select it from the Performance Controller Automation

Selector list.
This brings up a confirmation alert if there is data on the lane (in any clip). You can delete without the alert by
pressing [CtrlJ(Win) or [Cmd](Mac) when you de-select the parameter from the list,
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About Automation Cleanup

Automation Cleanup is a function for controlling the amount of parameter automation events that should be created
during recording and/or manual drawing. The Automation Cleanup function applies to parameter automation events
as well as to performance controller automation events. The Automation Cleanup level can be set in the Preferences
menu and will apply to all new recorded automation events. You can also use the function on previously recorded pa-
rameter automation events. This is done on the Tools tab in the Tool Window.

Automation Cleanup in the “Preferences” menu

» If you feel you get too many automation events when recording or drawing events, you can adjust the “Auto-
mation Cleanup” setting in the Preferences dialog - General page to “Heavy” or “Maximum”:

Editing
Automation Cleanup Level k

Trigger Notes While Editing

Appearance

This automatically removes superfluous automation events next time you record or draw events and simplifies the
curves. Note that Snap (see “Snap”) also governs the number of events when drawing events.

Drawing automation with “Normal” Cleanup (left), and with “Maximum” Cleanup (right).

The “Automation Cleanup” function in the Tool Window

You can also apply Automation Cleanup to already recorded/drawn events. This is done on the Sequencer Tools tab
in the Tool Window:

¥

Automation Cleanup

e

The Automation Cleanup pane in the Tool Window
The “Automation Cleanup” function can be applied to:

¢ Individual (selected) parameter automation events in an open clip.
This has to be done in Edit Mode for performance controllers. For parameter automation, it can be done in both
Edit Mode and the Song/Block View.

e All parameter automation events in one or several selected clips.
This is done in the Song/Block View. If the clips are on the same track, it can also be done in Edit Mode.

¢ All parameter automation events in all clips on one or several selected tracks.
This has to be done in the Song/Block View.
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Editing pattern automation

Pattern automation clips are viewed and edited in the Pattern Select lane, which is available on Dr. Octo Rex, Redrum
and Matrix tracks:

Pattern (group and number)

— Pattern Selector
[ @ C==/m0®
o o

[ FEmem Select Euj ey [l glg' 1_'_'_'_|I-

Clip Resize handles

Pattern changes are shown as clips with a Pattern Selector at the top (when the clip is selected). A single pattern au-
tomation clip can only contain data for a single pattern. In practice this means that each pattern automation clip only
contains one pattern automation “event’. All pattern changes in the song will therefore require unique clips.

¢ Pattern (group and number)
The Pattern (group and number) indicate which pattern in the source device is playing in this clip. For Dr. Octo Rex
devices, the Bank is of no importance.

¢ Pattern Selector

I’EH,\\S Bank A IIMI

Bank B
Bank C
Bank D

v Pattern/Loop 1
Pattern/Loop 2
Pattern/Loop 3
Pattern/Loop 4
Pattern/Loop 5
Pattern/Loop &
Pattern/Loop 7
Pattern/Loop &

Click the Pattern Selector triangle, or double-click anywhere in the clip, to bring up a pop-up list featuring all avail-
able patterns (groups and numbers) of the source device. Select another pattern from the list if you wish to change
pattern in the selected clip. If several pattern clips are selected, selecting a pattern for one of them will set them alll
to play that pattern.

¢ Clip Resize handles
Click and drag any of the Clip Resize handles horizontally to resize the clip and thus change the pattern playback
start position and/or duration.

! If there is pattern automation for a device, it will only play patterns where there are pattern clips.
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Drawing pattern automation

You can draw pattern automation clips on a Pattern Select lane with the Pencil tool:

1. Activate Snap and set the Snap value to the note position where you want to insert the pattern change clip
(see “Snap”).
It is probably a good idea to set the Snap value to “Bar’, at least if you are working with patterns of a length corre-
sponding to the time signature (e.g. 16 or 32 step patterns and 4/4 time signature). However, if you are working
with patterns of another length, it can make sense to use other Snap values when drawing pattern automation
clips.

2. Select the Pencil Tool.
A Pattern drop-down list appears in the Inspector. Use this to select the pattern you wish the clip to play. For Dr.
Octo Rex devices, the Bank is of no importance.

Snap Time Signature  Pattern/Loop
O ys -~ 44 - Al
= S 7 =B | v 55“" b
52 Bank B
Bank C
Bank D

w Pattern/Loop 1
Pattern/Loop 2
Pattern/Loop 3
Pattern/Loop 4
Pattern/Loop 5
Pattern/Loop &
Pattern/Loop 7
Pattern/Loop &

SENENENENE]

3. Draw a clip for length you want the selected pattern to play.

Snap Position Lei
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4. Continue using the same method to draw clips for all the patterns you wish to use.

~ Don’t draw pattern change clips with Snap turned off, unless you want chaotic pattern changes!
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Moving, resizing and duplicating pattern automation clips

You can move, resize and duplicate pattern automation clips in the same way as with note or automation clips.
However, it is recommended that Snap is activated (and in most cases set to “Bar”) when you do this (see “Snap”).

If you resize a pattern automation clip by clicking and dragging the left resize handle, and thus change the
start position, the clip will be masked (just like a note clip). This means the pattern won’t necessarily begin on
beat 1. A selected pattern automation clip that has a masked start position will indicate this in the Pattern Off-
set display in the Inspector.

Snap Position Length Pattem Offset

'R QAY F (s B[ 111 0|8 [ 400 0fF 000 0

2 3 4 5 i} 7

Lanes [#] [adt=] [E e

Transport

A pattern automation clip drawn between bar 1 and 5

Now, if we resize the clip by dragging the left resize handle two beats to the right, the Pattern Offset will change
but the pattern will play back as expected:

Snap Position Length Pattem Offset
*EQAG O (174 | 131 0|8 | 320 D|CGE.D. 0 |$

_ — 2 3 4 5 i T
Lanes |&| |arkw| |H] %2

Transport

The same pattern automation cljp ‘resized” to begin at beat 2

You can also move or duplicate pattern automation clips using the Cut, Copy and Paste commands on the Edit
menu or context menu.
Again, the same rules apply as for note and parameter automation clips.

Deleting pattern automation clips

+ Deleting pattern automation clips is done in the same way as deleting note clips. l.e. you can select or draw se-

lection rectangles and then press [Backspace] or use the Eraser tool etc.

+ To clear all automation in a clip, simply delete the clip (or remove the whole lane to clear all pattern change au-

tomation on the track).

NOTE AND AUTOMATION EDITING ‘.‘

Reason



The “Convert Pattern Automation to Notes” function

If you have recorded or drawn pattern automation on a Redrum or Matrix track, you can automatically convert the
whole pattern automation lane into note events on an additional note lane. Proceed as follows:

1. Select the track with the pattern automation.

2. Select “Convert Pattern Automation to Notes” from the Edit menu or the track’s context menu.
For each pattern automation clip, the corresponding device pattern is converted to note clips on an additional note
lane on the track. The generated note lane will play back just the same as when you played the pattern device with
the pattern changes.

¢ The pattern automation lane is automatically disabled (turned off) after this operation.
You can later go back to pattern automation if you wish, by turning on the pattern lane again.

Redrum specifics:

* The “Enable Pattern Section” switch on the Redrum device is automatically turned off when you use the “Con-
vert Pattern Track to Notes” function.

Matrix specifics:

¢ Make sure that the correct track is selected (normally the track for the device that the Matrix is connected to)!
Creating notes for the Matrix itself is pointless, as the Matrix cannot produce any sound.

* You may want to disconnect or even remove the Matrix device after performing this function.
This is because you probably don't want both the Matrix and the sequencer notes to play the device at the same
time.

Editing tempo automation

Tempo automation is edited in the same way as regular parameter automation. See “Editing parameter automation”.

Drawing tempo automation events

Drawing tempo automation events is done in the same way as drawing regular parameter automation events. See
“Drawing parameter automation events”.

¢ Even though Reason supports a very wide tempo range (1.0 BPM to 999.999 BPM), the initial displayed editing
range is 60-250 BPM in the left column in Edit Mode. This is only to make it easier to work with small tempo
changes.

Tempo

If you want higher tempi than 250 BPM, or lower than 60 BPM, you can easily expand the range, either by select-
ing and moving a tempo automation event above, or below, the clip border, by double-clicking the max or min val-
ues (“250" or “60” in the left column in the picture above) and typing in a new value, or by selecting an event and
changing its value in the Value display in the Inspector.

&‘@ NOTE AND AUTOMATION EDITING

Reason

263



264

About tempo changes and tempo automation of audio tracks

The built-in Stretch function in the Audio Track devices allows you to change the tempo of the song without affecting
the pitch of the recordings on the audio tracks. This is great if you want to adjust the tempo after you have recorded
your audio tracks. In Reason, the Stretch is enabled by default for all audio clips.

! The Stretch function also affects the sonic result when transposing audio clips using the Transpose function
(see “Transposing Audio Clips”).

There are three selectable Stretch algorithms which are suitable for playing back different types of audio material:

¢ The “Allround” Stretch type is suited for most types of polyphonic audio material.

* The “Melody” Stretch type is best suited for sources sounding one note at a time e.g. solo instruments.

* The “Vocal” Stretch type is best suited for stretched and/or transposed vocal material.
In the “Vocal” Stretch type the formants of the original vocal are preserved, which prevents the vocal from sound-
ing artificial when transposed and/or stretched.

+ Select stretch type from the Stretch Type selector on the Audio Track device in the Rack.

STRETCHTYFE )

ALLROUHD .R
— P

Stretch Type

Selecting Stretch Type on the Audio Track device in the Rack

Stretch preview vs. high quality stretch

Stretch and transposition of audio are always made in two parallel steps: a real-time “preview” so that you can in-
stantly hear the result of your tempo changes or transpositions, and a high quality stretch “in the background” to fur-
ther improve the sonic results. As soon as high quality stretch is in progress, the “Calc” indicator on the Transport
Panel shows a progress bar:

i~ S
@ a s

The CALC progress bar appears when Reason performs high quality stretching of audio

Since the high quality stretch is performed in the background, you can still continue to work with your song without
any interruption. When the high quality stretch is finished, the “Calc” indicator goes out and the high quality audio au-
tomatically replaces the “preview” audio.

About disabling Stretch for audio clips

In some situations, you might want to exclude audio clips from tempo automation. For example, if you have recorded
dialogue or sound effects that shouldn't adapt to tempo changes. In such situations, you can select the audio clip(s)
you want to exclude from the tempo changes and select “Disable Stretch” from the Edit menu or clip context menu.

! Note that disabling stretch does not affect the Transpose function for audio clips!
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Automating time signature

Time signature automation events can only be manually drawn with the Pencil tool - not recorded like tempo automa-
tion, parameter automation or performance controller automation. A single time signature automation clip can only
contain a single time signature value. In practice this means that each time signature automation clip can only contain
one time signature automation “event”. All time signature changes in the song will require a unique clip.

1.

Set the desired time signature in the Signature display on the Transport Panel.
This will be the Static Value, i.e. the time signature of the song wherever there is no clip present on the time sig-
nature automation lane.

. Hold down [AIt]l(Win) or [Optionl(Mac) and click in the Signature display on the Transport Panel.

This will select the Transport track and create a time signature automation lane in one go. The Signature display
will also be displayed with a green border, indicating that the time signature has been automated.

It is generally a good idea to activate Snap (see “Snap”) and have the Snap value set to “Bar” when drawing
clips.

. Select the Pencil Tool.

When the Pencil tool is selected, a Time Signature drop-down list appears in the Inspector. Select the desired time
signature from the drop-down list.

Time Signature:| 4/4 | Pattem: Al ~
2/4 =

5 ] 21 25
i m
v 44

5/4
6/8

Other. ..

If you select “Other” the Edit Time Signature dialog appears where you can specify another time signature.

The available signatures are: 1/2-16/2, 1/4-16/4,1/8-16/8 and 1/16-16/16. The Time Signature display in the
dialog can be edited according to the descriptions in “Transport Panel segment displays”.

. Draw a clip over the area on the Time Signature lane in the Transport track where you want the time signature

to change.
The time signature will change for the duration of the clip.

_ Snap - Time Signature
"2 RP AV me @ w -
L 9 17
i i
7

. Continue using the same general method wherever you want the time signature to change in your song.
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+ You can change the time signature for the automation clip at any time by simply double-clicking the clip with
the Selection (Arrow) Tool and changing the value on the pop-up that appears. Alternatively, select the clip and
then click the small triangle in the clip to bring up the time signature pop-up.

There is no need to switch to Edit Mode unless you wish to change the time signature’s Static Value.

Moving, resizing and duplicating time signature automation
clips
» You can move, resize and duplicate time signature automation clips in the same way as with note or automa-

tion clips.
However, it is recommended that Snap is activated (and in most cases set to “Bar”) when you do this.

+ You can also move or duplicate clips using the Cut, Copy and Paste commands on the Edit menu or context
menu.
Again, the same rules apply as for cutting, copying and pasting note and parameter automation clips.

Deleting time signature automation clips

+» Deleting time signature automation clips is done in the same way as deleting note clips. l.e. you can select or
draw selection rectangles and then press [Backspace] or [Deletel, or use the Eraser Tool.

+ To clear the time signature automation in a clip, simply delete the clip (or remove the whole Time Signature
Lane to clear all time signature automation on the track).
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Note and automation editing in the Inspector

In the Inspector you can edit note and automation events numerically using the displays.

Editing notes and events in the Inspector

If you select a note, four displays appear in the Inspector, showing the event (start) Position, Length, Note
number and Velocity value:

Position Length Mote Vel
4 1.3 0|% 0. 0. 0.168%| % F3|% | 76|=

If you select a parameter automation event, two displays appear, showing the event's Position and Value:

Position Value
6. 1. 1.1857| 3 103 (/%

If you select a pattern automation clip, three displays appear, showing the clip's Position, Length and Pattern Offset:

Position Length Pattem Offset
1.1. 1. 0 |G 400 0|5 0.0.0 0|5

+» Edit the values by clicking on a segment in a display and then drag up/down, use the up/down spin controls, or
type in new values. Snap is not taken into account.
See “Inspector segment displays” for details on how to edit in the Inspector displays.

! Note that when moving the position of events, these may end up outside the clip and be masked (not played).
There will be no warning or indication if this should happen. However, since the clip is open in Edit Mode, you
will be able to see if events are masked.

¢ If the Tick segment in the Position and/or Length displays shows an asterisk (*), it means that the value is a
fraction of a Tick - a subtick. See “About subticks in the Position and Length displays” for more info.

Editing values for multiple notes or events in the Inspector

When you edit values for several selected events, the changes will always be relative. For example, if you change the
position, length, pitch or velocity when several notes are selected, they will all be changed by the same amount, re-
taining their relative values.

* If several events are selected, the displays will show the values for the event with the earliest start position in
the song.
If several selected events have the same start position, the displays will show the values for the event with the low-
est Note value (for note events) or lowest Value (for automation events).

* If several events are selected and any of their values differ, Match Value buttons appear next to the corre-
sponding display.
See “Matching notes or events using the “Match Values” function”.

Matching notes or events using the “Match Values” function

Position Length MNote Vel
i @ .23 3 :@ c3|% | 107 @
|r—1,. 3 2 3 4 5 6 7 8 9 10

The Match Values buttons appear as red ='signs
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The “Match Values” function in the Inspector can be used for matching the positions, lengths and velocities of several
selected note events to the position/length/velocity of the selected event with the earliest start position in the song.
It's always the values of the earliest event that are shown in the displays. Similarly, automation events can be matched
to the position and/or value of the earliest selected automation event in the song.

If several selected events have the same start position, the matching will be to the values for the event with the low-
est Note value (for note events) or lowest Value (for automation events).

Matching notes

Here's an example on how to match note values:
1. In Edit Mode, select several notes.

Position Length MNote Vel
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Four selected notes in Edit Mode

2. Click the respective Match Values button to achieve the following results:

Position Length Mot MNote Vel
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Matching parameter automation events

Matching parameter automation event values is useful if you want an automated device parameter to be modulated

to the same value throughout the clip.

¢ Let’s say you want to modulate a parameter to a maximum value of 80 several times throughout the clip. Then,
just select all “max value” events, click the “Match Values” button and then adjust the Value to 80 for the se-

lected events.
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Matching automation events positions can be useful under the following circumstances:

¢ If you want to match the positions of single performance controller events on several Performance Controller

Automation lanes.
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¢ If you want to match the position of two adjacent automation events in a clip to create an instant “jump” be-

tween the two values.
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Matching the positions of several automation events in a single clip is not really useful. It will only place them in a
“pile” on the same position. The effect during playback would be an instant jump between the extreme values. In

practice, all events in between the extre

me values will be disregarded.
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Chapter 10
Working with Blocks
in the Sequencer
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About this chapter

This chapter describes how to work with Blocks and Block Automation Clips in the main sequencer. Basic sequencer
functions, recording, editing clips and events and arranging in the sequencer are described in detail in the chapters
“Sequencer Functions”, “Recording in the Sequencer”, “Audio Editing in the Sequencer”, “Note and Automation Edit-
ing” and “Arranging in the Sequencer”.

Introduction

The arrangement in the sequencer has two basic views: the Song View, which is exactly the same as the “Arrange
Mode" in previous versions of the program, and the Blocks view. The Block View is designed for creating shorter
multi-track “sections” that can be repeated anywhere in the song arrangement. In most situations a Block would
probably consist of 4-8 bars.

An analogy to a Block would be a traditional drum machine pattern where you would record several (drum) instru-
ment tracks and save as a complete “pattern”. Then, you would build up your song arrangement by arranging your
patterns, one after another, with repetitions etc.

The Song and Block Views share the same Track List but use separate clips and recordings. Any track and clip types
can be used when working with Blocks, e.g. instrument tracks with note clips, audio tracks with audio clips, automa-
tion tracks with parameter automation clips and pattern tracks with pattern automation clips.

32 different Blocks are available in the program and each Block can be reused and repeated in the song arrange-
ment as many times as you like. By working with Blocks you can create complete verse and chorus blocks and ar-
range and reuse them as desired in the song. When you arrange your Blocks in the song - using Block Automation
Clips - you can also choose to temporarily mute desired lanes for the duration of each Block Automation Clip to cre-
ate variations.

The idea behind Blocks

Working with the sequencer in a “pattern based” fashion appeals to many users. It is the way traditional hardware se-
quencers worked when they were first introduced on the market. The linear working method of most software se-
quencers also have many advantages. So, why not combine these two basic working methods to get the best of both
worlds!

A very neat way of working with Blocks is by combining Block data with regular linear song data. In the picture below,
Block data is being used as base for the song. Then, a number of shorter linear clips are used to override parts of the
Block data to introduce nice variations in the song:
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Linear clips override Block data to create nice variations in the final arrangement.
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Arrangement Views

Song View (with Blocks disabled)
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The sequencer in the Song View

This is the Song View, which is the same as “Arrange Mode” in older versions of the program. Here you work with

your song in a linear fashion, by recording and arranging your clips from the start of the song to the end. Songs cre-

ated in previous versions of the program will automatically open up in the Song View, so it will all look very familiar.
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Song View (with Blocks enabled)

When you create a new empty song, or a song from a template, the sequencer will automatically have the Blocks
function activated. However, if you open a song that was previously saved with the Blocks function off, you will have
to manually activate Blocks:

+ Click the Blocks On/Off button on the Transport Panel to enable the Blocks function.

Song View button
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The sequencer in Song View with Blocks activated

With Blocks activated from the Transport Panel, an additional track - the Blocks Track - becomes visible above the
Transport Track. On the Blocks Track you can arrange your Block Automation Clips once you have recorded your
Blocks. When Blocks is activated, two additional buttons appear in the Toolbar: the Song and Block View buttons.
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Block View

>

Editing Blocks in the Block View

Click the Block button in the Toolbar to switch to the Block View.

A colored area appears on the arrangement pane with the Block name at the top on the Blocks Track. By default,
"where “n" is a number between 1 and 32. If you like, you can rename your Blocks
to more suitable names (see “Renaming Blocks”). The Block View is where you record the clips you want to in-
clude in a specific Block. The clips present in the colored Block area in the Block View are unique only to that spe-

the Blocks are named “Block n’

cific Block.
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The sequencer in Block View

The Song View and Block View share the Track List. However, the clips on the lanes are unique to the respec-
tive views. This means you can have clips in the Song View “on top” of clips in Blocks. See “Combining Block

Automation Clips with Song Clips” for more details.

Selecting a Block for editing

Selecting a Block for editing is done in the Block View. Select the Block you want to work with as follows:

1. Make sure Blocks is activated.

2. Click the Block button in the Toolbar to switch to Block View.

7 Blocks On/Off button
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Block 1 appears by default on the arrangement pane:
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3.

Select a Block (1-32) from the Blocks drop-down list in the Track List if desired.
In this example, we will stick to Block 1. The Block name is shown on the Blocks Track.
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Renaming Blocks

If you don't want to use the default Block names you can easily rename them:

+ Double-click the Block name on the Blocks Track in the Block Arrange view, type in a new name and press [Re-

turnl.
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Defining the Block length

The length of a Block is defined using the End Marker in the Blocks view:

1.
2.

Select desired Block in the Block View as described in “Selecting a Block for editing”.
Adjust the End Marker to the desired position by clicking and dragging it in the Ruler.
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The Block length is always defined from the beginning of the Ruler to the End Marker.
The Left and Right Loop Locators have no influence on the Block length.

When the sequencer is running in Block View, it will automatically loop at the End Marker.
The Loop Locators can also be used in Block View to loop at other positions, if Loop On/Off is activated on the
Transport Panel. However, in Song View the Loop Locator settings used in the Block View will be ignored.

The Block length can be set individually for each of the 32 Blocks.
The Block length can be changed at anytime by adjusting the End Marker in the Blocks view.

Changing Block color

Selecting separate colors for your blocks can be useful when you arrange your blocks in the Song View later on. All
32 Blocks already have default colors but these can easily be changed:

+ Select a color from the Block Color palette on the Blocks Track context menu or from the Edit menu.

This applies the selected color to the Block. The sequencer tracks and any clips in the Block will maintain their
original colors.
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Recording in the Block View

Recording on tracks in the Block View is done in the same ways as when recording in the regular Song View.

! Any events or recordings to the right of the End Marker in the Block View will be ignored when the Block is
played back in the Song View.

Refer to “Recording in the Sequencer” for details about recording.

Editing clips in the Block View

Editing events in clips in the Block View is done in the same way as when editing clips in the Song View.

» Double-click desired clip to open it for editing in Edit Mode, or click the Edit Mode button in the Toolbar.
Refer to “Note and Automation Editing” and “Audio Editing in the Sequencer” for details about editing clips.

Arranging clips in the Block View

Arranging clips in the Block View is done in the same ways as when arranging clips in the Song View.

! Any clips, or parts of clips, to the right of the End Marker in the Block View will be ignored when the Block is
played back in the Song View.

Refer to “Arranging in the Sequencer”.

Arranging Blocks in the Song View

Once you are finished with your clips on the tracks and lanes in the Block View, it is time to arrange the Blocks to
build up your song in the Song View. Setting up the Blocks and their playing order is done by creating Block Automa-
tion Clips on the Blocks Track in the Song Arrange view.

The following section describes functions and routines that are specific to Block Automation Clips. General clip han-
dling procedures (e.g. naming, coloring etc.) are described in the general “Clip handling” section.

Creating Block Automation Clips

A Block Automation Clip is very similar to a Pattern Clip (for a Redrum device, for example). A Block Automation Clip
defines which Block should play back, and for how long. To create Block Automation Clips, proceed as follows:

1. Click the Song button to switch to the Song View.
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2. Select the Pencil tool.
The Block selector appears in the Inspector:

Block Selector

----- Snap Time Signature  Pattem Block

"_s_o_n_g_ui Block Mo
Edtt Mode k ‘?é? S P QO Bar v a4 v Mo i v

3. Select desired Block (1-32) from the Block Selector List.
In this example, we will use Block 1.

4. Draw a clip on the Blocks Track.
This creates a Block Automation Clip which instructs the sequencer to play back the events you have previously
recorded in Block 1:

.._ﬁ_D_n_gui Block o] Snap Time Signature ~ Pattem Block
Edit Mode k ﬁ |& @ @ Q w Bar b 44 - Al - Block 1 w7
[Fre——— |E||E| e El = ; e%} £ 12 17 21 (|25 29 23 a7 41
pn e Block A ion Cli
By T | I OcC! utomation Clip

L @ Transport
b T“a:ﬂvw miry il Lane 1

EONE® [ = nie
A Block Automation Cljp drawn on the Blocks Track in the Song View

Block contents

The contents (clips and events) of Block 1 are displayed on the respective sequencer tracks in a ghosted fashion
on a colored background. This way you will see what events and/or recordings the Block will play back. This also
allows for muting of individual lanes in the Block (see “Muting lanes in Block Automation Clips”).

The following rules apply to Block Automation Clips:

¢ If the Block Automation Clip is longer than the actual Block length (defined by the End Marker in the Block
View), the Block is repeated over and over for as many times as necessary.
In the picture above, the Block length is 8 bars and the Block Automation Clip is 20 bars. This means that Block 1
is repeated at bars 9 and 17. The repetitions are indicated with thin vertical lines in the Block Automation Clip and
on the sequencer tracks (similar to a Pattern Automation clip).

¢ If the Block Automation Clip is shorter than an even multiple of the Block length, the remaining content of the
Block is masked out (muted) in the Song View arrangement.
In the picture above, the last 4 bars of the third repetition are masked out.
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Resizing Block Automation Clips

As with other clip types Block Automation Clips can be resized by clicking and dragging the clip handle(s) with the
Selection (Arrow) tool or by editing the Position and Length values in the Inspector.

* If you resize a Block Automation Clip by clicking and dragging its left clip handle, and thus changing its start
position, the Block Offset will change.
This means that the Block Automation Clip could start playing in the middle of the Block, i.e. not from the begin-
ning. The picture below shows a Block Automation Clip before and after resizing the start position:
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Changing the start position by resizing a Block Automation Clijp

In the example above, the Block Automation Clip will begin playing at Bar 7, and will start playing back the events
that begin at Bar 7 in the Block.

¢ If a Block contains sequencer tracks that use Pattern Automation (a Redrum track, for example), a Block Offset
will make the pattern start playing back from the correct position within the pattern and sound just as you
would expect.

Reassigning Blocks in Block Automation Clips

+ To assign another Block to an existing Block Automation Clip, click the small triangle button on the Block Au-
tomation Clip and select another Block from the drop-down list:
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The Block Automation Clip color changes to the color of the new Block and the ghosted clips on the tracks switch
to show the contents of the new Block.
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Muting lanes in Block Automation Clips

When you have arranged your Block Automation Clips as desired on the Blocks Track, it is possible to mute individual
lanes contained in any Block. These lanes will remain muted until the end of the Block Automation Clip.

This way you can use the same Block to create a song intro, by gradually introducing more and more sequencer
tracks/lanes. The example below shows how to mute lanes in individual Block Automation Clips to create a song in-
tro.

We are going to use one single Block - Block 1 - to create a song intro. The Block is 8 bars long and uses four se-
quencer tracks. In the Block View we have recorded on all four sequencer tracks:
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Block 1 in the Block View with four sequencer fracks.
Now, we want to arrange our song so we switch to the Song View and draw an 8 bar Block Automation Clip on the
Blocks Track:
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the Block View
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An 8 bar Block Automation Clip assigned to Block 1.

In our intro we want the Piano and Bass track to play the first eight bars. In the next eight bars we want to have the
drums playing as well. Then, we want the song to continue for another 16 bars with all tracks playing except the Pi-
ano track.

To achieve this, we need to create several Block Automation Clips that play back the same Block. This is because
when we're going to mute lanes later on, we need to define for how many bars we want the mutes to be active. The
duration of the mutes are defined solely by the lengths of the Block Automation Clips.
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We begin by copying and pasting the Block Automation Clip twice. Then we resize (expand) the last Block Automa-
tion Clip to 16 bars:
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o Pad

The Block Automation Clip assigned to Block 1 copied and pasted twice, with the last Block Automation Clip resized to 16 bars.

Now, we want to mute individual lanes for the duration of each Block Automation Clip to create our intro. We select
the Mute tool from the Toolbar and click on the lanes we want to mute in each Block Automation Clip:
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Muted lanes throughout the length of each Block Automation Clip.

Now, we have our intro with the Piano and Bass playing the first 8 bars. Then, the song continues for another 8 bars
with Piano, Bass and Drums. Finally the song plays another 16 bars with Drums, Bass and Synth Pad. All we needed
for this intro was one single 8 bar Block.

! Note that the lanes will be muted for the duration of each Block Automation Clip. If the Block contents are re-
peated in the Block Automation Clip, as in the last clip above, the lane will be muted throughout the entire
Block Automation Clip length. If you resize a Block Automation Clip, any muted lanes will be resized accord-

ingly.
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Converting Block Automation Clips to Song Clips

After you have arranged your Block Automation Clips in the Song View, you might want to convert the content of the
Block(s) to “regular” clips on the sequencer tracks and lanes. There are a few ways of doing this:

Converting single Block Automation Clips to clips in the Song View

1. Choose the Block Automation Clip(s) you want to convert by selecting it on the Blocks Track.

2. Select “Convert Block Automation to Song Clips” from the Edit menu or Block Clip context menu.
All unmuted clips in the Block(s) are automatically converted to regular clips on the tracks. The Block Automation
Clip and its contents are preserved and left unchanged:
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Before and after the “Convert Block Automation To Song Clips” command used on the first Block Automation Cljp
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Converting all Block Automation Clips to clips in the Song View

+ Select “Convert Block Automation to Song Clips” from the Track List context menu.
All unmuted clips in all Block Automation Clips are automatically converted to regular clips on the tracks. The
Block Automation Clips and their referenced Block contents still are preserved but the Blocks Track’s “On” button
is automatically turned off. This is made to reduce the clutter on the arrangement pane:
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Before and after the “Convert Block Automation To Song Cljps” command used in the Track List

» If you want to activate the Blocks Track again, click the “On” button on the Blocks Track.

Using Cut/Copy and Paste for individual clips

You can of course also use the standard Cut/Copy & Paste functions to copy clips from the Block View to the Song
View, and vice versa.

1. Select the clip(s) on the arrangement pane (in Blocks or Song View).
2. Use the standard Cut or Copy command.
3. Switch to the other View (Song or Blocks)

4. Use the Paste command.
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Combining Block Automation Clips with Song Clips

It's possible to combine Block Automation Clips with regular clips in the Song View. The general rule is that clips in
the Song View have priority over Block data. This means that if a clip in the Song View overlaps a (ghosted) clip on
the same lane in a Block, the Song Clip will play back and the clip in the Block “underneath” will be silent (masked):
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Song clips and Block Automation Cljps in combination in the Song View.

If we play back the song in the picture above, this is what we will hear:

¢ In Bars 1-8 the song clips on the Piano and Bass tracks will play. Any Block data “underneath” these clips will
be silent.

* In Bars 9-16 the Block data for the Piano, Drums and Bass tracks will play back since there are no overlapping
Song Clips.

¢ In Bars 17-32 the Block data for the Drums, Bass and Synth Pad tracks will play back since there are no over-
lapping Song Clips.
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Practical tips on combining Blocks and Song Clips

A nice way of working with Block Automation Clips and Song Clips is to first create a couple of Blocks in the Block

View and then arrange Block Automation Clips in the Song View. When you have arranged your Block Automation

Clips, you could record a couple of shorter Song Clips with variations in the Song View. Then, place these short clips

at desired positions in the arrangement to create nice variations in the song, according to the example below:
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Song Clips overlap to
create variations in

the arrangement

Short Song Cljps combined with Block Automation Clips in the Song View to create nice variations.

-~ Since Song Clips automatically mute (mask) the “underlying” Block data, short Song Clips are prefect for in-
troducing temporary variations in a Block based song.
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About Performance Controllers and Parameter Automation

Since the sequencer tracks and lanes are shared between the Blocks and the Song arrangement, the following rules
apply regarding Performance Controller and Parameter Automation:

Performance Controller and Parameter Automation data in the Song View arrangement always overrides auto-
mation in Blocks.

If a sequencer track uses Parameter Automation in the Block, the automation will also affect all clips on the
corresponding lanes in the Song View.

The picture below shows a piece of an arrangement with an instrument track which has one note lane and one pa-
rameter automation lane. The arrangement is built up by Blocks (the ghosted data) and one short Song Clip for
variation in bars 28 through 29 (the blue clip on the note lane). The Block uses Mod Wheel Performance Control-
ler automation (the grey line inside the note clips in the Block) and automation of the Rotary 4 parameter (the grey
line in the parameter automation clips in the Block):
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The song only plays Block data from the start to bar 28.
During this time, the Rotary 4 automation is active. (However, no notes are played back in bars 1 through 16 since
the note lane in the Block is muted.)

At bar 17 the note lane is played back together with the Mod Wheel Performance Controller data in the Block.
The Rotary 4 automation is still active.

At bar 28 the (blue) Song Clip takes over the note playback and Mod Wheel Performance Controller automa-
tion.

Since the Mod Wheel isn't touched at all in the Song Clip, its value is set to zero. However, note that the Song Clip
is still affected by the Rotary 4 automation in the Block!

At bar 30 the note clip in the Block takes over again and controls note playback and Mod Wheel Performance
Controller automation.
The Rotary 4 automation is still active.
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About this chapter

This chapter describes the procedures and techniques for managing devices and Device Groups in the rack.

Rack device procedures

The rack is where you create and configure your devices, and make parameter settings. This section describes all the
procedures for managing the rack, that is, procedures and techniques common to all devices.

Navigating in the rack
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Navigator
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Rack Column 3 Rack Column 2 Rack Column 1

The rack, here with three rack columns.

The rack houses all the devices you use in your song. To make it easier to overview the devices, the rack can contain
several rack columns next to each other. To navigate in the rack, use one of the following methods:

+ Click and drag the blue frame in the Rack Navigator to scroll continuously in the rack, both vertically and hori-
zontally.
Just clicking in the Rack Navigator will directly scroll to the corresponding position in the rack.

» If you’re using a mouse equipped with a scroll wheel, you can use it to scroll up or down in the rack.
Hold down [Shift] and use the scroll wheel to scroll horizontally in the rack.

+ Press the [Page Up] and [Page Down] buttons on the computer keyboard to move the view one “full screen” up
or down in the rack column currently in view.
Note that the rack area must have Edit Focus, i.e. there must be a frame surrounding the rack area. Set Edit Focus
by clicking anywhere in the rack area.

+ Press the [Home] and [End] buttons on the computer keyboard to scroll the top or bottom of the rack column
currently in view.
Note that the rack area must have Edit Focus.

— When you select a track in the sequencer, or click the “Rack” button below a channel strip in the Main Mixer,
the rack will automatically scroll to bring the associated device into view.
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Resizing and detaching the rack

(o Fee) [I[E)  Laews [+ A=) }U O - O e w:] T 1 (137 s 3 181 (w8 [ e w3 a1 @B @ @8 @3 @0 @ FE-'
+ Resize the rack area by clicking and dragging either of the horizontal dividers above or below the rack area.
This will shrink the Main Mixer and/or sequencer areas and make more of the rack visible.

e (X 2PAD oy v

»+ You can also resize the Rack Navigator area by clicking and dragging the vertical divider to the left of the Rack
Navigator.
Dragging the divider to the left will expand the Rack Navigator area and enlarge the devices, making it easier to
get a good overview of all devices in your rack.

+ You can also make the rack fill the entire song document window by pressing [F6] or by clicking the “Maxi-
mize” button to the right of the Rack Navigator.

[F&]
@ -@— Maximize button

()

The rack Maximize and Detach buttons.

~— Detach button

»+ You can detach the rack area from the other areas altogether by holding [Ctrl](Win) or [Cmd]l(Mac) and press-
ing [F6], or by clicking the “Detach” button.
This will place the rack in a separate window. (See “The Rack” for more info.)

~ See also “Creating new rack columns” for information on how to create several rack columns.

About Device Groups

A Device Group is a series of interconnected devices that “belong together”. A Device Group could be, for example,
an instrument device connected to an effect device and then to a Mix Channel device.

A Device Group consists of the following:

¢ One (and only one) Source device (e.g. an instrument).

¢ The devices to which the Source device feeds its audio signals (e.g. and effect device).

e Any CV-only devices (a Matrix Sequencer, for example) that are CV-connected to devices in this group only.

¢ All sequencer tracks and Main Mixer channel strips for the devices in the group.

! A Device Group is only defined by the connections between the devices - it has nothing to do with the physical
location of the devices in the rack.
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By default, when you create an Instrument device, a new (or currently unused) Mix Channel device will be automati-
cally connected to the Instrument device, as described in “Creating devices”. In this situation, the Instrument device
and the connected Mix Channel device will now be considered a Device Group - with the Instrument device as the
Source device.

If you want to keep all devices in a Device Group physically together in the rack (e.g. if you want to move all devices
in the group), there is an option “Auto-group Devices and Tracks” on the Options menu.

Window Help
Sync 4

Enable Keyboard Control
Keyboard Control Edit Mode

Remote Override Edit Mode
Additional Remote Overrides...

Surface Locking...
Toggle Rack Front/Rear Tab
Reduce Cable Clutter K

v Auto-group Devices and Tracks  Cirl+G

v Show Navigators
The “Auto-group Devices and Tracks” option.

The advantage of using the “Auto -group Devices and Tracks” option is that it's much easier to get a good visual over-
view over what devices are connected to each other and associated with specific sequencer tracks and with a spe-
cific channel strip in the Main Mixer. It's also easier to rearrange devices in the rack since all devices in the Device
Group will move together if one device in the Device Group is moved.

The example below shows two ID8 devices connected to one Mix Channel device each. Let's say you want to move
the ID8 1 device to another position in the rack. This is what will happen:

1. Make sure the “Auto-group Devices and Tracks” is selected on the Options menu - if not, select it from the
menu or hold down [CtrlI(Win) or [Cmd](Mac) and press [G].

2. Click on the ID8 1 device panel (but not on a parameter or display) and drag and drop below the ID8 2 device in
the rack.
As you can see, both the ID8 1 device and its connected Mix Channel device are moved together, as a group, to
the new destination.

-€—ID8 1
m | e Device
: Group
<¢—ID8 2
m -ilal el Device
P ! Group

<— Moved ID8 1
Device
Group

- If you want to view what devices belong to a specific Device Group, select a device and then select “Select All
in Device Group” from the Edit menu or context menu.
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Creating devices

Devices can be created in a number of different ways. These first two methods apply to any device types:

>

Use drag and drop, or double-click on a device on the “Device Palette” tab in the Tool Window.
The devices are sorted in four different groups: Instruments, Studio FX, Creative FX and Utilities.
The Utilities group contains device types such as mixers, modulation devices, etc.

Tool Window @
= |
= X G |

Instruments Studio FX

Creative FX Utilities

SubTractor Analog Synthesizer -

Malstram Graintable Synthesizer

IDE Instrument Device

MM-XT Advanced Sampler

The Device Palette tab in the Tool Window.

+ Select desired device from the “Create” menu.

Any device type can be created. The “Create” menu is available both on the main menu and on the rack and device
context menus and is divided into the four groups Intruments, Studio FX, Creative FX and Utilities.

Depending on what type of device you've created, and also the “Auto-Group Devices and Tracks” setting, the results
will differ:

If “Auto-Group Devices and Tracks” on the Options menu is not selected, the new device is added directly be-
low the currently selected device in the rack.
If no device is selected, the new device is added at the bottom of the rack.

If “Auto-Group Devices and Tracks” on the Options menu is selected, devices will not be created in the middle
of existing Device Groups (except if they are effect devices - see “Effect devices specifics”).

This means a device might not end up below the selected device in the rack, but below that device's Device Group.

When you add a new device, Reason attempts to automatically route it in a logical way.
For more information about the auto-routing features, see “Automatic routing”.

See below for information specific to certain device types.
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Instrument device specifics

The following additional methods can be used for creating Instrument devices:

» Select “Create Instrument...” from the Create menu.
This will bring up the Patch Browser from which you can choose an Instrument patch to load in its corresponding
device - see “Create Instrument/Create Effect”.

! You can only create Instrument devices using the “Create Instrument...” button - not mixers or effects devices.

¢ If you have created an Instrument device, a new sequencer track will be automatically created. Also, a new (or
unused) Mix Channel device will be connected to the Instrument device. The Mix Channel device’s channel
strip will appear in the Main Mixer.
The track, the Mix Channel device and its channel strip will be given the same name as the created Instrument de-
vice. Master Keyboard Input will also automatically be set to the new track, allowing you to immediately play the
created Instrument device via MIDI (see “Master Keyboard Input”). By default, the Instrument device and Mix Chan-
nel device will be treated as a “Device Group” from here on (see “About Device Groups”).

! By default, the automatic creation of a sequencer track and Mix Channel device only applies to instrument de-
vices, not to mixers or effect devices.

¢ If you hold down [AIt]l(Win) or [Option](Mac) when you create an Instrument device (except when you drag and
drop from the Tool Window), a sequencer track will not be created.

¢ If you hold down [Shift] when you create an Instrument device, there will be no automatic routing or connec-
tions made.

Audio Track device specifics

The following additional methods can be used for creating Audio Track devices:

» Select “Create Audio Track” from the Create menu.
This will create an Audio Track device (with its corresponding channel strip in the Main Mixer) and a sequencer
track.

Mix Channel device specifics

¢ If you hold down [AIt](Win) or [Option](Mac) when you create a Mix Channel device (except when you drag and
drop from the Tool Window), a sequencer track will be created for the device.

Effect devices specifics

The following additional method can be used for creating Effects devices:

» Select “Create Effect...” from the Create menu.
This will bring up the Patch Browser from which you can choose an FX Combinator patch to load in a Combinator
device - see “Create Instrument/Create Effect”.

The results when creating Effect devices depend on the following criteria:

¢ If an Audio Track (device or channel strip), or a Mix Channel (device or channel strip), was selected when you
created an effect, the effect device will be added and connected as an insert effect, inside the Insert FX con-
tainer for that Audio Track or Mix Channel device.

e If an Instrument device was selected when you created an effect device, the effect device will be added and
connected as an “insert effect”, after the Instrument device.

¢ If a Mixer 14:2 or Line Mixer 6:2 was selected when you created an effect, the effect device will be added and
connected as a Send Effect, on the first available Send FX connectors of the mixer device.

¢ If you hold down [Alt](Win) or [Option](Mac) when you create an effect device (except when you drag and drop
from the Tool Window), a sequencer track will be created for the device.

¢ If you hold down [Shift] when you create an effect device, it will not be connected.
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Mixer device specifics

If you hold down [AIt](Win) or [Option](Mac) when you create a mixer device (except when you drag and drop
from the Tool Window), a sequencer track will be created for the mixer device.

If you hold down [Shift] when you create a mixer device, it will not be connected to a Mix Channel device.

Selecting devices

Some operations, e.g. cutting, copying, moving and deleting devices (see “Cut, Copy and Paste devices” and “Deleting
devices”), require that you select one or several devices in the rack. This is done according to the following:

EY

To select a single device, click on it in the rack.
The selected device is displayed with a colored border (based on the color scheme selected for your operating
system).

Boat AV -7

o DIGITAL REVERB

Hall

To select several devices, hold down [Shift] and click on the desired devices.
In other words, [Shift]-clicking a device selects it without de-selecting any other selected devices.

To de-select all devices, click in the empty area at the bottom of, or next to, the rack.

To de-select a device in a multiple selection, hold down [Shift] and click on it.
All other selected devices remain selected.

You can also use the arrow keys on the computer keyboard to select the device directly above, below or next
to the currently selected one.

When you use this method, Reason will automatically scroll the rack so that the selected device is fully visible. This
is a quick way of “stepping through” the rack. Narrow devices (e.g. half-width devices such as some effects) are or-
dered left-to-right, i.e. pressing the down arrow key will step through the devices from left to right before moving
on the next device row.

If you hold down [Shift] when using the up or down arrow keys, the currently selected device will remain se-
lected.

This allows you to select a range of devices.

Adjusting a parameter in a device will automatically select the device.
In other words, you don't have to select a device as a separate operation before editing its parameters.

About selecting all devices in a Device Group

To select all devices in a Device Group, do like this:

1.
2.

Select any device in the desired Device Group.

Select “Select All in Device Group” from the Edit menu or context menu.
All devices in the Device Group will be selected as indicated by the colored borders around the devices.
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Deleting devices

To delete one or several devices, select them and use one of the following methods:

>

Press [Backspace] or [Deletel.
An alert appears asking you to confirm the deletion. Any cable connections to the device will also be deleted (or
re-routed).

If you have selected a Source device or a Mix Channel device and the “Auto-Group Devices and Tracks” on the
Options menu is selected, an alert appears asking if you want to delete the device or the whole Device Group,
including sequencer tracks and channel strips. (See “About Device Groups”).

To delete devices or Device Groups without alerts, hold down [Ctrl](Win) or [Cmd](Mac) and press [Backspacel
or [Deletel.

Select “Delete Devices and Tracks” from the Edit menu or the device context menu.

An alert appears asking you to confirm the deletion. This will delete the devices together with the associated se-
quencer track(s) also if the “Auto-group Devices and Tracks” option isn't selected. (It's possible to have devices
without associated tracks but it is not possible to have a sequencer track without an associated device.)

To delete devices and tracks without alerts, hold down [Ctrl](Win) or [Cmd](Mac) before selecting “Delete De-
vices and Tracks” from the Edit menu or the device context menu.

If you delete a device connected between two other devices, the connection between the two other devices is
automatically preserved.

The Reason Hardware Interface and the Master Section device at the top of the rack cannot be deleted.

Re-ordering devices

If you want to move an instrument device to another position in the rack, you probably also want its Mix Channel de-
vice and connected effects to move along with it. If the “Auto-group Devices and Tracks” on the “Options” menu is se-
lected, all devices in the Device Group will follow along when you drag and drop a device included i a Device Group.
However, it's still possible to re-order devices within each Device Group. See “About Device Groups” for more details.
See also “About the “Sort Selected Device Groups” function” for information about automatic sorting of several De-
vice Groups.

If the “Auto-group Devices and Tracks” on the “Options” menu is not selected, you can re-order and move devices in-
dividually in the rack - even outside the Device Groups:

1.
2.
3.

If you want to move more than one device at the same time, [Shift]-click the devices to select them.
Click on the panel of one of the devices (but not on a parameter or display).

With the mouse button pressed, drag the device(s) to the new destination in the rack.

A thick red vertical line indicates where the device(s) will be positioned. Note that when re-ordering devices with
smaller width, the red line can be to the left of a device (indicating that the moved device will be inserted before
the other device) or to the right of a device (indicating that the moved device will be inserted after the other de-
vice).
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~ It’s also possible to move devices to a new rack column to the left or right of the original rack (see “Creating

new rack columns”).
In this example an RV-7 reverb device is moved to two different destinations:
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. Release the mouse button.
The device(s) are moved to the new position and the other devices in the rack are adjusted to fill up the gaps.

Note that if you start to move a device but change your mind, you can abort the operation by pressing [Esc]
while keeping the mouse button depressed.

If you hold down [Shift] when you move a device, Reason will attempt to automatically re-route it.
See “Automatic routing” for more info on auto-routing.

Moving devices in the rack does not affect the order of the sequencer tracks or channel strips and vice versa. If
you want the sequencer tracks and channel strips to be re-ordered as well, see “About the “Sort Selected De-
vice Groups” function”.
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Creating new rack columns

It's possible to move devices, or Device Groups, to new rack columns. This is very useful if your rack starts to get
crowded, or if you want to arrange your devices in separate rack columns to get a better overview.

By default, when you create a new empty Song document, the rack consists of a single rack column featuring the
Reason Hardware Device and the Master Section device. When you create new devices from the “Create” menu,
these will automatically be placed in that rack column.

By dragging and dropping devices to either side (left or right) of the original rack, you can move the devices and at
the same time create a new rack column. You can create as many rack columns as you like - the only condition is that
at least one device must be present in a neighboring rack column. In other words, you can't create empty rack col-
umns.

In the example below, we drag and drop an RV7000 reverb device to the right of the original rack:

Click on the rightmost
side of the RV7000
device panel and drag
fo the right..

.. Release the mouse
button and the RV7000 :
device is automatically wen | (D D
placed in a new rack e AR
column to the right. "

~ee: el :e0:09

A large white arrow symbol appears on the right wooden rack side of the original rack column to indicate that the de-
vice is about to be moved to a new rack column.

About the “Sort Selected Device Groups” function

When you are working with Device Groups (see “About Device Groups”), there is a very nice feature which allows you
to visually organize and re-order the Device Groups, Main Mixer channel strips and sequencer tracks. With the “Sort
Selected Device Groups” function on the Edit menu, it's possible to sort Device Groups and Main Mixer channel strips
according to the current sequencer track order - or vice versa, depending on what's currently selected. To sort the
Device Groups in the rack, and the channel strips in the Main Mixer, according to the current sequencer track order,
proceed as follows:
1. Select a track in the sequencer Track List rack and choose “Select All” from the Edit menu or track context
menu.
Tracks are marked with darker colors to indicate they've been selected.

2. Select “Sort Selected Device Groups” from the Edit menu or track context menu.
Now all Device Groups and channel strips in the Main Mixer will be automatically re-ordered according to the cur-
rent track configuration in the sequencer. The topmost sequencer track will have its associated Device Group
moved to the top in the rack. The remaining Device Groups will be re-ordered according to the remaining track or-
der in the Track List. The Main Mixer channel strips will also be re-ordered according to the sequencer track order.
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* If you have devices in several rack columns, the sorting will begin in the leftmost rack column and continue to
the right through the rest of the rack columns. The number of devices in each rack column will not be changed.

¢ If you select several Device Groups in the rack and choose “Sort Selected Device Groups” from the Edit menu
or device context menu, the tracks in the sequencer and the Main Mixer channel strips will be re-ordered ac-
cording to the current Device Group order in the rack.

¢ If you select several channel strips in the Main Mixer and choose “Sort Selected Device Groups” from the Edit
menu or channel strip context menu, the Device Groups in the rack and the tracks in the sequencer will be re-
ordered according to the current channel strip order in the Main Mixer.

Duplicating devices

Duplicating devices will have different results depending on the “Auto-group Devices and Tracks” setting on the Op-
tions menu (see “About Device Groups”):

+ To duplicate a device or a Device Group in the rack, hold down [Ctrl](Win) or [Option](Mac) and drag the device
to a new position.

¢ If “Auto-group Devices and Tracks” is not selected, a copy of the selected device will be created without any
connections.

¢ If “Auto-group Devices and Tracks” is selected, a copy of the entire Device Group will be created with all con-
nections preserved. A new track will also be created in the sequencer.

+ Select the device(s) and select “Duplicate Devices and Tracks” from the Edit menu or context menu.
A duplicate (copy) of the device(s) or Device Group(s) will be created. New tracks for the device(s) or Device
Groups will also be created in the sequencer.

+ If you hold down [Shift] when you duplicate devices, Reason will attempt to automatically route them, just as
when you move devices.
See “Automatic routing”.

Cut, Copy and Paste devices

Selected devices or Device Groups can be moved or duplicated using the Cut, Copy and Paste Device functions on
the Edit menu or device context menu. This allows you to copy one or several devices (such as an instrument device
and all its “insert” effects) from one Reason Song document to another. Cutting/Copying and Pasting will have differ-
ent results depending on the “Auto-group Devices and Tracks” setting on the Options menu (see “About Device
Groups”):

¢ Cut and Copy affects all selected devices or Device Groups, and works according to the standard procedures.
That is, Cut moves the devices/Device Groups to the clipboard (removing them from the rack) while Copy creates
copies of the devices/Device Groups and puts these in the clipboard memory, without affecting the rack.

+ To Cut, Copy and Paste a Device Group, make sure the “Auto-group Devices and Tracks” is selected on the Op-
tions menu. Then, select a device in the Device Group and proceed with the Cut/Copy and Paste procedure.
All devices in the Device Group will be cut/copied and pasted with preserved connections (in the same Song or in
another Song document).

* When you Paste devices or Device Groups, these are inserted into the rack below the currently selected device.
If no device is selected, the pasted devices/Device Groups will appear at the bottom of the rack column.

! As when creating devices, you cannot paste a Source device into an existing Device Group if “Auto-group De-
vices and Tracks” is on. It will be inserted below the Device Group.

¢ If you Copy and Paste several devices, any connections between these are preserved.

¢ If you hold down [Shift] when you Paste a device, Reason will attempt to automatically route it.
The rules are the same as when moving or duplicating devices by dragging and dropping. See “Routing Audio and
CV" for more information about automatic and manual routing.
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Naming devices

Each device has a “tape strip” which shows the name of the device. When you create a new device it is automatically
named according to the device type, with an index number (so that the first Subtractor synthesizer you create is
called “Subtractor 17, the next “Subtractor 2" and so on). If you like, you can rename a device by clicking on its tape
strip and typing a new name (up to 16 characters).
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A i Low BW

o Legato -.:'I "

=
Polyphony

&, Touch
Frdal
Breath

@ Ext.Mod

For instrument devices connected to Mix Channel devices, the device names are automatically copied to the tape
strips for the corresponding Mix Channel devices and their channel strips in the Main Mixer, as well as on their corre-
sponding sequencer tracks. Similarly, the names of the FX Returns in the Main Mixer show the names of the effect
devices connected to the corresponding FX Return inputs.

* When you create a device for which an associated sequencer track is created, the track in the sequencer will be
assigned the same name as the device. Renaming the device will also rename the corresponding sequencer
track, and vice versa.

* Note that the mixer channel tape strips always show the name of the source device connected to the Mix Chan-
nel device! This means that if you have an instrument device routed through one or several effect devices, the
Mix Channel tape strip will show the name of the instrument device (as this is the Source device).

¢ You can rename Mix Channels manually, for example, if you use multiple outputs from a sampler device going
to separate Mix Channels. If you later delete the custom name, the Mix Channel will default to showing the
Source device's name. For audio tracks, the Audio Track device is always the Source device and will never
change name unless you manually rename it.
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Folding and unfolding devices

If you don't need to edit the parameters for a device, you can fold the device to make the rack more manageable and
to avoid having to scroll a lot.

+ Click the “Fold/Unfold” button to the left on the device panel to fold the device.

& b

The ‘“Fold/Unfold” button on an RV7000 device
+ To unfold the device, click the “Fold/Unfold” button again.

* Inrack rows containing devices of smaller width, the “Fold/Unfold” button is placed to the left of the leftmost
device and affects all devices in the row:
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The “Fold/Unfold” buttons for devices of smaller width

+ Hold down [AIt](Win) or [Option](Mac) and click the “Fold/Unfold” button of an unfolded device to fold all de-
vices in the current rack column.
Conversely, hold down [AltJ(Win) or [Option](Mac) and click the “Fold/Unfold” button of a folded device to unfold
all devices in the current rack column.

* Forfolded devices, no parameters are shown and you cannot reroute any cables on the rear of the rack as long
as the devices are folded.
However, if you want to make a connection to a folded device, you can drag a cable to it and hold it there for a mo-
ment. This will cause the folded device to automatically unfold and let you make the connection.

¢ Folded devices can be renamed, moved, duplicated and deleted just like unfolded devices.
* For devices that use patches, you can select patches in folded mode as well.

¢ Playback is not affected by folding.

&.@ WORKING WITH THE RACK

Reason

299



300 WORKING WITH THE RACK !%@

Reason



Chapter 12
Working with
Rack Extensions



302

About this chapter

This chapter describes the procedures and techniques for managing Rack Extension devices.

What are Rack Extensions?

Rack Extensions are additional rack devices that can be purchased in the Propellerhead web shop at shop.propeller-
heads.se and used together with the internal devices in the rack. Rack Extensions can be instruments, effects or util-
ity devices, such as mixers and CV processors. Rack Extension devices are developed by Propellerhead as well as by
3rd party companies.

Rack Extension devices integrate fully with the Reason rack:
¢ Cables can be connected on the rear panels, just like on the internal rack devices
¢ CV signals can be routed like on the internal rack devices

¢ Rack Extension devices are combinable with other Rack Extension and internal devices (see “The Combinator”
chapter)

¢ Panel parameters are automatable and remotable

Future compatibility

Rack Extensions are Windows and Mac-compatible and will work with any operating system and platform that Rea-
son supports - now and in the future.

Trying and buying Rack Extensions

Trial versions of Rack Extensions

You can try out a Rack Extension by going to the Propellerhead web shop at shop.propellerheads.se and using the
"Try" function. This gives you a trial license which will last for 30 days. During this time, the Rack Extension is fully op-
erational, but requires that you run Reason with Internet Verification, see “Running Reason with Internet Verification”.

When the trial license expires, the Rack Extension will be removed from the program menus. However, it will remain
installed unless you manually uninstall it. Should you choose to purchase the Rack Extension later on, you don't need
to download it again.

You can only try a Rack Extension once (one 30-day period).

Buying Rack Extensions

When you purchase a Rack Extension, a license is automatically written to your Propellerhead user account on the
Propellerhead web site. Just like with your Reason license, you can write a Rack Extension license to your Ignition
Key (or Propellerhead Balance audio interface). You can download and install the Rack Extension on as many com-
puters as you like. However, to use the Rack Extension in Reason you either need your Ignition Key hardware with
the Rack Extension license on it, or an Internet connection to run with Internet Verification.

! Rack Extension devices are not available when you run Reason in Demo Mode.

If you move to another computer, you can download and install all your Rack Extensions by going to your user ac-
count on the Propellerhead web site (Your Products page, Rack Extensions tab) and clicking "Download All". This
function is also excellent for making sure you got the latest versions and updates of all your Rack Extensions. Only
files that are missing on your computer will be downloaded and installed.
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Rack Extensions can be updated, with fixes and additions. Updates are posted on your Propellerhead user account
page. An update can be free or paid. In both cases, the Rack Extension is backwards compatible, meaning that you
can open older songs and patches and they will sound the same.

Installing and managing Rack Extensions

Whenever you download and install a Rack Extension, from the web shop or your user account, this will be handled
by an application called Authorizer. Authorizer is installed together with the Reason installation, and will automatically
launch when you Buy, Try or Download a Rack Extension from the Propellerhead web shop.

Authorizer checks what's already installed on your computer, downloads any missing files and puts them in the cor-
rect locations.

! Authorizer will automatically write Rack Extension licenses to your connected Ignition Key hardware.
If you want to check what Rack Extensions are installed on the computer, you need to launch Authorizer:

» Either select Rack Extensions from the Window menu in Reason or locate the Authorizer program on your
computer and launch it manually.
Authorizer lists all installed Rack Extensions:

= Rack Extensions | = ﬁl

File Edit Window Help I

Pulsar Dual LFO 1.0 Inctalled Delete

Propellerhead Software

Radical Piano 1.0
Sl Installed Bekis

Propellerhead Software

The Authorizer application lists the Rack Extension devices currently installed on your computer

! Note: All of the listed Rack Extensions may not be available for use in Reason! For example, if you tried out a
Rack Extension using a Trial license which has expired, the Rack Extension will still be installed and shown in
the list. However, since you don't have a license for it, it won't be available to use.

+ Click the Delete button to uninstall the corresponding Rack Extension device.
If you have purchased the Rack Extension, you can download it again at any time from your user account at the
Propellerhead web site and reinstall it if you want.
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Using Rack Extensions in Reason

Rack Extensions behave just like internal Reason devices, and are listed together with the Reason devices in the
Create menu subgroups and on the Device Palette in the Tool Window:

Create | Options  Window Help Tool Window IEI
| Create Audio Track Ctrl+T | |
[Fom ]
Create Instrument... Ctrl+I Mol x e *_
Create Effect... Ctrl+F
T Instruments Studio FX
Instruments 4 Kong Drum Designer
Creative FX 4 Redrum Drum Computer SIS =
Studio FX 3 : -
b Thor Palysonic Synthesizer SubTracter Analog Synthesizer -
Utilities > . _

SubTractor Analog Synthesizer

Malstrém Graintable Synthesizer

DEALE TR Malstram Graintable Synthesizer

Dr. Octo Rex Loop Player
NM-XT Advanced Sampler
MNM19 Digital Sampler

Radical Piano@

108 Instrument Device

m

FETE 5 ATAT

MM19 Digital Sampler
¥ Propellerhead Software

Radical Piano

The Radical Piano Rack Extension is available from the Create menu and on the Device Falette in the Tool Window

The installed Rack Extension devices are sorted in the appropriate subgroups and are listed, per manufacturer, in al-
phabetical order. However, Rack Extension devices from Propellerhead are always placed first in the list, below the
internal Reason devices.

+ To create a Rack Extension device, either select it in the appropriate subgroup in the Create menu, double click
or drag and drop from the Device Palette in the Tool Window, or select “Create Instrument...” or “Create Ef-
fect...” from the Create menu.

The Rack Extension device is placed in the rack and routed according to the standard rules, see “Creating de-
vices”.
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If a Rack Extension supports patches, you will find the included patches in the Rack Extension itself. To get there:

1. Open the patch browser on the Rack Extension device (by clicking the “folder” button), or select Create Instru-
ment/Effect from the Create menu in Reason).

2. In the browser, click "Rack Extensions" in the Locations and Favorites list to the left.
This lists all available Rack Extensions:

&% Patch Browser: RadPiano 1 @
Search in: | Current Felder - Search for:
@
Show: Radical Piano patches v]
Locations and Favorites Mame Type Modified Size
) Reason Folder - » " Radical Piano Rack Extension -
Bl Skrivbord
A Fredrik Hylvander
g Hamtade filer
—Bibliotek
“<| Dokument
1M Dator

Rack Extensions

€3
3 Orkester Sound Bank

T Recent Patches
¢ Showcase
) Reason ReFills

A b

Info Details Audition

Play Autoplay

Leading

QK l Cancel ] l Help

3. Double click a Rack Extension (or click the expansion triangle) to browse its patch content, just like you would
a folder or ReFill.

& Patch Browser: RadPiano 1 @

Search in: | Current Folder - Search for
Show: Radical Piano patches V]
il

Locations and Favorites Type Modified Size
) Reason Folder - < > "“Radical Piano > Rack Extensicn
Bl Skrivbord

A Fredrik Hylvander
g Himtade filer

. Bibliotek

“¢| Dekument
1M Dator

3

If you are browsing patches from a Rack Extension device (by clicking the “folder” button on the device panel),
patches and folders for that specific device type are displayed in the Browser list right away.
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About missing Rack Extensions

When you open a Reason song from another user, it may have been created with Rack Extensions that you don't
have. It might be a song from a friend, or a song that you have made using a Rack Extension with a trial license (that
has since expired).

When you open such a song, the following alert appears:

[ Reason M

i Missing Rack Extensions

This seng uses Rack Extensions that are not available — either they are not installed or there are no licenses for
them. The affected device(s) have been replaced by placeholders in the rack.

[ ok ][ ViewinWebShop |

Now, you can choose to open the song without the Rack Extension(s), or go to the Propellerhead web shop and Try
or Buy the missing Rack Extension(s). If you click OK, the song opens without the missing Rack Extension(s).

All such missing devices in a song are replaced by generic placeholder devices:

[ b | rearire

3 RADPIANG 1

Click to go to the
Propellerhead shop and get it

A ‘Missing Device” placeholder plate for a Rack Extension device which isn't currently available on your computer

The placeholder device itself will be silent. If it's an effect, it will bypass the sound (or be silent, if connected as a send
effect).

If you're collaborating with a friend you can safely save the song and send it back. When your friend opens the song,
the Rack Extension device will be restored with all settings intact.

Acquiring missing Rack Extensions
If you change your mind and want to hear the song with the Rack Extension(s) included, you could either download
a paid version or a trial version from the Propellerhead web shop:

1. Click inside the “View in web shop” area on the placeholder panel to get to the Propellerhead web shop and
Try or Buy the Rack Extension:

Click to go to the

Propellerhead shap and get it

WS

2. After you have downloaded the (paid or trial) Rack Extension device(s), restart Reason and open the song
again.
Now, the Missing Device placeholders have been replaced by the downloaded Rack Extension(s) and the song will
sound as originally intended.
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About this chapter

This chapter deals with the following topics:

Handling Patches.
See “About patches”.

Using the Patch Browser.
See “Using the Browser".

ReFills and Reason file formats.
See “About ReFills”.

About patches

A patch contains settings for a specific device. Patches can be either separate files on your hard disk or files embed-
ded in a ReFill (see “About ReFills” for info about ReFills). The devices that use patches are described below. The Mix
Channel, Master Section and Audio Track devices can use Insert FX patches saved as Combinator devices. All other
Reason devices use either Presets or can only be programmed using the device panel parameters.

Reason devices that use patches

Subtractor, Thor and Malstrom synth patches contain all settings on the device panel.
Selecting a patch brings up a new sound, just like when selecting programs or patches on a hardware synthesizer.

Dr. Octo Rex patches contain information about what REX files are loaded in each slot, their settings as well as
the parameter settings on the device panel.

It is important to note that the Dr. Octo Rex patch doesn't contain the actual REX files - only information about
which REX files are used.

NN19 & NNXT sampler patches contain information regarding which samples are used, their settings (key
mapping, tuning, etc.) and the parameter settings on the device panel.

It is important to note that the sampler patch doesn't contain the actual samples - only information about which
sample files are used.

Redrum Drum Computer and Kong Kit Patches patches contain a complete “drum kit”, that is, information
about which drum samples are used, together with the parameter settings for each drum sound.

Again, the actual samples are not included in the patch, only references to files. Also note that Redrum patches are
separated from Redrum patferns - selecting a new patch will not affect the patterns in the device.

Line 6 Guitar and Bass Amp patches contain information about the parameter settings on the device panel, as
well as information about used Amp and Cabinet models.

Selecting a patch brings up a new sound, just like when selecting programs or patches on a hardware effect de-
vice.

RV7000, Pulveriser, The Echo, Alligator and Scream 4 effect patches contain all settings on their respective de-
vice panels.

Selecting a patch brings up a new sound, just like when selecting programs or patches on a hardware effect de-
vice.

The Combinator (Combi) patch format saves all settings and file references for each device in the Combi,
along with the Combinator’s own settings; key/velocity zones, modulation routing etc.
Any audio or CV routing from/to devices that are part of the Combi is also saved.

Note that patches for devices included in a Combi are not saved individually - e.g. if a Combi includes a Sub-
tractor, and you have tweaked its settings, these settings will be saved with the Combi, but will not be saved as
a separate Subtractor patch unless you do so from within the Combi - see “Saving patches”.

Patches other than Combi patches do not include any routing of cables.
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About the “Load Default Sound in New Devices” preference

On the “General” page in Preferences, there is an option (on by default) to load a default patch when creating a de-
vice. For some devices, there are a number of patches that exist outside category folders in the main Sound Bank
folder for the device. These will be available on the browse list (see “About browse lists”) directly after creating the
device, which allows you check out a few sounds for a device without opening the browser.

Loading patches

To select and load a patch for a device, use one of the following methods:

+ Click the “Browse Patch” button in the Patch section on the device panel.
The Patch section has the same basic layout for all patch devices; a Patch Name display, two “Select Patch” but-
tons (up/down) for stepping through patches sequentially, a “Browse Patch” button to open the browser, and a
“Save Patch” button to save patches.

L LT
Save Patch button

rowse Patch button

Patch Name display Select Patch buttons

The Patch section of an RV7000 device.

! On the panels of the Redrum, NN19, NN-XT and Dr. Octo Rex devices, there are also other folder buttons, used
for loading samples or REX files. Make sure you click on the button in the Patch section (next to the patch
name display)!

» Select “Browse Patches” from the Edit menu or device context menu.
Note that the Edit menu reflects which device is selected - in other words, you must select the device for the cor-
responding Browse Patches item to appear on the Edit menu.

* In both cases, the Patch browser dialog appears, allowing you to locate and select the patch, on the file system
or within a ReFill.
Browser operations are described in “Using the Browser” later in this chapter.

¢ Once you have selected a patch, you can step between all the patches in the same folder by using the “Select
Patch” buttons on the device panel:

e
| PATCH
b - H BELEET

hHIEH QUALITY

! Note that switching patches on a device this way can also change the actual device! See “About browse lists”.

» Ifyou click on the Patch Name display on the device panel, a pop-up menu will appear, listing all patches in the
currently selected folder - see “About browse lists”).
This allows you to quickly select another patch, without having to step through the patches one by one. You can
also choose to open the Patch browser from this pop-up menu.

When you select a patch in any of the ways described above, the device's parameters will be set according to the val-
ues stored in the patch, and the name of the patch will be shown in the Patch Name display.

! Any parameter adjustments you make on the device panel after selecting a patch will not affect the actual
patch file. For this to happen, you need to save the patch - see “Saving patches”.

g@ SOUNDS AND PATCHES

Reason

309



310

! You can also select patches from a MIDI Master Keyboard or Control Surface - see “Remote - Playing and Con-
trolling Devices”.

If referenced samples are missing

As described above, patches for the Redrum, NN 19, NN-XT, Kong and Dr. Octo Rex contain references to samples
or REX files. Just like patches, samples can be independent files on the hard disk or elements within a ReFill. How-
ever, if sample files have been moved or renamed after a patch was saved, the sample file references in the patch will
not be accurate.

If this is the case when you select a patch, the program will tell you so. You can then choose to either manually locate
the missing files, to have the program search for them, or to proceed without the missing sounds. For details, see
“Handling Missing Sounds”.

! Proceeding without locating or replacing the missing samples will result in silent drum channels, key zones or
loop slots (for the Redrum, NN19/NN-XT, Kong and Dr. Octo Rex respectively).

Saving patches

Saving device settings in a song

When you save a Reason song, all settings for all devices are automatically included in the song file - there is no need
to save the patches separately.

! I’s important to realize that it’s the actual settings that are saved in the Song - not references to patches on
disk. The next time you open the song, all devices will be set as they were when you saved it (regardless of
whether you have removed or edited any patches on disk).

! Note that device samples are not stored with the Song by default. This means that if you edit any Redrum,
Kong or NN19/NN-XT samples in an external application and then open a Song containing devices that use
these samples, the sound will be different. It’s possible, however, to store actual device samples together with
the Song using the “Self-Contain” feature. See “About Self-Contained Songs”.

Saving device settings as patches on disk

Even though the device settings are stored with the song, you may want to save any settings you have made for a de-
vice as a separate patch file. This allows you to use the patch in other songs, and lets you try out other patches in your
song without the risk of losing your original sound. A patch is saved as follows:

1. Click the “Save Patch” button on the device panel:

2. In the file dialog that appears, specify a location and name for the patch file and click Save.

¢ Under Windows, the different types of patch files have different file extensions.
File extensions are automatically added by Reason when you save. Under Mac OS X file extensions are not
needed but it may be a good idea to keep them if you want the saved files to be usable under Windows.

¢ If you have selected a patch, modified it and want to save it with the modifications, you could either save a sep-
arate, modified version of the patch (with a new name) or simply overwrite the old patch file on disk.
As usual, you will be asked whether you really want to replace the existing patch file.

! Note that you can save a patch under the same name and location without having the save dialog appear by
holding down [AIt](Win) or [Option](Mac) and clicking the “Save Patch” button on the device panel. Be aware
that this overwrites the original patch!
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! Note also that you cannot save into a ReFill! This means that if you have opened a patch from within a ReFill,
modified it and want to save it, you need to save it as a separate file in a new location (outside the ReFill). Pref-
erably, you should also rename the modified patch file, to avoid confusion.

Copying and pasting patches between devices

A quick way to copy device parameter settings between devices of the same type is to use the “Copy Patch” and
“Paste Patch” functions. The result is exactly the same as if you had saved a patch from one device and opened it on
another device of the same type - this is just a quicker method.

! Copying and Pasting settings is possible with all device types that can use patches.

Proceed as follows:

1. Select a patch, and/or make the desired settings on the source device.
Make sure the device remains selected.

2. Select “Copy Patch” from the Edit menu or from the device context menu.
3. Select the destination device of the same type (in the same song or another song).

4. Select “Paste Patch” from the Edit menu or from the device context menu.
The settings of the source device (including Redrum and NN19/NN-XT sample references and Dr. Octo Rex REX
loop references) are applied to the destination device.

! Note that this operation simply copies the settings from one device to another. Adjusting the settings on one
of the devices will not affect the other; neither will the settings affect any patch file on disk.

Copying Main Mixer Insert FX settings and paste as Combinator patches

You can copy Insert FX settings from Main Mixer channels and paste these as Combinator effect patches - or vice
versa. To copy a Main Mixer channel Insert FX setting and paste into a Combinator device, follow the steps below:

1. Select the desired Mix Channel/Audio Track device in the rack, or the desired Mixer Channel in the Main Mixer.

2. Select “Copy Channel Settings -> Insert FX” from the Edit menu or device/Mix Channel context menu.
The Insert FX devices with their settings and connections are placed on the computer’s clipboard memory.

3. Select the desired empty Combinator device in the rack - or create a new Combinator device and select it.

4. Select “Paste Patch” from the Edit menu or the device context menu.
The Insert FX devices with their settings and connections are pasted into the Combinator device.

To copy an effect patch in a Combinator device and paste it as an Insert FX in a channel strip in the Main Mixer, pro-
ceed as follows:

1. Select the Combinator device which contains the effects you want to copy.

2. Select “Copy Patch” from the Edit menu or the device context menu.
The Combinator effect devices with their settings and connections are placed in the computer’s clipboard memory.

3. Select the desired Mix Channel/Audio Track device in the rack, or the desired channel strip in the Main Mixer.

4. Select “Paste Channel Settings: Insert FX” from the Edit menu or the device context menu.
The Combinator devices with their settings and connections are pasted into the Insert FX section of the selected
Mix Channel/Audio Track device.

Initializing patches and resetting device parameters

Sometimes it is useful to start with a “clean slate” when creating a synth sound, a drum kit or a sampler patch. This is
achieved by selecting “Reset Device” from the Edit menu or from the device context menu. This resets all parameters
to “default” values. Initializing NN 19, NN-XT, Dr. Octo Rex, Kong or Redrum devices will also remove all sample/REX
file references, allowing you to start from scratch.
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About ReFills

A ReFillis a kind of component package for Reason and Reason which can contain sounds and effects patches,
samples, REX files, SoundFonts and demo songs. If you like, you can compare ReFills to ROM cards for a hardware
synthesizer. On your computer, ReFills appear as large files with the extension “rfl".

All sounds included with Reason are embedded in a ReFill named “Factory Sound Bank” which was copied to the
Reason Program folder during installation.

Additional Propellerhead ReFills are available for purchase. You can also download ReFills from other Reason users
on the Internet, purchase them from other sample manufacturers, etc.

* Samples (Wave and AIFF files) are compressed to about half their original file size when stored in ReFills,
without loss of quality.

In Reason, you can use the browser to list and access the embedded sounds and other components within the Re-
Fills, just as if the ReFills were folders on your hard disk.

Furthermore, if a song makes use of components from ReFills, Reason will tell you which ReFills are required.
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Using the Browser

Song Browser: (.rns .rps .rsh)

& Search In: |Current Folder VE Search For: ![ Find ]
®. .
IDemo Songs Vi

Locations and Favorites Name Modified Size
. Reason Folder n AP=X - Xplore Your Mind.mps 2010:03-1217:15 14 ME
Bl Skrivbord n Bjame O. - Fighting Evil.ps 201003121715 5.9 MB
& Fredrik Hylvander 89 0J Babu - Dilated Jurky 21ps 20100312 17:15 327kB
4 Hamtade filer BB < Xode - Radiant Emission s 20100312 17:15 500kE
Bibliotek B Fip Matrix - Fip'd Out ps 20100312 17:15 56kB
|-£/Dokurnent B Gosub - Sordon's Theme s 20100312 17:15 52kB
1% Dator B Chiis Grffin - Chords All Night ps 20100312 17:15 45MB
[Rel|Rack Extensions . James Bemard - Age of Technology.mps 201003121715 1.2MB
ﬂ Reason Factory Sound Bank n Jeremy Ellis - ThorFunk ps 2010:03-12 17:15 105kE
5 Orkester Sound Bank [ Jlosh Mobley And Woody Ranere - Namow Escape ms] 2010:03-1217:15 11,7 MB
a Karofs - The Darker Side of Happiness ps 2010:03-1217:15 131 kE
ag;;:‘:;:“hes B Kevin Hastings - Stay By The Phone.ps 2010031217:15 53kB
Reacon ReFille ! Orkester Demo.ms 201003121715 115kB
n Rob Hubbard - Commando.ms 20100312 17:15 184 kB
B Turbotito - Sydney Heat ps 20100312 17:15 196 kB

Infa Deetails Audition

Music: Josh Mobley
Vo and hyrics: Woody Ranere—
Mixed With: Steve Wright—
- I At Mireiller (superchou) Miller-
-A 425 Music Group Production-
Josh Mobley And Woody Ranere  Shout Out's: Guy Bilion, Peff, Mary Prankster, Oscar Valparaiso

- Namow Escape.rps -and John Percival Hackworth- E] Select Previous
[Reason 4 Demo Song] Length: 3min 38s
Tempo: 133,000 BPM [w] Select Next
Signature: 4/4

o
Loa

[ Open ][ Cancel ][ Help

The Song Browser dialog

The Browser is a special file dialog that appears when you open songs or load patches, samples, audio files, MIDI
files or REX files, from regular file folders or from a RefFill.

Besides standard file folder browsing, the browser dialog offers you several useful functions:
* Search for files by name and/or type - see “Using the “Search” function”.

* Use “cross-browsing” to search for patches belonging to any type of device.
For example, you open the Browser from a Subtractor device to browse for a suitable patch. But instead of limiting
the Browser to show only Subtractor patches, you can chose to browse for any type of instrument patch. If you se-
lect a patch with a different format than the device you are browsing from, the original device will be replaced by
the new device. See “Cross-browsing patch files”.

* Create Favorite Lists containing shortcuts to your favorite files for instant access.
See “Favorites Lists”.

e Audition instrument patches, audio samples and loops on the fly.

¢ Save shortcuts to various locations on your local drive(s).
See “Using Locations and Favorites’.
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Opening the browser

You can use any of the following commands to open the Browser dialog (what file types you can browse for depends
on which method you used to open the Browser dialog):

By selecting “Open” from the File menu.
This opens the Song Browser where you can select to open a Song (.reason, .rsndemo, .ree, .reedemo, .rltd, .record,
recdemo, .rns, .rps and .rsb).

By selecting “Browse Patches” on the Edit menu with a patch based device selected (or by clicking the
“Browse Patches” button on the device panel).

This opens the Patch Browser allowing you to browse patches for the selected device. You can also use “cross-
browsing” (see “Cross-browsing patch files”) to select patches for other device types.

By selecting “Browse Insert FX Patches” on the Edit menu with a Main Mixer Channel or Mix Channel/Audio
Track device selected.
This opens the Patch Browser, where you can browse for Combinator Effect patches.

By selecting “Browse Samples” on the Edit menu with a sample based device selected (or by clicking the
“Browse Samples” button on the device panel).
This opens the Sample Browser, where you can browse for samples in the supported audio formats.

By selecting “Browse ReCycle/REX Files” on the Edit menu with a Dr. Octo Rex Loop Player selected (or by
clicking the “Browse Loops” button on the device panel).
This opens the REX File Browser, allowing you to browse for REX loops to load into the Dr. Octo Rex device.

By selecting “Import Audio File” from the File menu.
This opens the Audio File Browser, allowing you to browse for WAV, AIFF and REX files to import to an audio track
in the sequencer. See “Importing audio to the sequencer”.

By selecting “Import MIDI File” from the File menu.
This opens the MIDI File Browser, allowing you to browse for MIDI files to import to instrument tracks in the se-
quencer. See “Importing Standard MIDI Files”.

By selecting “Create Instrument...” or “Create Effect...” from the Create menu.

This allows you to browse for patches for any device. When you select a patch in the Patch Browser (without click-
ing “OK” in the browser dialog), the corresponding device is automatically created in the background, together with
a corresponding sequencer track if an instrument patch is selected. See “Create Instrument/Create Effect”.
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Browser elements

Patch Browser: Rhodes

Search In: |Current Folder V| Search For: | |[ Find ]
()
|Reason Factory Sound Bank vl ﬁ Show: |AII Instruments v|
Locations and Favorites Name < | Modfied Size
 Reason Folder + [)Bass 2010:02-12 16:26 e
B Skrivbord + [()Bells and Mallets 2010:02-12 16:26
A Fredrik Hylvander + [Brass 2010:02-12 16:26
&E‘_Z‘F‘tad: filer + [E)Drums and Percussion 20100212 1626
=19 k'°te " + [C)Effect Device Patches 20100212 16:26
Wooter + [E)Guitar and Plucked 20100212 16:26 £
Ed + [)0rchestral 2010-02-12 16:26
ERack Extensions - [C0rgan 2010:02-12 16:26
A Reason Factory Sound Bank a Church Organ.cmb 201002-12 16:26 4kB
[EJ Orkester Sound Bank [ Composite Synth Organ.cmb 20100212 16:26 5kB
Blectronica Organ.cmb 20100212 16:26 3kB
Recent Patches B
3%0\“35& 20100212 16:26 2kB
| Reason ReFills @Grinder Organ [Run].cmb 20100212 16:26 3kB
@ Hammond M100 SPLIT.cmb 2010-02-12 16:26 4kB
a Harmonium T-Synced Pump.cmb 20100212 16:26 3kB
a Leslie Hall.cmb 2010:02-12 16:26 4kB
[9 M100 1 atine Sliakt Nrive cmb N2 1676 4kR ™
Info Dietails Audition
Reason Factory Sound Bank Patch Type: Combinator = N
S 2010 Propellerhead Software AB. Devices: Line Mixer 6:2, Thor, Scream 4, MClass A AR
Sweden Compressor
E] Select Previous
[w] Select Next
Loading
r = 1T 2 1T 1

The Fatch Browser dialog.

Regardless of what browser mode is chosen (song/patch/sample etc.), the Browser dialog basically contains the
same main elements, although items may be grayed out if not applicable. The dialog contains the following elements:

Files and Folders list

Name Modified Size
+ [)Fffect Patches 2005-06-25 18:03 ~
- [Chinstrument Patches 2005-06-25 18:03
+ [J)Bass 2005-06-25 18:03
+ |[3)Brass and Wind 2005-06-25 18:03
+ |[)Drums and Percussion 2005-06-25 18:03
+ [ Blectric Piano 20