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Welcome to Logic Pro

Preface

Logic Pro is a sophisticated, fully featured audio and MIDI application that provides all
the tools you need to create professional-quality music productions.

This preface covers the following:

+ About Logic Pro (p. 17)

+ About the Logic Pro Documentation (p. 18)
+ Additional Resources (p. 18)

About Logic Pro

Logic Pro allows you to record and edit both audio and MIDI, add high-quality effects,
and mix your music in stereo or Surround. The final mix can be exported to one or more
standard audio files, or burned to an audio CD or DVD that can be played on any computer,
home stereo, or imported into other applications and devices.

Some of the things you can do with Logic Pro include:

+ Record MIDI information via connected MIDI input devices, such as keyboards, and
play back this information via any connected MIDI device (such as a synthesizer keyboard
or module) or the integrated Logic Pro software instruments.

+ Create, arrange, and edit MIDI projects, make use of the powerful Score Editor, then
print musical notation via a printer connected to your computer.

+ Edit the timing of audio files—Flex time editing—by shortening or expanding the
distance between transients in the audio.

+ Digitally record acoustic and electric instruments or vocal performances into your
projects, and process these audio recordings with a huge array of built-in real-time
effects.

+ Make use of the integrated software instruments, including Sculpture, Ultrabeat, EST,
ES2, EVP88, EVB3, EVD6, EXS24 mkll, over a dozen high-quality GarageBand instruments,
or third-party Audio Units instruments.

+ Load projects or channel strips from GarageBand for Mac, iPad, or iPhone, and enhance
them with the additional processing and editing possibilities afforded by Logic Pro.
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+ Mix your MIDI and audio tracks, including effects and software instrument settings, via
a sophisticated total recall mix automation system. Logic Pro includes high-quality
effects that you can use in your projects. You can also install and use third-party
Audio Units effects and instruments.

+ Bounce (mix down) all audio data, including instruments, effects and mix automation
settings, to stereo or multiple Surround format files for mastering or further processing.

+ Work in real time: You can work on Logic Pro projects in real time, adding to, and
editing audio and MIDI parts while the project is playing, and hearing the results of
your changes immediately.

+ Use existing loop libraries: Logic Pro directly supports Apple Loops files, and is
compatible with a wide variety of existing audio file types, including those created in
ReCycle.

+ Locate and preview files easily: The Media area, part of the Logic Pro interface, provides

powerful file browsing and search features, making it easy to locate audio files and
other supported file types.

About the Logic Pro Documentation

Logic Pro comes with various documents that will help you get started as well as provide

detailed information about the included applications.

+ Logic Pro User Manual: This manual provides comprehensive instructions for using
Logic Pro to set up a recording system, compose music, edit audio and MIDI files, and
output audio for CD productions.

« Exploring Logic Pro: This booklet provides a fast-paced introduction to the main features
and tasks in Logic Pro, encouraging hands-on exploration for new users.

* Logic Pro Control Surfaces Support: This manual describes the configuration and use of
control surfaces with Logic Pro.

+ Logic Pro Instruments: This manual provides comprehensive instructions for using the
powerful collection of instruments included with Logic Pro.

« Logic Pro Effects: This manual provides comprehensive instructions for using the powerful
collection of effects included with Logic Pro.

« Logic Pro Working with Apogee Hardware: This manual describes the use of Apogee
hardware with Logic Pro.

Additional Resources
Along with the documentation that comes with Logic Pro, there are a variety of other
resources you can use to find out more.

Preface  Welcome to Logic Pro



Release Notes and New Features
Each application offers detailed documentation that covers new or changed features and
functions. This documentation can be accessed in the following location:

+ Click the Release Notes and New Features links in the application Help menu.

Logic Pro Website
For general information and updates, as well as the latest news on Logic Pro, go to:

Apple Service and Support Websites

For software updates and answers to the most frequently asked questions for all Apple
products, go to the general Apple Support webpage. You'll also have access to product
specifications, reference documentation, and Apple and third-party product technical
articles.

For software updates, documentation, discussion forums, and answers to the most
frequently asked questions for Logic Pro, go to:

For discussion forums for all Apple products from around the world, where you can search
for an answer, post your question, or answer other users’ questions, go to:

Preface Welcome to Logic Pro
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Introducing Logic Pro 1

This chapter gives you a conceptual overview of Logic Pro and provides an example of
a common workflow when creating music in the application.

This chapter covers the following:

+ Creating Music in Logic Pro (p. 21)

+ Understanding the Basics of Projects and Regions (p. 23)

Creating Music in Logic Pro

Logic Pro can be used in a variety of ways, ranging from the simple to the incredibly
sophisticated. The following section outlines a common workflow example that many
projects adhere to.

Stage 1: Creating a Project
You begin working in Logic Pro by creating a new project, or opening an existing one.

A project file contains MIDI data recordings plus information about the audio and other
files used, including pointers to these files.

All files (audio, video, samples, and so on) can be saved in a project folder. All project files
are automatically placed into appropriate sub-folders within the project folder.

More details can be found in Understanding the Basics of Projects and Regions.
Stage 2: Creating and Importing Your Musical Material
Getting musical material into Logic Pro can basically be broken down into two methods:

+ Making new audio or MIDI data recordings (the latter can be played back through either
external MIDI synthesizers or software instruments).

+ Importing existing audio recordings (audio files, samples, loops) or MIDI (and other file
data) into your projects. You can import existing audio recordings by simply dragging
them from the Media area, shown at the right of the Arrange window.

Recordings are made through suitable MIDI or audio hardware that is connected to, or
installed in, your Mac.
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MIDI recordings are used to trigger (play back through) either external MIDI devices, such
as synthesizers, or internal software instruments. Software instruments are played back
through your audio interface or the Mac audio outputs. Not only can you record the notes
of your performance, but you can also record and play back information such as synthesizer
parameter changes—all in real time.

Audio recordings can be made by playing an instrument (such as a guitar) or singing into
a microphone, for example.

Stage 3: Arranging and Editing

Once your musical material has been imported or recorded into Logic Pro, you will
generally organize it into a “project structure.” This is done in the main Logic Pro window,
called the Arrange window.

Musical material appears as rectangular blocks, known as regions. These regions run from
left to right across the Arrange area, and are positioned on vertically stacked lanes, known
as tracks. You may freely copy, repeat, loop, move, shorten, lengthen, or delete
regions—either on a track or across tracks. This grid-like layout and the use of building
blocks (regions) make it easy to see, and create, the overall song structure.

There will be many occasions when you'll need to perform more detailed edits to your
MIDI or audio data recordings than is possible at the region level. Logic Pro offers a number
of editing windows that allow you to modify your musical material at a variety of levels.
For example, this might be useful if:

+ You have made a recording of a great main vocal performance, but can hear a thud in
the silent passages between two phrases, where the vocalist kicked the microphone
stand. It probably goes without saying that this isn't a sound youd like to have on the
finalized CD. No problem. Simply edit the recording by inserting silence during the
thud, or perhaps cut that portion out of the recording entirely.

+ You have made a MIDI keyboard recording that is perfect except for one note that
should have been a C, but is a B. No problem. Simply drag the MIDI note event from B
to C.

More details can be found in

Stage 4: Mixing, Automating, and Using Plug-ins

Following the creation of your arrangement and any edits that may have been required,
you would commonly move on to the mixing phase of your project. Mixing, as a term,
generally refers to balancing the relative levels of each song component. Put another
way, the main vocal needs to be louder than the bass, guitars, drums, and keyboards,
thus allowing the lyrics to be heard.
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Mixing also entails the use of audio effects, which change, enhance, or suppress particular
song components, adding up to a unified and polished final product. Logic Pro features
numerous effects that can be used to turn your basic song into a professionally finished
project.

Logic Pro allows you to record, or automate, changes you make to track, instrument, and
effect parameters, such as volume, pan, filters, and other controls. This can be done in
real time or offline with the mouse or an external MIDI device. These changes play back
when you play the project, and can be edited independently of the musical material. This
is very useful for a number of reasons:

+ You can only adjust one level or setting of a playback track, if using the computer
mouse. The ability to record and play back multiple adjustments of all track elements
allows for a sophisticated mix.

+ Performances are rarely consistent. For example, a vocalist will often sing louder or
softer during different sections of his or her performance, so you may need to even
out these level changes over the course of the song, or to balance the soft and loud
vocal sections against the musical backing.

+ Song dynamics (the loud and soft sections of a song) benefit from animation. In other
words, building the intensity of a song section can often be achieved by gradual or
immediate level changes. Songs that are of a consistent level throughout tend to sound
flat and lifeless.

Stage 5: Exporting and Bouncing

The final step of the Logic Pro music creation process is exporting your final product.
Logic Pro allows you to produce a stereo file of your completed mix in a variety of audio
file formats. You can also produce several stem files, formatted for most common Surround
encoding schemes. You do this in the Bounce window; simply choose the desired
outcome(s) in the available menus and click the onscreen Bounce button. You can even
burn a stereo mix directly to a CD or DVD, or create an MP3, with one simple step.

Understanding the Basics of Projects and Regions

This section will provide you with an introduction to the basic elements and terminology
of a Logic Pro project. Detailed, step-by-step instructions on working with projects, regions,
and events are provided in later chapters.

Understanding the Basics of Projects

You start working in Logic Pro by creating a project, or opening an existing one. This is
similar to using a word-processing application that requires a document to be opened
before you can begin typing. Logic Pro, like word processors, also allows you to have
multiple documents (projects) open at the same time, and transfer media and other data
between them.
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A Logic Pro project file contains all MIDI events and parameter settings, information about
the audio and video files to be played, and all edits to MIDI and audio data.

It is important to note that the project file points to your audio and video files, which are
stored as separate entities on your hard disk. You have the choice of including these, and
other file types, in the project folder.

This approach has two main benefits:

+ Saving a project without its assets (audio, video, sample files, and so on) minimizes the
memory requirements for project (and project backup) file storage.

+ Saving a project with assets simplifies tasks such as archiving and transport to other
Logic Pro-based studios—either physically or as email attachments.

A project can consist of the complete collection of files used, including the project itself,
project backups, all audio, sampler instruments, and samples for the EXS24 or Ultrabeat,
Space Designer reverb impulse response files and video. These are collectively known as
the project assets.

When you create a new project, a project folder is created, named, and a hard disk location
is specified. New recordings are automatically placed into an Audio Files sub-folder within
the project folder.

If you include the project assets, further sub-folders are created automatically. These can
include Audio Files, Project Backups, Samples, Video, ReCycle, and Sampler Instruments
folders.

The sub-folder structure of all projects is identical, making it easy and consistent to
navigate both your projects and those of other Logic Pro users.

Understanding the Basics of Regions

The main window of Logic Pro is known as the Arrange window. This is the window that
you first see when you open the application and a project is loaded. This is also the
window that is used for recording, editing, and arranging your projects. Your audio and
MIDI files appear in the Arrange window as rectangular areas called regions. Audio files
are represented by audio regions, MIDI files by MIDI regions.
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Audio Regions and Audio Files

Audio regions refer to (point to) an underlying audio file. Audio regions are used as
playback markers (start and end points) that can be as long as the entire audio file, or
only a few seconds long, playing a small portion of the audio file that they point to.

Audio
region 3

—

Any audio file used in Logic Pro is automatically linked to at least one audio region that
is, by default, the length of the entire audio file.

You can freely create as many audio regions as you require. For example, imagine a live
stereo drum track that runs for the duration of your project. During the second chorus,
the drummer played perfectly, but was a little sloppy during all other chorus sections.

Logic Pro allows you to create an audio region that points to the second chorus section
of the overall (drum track) audio file, and use this perfect take in multiple places in the
project.

You do this by creating one audio region (that points to chorus 2 in the drum track audio
file), and copying it to each position that the chorus occurs in the Arrange area.

A great benefit of working with audio regions, rather than audio files, is that they use
very little memory, whereas multiple copies of the same section of the audio file would
require a lot of hard disk storage space.

It is, of course, possible to directly edit, copy, and move audio files. You do this in the
Sample Editor and Media area.
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MIDI Regions and Events

MIDI regions, by comparison, actually contain MIDI data events. They are not related to
information stored in external files. MIDI regions can be saved as individual files, but they
can also be, and generally are, stored as part of the project.

MIDI note events MIDI controller events

The MIDI data events stored within MIDI regions include note, controller, program change,
and other information. These data events represent MIDI performances that you have
recorded into Logic Pro. MIDI performances are generally created with a MIDI keyboard,
but can also be generated with MIDI controllers, MIDI guitars, your computer keyboard,
or the mouse.

MIDI data events can be affected as a group by processing the MIDI region that contains
them. Such processing includes: transposition, quantization (timing correction, which is
similar to the spell checker of a word processor, when dealing with the language of music),
timing delays, and more.

You can also edit individual events within a MIDI region. You do this by opening the
region in one of the MIDI editors. These windows allow you to precisely alter the position,
length, and pitch of MIDI note events. Other MIDI event types can also be altered in
various ways. You can freely enter MIDI data with your MIDI keyboard, the mouse, or
computer keyboard in these editors.

For more information about MIDI and MIDI event types, see

Chapter 1 Introducing Logic Pro



Setting Up Your System 2

Logic Pro automatically finds and configures supported audio and MIDI hardware when
first installed and opened. There are many circumstances in which you may want to
enhance or extend this basic automatic configuration. This chapter will help you to
optimize your hardware for use with Logic Pro. It also includes background information
about components your music production system can incorporate.

This chapter covers the following:

+ Designing Your Music Production System (p. 27)

» Connecting Your Audio and MIDI Devices (p. 34)

+ Using External MIDI Devices (p. 42)

» Using External Audio Effects (p. 42)

+ Configuring Your Audio Hardware (p. 42)

Designing Your Music Production System
Your music production system can incorporate far more than your computer and Logic Pro
software.

A complete Logic Pro studio could conceivably consist of any, or all, of the following
components:

+ A Mac computer and related peripherals, such as a mouse or other pointing device,
keyboard, displays, and so on

+ Audio and MIDI interfaces
+ External MIDI sound generators, such as samplers and synthesizers

+ External audio devices, such as mixers, audio converters, pre-amplifiers, channel strips,
effects units, and more

+ External MIDI control surfaces and keyboards. Even external MIDI-controlled lighting
can be driven by Logic Pro.

+ Amplification and speakers for stereo or multichannel surround mixes
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+ Additional software that runs alongside, and integrates with, Logic Pro. This includes
a range of ReWire applications and audio or MIDI software.

+ Additional effect and instrument plug-ins, including those that are DSP-accelerated,
such as PowerCore

Computer

This section outlines several computing factors that you should consider for your Logic Pro
system. System requirements are covered in the Before You Install document, found in
the Documentation folder of the Logic Pro installation discs.

Note: System requirements may change between Logic Pro releases, so you should always
check the Apple website and the latest Before You Install document included with Logic Pro
updates.

How Fast Should Your Computer Be?

Audio processing is complex, so the general rule is: the more powerful your computer,
the better. This involves not only the speed of the processors of your Mac, but also includes
larger main memory sizes, the speed of busses, and the general efficiency of
communication with connected devices.

A Portable or Fixed Studio?

You may be wavering between a desktop or portable Mac as the basis for your Logic Pro
system, or perhaps considering the viability of a portable computer for on-the-road
composition. The good news is that portable Mac computers are ideal for Logic Pro use.
They offer excellent audio and MIDI hardware expansion capabilities in the form of FireWire
and USB connectors, and are fast enough to allow extensive software instrument and
effect use. Due to the power-saving nature of portable computers, slower hard disk drives
are usually included, resulting in a lower track count than is possible with a desktop
equivalent.

Obviously, desktop computers offer additional expansion slots, extending the range of
MIDI and audio hardware possibilities available to notebook computers, and can
incorporate multiple processors. CPU and hard disk speeds are generally higher, thus
allowing higher track playback counts, and the simultaneous use of more software
instruments and effects.

Tip: If you have both a portable and desktop Mac, you can easily transfer projects and
other data between them.

Hard Disk Drives and Storage Locations
Music production generates a huge number of large files. These include samples for
software instruments, loop libraries, audio recordings, video files, and more.

Consider buying a separate, large capacity hard disk drive (or several) for your audio files
and sample libraries.
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You should also look at a reliable, high-capacity backup system, and should automate
your backup routine, preferably as a daily occurrence.

Audio and MIDI Interfaces
An audio interface is required to get sound signals into, and out of, your computer. A
MIDI interface is required for MIDI input and output signals.

When using optional audio and MIDI interfaces, you should install their drivers before
starting Logic Pro. This will allow Logic Pro to find and use these devices at startup.

Audio interfaces should be supported by a Core Audio driver and MIDI interfaces should
be supported by a Core MIDI driver. Check with the manufacturer of your equipment for
details on Mac OS X support.

Audio Interface

When an analog audio signal arrives at the inputs of your audio interface, it must be
converted into digital information before the computer can deal with it. This process is
called analog-to-digital conversion and is handled by the analog-to-digital converter of
the audio interface.

There are countless optional audio interfaces available, and at least as many ways that
they can be set up and used with Logic Pro and external audio gear. Given the differing
requirements and working methods of people across the world, there is no one-size-fits-all
audio interface solution. In the simplest scenario, you would use the internal audio
interface of your computer to monitor and record audio.

When choosing an audio interface, make sure that it is certified to run on Mac hardware.
If the device requires a driver, check that it is compatible with the Mac OS X version
required by Logic Pro.

Logic Pro supports input from digital audio interfaces up to a maximum sample rate of
192 kHz, and a maximum bit depth of 24 bits.

Full details about setting up your audio interface hardware can be found in

MIDI Interface

Your Mac computer does not provide MIDI inputs or outputs. If you want to use MIDI
devices equipped with MIDI ports, a MIDI interface is required for communication with
your computer. MIDI interfaces are generally connected to your Mac USB ports. Some
MIDI interfaces require the installation of driver software, and others are automatically
recognized by your Mac.
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Note: Many modern MIDI devices, particularly keyboards, include a USB or FireWire
connection port that enables MIDI (and audio, in some cases) communication with your
computer. Such devices do not require an additional MIDI (or audio) interface. Some
require the installation of driver software, and others are automatically recognized by
Mac OS X. Check the websites of MIDI device manufacturers for further information.

Types of MIDI Devices
A vast array of MIDI-equipped devices exist. These include MIDI keyboards and sound
modules, control surfaces, effect processors, mixers, lighting controllers, and more.

MIDI Keyboard

The most likely candidate for inclusion in your Logic Pro system is a MIDI keyboard. MIDI
keyboards are used to input note (and controller) information into Logic Pro. Some MIDI
keyboards are simply input devices (often called controller keyboards) and some also
include their own synthesis engines (synthesizer and sampling keyboards). Logic Pro can
be used to record keyboard performances as MIDI data, and can play them back through
any connected MIDI device or internal software instrument.

If you don’t have a MIDI keyboard handy, Logic Pro offers the Caps Lock Keyboard, which
allows you to use the computer keyboard for MIDI note entry. See

Control Surfaces

Control surfaces are hardware devices that feature a variety of controls, which can include
faders, rotary knobs, switches, and displays. These controls can be mapped to functions
in Logic Pro, allowing you to change parameters with more precision and speed than
you can by using your mouse and computer keyboard. You can also control multiple
parameters at the same time. Detailed information on the setup and use of control surfaces
can be found in the Logic Pro Control Surfaces Support manual.

Recording Light Plug-in

Logic Pro facilitates the use of a control surface plug-in, called the Recording Light, to
control an external device via MIDI events. This allows you to control an external recording
light or sign, warning visitors not to enter the recording studio before or during recording.
Logic Pro sends a MIDI signal to turn on the external device when a track is record-enabled
or when recording starts. Logic Pro sends another MIDI signal to turn off the device when
tracks are made record-safe or when recording stops.

Note: This control surface plug-in requires additional hardware that is not included with
Logic Pro.

Synthesizers and MIDI-Controlled Effects

Logic Pro provides plenty of software instruments and effects, and can also act as a host
for Audio Units plug-ins from other manufacturers. More information on the use of plug-in
instruments and effects can be found in
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You can also incorporate hardware MIDI instruments and MIDI-controlled effects units
to your Logic Pro music production system. These are connected via a MIDI interface,
using MIDI cables. (See J

MIDI-controlled effects units do not process MIDI data. Rather, they are audio processors
(such as reverb or multi-effect devices) that can be controlled via MIDI messages. This
allows you to automate the parameters of these devices—such as delay time or Flanger
speed—from Logic Pro.

Typically, you would connect all external devices, such as synthesizers and MIDI-controlled
effects units to either your audio interface or a hardware mixing console. MIDI-controlled
effects units would be connected in a send/return loop, using either:

+ A pair of audio ins and outs (or auxiliary in/out, if available) on your audio interface

+ An auxilliary in/out (sometimes called FX send/return) pair on your mixing console

Both methods allow the use of Logic Pro’s In/Out plug-in, allowing you to freely route
audio information through the external effects unit and the MIDI connection provides
control over the effects parameters. In many ways, this is much like using one of Logic Pro’s
internal effect plug-ins.

Note: Itis only practical to use the In/Out plug-in for external device routing when you're
using an audio interface equipped with multiple in and out ports.

Both MIDI instruments and effects allow remote patch (preset) selection from Logic Pro.
This (and control) information can be stored as part of Logic Pro project files, ensuring
perfect playback from your MIDI devices the next time the project is loaded.

Ancillary Audio Devices
No discussion of a Logic Pro audio system would be complete without covering a number
of options that you should seriously consider, in order to make the most of the application.

Audio Playback System

Your audio interface provides inputs and outputs between the real world and your
computer. When performing audio playback, the audio interface translates computer
data into something you can hear and understand—sound and music.

To facilitate this, an amplifier and speakers are required. You can certainly use headphones,
connected to the headphone jack of your audio interface, or the home hi-fi to monitor
Logic Pro playback, but this is not recommended in the long term.

You should look at a dedicated set of reference monitors (speakers), and a matching
reference amplifier. Many monitoring systems today have powered speakers, negating
the need for a separate amplifier.
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Note: Reference monitors are specially designed speakers that offer a flat frequency
response across a wide range (usually 20 Hz to 20 kHz). These are not your average home
hi-fi speakers, and are usually only available from professional music and studio equipment
dealers.

This type of system is recommended due to the precision it offers. Logic Pro is capable
of delivering CD- or higher-quality audio, and creating your mixes on a home hi-fi will
generally result in music that is not properly balanced.

Put another way, most home hi-fi speakers tend to enhance particular areas of the
frequency spectrum, resulting in mixes that have too much bass, mid, or treble frequency
when played back on other systems. Reference monitors and amplifiers are designed to
provide a flat frequency response, avoiding emphasis of particular areas of your mix. This
translates to a final product that will sound good (or at least, passable) on most monitoring
systems—car stereos, home hi-fi, portable players, and so on.

Headphones

A good set of studio headphones is handy for particular tasks, such as precise EQing and
sample editing. Given the design of most headphones, and the fact that they're used so
close to the ears, most people find that headphone mixes tend to be too bright or too
bass-heavy.

As such, they are not recommended for general monitoring duties, but they are useful
tools nonetheless. If you are recording groups of people, you will probably need several
pairs of headphones, a headphone distribution amplifier, and a mixing console.

Tip: You should not use headphones for longer than ten or twenty minutes at a time, as
they can cause listening fatigue, resulting in you making poor choices for your mix.

Audio Mixing Consoles

The inclusion of an audio mixer—analog or digital—is based on your typical studio use.
It also depends on the number of inputs and outputs provided by your audio interface
and your working preferences.

For example, if you are most likely to record bands, several MIDI synthesizers, or drum
kits in your studio, you will need numerous microphone and line-level inputs to
simultaneously record the performances of the musicians and vocalists in the group.

Microphone inputs differ from line-level inputs in that they provide power (known as
phantom power), which is used to amplify the incoming signal from condenser
microphones.
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Multiple mixer outputs and a headphone distribution amplifier are also beneficial in group
recording situations, as different signals can be sent to each performer; for example, a
click track to the drummer, a light drum mix and click track to the bass player, a composite
mix to the vocalist and guitarist, with a touch of reverb for the singer, and so on. This
different strokes approach is commonly used as it facilitates the best performances from
each group member.

Mixers can also include several auxilliary or bus channels that can be used to simplify a
number of jobs; for example, sending different signals (or mixes, if you like) to multiple
locations such as a front-of-house PA. and a multitrack recorder, adding individual effects
to multiple channels, rerouting processed audio back to a different position in the signal
path, and much more.

Many of these mixing tasks can be performed with a multi input/output audio
interface—using Logic Pro (and the interface control software, if applicable) to adjust
levels and routings. The catch-22 with this is twofold: it is not as immediate as physically
moving a slider or knob on a mixing console, and your computer generally needs to be
turned on, to allow control. To balance the equation, you can add a control surface to
your Logic Pro system, enabling hands-on operation. On the latter point, a number of
current audio interfaces can be used in standalone mode, but the problem of level control
remains unless the computer is turned on.

Microphones

If you are recording acoustic performances—spoken, sung, or played—into Logic Pro,
you need one or more microphones. The array of microphones available these days is
mind-boggling, but to simplify things, they basically fall into two categories: condenser
and dynamic.

+ In general terms, condenser microphones are more sensitive, and are commonly used
for vocal recording. They are also used for ambience recording, and for instruments
such as guitars and woodwinds.

+ Dynamic microphones are often used for recordings with high sound pressure levels
(loud signals, in other words), such as drums and percussion.

Ultimately, either microphone type can be used for any recording job, but each will offer
a distinct advantage—sonically—in different recording situations. To further clarify, both
condenser and dynamic microphones come in a variety of forms, with many specifically
designed for the recording of certain instruments. As such, there’s no one-size-fits-all
microphone for every recording you will make, so purchasing or hiring several microphones
for different projects is advisable.

Note: Condenser microphones require power to function. This can be provided by a
separate pre-amplifier or a phantom powered mixing console.
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Connecting Your Audio and MIDI Devices

You need to connect your external audio and MIDI devices to your computer to allow
communication between Logic Pro and the devices. The following sections introduce
you to Mac expansion capabilities, audio and MIDI cabling, and other things you should
consider when connecting audio and MIDI interfaces to your system.

Computer Expansions
Depending on your Mac system, some or all of the following expansion capabilities are
available, which can be used for audio and MIDI interfaces:

+ FireWire (IEEE 1394)
+ USB

+ PCl Express

+ ExpressCard/34

Note: Data transfer rates discussed in the following sections are theoretical maximumes.
In real-world use, this will be reduced due to system overheads. In general, protocols with
faster theoretical maximums will deliver data more quickly than slower protocols.

FireWire (IEEE 1394)

FireWire is a professional and consumer standard that can be used for both audio and
MIDI devices, as well as hard disks and other peripherals. [t combines fast data transfer
rates, high storage capacities, and plug-and-play connection. All current Mac computers
offer FireWire connectors, and a number of FireWire audio and MIDI interfaces are available.

FireWire 400

FireWire 400, also called IEEE 1394a or i.LINK, is the consumer and professional standard
for formats such as DV, DVCAM, DVCPRO, DVCPRO 50, DVCPRO HD, and HDV. FireWire is
an inexpensive and easy way to capture and output high-quality digital video using a
variety of camcorders and decks and is capable of data rates as high as 400 Mbps. Standard
FireWire cables can be up to 4.5 meters long.

There are two kinds of FireWire connectors: a 4-pin connector (typically found on video
equipment such as camcorders or decks) and a 6-pin connector (used for computer
equipment). However, some newer video equipment uses the 6-pin connector, and some
video interfaces use the 4-pin connector. See your equipment’s documentation for more
information.

N
oy

FireWire 400 (6-pin)
(Sometimes labeled iLINK)

N
no,

Q]  FireWire 400 (4-pin)
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FireWire 800

FireWire 800, also called IEEE 1394b, is the next generation of FireWire after IEEE 1394a,
a higher-bandwidth version capable of data transfer speeds of up to 800 Mbps.
FireWire 800 is also capable of supporting cable distances of up to 100 meters.

In addition to the standard 9-pin-to-9-pin FireWire 800 cables, 9-pin-to-4-pin and
9-pin-to-6-pin FireWire 400 to FireWire 800 cables are also available to connect older
devices to a FireWire 800 interface.

’/90
FireWire 800 (9-pin)

Note: FireWire 800 is commonly used to connect hard disks and other data peripherals
to your computer, but this connector is rarely used to connect video devices.

USB (Universal Serial Bus)

USB is a consumer standard used for computer peripherals and other devices. USB 1.1
offers a much lower data transfer rate than FireWire (11 Mbps). USB 2.0, however, transfers
data at 480 Mbps. It supports plug-and-play operation and the ability to connect several
devices in sequence (daisy-chaining). Some USB devices draw their power over the USB
cable, while others require a separate power connection. USB 2.0 ports are included on
all current Mac computers.

There are two kinds of USB connectors:
+ A connector, typically used to connect a device to a USB hub
+ B connector, typically used to connect devices together, and also to connect a device

to a computer

Note: USB audio interfaces should always be directly connected to your computer, not
via a hub or to the computer’s display, keyboard, or another peripheral.

‘:C[:E USB (Universal Serial Bus)

PCI Express

PCle (Peripheral Component Interconnect Express) interfaces, unlike FireWire and USB
interfaces, require that you install a dedicated card in your computer. PCle provides
extremely high bandwidth and fast data transfer rates, allowing you to record and play
back large numbers of files at the highest possible sample rates and bit depths.
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ExpressCard/34

The ExpressCard/34 slot supports both PCle and USB 2.0 connectivity. ExpressCards
available include audio interfaces, hard disk controller (eSATA) cards, networking, wireless
adapters, and more.

Audio Cabling
The following types of audio cables and connectors are usually used on professional and
consumer audio equipment:

« XLR

* 1/4-inch (6.35 mm) audio

+ 1/8-inch (3.5 mm) miniplug

« RCA (Cinch)

+ S/PDIF

+ AES/EBU

+ TOSLINK Optical and ADAT Lightpipe
XLR

XLR cables and connectors are used on professional-quality microphones, monitors, and
other musical equipment. They provide a high-quality, balanced signal at +4 dB level.

:C[ﬂm Z XLR connector (balanced)

—

1/4-inch (6.35 mm) Audio

1/4-inch (6.35 mm) connectors (sometimes called phono or phone plugs) are used on a
wide variety of professional and consumer musical equipment, including musical
instruments and amplifiers, speakers, and external effects devices. They can be either
balanced or unbalanced. Some devices require Tip-Ring-Sleeve (TRS) connectors. These
three-contact connectors are used for balanced mono signals and unbalanced stereo
signals.

%:I:E:) 1/4-inch Tip-Ring Sleeve (TRS) connector

%:[:) 1/4-inch Tip-Sleeve (TS) connector
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1/8-inch (3.5 mm) Miniplug
Miniplug connectors are used for audio input and output to computers, and on some
consumer electronic devices, particularly portable ones.

::D:II‘D (®  Stereo miniplug connector (unbalanced)

RCA (Cinch)
RCA connectors are used on consumer audio equipment such as home stereo systems
and videocassette recorders.

:@: RCA connector (unbalanced)

S/PDIF
Sony/Philips Digital Interface Format is a consumer-level variation of the AES/EBU digital
audio protocol. S/PDIF audio data can be transmitted several ways, including:

* Via coaxial cables with an RCA connector
+ Via optical TOSLINK
Connectors for S/PDIF signals are found on most consumer digital equipment, such as

DAT (digital audio tape) recorders, CD players, DVD players, MiniDisc equipment, and
some audio interfaces.

:%H[ I] D @]  S/PDIF optical digital connector

AES/EBU

The AES/EBU (Audio Engineering Society/European Broadcasting Union) standard for
transferring digital audio typically uses XLR connectors in professional studio environments.
The data protocol is essentially identical to S/PDIF.

—
[ em—]
:[:Hm —= D XLR connector

—

TOSLINK Optical and ADAT Lightpipe
TOSLINK is a connector for optical digital signals. TOSLINK is used for several digital signal
formats, although most devices support only one of these formats:

+ S/PDIF (stereo digital)
« AC-3 and DTS (5.1-channel surround)
+ ADAT Lightpipe (an 8-channel digital signal)

:ﬂ:_j]]]]:@:' TOSLINK connector
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ADAT Lightpipe is an eight-channel digital audio format developed by Alesis. This signal
format uses TOSLINK optical connectors. Eight channels are supported at sample rates
of 44.1 and 48 kHz using 24 bits per sample.

Connecting Your Audio Interface

Logic Pro supports plug-and-play for audio interfaces, making it possible to connect and
turn on a new audio interface while Logic Pro is running. An alert appears when you
connect a new device, and prompts you to select and confirm the audio interface and
driver that you want to use.

All digital audio interfaces can be susceptible to latency—a noticeable delay between
the time the audio signal is produced, and when you hear it. You should always attach
your audio interface directly to the computer, rather than through a hub, or daisy-chaining
it through another device. Doing so can cause an unacceptable amount of latency,
particularly with slower USB 1.1 devices.

MIDI Cabling

MIDI is an abbreviation for Musical Instrument Digital Interface—a universal 5-pin
connection standard and computer language—that allows communication between
MIDI devices.

:G:]ll::l MIDI Connector

Connecting Your MIDI Keyboard and Modules

If using a simple MIDI master keyboard without internal tone generation facilities, you
only need to connect the MIDI Out port of the keyboard to a MIDI In port on your MIDI
interface, using a MIDI cable.

Keyboard
[
—
Out port
In port Y
-—
A\ % MIDI interface
Computer
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If the keyboard can generate its own sounds, you should also connect the MIDI Out port
of the MIDI interface to the keyboard MIDI In port. If your MIDI interface offers more than
one MIDI output, connect any other tone generators (or other MIDI devices, such as
control surfaces that require bidirectional MIDI communication) to these.

Keyboard
[
— Il
—
Outport | A Inport

In port Y | out port
n pDI’t o L1 | [ss] | lwsjus}
<—>[0000[.[.] =—p | [ mmmmcmacs ||
N MIDI interface Tone generator
Computer

If the MIDI interface connected to your computer only offers one MIDI output, you need
to connect the MIDI In of the second tone generator to the keyboard MIDI Thru port. A
third device can be connected to the MIDI Thru of the second unit, and so on.
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Tone generator 3

The MIDI Thru port replicates the signals coming into the MIDI In port of the device. It is
preferable to use a direct connection from the computer MIDI Out to a device, rather

than chaining too many units, one after the other. Doing so can cause timing problems
in the chain, if numerous MIDI commands are sent quickly. This is due to the slight delays
introduced by each MIDI In to MIDI Thru transaction. As such, a multi input/output MIDI
interface is recommended in studios with several MIDI tone generators and controllers.
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Using Multichannel MIDI Devices

Most modern MIDI tone generators can simultaneously receive MIDI data on multiple
MIDI channels (multitimbral MIDI devices). Each MIDI channel can be assigned a tone or
sound, such as piano, strings, bass, and so on.

To take full advantage of the capabilities of each connected multitimbral device, you
need to use separate MIDI Out ports (from the computer MIDI interface to the MIDI In
ports) for each device. To explain further, imagine a scenario where:

+ There are four MIDI tone generators that are capable of receiving data on multiple
channels.

+ All devices can receive on all 16 MIDI channels.
+ There is only one MIDI Out from the computer, and all devices are daisy-chained via
MIDI Thru to MIDI In connections.

Logic Pro is capable of channelizing MIDI data (routing it to MIDI channels 1 to 16) and
is also capable of sending this channelized data to specific MIDI Out ports. Unfortunately,
in the scenario above, there is only one MIDI Out port available.

As such, all data sent on MIDI channel 1 will be sent to all four of the daisy-chained MIDI
tone generators. Each MIDI tone generator will play the incoming data with the sound
assigned to channel 1, which may be:

+ Bagpipes on module 1
+ A drumkit on module 2
+ A helicopter effect on module 3 and so on

While this would be colorful, it would hardly be musical, unless your tastes lean towards
the avant-garde. The same applies to the other 15 MIDI channels.

MIDI, as you can see from the example, can be separated onto 16 different channels, but
it can’t be separated between devices, unless a multi-output MIDI interface is used.

Using the scenario above, but substituting a single output MIDI interface with a four-output
MIDI interface—connected from MIDI Out ports A, B, C, and D—to the respective MIDI
In ports of each device. There are no MIDI Thru connections, which allows Logic Pro to
assign and send:

+ A recording/performance on MIDI channel 1 to port A/module 1
+ A separate recording/performance—also on MIDI channel 1—to port B/module 2

+ A further recording/performance on MIDI channel 1 to port C/module 3, and so on
with subsequent channels and modules
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In effect, having a multi-output MIDI interface is something like having more MIDI channels.
In this scenario, it would be like having 64 independent MIDI channels—with 16 channels
per port (A, B, C, and D).

Not only does this allow you to play up to 64 different sounds simultaneously through
your tone generators, it also allows full MIDI control for each channel of each device. This
becomes increasingly important when arranging and orchestrating such a large number
of instrument parts.

If your computer offers several MIDI inputs, you can connect the MIDI outputs of other
MIDI expanders and controllers to it.

Using USB MIDI Keyboards

If using a MIDI keyboard fitted with a USB connector, you don't require a separate MIDI
interface, as it is already built into the keyboard. Just be sure to install the driver, if needed,
and connect the keyboard to your computer with a USB cable. Some modern USB
keyboards and controllers are automatically recognized by Mac OS X.

Separating a MIDI Keyboard from Its Sound Generator
If your MIDI keyboard has an internal sound source, it is important that you stop the
keyboard from generating sounds directly from its own keyboard.

For example, if you buy a new keyboard that is to be used without a sequencer, and
connect it to an amplifier, you would expect the device to make a sound when you press
its keys—in other words, the keyboard is directly connected to the sound generator.

When using the MIDI keyboard with Logic Pro, however, this is not desirable. In this
situation, the keyboard is used as a computer input device, and Logic Pro passes the
incoming performance information back to the keyboard’s sound generator (or to an
internal software instrument or another connected sound module, if you like).

If the direct connection between the keyboard and its tone generator isn't cut, a doubling
of each note results—one played directly from the keyboard to the internal tone generator,
and another sent through Logic Pro back to the tone generator.

Not only does this cause a phased sound, but it also halves the polyphony of the
keyboard’s tone generator. In situations where you want to control or record another
sound module or software instrument with your keyboard, you would hear both the
keyboard sound (due to the direct keyboard to tone generator connection) and the sound
of the software or MIDI instrument. This is why the keyboard must be separated from its
own internal sound generator.
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This function is known as Local Off, and is set directly on your keyboard. Don't worry
about losing the ability to use the tone generator of your keyboard. Logic Pro will still be
able to communicate with your keyboard tone generator just like any other connected,
keyboardless sound module or software instrument.

Note: If you cannot find the Local Off function in the MIDI menu of your keyboard, consult
its manual on sequencer use. Some keyboards allow you to select from: Local, MIDI, or
Both for each of their Parts (individual MIDI channels/sounds in multitimbral MIDI devices).
The MIDI setting, if applicable to your keyboard, is the equivalent of Local Off.

Using External MIDI Devices

Logic Pro recognizes all MIDI devices set up in the Audio MIDI Setup (AMS) utility, the
integrated audio and MIDI configuration tool of Mac OS X. You can find the AMS utility
in the Applications/Utilities folder. For more information on use, see the AMS Help.

The Library tab displays all MIDI devices found by the AMS utility (separated into MIDI
channels, if multichannel devices) when an External MIDI track is selected. You can simply
select the MIDI device/subchannel to assign it to the track.

You can configure external MIDI devices in the Inspector. For more information, see
Standard Instrument Objects, Multi-Instrument Objects, and Mapped Instrument Objects.

Using External Audio Effects

If you want to send audio to an external (MIDI-controlled) audio effect device, you need
to insert the I/0 (In/Out) plug-in into one of the Insert slots of the audio channel strip
you want to process. For further information, see Working with External Audio Effects.

Note: It is only practical to use the In/Out plug-in for external device routing when you
have an audio interface equipped with multiple in and out ports.

Configuring Your Audio Hardware

To use particular audio interfaces with Logic Pro, the driver for the device needs to be
installed, activated, and configured correctly. Drivers are software programs that enable
various pieces of hardware and software to be used with Mac OS X. This allows the device
to be recognized by applications, such as Logic Pro, and enables data routing between
software and hardware, in a format understood by both.

You select, activate, and configure a particular audio driver in Logic Pro in the Audio
Devices preferences.
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To open the Audio Devices preferences
Do one of the following:

= Choose Logic Pro > Preferences > Audio (or use the Open Audio Preferences key
command), then click the Devices tab.

= (Click the Preferences button in the Arrange toolbar, choose Audio from the pop-up menu,
then click the Devices tab.

In Mac OS X, all audio devices are accessed via Core Audio, an integral part of the operating
system. Core Audio is a high-performance, low-latency audio system that allows audio
interface hardware to be used by several applications at the same time.

Logic Pro is compatible with all audio hardware that offers a Core Audio driver.

Chapter 2 Setting Up Your System
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Setting Up Core Audio Devices

Logic Pro automatically recognizes any installed Core Audio hardware, and uses the
default settings as defined in the Audio MIDI Setup utility (Applications/Utilities/Audio
MIDI Setup). It can, however, be advantageous to optimize the settings for your individual
hardware setup, particularly if you use several audio interfaces or a multiple input/output
device. If possible, you should avoid using different audio devices for input and output.

For details about setting up your Core Audio device preferences (in the Logic Pro >
Preferences > Audio > Core Audio pane), see Core Audio Device Preferences.
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Overview of the Logic Pro Interface 3

The Logic Pro interface features several areas, each specialized for particular tasks. This
chapter introduces you to the Arrange window, which can incorporate all areas and
editors. You'll learn how it interacts with other Logic Pro windows and editors. You are
encouraged to open Logic Pro to view these windows and editors, and to familiarize
yourself with them. Click and explore the various parts of the Logic Pro interface as they
are discussed. This will give you a feel for where things are, a brief overview of what they
do, and how they work with each other.

Note: Detailed information about the various editors and their functions can be found
in cross-referenced chapters.

This chapter covers the following:

+ Opening Logic Pro (p. 46)

+ Introducing the Arrange Window (p. 46)

+ Working in the Arrange Area (p. 49)

+ Using the Toolbar (p. 49)

+ Using the Transport Bar (p. 50)

+ Using the Inspector (p. 50)

+ Working in the Media Area (p. 52)

+ Working in the Notes Area (p. 60)

» Working in the Lists Area (p. 62)

+ Working in the Editing Area (p. 66)

» Understanding Common Elements of Logic Pro Windows (p. 70)
+ Understanding How Arrange Window Areas Interact (p. 74)

+ Using Logic Pro Interface Elements (p. 77)

+ Using the Computer Keyboard (p. 79)
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Opening Logic Pro

There are several ways to open Logic Pro.

However, before you do so, you should decide whether you want to open Logic Pro in
32- or 64-bit mode. The main advantage to using 64-bit mode is that you can access large

amounts of memory—when working with software instruments that require loading very
large sound libraries, for example.

To switch Logic Pro between 32- and 64-bit mode

Navigate to and select the Logic Pro icon in the Applications folder.

Choose File > Get Info.

Do one of the following:

+ Select the "Open in 32-bit mode" checkbox to open Logic Pro in 32-bit mode.

+ Deselect the "Open in 32-bit mode" checkbox to open Logic Pro in 64-bit mode.

To open Logic Pro
Do one of the following:

Double-click the Logic Pro icon in the Finder > Applications folder.

Click the Logic Pro icon in your Dock.

Double-click a Logic Pro project file.

When you open Logic Pro for the first time, the Templates dialog is displayed, allowing
you to select a template for the project type you want to create. (For more information

on the Templates dialog, see Creating Projects.) The setup of the Logic Pro interface
depends on the chosen template.

Introducing the Arrange Window
The Arrange window can incorporate all working areas and editors. It features the following
areas, each of which can be displayed or hidden within the Arrange window:

+ Toolbar, at the top of the window

+ Transport bar, at the bottom of the window
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+ Editing area, horizontally tiled, below the Arrange area
+ Media, Notes, or Lists area, vertically tiled, right of the Arrange (and editing) area
+ Inspector, vertically tiled, left of the Arrange (and editing) area

If an area is not visible, clicking the appropriate toolbar or Arrange area button opens it,
and resizes any existing areas to accommodate the new area.

Tip: Many areas can also be opened as separate windows, independent of the Arrange
window. This is done using the Window menu (or with the corresponding key commands)
or by dragging the appropriate area out of the Arrange window.

The following is an overview of the main elements in the Arrange window:

Click this button to
display the Toolbar.

Click this button to

Arrange window display the Lists area.
Click this button to Click this button to
display the Inspector. Arrange area display the Notes area.
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+ Arrange area: This is where you record audio and instrument parts as regions, and
arrange these audio and MIDI regions into a project structure.
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Toolbar: This is where you have quick access to buttons for frequently used commands.

+ Transportbar: This is where you find the controls to navigate through your project. The

current playback, recording, or editing position is indicated by the playhead—the thin,
vertical line that appears in all Logic Pro windows that offer real-time display of
playback—namely the Arrange window and editors.

Inspector: There is where you set track and region parameters when working in the
Arrange area, or the parameters of the editing window with key focus. For example:

+ Clicking the Score Editor button (above the Transport bar) shows all scoring symbols
in the Inspector.

+ Clicking the Hyper Editor button (above the Transport bar) displays the parameters
of the currently selected hyper definition (selected row within the Hyper Editor).

Notes area: This is where you'll find tabs to view or edit project and track notes, when
the Notes button in the toolbar is clicked.

Lists area: This is where you'll find various tabs to view MIDI events (Event List), tempo
events (Tempo List), and more, when the Lists button in the toolbar is clicked.

Media area: This is where you'll find various tabs to locate and preview audio files
(Browser tab), select effects, instruments, and their settings (Library tab), and more,
when the Media button in the toolbar is clicked.

* Editing area: This is where you can open or close the Mixer, Sample Editor, Piano Roll

Editor, Score Editor, or Hyper Editor directly in the Arrange window. Simply click any
of the buttons along the lower edge of the Arrange area. These windows allow you to
precisely modify, delete, or add different types of data.
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Working in the Arrange Area

The Arrange area is shown directly below the Arrange toolbar. It is used to record, import,
collate, and organize MIDI and audio data containers, known as regions, in a project. The
following are some of the main elements you'll find in the Arrange area:

— Bar ruler

—— Composition area

Track list

* Barruler: Alinear bar divided into bar and beat segments. The Bar ruler can also display
time in hours, minutes, seconds, and finer divisions. It offers a number of functions that
can be used to mark project sections for different playback and recording tasks. For
detail, see Navigating Your Project.

+ Composition area: This is where all MIDI and audio regions are displayed on horizontal
lanes, called tracks, aligned to time positions in a grid-like layout.

« Track list: This is where you set the destination channel strip for playback of the MIDI
or audio regions on each horizontal track lane. The headers of each track list lane can
display the track name, icon, and several track buttons.

Using the Toolbar

The toolbar appears at the top of the Arrange window and contains buttons for frequently
used commands. It can be displayed or hidden by clicking the button in the top-right
corner of the Arrange window.

®@686

% Seventh Demo Twenty-3

& aff e =1 2 =

~Repeat Section  Cut Section Insert Section Split by Locators  Split by Playhead Merge

The toolbar can be customized to include buttons that show the Inspector, Media, and
Lists areas, create new tracks, add audio files, and other common functions. For more
information, see Customizing the Arrange Toolbar.
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Using the Transport Bar

The Transport bar spans the entire lower edge of the Arrange window. You can use it to
move through your project and start recording. It contains buttons that will be immediately
familiar if you've used a tape recorder or CD/DVD player, such as Play, Rewind, Pause,
and so on. The Transport bar also incorporates a number of features that simplify tasks
you will perform in Logic Pro, such as recording over a repeatedly cycled section, or
listening to a part in isolation.

The Transport bar consists of three parts:

|Transport buttons | Display area | Mode buttons
T 17 1T 1

ECCICIOIO0N & . .~ % s - IO

« Transport buttons: Used to navigate your project.
« Display area: Provides information that helps with project navigation.

+ Mode buttons: Enable advanced recording and playback functions.

You can alter the Transport bar by adding or removing buttons and displays, providing
faster access to the functions you need most often. You can also open an independent
SMPTE or Bar display window. For more information, see Hiding or Showing the Transport
Bar.

Using the Inspector

The Inspector can be displayed or hidden by clicking the Inspector button in the Arrange
toolbar. The horizontal size of the Inspector cannot be altered. The content displayed in
the Inspector depends on the area in key focus: either the Arrange area or one of the
editing areas below it. In situations where the area in key focus does not provide a
parameter area, the Inspector for the Arrange area is displayed.

Note: The Inspector updates to display the parameters of the window with key focus.
Details of window-specific parameters are found in the chapters for each window.
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The following image shows the Inspector when the Arrange area is in key focus.

200
(i) B
Inspector Preferences Setting

¥ Ac Strum Warm

Region Parameter box

Fade 3: Out 3 250
Curve:

== éf
Core Audio: Track 12
MIDI Channel: 12
Freeze Mode: Pre Fader
Q-Reference: [¥]

Flex Mode Off
THEerts TATarts

Track Parameter box

o

ar

AR

Arrange channel strips

O
GEGG

s
8

|
i

ﬂ
&
w
ﬂ
5
=]
E

i

=[]

QTT——.
- v O

I (7] 2],
I a

Region Parameter box: Used to set playback parameters, such as transposition and
quantization, for individual or multiple regions on track lanes. None of the parameters
in the Region Parameter box actually alters the original data in the region. They only
affect the way the region (and events within the region) are played back. These
parameter alterations occur in real time, as the region is played.

Track Parameter box: Used to alter various aspects of track channel strips. All regions
on the track lane are affected by any changes made here (as all regions are routed
through this channel strip).
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* Arrange channel strips: The left channel strip controls the output of the selected arrange
track. The righ channel strip can vary, depending on actions performed in the left
channel strip. For example, the right channel strip can display the first aux or output
destination channel strip for the left channel strip. This feature makes it quick and easy
to set up flexible effects and audio routing schemes. It also provides an at-a-glance
view of processing and routing for the selected arrange track, and you can access all
of the Mixer channel strip functions (volume, pan, sends, inserts, and so on) directly
from the Arrange area. Any adjustments you make to a track’s arrange channel strip
are reflected in the corresponding Mixer channel strip, and vice versa.

To show or hide the contents of the Region or Track Parameter boxes

Click the disclosure triangle to the left of the name in either box.

The contents of that box are displayed or hidden. Closing either box provides room for
the elements below.

To open the Region Parameter box as a floating area

Do one of the following:

Control-click (or right-click) the Region Parameter box, then choose Region Inspector
Float (or use the corresponding key command, default assignment: Option-R).

Double-click the Region Parameter box.

Working in the Media Area

The Media area can be opened or closed by clicking the Media button in the Arrange
toolbar. The Media area is where you manage all files associated with your project,
including audio, video, and plug-in settings. It has four tabs:

+ Audio Bin: Helps you to manage all audio files used in the project.
* Loop Browser: Used to search for loop files (Apple Loops, for example).

+ Library: Used to search for (and can directly assign) plug-in, channel strip, and MIDI
instrument settings.

« File Browser: Used to search for all Logic Pro related files.

Introducing the Audio Bin

The Audio Bin shows all audio files used in the project. You can picture the Bin as an
audio file catalog for the project. It also provides an overview of regions that are derived
from each audio file.
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You can add, edit, delete, and rename audio files and regions in the Bin. All audio files
and regions can be dragged directly from the Bin into the Arrange area, where you can
edit, move, and copy them. You can also add files that aren’t yet used in the arrangement
to the Bin, allowing easy access during project construction.
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Loop button

+ Name column: Displays all audio files in the current project by name. The disclosure
triangle to the left of the filename reveals all regions associated with the selected audio
file.

+ Info column: Displays audio file and region information. Horizontal bars indicate the
overall audio file length. Colored sections of these bars indicate the location and size
of regions within the audio file. Additional data, including the sample rate; bit depth;
mono, stereo, or surround status; and file size are also shown in the Info column. Mono
files are identified by a single circle symbol, stereo files by a double, interlocked circle
symbol, and surround files by five circle symbols.

* Play button: Click to hear the selected audio file or region. Click a second time to stop
playback.

+ Loop button: Click to hear the selected audio file or region repeatedly. Click a second
time to stop playback.
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When you open the Audio Bin as an independent window and resize it, the Bin’s Info
column can display waveform overviews of audio files and regions.
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Introducing the Loop Browser
The Loop Browser is designed to make finding Apple Loops intuitive and efficient. You
can search for loops by using keywords, perform text searches, preview loops, view
information about loops, and limit the display to loops from a specific Jam Pack or loop
library. Matching files are displayed in the Search Results list. When you find files you
want to use, you can add them to your project by dragging them into the Arrange area.

View menu

View buttons (Music
view is the default view.)

view: | Show All | |
Scale: [ Any 1] (@ - Search field
Reset @3 Acoustic Bass | All Drums |
Favorites 8 Electric Guitars Kits
All Clean Piano
Rock/Blues Distorted Elec Piano Shaker
Electronic Dry Organ Tambourine
World Processed Synths Percussion
Urban strings Bell I Category buttons
Jazz Melodic Hom Timpani Click to narrow the
Country Relaxed Woodwind Cymbal search for appropriate
Cinematic Intense Brass Vinyl |00ps‘
Orchestral Cheerful Mallets FX
Experimental Dark Vibes Textures
Single Arrhythmic Clavinet »
Name . Ten; Key | Beats | Match = Fav
7/ Club Dance Beat 005 125 - 16 96% [ |
[ Club Dance Beat 006 125 - 16 96% [
1| Club Dance Beat 007 125 | - 16 96% [
] CIOBTE ) = Search Results list
1| Club Dance Beat 030 120 - B 9l% [ | -
I\ Club Dance Beat 038 130 - 16 9% [ Displays all loops that
| Club Dance Beat 047 o - 1 8% [ match the search criteria.
[ Club Dance Beat 049 100 - 8 7% O
i Club Dance Beat 050 100 - 4 7% [
[ Club Dance Beat 051 100 - 4 7% O
| Club Dance Beat 053 91 - 8 5s% [ ||
[ Club Dance Beat 054 %0 - 4| s55% [ |4
__Cluh Nanrs Raat NS5 an. R gex (1 17

27 items t——C—)

Play in: | Song Key ¢ |

Volume slider

The Loops pane has three views: Music view, Sound Effects view, and Column Effects
view. The default Music view displays 54 buttons, each featuring a musically related

category. Click buttons in the matrix to narrow your search for appropriate Apple Loops.

Activated buttons are highlighted.
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Sound Effects view offers effect-related category buttons such as Explosions, Foley, or
People.

| View: [ Show Al i [44 | [m el
|| [ scaie: Py @& )
Reset & FX Ambience Textures
Favorites @ Stingers People Animals
All Electric Sports Transportation
lingles Acoustic Foley Work /Home
Rock/Blues Clean Machines Sei-Fi
Electronic Distorted Weapons Explosions
World Dry Misc. Impacts
Urban Processed Vocals >
T hame 4T Tempo I itey | Beats | Match | Fav |

Column view offers a standard Mac OS X column file menu that is hierarchically separated
into All, By Genres, By Instruments, By Moods, and Favorites search criteria.

Category columns

[ [ Bin Loops
4 View: [ Show Al :]
" Scale: | Any i @& p
g .
Cinematic (46)
Country = || | Acoustic (15)
By Instruments Electronic » ||| All Effects (25)
By Moods P |  Experimental P ||| Cheerful (10)
Favorites » | Jazz P ||| Clean (19)
Orchestral | Dark (10}
Other Cenre >
% Rock/Blues P |+ Distorted (1}
| Nama A.Ten;o-K!y | Beats Match | Fav

+ View buttons: Click to switch between the three views. The left button switches to
Column view, the second button (featuring the note icon) switches to Music view, and
the third button (featuring the FX icon) switches to Sound Effects view.

« View pop-up menu: Restricts displayed loops to a specific loop library.

+ Search field: Type text in the field to display files with names that contain the search
text string.

« Category buttons (Music view and Sound Effects view only): Click to display files matching
the category in the Search Results list.

+ Category columns (Column view only): Select a category column to display its
subcategories.

Search Results list: Displays all loops that match the set search criteria.

+ Volume slider: Adjusts the playback volume of the selected file.
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Introducing the Library
The Library is a powerful tool that you can use to access the following file types.

+ Channel strip settings (.cst)
+ Plug-in settings (.pst)
« EXS instruments (.exs)

+ Environment instruments, and programs or banks of MIDI instruments created in the
Audio MIDI Setup utility

» ReWire MIDI instruments, and active ReWire hosts

The Library automatically displays setting files that match the selected channel strip type
and section (Channel Strip Settings menu, Insert slot, Instrument slot). A white frame
indicates the selected section of the Arrange channel strips.

You can browse for files by opening folders, or search by performing text searches.
Matching files are displayed in the Search Results list. When you find a file you want to
use, you can load it by selecting it.
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Introducing the File Browser

The File Browser allows you to navigate to, or search for, all file types that can be used
in Logic Pro, giving you easy access to (and use of) this data during production. It displays
the following file types on any connected media volume:

+ Logic project files
+ Song files of older Logic versions
+ GarageBand projects (Mac, iPad, iPhone)

+ All project interchange file formats Logic Pro is compatible with (OMF, AAF, OpenTL,
XML, MIDI files)

 Audio files

* QuickTime movies

Back and Forward

buttons
Computer, Home, and
Path menu Project buttons
D @
— View buttons
Ll
|| (G- orum — Search field

— Search filters
— File list

\ — Play button

v SN SN,
Action pop-up menu

* Back and Forward buttons: Move through previously viewed levels of the folder hierarchy.

— Volume slider

58 Chapter 3 Overview of the Logic Pro Interface



Path menu: Displays the levels of the file path to the current location, allowing you to
move back to a previous level.

Computer button: Displays the contents of the local hard disk, optical drive, and other
storage media connected to your computer, if applicable.

Home button: Displays the contents of your home directory.
Project button: Displays the contents of the current project folder.
View buttons: Switches the file list between Column and List view.

Search field: Type text in the field to display files with a name that contains the search
text. In addition to searching for files by name, you can search by other criteria (further
information stored with your files). Click the plus button to display additional search
filters. Logic Pro always searches at the displayed location.

Search filters: Use the menus to narrow down your search to specific file types, file
formats, date, size, and other criteria.

File list: Displays Logic-related files and folders at the current location. In Column view,
you can browse folder contents by selecting the folders.

Action pop-up menu: Choose menu items to add a selected audio file to the Audio Bin,
or show the file location in the Finder.

Volume slider: Adjust the playback volume of the selected file.

Play button: Click to hear the selected file. Click a second time to stop playback.
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Working in the Notes Area
The Notes area can be opened or closed by clicking the Notes button in the Arrange
toolbar. It provides two independent tabs that show the following information:

* Project Notes: Displays notes that are associated with the project.

+ Track Notes: Displays notes that are associated with individual tracks.
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Introducing Project Notes
The Project pane displays project-specific notes, of which there can only be one set per
project. You can use this pane to create, edit, or delete project notes.
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Colars © Notes

Lists  Media
Project
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* Project Text area: Enter project-specific text here.
* Project Text Edit button: Activates project text editing mode.

* Project name field: Displays the project name.

Introducing Track Notes

The Track pane displays track-specific notes, of which there can only be one set per
channel strip object. You can use this pane to create, edit, or delete track notes.
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« Track Text area: Enter track-specific text here.
« Track Text Edit button: Activates track text editing mode.

* Track number and name: Display the number and name of the current track selection.
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Working in the Lists Area
The Lists area can be opened or closed by clicking the Lists button in the Arrange toolbar.
It provides four independent tabs that show a listing of the following types of data:

+ Event List: Displays regions or MIDI events in the project.

« Marker List: Lists all markers in the project.

+ Tempo List: Displays all tempo changes in the project.

« Signature List: Shows all time signature and key change events in the project.

The List tabs are well-suited for a number of precise editing tasks, and when a complete
view of all data is required.

Introducing the Event List

The Event List presents a list of all events in your project, such as MIDI note events or
region start events. Use it whenever you need to make precise alterations to recorded
data, and when the graphic display of the other editors is not as well-suited to the task.
You can restrict the types of events that are shown, making it easier to find specific event

types.
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The Event List can display two types of data: region-related or event-related. The
information that is displayed depends on the current hierarchy level—in other words,
whether you are viewing information at the Arrange level, or looking inside one or more
MIDI regions in the Arrange area. Further information about the display hierarchy can be
found in Working at Different Hierarchy Levels.

Hierarchy button

Create and Filter buttons Event type buttons List area

Region display Event display

« Hierarchy button: Click to move up one level in the Event List hierarchy. This allows you
to see all regions in the current project.

« Create and Filter buttons: Determine the function of the event type buttons. When you
activate the Create button, clicking the event type button adds the selected event type.
When you activate the Filter button, you can use the event type buttons to filter specific
event types from the display. This merely hides the events from the display; it does not
affect playback.

« Event type buttons: Click to filter specific event types from the display, or add them
(depending on the status of the Create and Filter buttons).

« Listarea: Shows the actual list of events or regions, separated into columns. For details,
see Editing MIDI Events in the Event List.
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Introducing the Marker List

The Marker List displays all markers in the project. You can use it to create new markers,
edit existing ones, and to select markers for text editing. It also serves as a navigation
aid—you can click a marker name to jump to (move the playhead to) that marker position.

Create button

Marker Text Area button

Even) | Marker Tempo
) Edit v Options v \View v
2 creste | Aternative: (1| LN
" | Position Marker Name Length
b 0 4 1 1 LogicPro7 DemoSong |
1 1 1 1 Intro 413 3
311 1 WVersel o 1
11 1 1 1  Bridgel PP |
15 1 1 1 |Cherusl | .
R = Marker List area
22 1 1 1 | cChorus 1
27 1 1 1 | Verse3 1
35 1 1 1 Interlude 1
43 1 1 1 | Markerl10 1

Marker Text Edit button

———— Marker Text area

Aol

+ Create button: Creates a new marker.
« Marker List area: Displays all markers in your project.

+ Marker Text Area button: Click to display the optional Marker Text area, allowing you
to enter or edit marker text.

» Marker Text area: Enter text for the selected marker here.

* Marker Text Edit button: Activates marker text editing mode.
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Introducing the Tempo List
The Tempo List displays all tempo changes in the project. You can also use it to create
new tempo events, or to edit existing ones.

Create button

— Tempo list

+ Create button: Click to create a new tempo event.
« Tempo list: Displays all tempo changes, and their position in a project.

« Additional Info button: Displays all additional tempo changes located on a tempo curve,
and their position in a project.

Introducing the Signature List

The Signature List shows all time and key signature events in the project. Score symbols,
if present in the score of the project, are also shown. These include repeat signs and
double bar lines (including end of score events), half/short bar lines, hidden bar lines,
and manually inserted bar lines.
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You can use the Signature List to create, copy, move, and delete time and key signature

events.

Working in the Editing Area

— The initial time and key

signature of the project is
always displayed at the
top of the list, without
bar position indicators.

You can open the following editing areas directly in the Arrange window by clicking the
corresponding button at the bottom of the window.

* Mixer

+ Sample Editor

+ Piano Roll Editor
+ Score Editor

* Hyper Editor
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Introducing the Mixer

The Mixer is where you mix your project. Each track is played back through a channel
strip. You can adjust the level and pan position of a channel strip, add effects, mute and
solo tracks, and send the output of a channel strip to other channel strip types, such as
output and auxiliary channel strips.

Channel strips and
channel strip controls View buttons| Filter buttons|

Track 1 2 Track 18 Track 23 Track 16 Inst 15 Inst 6

Sample Editor | PianoRoll | Score | HyperEditor |

+ Channel strips: Use to process audio or MIDI information that is routed from arrange
tracks.

+ Channel strip controls: Use to adjust the level and other aspects of the audio signal
played through the channel strip.

« View buttons: Use to switch the Mixer between Single, Arrange, and All views, limiting
the Mixer view to channel strips required for the task at hand.

* Filter buttons: Use to filter the display of specific channel strip types.

Full details can be found in the Mixing chapter.
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Introducing the Sample Editor

The Sample Editor displays the contents of audio files as waveform graphics. You can use
the Sample Editor to precisely edit audio files (and regions). The Sample Editor also features
a number of useful destructive processing tools. These allow you to time stretch and
pitch shift audio, change sample rates, extract MIDI grooves from the audio, and even
quantize audio.

Ruler Waveform overview Info display

L ey g

) (% | [ Audio File =] Eait v Funcfons v | Faciory v | view <] [als | [ [ . ——a— )
Sedna:..LeadVocals Caif 59 2 4135 .31 ll._\

-100
Anchor =]

S. Loop

L& oon ol NS —
Anchor Playhead Region area Waveform display

* Ruler: Indicates the position and length of the region selected in the Arrange area, or
in the Audio Bin.

« Info display: Displays the start point and length of the selected area.
+ Waveform overview: Displays a miniature view of the entire audio waveform.

+ Waveform display: Provides a detailed view of the waveform area selected in the
waveform overview.

* Playhead: Reflects the current playback position.
+ Anchor: Indicates the absolute start point of the audio file.

* Region area: Edit this beam to adjust the region length.

Full details can be found in Editing Audio in the Sample Editor.
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Introducing the Piano Roll Editor

The Piano Roll Editor displays MIDI notes as beams on a grid. The piano keyboard to the
left is aligned with the note pitches represented by each beam. Note length is indicated
by the relative length of each beam. Note position is displayed from left to right—a ruler
and vertical grid lines make it easy to see where notes begin and end. Note velocity (how
hard a note is struck, and usually how loud) is indicated by color.

A iy 4 Py | e

|| [@] C&] [&] (@l [Edit + Funciions v View v| [off (3840) t][a]
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¥ Global ...

— T
Mier | Sample Editor w Score | Hyper Editor |

Full details can be found in Editing MIDI Events in the Piano Roll Editor.

Introducing the Score Editor

The Score Editor uses traditional music notation to display the MIDI note events (plus
pedal and other event types) of MIDI regions. You can insert and edit MIDI note events
in staffs, and use musical symbols to clarify their meaning in this editor. Text, such as
lyrics, titles, and comments, can also be integrated into the score. The Print function
allows you to print complete scores, with staff numbers only limited by the paper size.
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Details on using the Score Editor can be found in Working with Notation.

Introducing the Hyper Editor
The Hyper Editor displays MIDI note or controller events as vertical beams, placed along
a user-defined time grid. This makes the Hyper Editor the ideal place to:

+ Add or edit controller data, such as note velocities. It makes some editing tasks—such
as data scaling—much faster.

+ Quickly create and edit MIDI drum parts.
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Event Definition Event definitions
Parameter box

« Event definition: Each horizontal row (or lane) provides an event definition, which
determines the type of event displayed or affected. When you select a row in the name
column, its event definition is shown in the Inspector’s Event Definition Parameter box.

« MiDlevents: Each MIDI event is represented by a vertical beam, aligned with a particular
time position. The value of the controller, or velocity of the note, is indicated by the
height of the beam. Taller beams indicate higher values.

Full details can be found in Editing MIDI in the Hyper Editor.

Understanding Common Elements of Logic Pro Windows

All Logic Pro windows, including the Arrange area, feature a number of common elements.
This consistent approach between windows makes your life easier, as you'll find these
elements in the same place throughout the application.
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Local Menu Bars

A window’s local menu bar contains buttons that access functions specific to the window.
For example, the Score Editor provides an enharmonic shift function, which is relevant
to notation, but not to Piano Roll editing.

s L R —— &
(.05 OB, = : = == el

eferences Settings i Auto Zoom Automation : Set Locators Repeat Section Cut Section

| & (@] [Edit = Track v Region v MIDI v Audie v  View v|———— Local menu bar

3

Verse 1

Tool Menus

The tools available in the Tool menus of each window are specific to tasks performed in
the window. For example, the Arrange area provides tools for different arrangement tasks,
such as cutting or moving regions, and automation editing. The Score Editor provides
tools used for score layout, and tasks such as voice separation.

o M
olors L Media
BRI

11

Bridge 1

The Left-click Tool menu assigns the Left-click tool. The Command-click Tool menu assigns
the Command-click tool. A further Tool menu (Right-click Tool menu) appears if the right
mouse button is assigned to a tool. For full details, see Working with Tools.
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Catch, Link, and Hierarchy Buttons

Most windows contains Catch, Link, and Hierarchy buttons. These are used to tie or
associate Logic Pro windows, and can aid in navigating through different levels of your
project structure. For example, if you click a region in the Arrange area, the contents of
a linked window (the Piano Roll Editor, for example) update immediately to show the
events within the region.

Hierarchy button

Link button Catch button

Scroll Bars
Vertical and horizontal scroll bars are shown at the right and bottom edges of the window.
These allow you to view sections that fall outside the visible display area.

‘iano Roll Score Hyper Editor

Zoom Sliders

Vertical and horizontal sliders are shown at the bottom-right corner of the window. These
allow you to horizontally or vertically resize the contents of the window, giving you a
closer or more distant view of data.

|

Bar Ruler

All linear editing windows feature a Bar ruler at the top. The position of regions and events
within a project are aligned with Bar ruler positions. The Bar ruler displays markers and
locators, and reflects time signature changes. It also indicates three important operational
modes—solo, recording, or synchronized.
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Global Tracks

All linear editing windows feature global tracks, which are displayed just below the Bar
ruler, when opened. Click the disclosure triangle to the left of the Bar ruler (labeled Global
tracks) to view the global tracks.
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« Marker track: Contains markers, which are used to label bar positions and parts of the
project. Their length, text, and color can be edited freely. For further information, see
Working with Markers.

+ Tempo track: Contains all tempo changes in the project. For further information, see
Using the Tempo Track.

+ Beat Mapping track: Allows you to assign a bar position to any musical event (both
MIDI notes and distinct accents in audio regions). This makes it possible to adjust the
musical timeline to the original timing of a MIDI or audio region that has been recorded
rubato (free time, including speeding up and slowing down), or just without a
metronome click. The audible outcome remains unchanged, but the resulting display
will fit the musical timeline. For further information, see Beat Mapping Regions.

« Signature track: Contains the basic key of the project, along with all time and key
signatures, as they are displayed in the Score Editor. For further information, see Working
with Time and Key Signatures.
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+ Chord track: Contains chord symbols that can be derived from MIDI regions or created
with the mouse. These chord symbols may also be inserted into the score. The root
note of the chords determines the transposition (pitch shifting) of all Apple Loops, and
can also affect the playback of MIDI regions. For further information, see Editing
Transposition with the Chord and Transposition Tracks.

« Transposition track: Shows global transposition events. It is linked to the progression
of the chord root notes in the Chord track. Changing a chord root is reflected in the
Transposition track, and vice versa. For further information, see Editing Transposition
with the Chord and Transposition Tracks.

« Video track: Displays frames of a QuickTime movie as thumbnails that are perfectly

synchronized with the music, making it ideal for film scoring. Cuts in the movie can be
detected automatically and marked. For further information, see Using the Video Track.

Understanding How Arrange Window Areas Interact

The Arrange window contains various areas that interact with each other. This gives you
access to all files, editing methods, and track and channel strip parameters in one place,
making your workflow much faster. The following task outlines how these Arrange window
areas work in harmony, to accelerate music production.

To understand how Arrange window areas interact
1 Open the Media area by clicking the Media button in the Arrange toolbar.
2 Click the File Browser tab, then browse to a folder that contains audio files.

3 Select the audio filename and drag it to an audio track lane in the Arrange area.

¥ Clobal Tracks

Power C...

Release the mouse button when the help tag displays position 11 1 1. A region is created
in the Arrange area.

P A= IntVerse 1| | Brid| Choj Ven Chory Verse 3 | | Interlude | Marker

y FX Chards

4 (lick the Sample Editor button at the bottom of the Arrange area.
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The Sample Editor is shown, displaying the contents of the region you just created in the
Arrange area.

t [@|[&] [ H]|[Edit v Track v Region v MIDI v Audic v View v/

9 13 17 21 25 29 33 37

» Global Tracks + |

<1 nara u &
¥

IntrcVerse 1 Bridge 1 Chorus’ Verse Chorus | | Verse 3 Interlude

CT Bits.
|
x Distd Voc &
Brit Pop Slide Gtrs#1 (T

24 ¢ Power Chords

-
25 Y e choras

5 Click the Audio Bin tab.
The Bin contains the audio file you just added to the project.

6 Click the Loops tab, then click a category button to see matching loops in the Loop
Browser’s Search Results list.

7 Select a loop with a green icon and drag it to a software instrument track in the Arrange
area.

Release the mouse button when the help tag displays position 1 1 1 1. A MIDI region is
created in the Arrange area.
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Tip: If no software instrument track exists, you can also drag the Apple Loop from the
Loop Browser directly into the blank Arrange area. A track and corresponding channel
strip are automatically created, and the Apple Loop is loaded.

Click the Piano Roll button at the bottom of the Arrange area.

The Piano Roll Editor is shown, displaying the contents of the region you just created in
the Arrange area.

Move the playhead to the beginning of your project by clicking the Go to Beginning
button in the Transport bar.

Play your project by clicking the Play button in the Transport bar.

) (0) G ()

You will hear the audio file and instrument loop you added to the project. You may like
the melody of the software instrument loop, but not its sound. Utilize the Library to assign
another sound to the software instrument track.
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Select the software instrument track, then click the Inspector button.
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The left channel strip displays the software instrument and effect of the selected track.
Click the Library tab, and browse through the displayed channel strip settings.

Because this is a software instrument track/channel strip, only software instrument channel
strip settings are shown in the Library.

Select one of the channel strip settings to load it.

Start playback again to audition the new sound.

Using Logic Pro Interface Elements
You can access all of the buttons, switches, sliders, and menus in the Logic Pro interface
using the mouse and computer keyboard.
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Checkboxes and Buttons

Checkboxes are square boxes that are selected when you click them, in order to activate
an option (or function). Click the checkbox a second time to turn it off, and deactivate
the option.

CQuantize: 16,24 ]
Interpretation: E
Syncopation: [ |
No Owverlap: [»
Max. Dots: 1

¥ 1 Motes selected

Some buttons behave in a similar fashion, in that the function they represent is temporarily
enabled (while the button is clicked, and usually illuminated).

A second click on the button disables the function. Examples of these types of buttons
include the Mute and Solo buttons.

A different type of checkbox is the round radio button. A number of grouped buttons
(each representing a different option) are available, and you need to select one of them.
They differ from checkboxes and other button types in that only one of them can be
activated at any given time. A good example are the Type radio buttons in the New Tracks
dialog.

Pull-Down and Pop-Up Menus
Pull-down menus open when you click the menu name. Pop-up menus open when you
click certain input fields or buttons.

In some menus, an arrow is shown beside one or more items, indicating a submenu. To
choose an item from a submenu, move the mouse in the direction of the arrow, and then
move vertically over the desired item. Click to activate the chosen command or setting.
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If you want to select an item that is outside the visible section of the menu, move the
mouse over the arrow at the top or bottom edge of the menu. The menu will scroll.
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Shortcut Menus

Shortcut menus (also called contextual menus) are accessed by Control-clicking or
right-clicking in different areas of various Logic Pro windows. These offer a number of
selection, editing, and other area-specific commands, providing quick access to commonly
used functions.

Note: Right-click functionality is dependent on the Right Mouse Button: Opens Shortcut
Menu option being chosen in the Logic Pro > Preferences > General > Editing pane.

Using the Computer Keyboard

You can access most Logic Pro functions with key commands. Whenever this
documentation mentions a key command, this refers to a function or option that can be
accessed with a computer keyboard keystroke (or keystroke combination, such as pressing
both the Control and W keys on your keyboard).

Use of key commands, rather than the mouse, can greatly accelerate your Logic Pro
workflow. Throughout this documentation, you will encounter a number of practical
usage examples, often in step form, that include the default key commands for particular
functions.

It is recommended that you follow the steps outlined in the documentation, and make

use of these default key commands while familiarizing yourself with Logic Pro. Not only
will this help you to remember them, but will also aid you in developing good (and faster)
working practices from the outset.
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Once you have a good understanding of Logic Pro fundamentals, and how you like to
work, you can freely assign your own set of key commands. Logic Pro functions and
options that can be assigned to key commands can also be assigned to MIDI commands,
sent from your MIDI controller. More detail on these advanced topics can be found in
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Customizing Your Window Setup 4

Logic Pro allows you to customize your window setup to fit both your working style and
the task at hand. While you will perform most of your work in the Arrange window, you
can open different combinations of windows (even several of the same type) and adjust
each individually. It is also easy to save different window arrangements called screensets,
(discussed in Using Screensets), and recall them by pressing a key. All open windows in
a project are constantly updated, following the position of the playhead. Alterations made
in one window are immediately reflected in all other open windows. For example, if the
pitch of a note event is changed in the Score Editor, this change is instantly shown in an
open Piano Roll Editor window. This chapter outlines how you can customize and save
your overall window setup. The display options of individual windows and editors are
covered in their respective chapters.

This chapter covers the following:

+ Understanding the Window Types (p. 82)

* Opening and Closing Windows (p. 84)

* Moving and Resizing Windows (p. 87)

+ Working at Different Hierarchy Levels (p. 91)

+ Selecting the Working Area (p. 92)

+ Zooming the Working Area (p. 94)

+ Understanding Relationships Between Windows (p. 99)

+ Hiding or Showing the Transport Bar (p. 102)

+ Customizing the Arrange Toolbar (p. 102)

+ Hiding or Revealing the Inspector (p. 103)

+ Adjusting the Bar Ruler Display (p. 104)

+ Displaying Global Tracks (p. 105)

+ Using Screensets (p. 108)
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Understanding the Window Types
There are two different types of windows in Logic Pro: normal windows and floating
windows.

Working in Normal Windows

You can open as many normal windows as you like, including several of the same type.
Even though the contents of all windows are constantly updated, only one window is
ever the top, or active, window. This is the window that is in the foreground when several
normal windows overlap. It is referred to as having key focus.

Key focus windows can be recognized by a title bar that is illuminated (with the title bar
text in black) and a white focus frame around the window content.
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Key focus areas within windows—such as the Arrange window—are indicated by a white
focus frame around the focused area.
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To assign key focus to a window or area
Do one of the following:

Choose Window > Cycle Through Windows (or use the corresponding key command).

This command assigns key focus to the next open window, if it is fully obscured by other
windows.

Click the window title bar, or within the working area.

Be careful if using the latter option, as you may accidentally insert an event or region if
the Pencil tool is active in the window.

The Arrange window can incorporate several other windows in different areas. These can
be given key focus by clicking the background or title bar of the window (the area of the
Arrange window you want to use), or by using a tool in the window.

Tip: You can also use Tab or Shift-Tab to cycle through the Arrange window areas: Tab
cycles forward, Shift-Tab cycles backward.

The main characteristic of the key focus window (or area of the Arrange window) is that
key commands only affect this window, and not any of the others.

Working in Floating Windows

Floating windows are so-named because they always float in the foreground, even above
the key focus window. (Opening numerous floating windows inevitably leads to them
covering each other—click the one you want to move to the foreground.)
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The Preferences and Project Settings windows are examples of floating windows.

[zXaks Preferences

Ll =@ & g == @

Ceneral Awdioc MIDI Display Score Video Automation Control Surfaces Sharing

[ Project Handling | Editing | Cycle | Catch | Caps Lock Keys |

Startup Action: [ Open Most Recent Project 0 ]

Default Template:

[ Choose )

E When opening a project, ask to "Close current project(s)?

E "Export MIDI File..." saves single MIDI Regions as Format 0

Auto Backup: [ Last 10 Project Versions 0 ]

Floating windows are usually recognizable by their narrower, gray title bar (except the
plug-in window, which has a different title bar style). Mouse operations performed in
floating windows behave in the same way as in normal windows.

Handling Background Windows

Background windows are not fully obscured, and can be identified by a dimmed title bar
and a faded name. They can be positioned next to the top window, or tiled underneath
it.

In background windows, you cannot only observe changes, but make almost any kind
of change, without needing to give the window key focus before making alterations.

Independent tool selection is memorized for each window, allowing you to directly edit
the contents of any window, whether it has key focus or not. As soon as any such edits
are made, the window is automatically made the key focus window. For example, suppose
you have an Arrange window with the Piano Roll Editor and Event List visible: the Pointer
tool is active in the Arrange area, the Pencil tool is active in the Piano Roll Editor, and the
Eraser tool is active in the Event List. The tool automatically becomes active as you drag
the mouse pointer across the boundaries of each window.

Opening and Closing Windows

There are various ways to open and close windows in Logic Pro.
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To open a window
Do one of the following:

= Choose Window > [window type] (Arrange, Score, and so on) in the main menu bar (or
use the corresponding key command).

Each window type has a corresponding key command that opens the window, without
using the mouse. For example, Command-1 opens the Arrange window, Command-2
opens the Mixer, and so on. The key command designations are shown beside each
window name in the Window menu. It's a good idea to learn and use these key commands,
rather than the mouse, as they will speed up your workflow.

= Drag the appropriate tab (Audio Bin, Event List, and so on) out of the Arrange window.
The tab you drag becomes an independent window.
You can open multiple windows of the same type, which may be useful when you want
to individually display and alter the contents of several regions in a particular editor type.
However, in order to streamline window management and avoid accidentally opening

multiple windows of the same type, the following behavior is observed when opening
windows:

+ If the requested window type is in the background of the screenset, it is brought to
the foreground.

+ If the requested window type is already in the foreground, another window of the
requested type is opened.

+ If the requested window is not open in the current screenset, it is opened.
There are also a number of ways to open the Logic Pro editors in the Arrange window.

To open the Logic Pro editors
Do one of the following:

= (Click the appropriate button at the bottom of the Arrange window.

*

Mixer Sample Editor Piano Roll Score Hyper Editor

A A e A 01 =00
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= Drag a button at the bottom of the Arrange window. The button changes to the editor

window as you drag it.

| (@) (] (] (@) et~ foncions + view =
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Mixer Sample Editor & Score | Hyper Editor

e

Double-click an audio region in the Arrange area to open the Sample Editor at the bottom
of the Arrange window.

Double-click a MIDI region in the Arrange area to open the default editor at the bottom
of the Arrange window.

Note: You can determine the default editor by choosing a menu item from the
“Double-clicking a MIDI region opens” pop-up menu in the Logic Pro > Preferences >
General > Editing pane.

Hold down the Option key and double-click a region to open the default editor as a
separate window.

The Toggle Window key commands allow you to define one key command to open or
close the window or area of the assigned type in the active Arrange window. If the window
is not available as an Arrange window area, it is opened as an independent window. For
example, in the Arrange window you can open and close (toggle) the Lists and Media
areas with the Toggle File Browser key command, Toggle Library key command, and so
on.

There are also a number of ways to close windows in Logic Pro.

To close a window
Do one of the following:

Choose File > Close in the main menu bar (or use the Close Window key command, default
assignment: Command-W).

This closes the window with key focus.
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= Click the close button at the top-left corner of the window.

Qee
(1)

Inspector Preferences

2B

= QOption-click the close button to close all windows of the active project.

Note: If you close all open windows of a project, Logic Pro assumes that you want to
close the project, and asks if you want to save your changes.

Moving and Resizing Windows
You can move and resize all open windows individually, even across multiple monitors.
You can also alter the size of all window elements that feature the resize bar.

| Ligan L9£) |r

=
Mame A& Tempo HKey Beats Match = Faw
Ambient Beat 01 00 - 16 78% | [ h

The size relationship of the editing and Arrange areas within the Arrange window can
also be adjusted, by clicking between them, and dragging vertically. The pointer changes
to a Resize pointer. The vertical height of the Mixer area is memorized independently. All
other editing areas share the same height.

You cannot resize the other Arrange window elements (the Inspector and Media or Lists
area). You can only open or close these areas.
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Here is an example of a possible window setup: Imagine you want to edit the MIDI notes
of various MIDI regions. You may want to increase the height of the Piano Roll Editor to
work at a high zoom level, thus decreasing the height of the Arrange area. You would
then reduce the Arrange area zoom level, because it only needs to be used for region

selection duties.

Resize pointer

51 7% E Piano 2

B Global ...
an Verse 2

Mixer | Sample Editor | Piano Roll | Score | Hyper Editor

To move a window
= Click and hold the title bar and drag the window to a new position.

2600 'S 4 Seventh Demo Twenty-3 ARR:Inst 10 - Piane Roll
[@| [&] [ &3] [@ha] [ Edit + Functions v  view v| [ off (3840) )]
Inst 10 G#s 22211 Snap: | Smart BN LAY

» Global ...
o8 Chorus
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To adjust the size of a window
Do one of the following:

= Drag the lower-right corner of the window, as with any window in the Finder.

+IIIII RS

ERR S ||ll--q}

L3

= Position the mouse pointer over the window edge. When the mouse pointer turns into
the Resize pointer, drag in any direction.

To adjust the size of window elements
1 Move the mouse over the resize bar.

2 When the mouse pointer turns into the Resize pointer, drag the window element.

| i | Clean g v
| Name 4 Tempo  Key | Beats Match Fav |
" Ambient Beat 01 Cwo - T 16 7% [

To maximize a window
Do one of the following:

= Select the window, then choose Window > Zoom.

= Click the zoom button (the rightmost button of the three window controls) in the top-left
corner of the window.

_@B%
(1] 0.8

Inspector Preferences

Click the zoom button again to restore the original window size.
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To minimize a window
Do one of the following:

Select the window, then choose Window > Minimize (or use the Minimize Window key
command, default assignment: Command-M).

Click the minimize button (the middle button of the three window controls) in the top-left
corner of the window.

An icon (a minimized version of the window) is placed in the Dock. The window can be
restored by clicking the icon in the Dock.

To adjust the size of a plug-in window

Do one of the following:

Drag the lower-right corner of the plug-in window. This scaling applies to individual
plug-ins.

Choose the window size in the plug-in window’s View menu. This scaling applies to
individual plug-ins.

& View Show Channel Strip Show Insert

Controls ] >
¥ Editor

Bypas

100%

BN 2
150% .
175%
200%
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= Set the default size for plug-in windows in the Logic Pro > Preferences > Display > Mixer
pane. This scaling applies to all plug-ins.

[=X=K=] Preferences

L e W o E = ®
Ceneral Audic MIDI

Display Score Video Automation Control Surfaces Sharing

[ General | Arrange | Mixer | Piano Roll |

Plug-in Window

E Open plug-in window on insertion

Default Size: [ 100 s )%
Level Meters
Scale: [ Exponential . 1
Channel Order: | Centered (Ls L C R Rs LFE) 3

Working at Different Hierarchy Levels

Logic Pro allows you to view projects at an overview level (Arrange level) and also at a
microscopic level (editor level). These different hierarchical levels are designed for different
types of tasks, such as arranging project sections or refining instrument parts. In many
cases, you can switch between these different display levels directly, without needing to
open or access another window.

Normally, the editors are at the lowest display level, which shows individual events within
the selected region.

Clicking the Hierarchy button in the top-left corner of a window or window area moves
the displayed view up one level (generally to the Arrange level).

[L@E|

Note: Double-clicking the background of the editing area of a window also moves up
one display level.
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In the Piano Roll and Hyper Editors, a step up the display hierarchy shows the events of
all regions in the Arrange area.

Clicking the Hierarchy button in the Event List moves you up one level in the display
hierarchy, just like the other editors. In the Event List, however, the display remains much
the same but shows a list of regions, rather than a list of individual events, along with
region positions, names, track numbers, and lengths. The MIDI region that you were just
editing is selected within the list of region names.

Double-clicking a MIDI region (or using the Go Into Folder or Region key command)
returns you to the lowest display level, and shows the contents of the MIDI region.

Double-clicking an audio region opens it in the Sample Editor.

In the Score Editor, clicking the Hierarchy button takes you to the higher display level.
Unlike the other editors, individual events can also be edited while in higher display levels
in the Score Editor. Double-clicking a staff (at an empty point), reverts to a lower display
level.

Selecting the Working Area
The scroll bars at the right and bottom edges of a window allow you to move through
the working area in either a vertical or horizontal direction.

Fj Seventh Demo Twenty-3 ARR - Arrange =
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Scroll bar Scroll bar
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You can move the visible section by clicking the scroll arrows, or dragging the scroller.
There are two points to note:

+ The size relationship of the scroller to the overall scroll bar length corresponds to the
size of the visible section of the window, in relation to the overall window size.

+ The visible section changes as you move the scroller.

Use the Page Up, Page Down, Page Left, and Page Right key commands to scroll one
page up, down, left, or right, as if you had clicked in the gray area (in the scroll bar) above
or below the vertical scroller, or to the left or right of the horizontal scroller.
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e Y scroll one page down.
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The Page Top, Page Bottom, Page Left-Most, and Page Right-Most key commands move
the visible section of the working area to the top, bottom, left, or right, just as if you had
moved one of the scrollers to one of its extreme positions.

In the Arrange area, Event List, Hyper Editor, and Piano Roll Editor, View > Scroll to
Selection moves the visible section of the edit window to the first set of selected events.
This function is available as a key command and works in the currently active window.

Note: When a marquee selection is active, using this key command moves the visible
section of the edit window to mirror the marquee selection.
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To scroll both vertically and horizontally at the same time
Do one of the following:

Press Shift-Control, click-hold the Arrange window background, then drag it in the desired
direction.

Click-hold the Arrange window background with the third mouse button (the mouse
wheel, for example), then drag in the desired direction.

The distance of the mouse pointer from the initial clicked position determines the scrolling
speed.

Note: This second option only works if you haven't assigned the third mouse button to
a global command, such as Exposé, for example.

Zooming the Working Area

The zoom controls are used to zoom in and out on the working display area. The zoom
value you choose reduces or increases the size of events or regions in the displayed screen
section. This allows you to:

+ See more events or regions in the same amount of screen space (zoom out)

+ See a detailed display of events or regions (zoom in)

While zooming, the top-left (and selected) event or region is kept in the visible area of
the screen. In other words, the first selected region or event is retained in the zoomed

window. If no selected region or event is visible, zooming is centered around the playhead.
If the playhead isn't visible, the current center of the window is retained.

The horizontal and vertical zoom controls are located in the bottom-right corner of the
working area of the window.

—++— Vertical zoom control

Horizontal zoom control

e T

JHOE@®

;|

To zoom out

= (Click the more closely spaced bars to decrease the zoom level.
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To zoom in
= Click the widely spaced bars to increase the zoom level.

You can drag the zoom sliders to step through several zoom levels. Any relative size
differences between tracks are retained when zooming.

Zooming with the Playhead
The playhead can be used to zoom in and out on the working display area.

To zoom with the playhead
1 Click-hold in the lower section of the Bar ruler.

AT AuGIE T WiEWw T Silap | et w | bhragh | e

Marker 10 Marker 10

2 Drag the top of the playhead up or down.
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Marker 10

Zooming with the Scroll Bars
The scroll bars not only allow you to move through your arrangement and editing
windows; they can also be used for zooming.

To zoom with the scroll bars
= (Click-hold the zoom handles at either end of the scroll bar, and drag:

+ Up or down on the vertical scroll bar
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+ Left or right on the horizontal scroll bar

As you drag, the window contents zoom.

Zooming with the Trackpad
The trackpad can be used to zoom in and out on the working display area.

To increase the zoom level
Pinch open on the trackpad using two fingers.

To decrease the zoom level
Pinch close on the trackpad using two fingers.

Zooming with the Waveform Zoom Button

Next to the Arrange area’s horizontal zoom control, you can find the Waveform Zoom
button. This button can be used to visually resize the waveform of all audio regions and
the waveform in the Beat Mapping track, if Beat Mapping is enabled in global tracks.

To toggle the state of the Waveform Zoom button
Click the Waveform Zoom button (or use the Toggle Waveform Vertical Zoom key
command).

When this button is activated, the waveform shown in all audio regions, and in the Beat
Mapping track, zooms to the assigned zoom level. You can change the zoom level to suit
your needs.
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To change the zoom level using the Waveform Zoom button
1 Click-hold the Waveform Zoom button. A slider appears.

2 Drag the slider. As you do, the waveform shown in all audio regions, and in the Beat
Mapping track, is increased or decreased in size.

Note: This is a purely visual function. The amplitude (level) of the waveform is not affected.

You can also change the zoom level using the following key commands:
+ Waveform Vertical Zoom In

+ Waveform Vertical Zoom Out

+ Waveform Vertical Zoom x 1 (Normal)

+ Waveform Vertical Zoom x 2

+ Waveform Vertical Zoom x 4

» Waveform Vertical Zoom x 8
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Zooming In on One Section of the Screen
To enlarge a section of the screen to fill the whole window, drag to select the area with
the Zoom tool.

 Core Encore (D
 Core Encore.l (D

You can do this repeatedly, if you need to zoom in further.

Tip: You can access the Zoom tool when other tools are selected by holding down the
Control and Option keys.

Storing and Recalling Zoom Settings

You can store three different zoom settings for each window using the Save as Zoom
1-3 key commands. Use the Recall Zoom 1-3 key commands to recall your zoomed
settings. These commands only apply to the active window or window area.

Reverting to the Previous Zoom Setting
Click the background with the Zoom tool. This action returns the zoom level to the original
setting, or backtracks through previous zoom steps if the tool was used multiple times.

Using Zoom Navigation Key Commands

You can set, and recall, up to 30 zoom level and scroll bar positions for each window.
These allow you to navigate through a number of window zoom levels and scroll bar
positions, making repetitive editing tasks much faster.

You can use the following commands to zoom selected events, or a region defined by
the locators, to fit the screen. The use of all zoom commands creates a new step in the
navigation path.

+ Zoom to fit Selection vertically and horizontally, store Navigation Snapshot: Displays the
current selection as large as possible, and saves it in the navigation path.

Note: When a marquee selection is active, using this key command changes the current
zoom level to fit the marquee selection.

Zoom to fit Selection horizontally, store Navigation Snapshot: Displays the current selection
as large as possible horizontally, and saves it in the navigation path.
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Note: When a marquee selection is active, using this key command changes the current
zoom level to fit the marquee selection.

+ Zoom to fit Selection vertically, store Navigation Snapshot: Displays the current selection
as large as possible vertically, and saves it in the navigation path.

+ Zoom to fit Locators, store Navigation Snapshot: Displays the current locator area as
large as possible, and saves it in the navigation path.

« Zoom to fit All Contents, store Navigation Snapshot: Adjusts the zoom level in order to
fit the entire contents of the focused window into the current view.

The navigate key commands allow you to recall the previous or next zoom settings.

+ Store Navigation Snapshot: The current zoom and scroll bar (window position) settings
are saved as a step in the navigation path.

+ Navigation: Back: Recalls the previous step in the navigation path.
+ Navigation: Forward: Advances to the next step in the navigation path.

As an example of where the navigation path commands could be useful: Imagine
cutting and pasting sections of an audio region to several other locations, in a project
with hundreds of tracks. One step in your navigation path would be a zoomed view of
the audio region. Another step could be a vertically zoomed-in version of several tracks
(the target tracks for the pasted region sections). A further step could be a horizontally
zoomed-out section of the project, allowing you to paste the region segments to a
later position.

Note: There are no default key commands for most of these navigation options, so you
need to assign them in the Key Commands window. Choose Logic Pro > Preferences >
Key Commands and type “nav” in the search field. This will display the entries described
above. For more information about assigning key commands, see

Understanding Relationships Between Windows

Logic Pro allows you to independently link or unlink windows, providing you with flexible
viewing options. For example, you can set up two Event Lists, one showing arrange
regions, and the other showing the contents of the regions. Simply click the region name
to update the contents of the second Event List.

The two buttons at the top-left corner of most windows determine its relationship to:

+ The playhead position (Catch)
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« Other windows (No Link, Same Level Link, or Content Link)

gs { Auto Zoom Automation
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Working in Catch Mode
When you work in Catch mode, the visible section of a window follows the playhead
during playback or recording. Simply click the Catch button.

If the button is disabled, the display does not update, even when the playhead moves
past the right edge of the visible portion of the window.

In the Logic Pro > Preferences > General > Catch pane, you can set the following options:
« Catch when Logic starts: Activates Catch mode whenever you click Play or Pause.

+ Catchwhen moving playhead: Activates Catch mode whenever you move the playhead.

You also have the option of using Catch mode together with the Scroll in Play setting.
The View menus of all windows that display time horizontally (Arrange area, Score Editor,
Piano Roll Editor, and Hyper Editor) offer the View > Scroll in Play setting. If the Catch
function of the window is also activated, the playhead remains in the middle of the
window, while the background scrolls smoothly from right to left.

Working in Link Mode
The Link mode options—No Link, Same Level Link, and Content Link—allow you to define
how information is displayed when working with related editor windows.

To set any of these modes
Control-click (or right-click) the Link button, then choose the mode you want from the
shortcut menu.

» No Link: Unlinks the window from other windows.

+ Same Level Link: When activated in a given window, this window always displays the
same contents as the key focus window. The display updates whenever the selection
(of data) in the key focus window changes. For example, imagine the key focus window
is a Piano Roll Editor. In Same Level Link mode, the Score Editor and Event List will
display the same data in another form.
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+ Content Link: This mode results in the window always showing the contents of the
region selected in the key focus window. The display is therefore always one level below
that of the top window. For example, if the Arrange area is the active window, any
opened MIDI editor window will show the events of the selected MIDI region. Selecting
a different MIDI region in the Arrange area will update the display of the linked editor
to show the contents of the newly selected region. You can also use Content Link mode
in one Arrange area, to display the folder contents of another Arrange area.

Tip: You can quickly switch between these modes by clicking the Link button. Clicking
it once switches between No Link and Same Level Link mode. Double-clicking the Link
button switches to Content Link mode.

The symbol on the Link button reflects the chosen display mode:

g5 | Auto Zoom Automation Flex g5 | Auto Zoom Automation  Flex

(&[] (e~ || « [@][&][ W] e~

Same Level Link mode Content Link mode

Working in Content Catch Mode

Content Catch mode is commonly used in the Arrange area, with linked MIDI editor
windows updating to show the events within the MIDI region that is currently being
played (on the selected arrange track).

The Logic Pro > Preferences > Global > Catch > “Catch content by position if Catch and
Link are enabled” preference must be selected for this to work. It is off by default.

+ When the preference is turned on, Content Catch mode follows the playhead position
within the displayed region, and updates to show the contents of subsequent regions
as the playhead passes over them.

+ When the preference is turned off, Content Catch mode follows the playhead position
within the displayed region, but does not update to show the contents of subsequent
regions as the playhead passes over them.

To activate Content Catch mode
1 Click the Catch button to turn it on.

2 Control-click (or right-click) the Link button, then choose Content Link from the shortcut
menu.

3 Turn on the Logic Pro > Preferences > Global > Catch > “Catch content by position if
Catch and Link are enabled” preference.
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Hiding or Showing the Transport Bar
It is possible to hide the entire Transport bar, providing more workspace for regions,
editors, and other data.

To hide or show the Transport bar
Do one of the following:

= Choose View > Transport (or use the Hide/Show Transport key command).

= Position the pointer in the space between the Arrange area and Transport bar. When the
mouse pointer turns into the Resize pointer, drag upward or downward.

You can customize the Transport bar by adding or removing buttons and displays, allowing
access to the functions you use most often. This, in turn, has an impact on the size of the
Transport window. You can also open an independent SMPTE or Bar display window. For
more information, see Customizing the Transport Bar.

Customizing the Arrange Toolbar

You can customize the Arrange toolbar by adding buttons for the commands you use
most often. You can also configure the display to show only the button icons, or only
their labels.

To add a button to the Arrange toolbar
1 Control-click (or right-click) the Arrange toolbar, then choose Customize Toolbar from
the shortcut menu.
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2 Drag the buttons you want to add from the Customize Toolbar dialog to any empty area
along the top of the window.

¥ Seventh Demo Twenty-3 Af

If you drag a button to a location between two existing buttons, they move to make
space for the new button.

Note: You can also drag the entire default set from the bottom of the Customize Toolbar
dialog, if your customizations don’t work out as well as you'd hoped.

3 Click Done when finished.

To remove a button from the Arrange toolbar
= Control-click (or right-click) the button you want to remove, then choose Remove Item
from the shortcut menu.

To change the appearance of toolbar items

= The shortcut menu and Show menu in the Customize Toolbar dialog also allow you to
view toolbar items as Icon & Text, Icon Only, or Text Only. Simply choose your preferred
viewing option.

When you resize the Arrange window, the toolbar may not offer enough space to keep
all buttons visible.

To keep a toolbar button visible when you resize the Arrange window
= Control-click (or right-click) the button, then choose Keep Item Visible from the shortcut
menu.

Hiding or Revealing the Inspector
You can hide the entire Inspector area to the left of the Arrange and editor windows,
providing more workspace for regions, events, and other data.
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To hide or show the Inspector in the Arrange window
Do one of the following:

Choose View > Inspector (or use the Hide/Show Inspector key command, default
assignment: 1).

Click the Inspector button in the Arrange toolbar.
To hide or show the Inspector in the editing windows

Choose View > Inspector (or use the Hide/Show Inspector key command, default
assignment: 1).

If there is not enough vertical room to display all areas of the Inspector, you can click the
disclosure triangles to hide the individual boxes.

Adjusting the Bar Ruler Display

You can switch the Bar ruler between four display modes:

+ Time: Displays a SMPTE time ruler, divided into hours, minutes, seconds, and frames.

Track v Region v MIDI v Audio v View v Snap: | Smart i | Drag: [ Overlap | N

0:00

* Bar: Displays a Bar ruler, divided into bars, beats, divisions, and ticks. Depending on
the zoom settings (see Zooming the Working Area), the bars are shown at the top edge
in units of 1, 4, 8, or 16. Changes in time signature are also shown here. In the bottom
third, there is a vertical line for each bar. The shorter lines represent one beat, but are
not always visible (depending on the zoom setting).

Track v Region v MIDI v Audio v View ¥/ Snap: | Smart +| prag [overiap EE W

* Bar and Time: Displays the SMPTE ruler above the Bar ruler.

Track v Region v MIDI v Audio v View v| Snap: | Smart + | Drag: [ Overlap e
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+ Time and Bar: Displays the Bar ruler above the SMPTE ruler.

Track v Region v MIDI v Audio v View =/ Snap: | Smart i | Drag: | Overlap | |

0:00

The appearance of the Bar ruler can be changed by clicking the small note or clock icon
at the right edge of the ruler. This opens a menu of alternate Bar and (SMPTE) Time display
settings. You can choose between time and bar linear views.
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¥ Bar
Bar and Time

Time and Bar ¥

To activate a time linear view
= Choose the Time, or Time and Bar setting from the menu.

To activate a bar linear view
= Choose the Bar, or Bar and Time setting from the menu.

The Marquee Stripe setting hides or shows the marquee stripe—a tool used for selection
tasks. For further information, see Selecting Parts of a Region.

You can also use the following key commands to switch the ruler display:

+ Event Position and Length in SMPTE Units: Switches between the Bar and SMPTE ruler if
one ruler is displayed, and switches the position of the Bar and SMPTE ruler if both are
displayed.

« Secondary Ruler: Switches the display of the second ruler.

Displaying Global Tracks

All linear editing windows can display global tracks just below the Bar ruler. You can limit
the display to particular global tracks and resize and move them. By default, the global
Marker, Signature, and Tempo tracks are visible when you open the global tracks lanes.
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Hiding or Showing Global Tracks
It is possible to hide or show global tracks in general, or to hide or show particular items
in global tracks.

To hide or show global tracks
Do one of the following:

Choose View > Global Tracks (or use the Toggle Global Tracks key command, default
assignment: G).

Click the Global Tracks disclosure triangle to the left of the Bar ruler.

Global Tracks

l.-l'ﬂarker
Signature

Tempo

To hide or show particular global tracks
Do one of the following:

Choose View > Configure Global Tracks (or use the corresponding key command, default
assignment: Option-G), then select the corresponding checkboxes.

Untitled - Arrange
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= Control-click (or right-click) anywhere in the global tracks header area, then select or

deselect individual tracks.

Chapter 4  Customizing Your Window Setup



= Control-click (or right-click) anywhere in the global tracks header area, choose Configure
Global Tracks from the shortcut menu (or use the corresponding key command, default
assignment: Option-G), then select the corresponding checkboxes.

The choices made in the Global Tracks Configuration dialog only affect the active window.
Each window can have an independent global track display configuration.

Tip: Click the Enable All or Disable All buttons to show or hide all global tracks, respectively.
Or use their corresponding key commands—Show All Global Tracks and Hide All Global
Tracks.

Note: You can also assign, and use, any of the following Toggle key commands for each
individual global track: Marker, Transposition, Chord, Signature, Tempo, Beat Mapping,
and Video. The key commands have an immediate impact, and do not open the Global
Tracks Configuration dialog.

Resizing or Moving Global Tracks
You can resize global tracks individually, or you can resize the entire global tracks area.

To resize individual global tracks
Do one of the following:
= (Click the disclosure triangle in the upper-left corner of each global track.

The track height is expanded and additional controls become visible. Click the triangle
again to reduce the track height.

= Position the mouse pointer over the lane dividers between global tracks in the header
area, then drag up or down.

+ [ | [&][H ][ Edit v Track v  Regic

¥ Global Tracks
» Marker

F Video

¥ Signature

Alternative: 1

¥ Chord
Analyze
Change Display Only

¥ Transposition
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To resize the entire global tracks area
Position the mouse pointer over the dividing line between the global tracks and the
arrange tracks, then drag up or down.

To change the order of global tracks
Grab anywhere (except on the control elements) in the header area of the global track
you want to move, then drag up or down.

The display order of global tracks is saved independently for each window.

Tip: If the Track Protect buttons are visible (View > Configure Track Header > Protect
Buttons), you can prevent unintentional changes to individual global tracks by clicking
the corresponding Protect button.

Using Screensets

You position windows in a way that suits your working methods. This layout of various
windows, including the display size, zoom levels, and position of each window (and other
settings), is called a screenset. Once defined, you can save, and freely switch between
different screensets, much as you might between different computer displays.

Creating, Recalling, and Switching Screensets
Screensets are numbered from 1 to 99 (using only the 1 to 9 computer keys—the 0 key
is assigned to the Stop command by default).

You don't need to save screensets with an explicit command. It happens automatically,
as soon as you switch to another screenset. Thus, without any effort, your current working
view is always stored as the current screenset.

To create a screenset

Press any numerical key except O; for example, 7.

For two-digit screensets, hold down the Control key while entering the first digit.
Arrange your windows, including changes to zoom settings, the relationship of the Arrange

area and editor areas, open or closed Inspector and Media or Lists areas, and so on.

Note: When you choose a screenset number that has not been saved, a maximized
Arrange window opens.

To recall or switch between screensets

Do one of the following:

Input the number of the screenset (1 to 9) you want.

For two-digit screensets, hold down the Control key while entering the first digit.
Choose the screenset from the Screenset menu.

Use the Next Screenset or Previous Screenset key commands.
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Note: Screensets 1 to 9 can be recalled by freely defined key commands, not only the
number keys on your computer keyboard. This allows you to use the number keys for
other purposes, such as opening or closing windows. The 1 to 9 key commands are called
Recall Screenset 1-9 in the Key Commands window.

To switch a screenset automatically

1 Select the MIDI region into which you want to insert the meta event.

2 Set the playhead to the point where you want the screenset to change.

3 Click the Create button in the Event List, then click the Meta Events button.
The inserted meta event has a default value of 50 (Project Select).

4 Alter the number in the Num column from 50 to 49.

This changes the name to screenset.

200 “ CUS: Inst 1:nst 3 - Event List

’Z‘@‘ @@ @l Edit * Functions + \View ¥ |
[filter | Create | [ off (3840} el [x N\

Motes Progr. Change Pitch Bend Controller

Chnl Pressure Poly Pressure Syst. Exclusive

Position Status Ch | Mum Wal | Length/Info
1 11 1 | Mote 1 A#%2 104 .2 0 0
11 3 1 | Mote 1|/D3 107 .1 2 0
1 2 1 1 | Mote 1|/F3 114 .1 0 0
1 2 3 1 | Mote 1 |G#3 121 2 0

[4 Yiaov| |
| tnst3 J

5 Enter the screenset number in the Val column.

You can stop screenset switching by muting the MIDI region that contains the meta 49
event.

Protecting, Copying, Renaming, and Deleting Screensets
Logic Pro allows you to protect, copy, rename, and delete a screenset, making it easy to
manage them.

To prevent the current screenset from being altered
= Choose Screensets > Lock from the main menu bar (or use the Lock/Unlock Current
Screenset key command).

A bullet appears in front of the screenset number to indicate that it is locked. Reuse the
key or menu command to unlock the screenset.
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Important: The File > New command deactivates all screenset locks.

To copy screensets
Switch to the screenset you want to copy, and choose Screensets > Duplicate from the
main menu bar (or use the Duplicate Screenset key command).

The Duplicate Screenset dialog appears.

cate Screenset

Enter the target screenset number (the screenset number that you want to copy to), and
type a name.

Click OK.
To rename the current screenset

Choose Screensets > Rename from the main menu bar (or use the Rename Screenset key
command).

The Rename Screenset dialog appears.

Do one of the following:

+ Type a new name.

+ Click the Auto Name button to automatically name the screenset. This defaults to the
visible window names (“Arrange/Piano Roll” or “Arrange/Mixer” as examples). The name
is automatically updated whenever a window or view is opened or closed.

This names the screenset automatically, defaulting to the visible window names
("Arrange/Piano Roll” or “Arrange/Mixer” as examples). The name is automatically
updated whenever a window or view is opened or closed.

Click OK.
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To delete the current screenset
Choose Screensets > Delete from the main menu bar (or use the Delete Screenset key
command).

Importing Screensets from Another Project
You can import screensets from another project.

To import all screensets from another project
Do one of the following:

+ Choose File > Project Settings > Import Project Settings (or use the corresponding key
command, default assignment: Option-Command-I).

+ Click the Settings button in the Arrange toolbar, then choose Import Settings from the
pop-up menu.

+ Choose the Media > Browser pane.
Navigate to, and select, the project file that you want to import screensets from.
Click the Import button.

Note: If accessing this feature via the Media > Browser pane, you also need to click the
Import Settings button, which appears after clicking the Import button.

In the Import Settings dialog, click the Screensets option.

Click the Import button.

The settings are imported into the active project.

Reverting to Saved Screensets
You can easily revert to saved screensets.

To revert to saved screensets
Choose Screensets > Revert to Saved from the main menu bar (or use the Revert to Saved
Screenset key command).

This resets your screen to its original state—prior to changing any aspect of the current
screenset.
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Navigating Your Project 5

Logic Pro offers a number of project playback and navigation controls. You can use the
Transport bar, key commands, and the Bar ruler, and can also take advantage of markers
to tag sections of your project, and quickly move between them. The playhead indicates
the current playback position.

This chapter concentrates on the use of the Transport bar and Bar ruler for navigation.
Information on the use of markers can be found in Working with Markers.
This chapter covers the following:

+ Setting the Playhead Position (p. 114)

+ Using the Transport Buttons (p. 117)

+ Using Transport Key Commands (p. 118)

+ Using Transport Shortcut Menus (p. 119)

+ Using Apple Remote (p. 120)

+ Using Cycle Mode (p. 121)

+ Using the Chase Events Function (p. 127)

+ Customizing the Transport Bar (p. 129)
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Setting the Playhead Position
The playhead is a vertical line that indicates the current position in all horizontal,
time-based windows. It is positioned:

* In the lower half of the Bar ruler when one ruler is displayed

Edit * Track ¥ Region ¥ MIDI v Audioc v WView -

Playhead

+ At the top of the Bar ruler when two rulers are displayed

Edit * Track ¥ Region ¥ MIDI v Audioc v WView -

Playhead

For more information about changing the number of rulers used, see Adjusting the Bar
Ruler Display.

To place the playhead in the Bar ruler
Do one of the following:
= When one ruler is displayed, click a position in the lower half of the Bar ruler.

= When two rulers are displayed, click a position in the top half of the Bar ruler.
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Setting the Playhead with the Position Display
The Transport bar’s Position display shows the current playhead position in two formats:

) 01:01:48:04.03

59 3 2 97

+ SMPTE Time: The upper row displays the playhead position in SMPTE time format—hours
: minutes : seconds : frames / subframes.

* Musical division of time: The lower row displays the playhead position in bars, beats,
division, and ticks.

A beat corresponds to the denominator in the time signature.

The division value is set in the Transport bar, below the time signature.

4/4 No In

M6 No O

Division value

A tick is the smallest possible bar subdivision. It is equal to 1/3840th of a note.

To set the playhead position in the Position display
Do one of the following:
Click-hold any of the numbers in the Position display, and move the mouse up or down.

Double-click either display field, and then type in a new position.

Score | Hyper Editor |

) 01 :01 : 48 : 04.03

The playhead moves to match the display position.

Adjusting the first number in the Bar display moves the playhead by bars, and by hours
in the SMPTE display.

Adjusting the second number moves by beats in the Bar display, and by minutes in the
SMPTE display, and so on at increasingly small divisions with the other values shown in
the Position display.
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When typing in a full position using the Bar display, for example, you should type in the
following manner:

+ 3 Space 3 Space 2 Space 2, Return key to exit text entry mode.
*+ 3.3.2.2, Return key to exit text entry mode.
If you simply type in 3322, followed by the Return key, the playhead moves to bar 3322,

rather than bar 3, beat 3, division 2, tick 2. This allows you to quickly navigate to the
beginning of a bar by inputting the first digit.

Setting the Playhead at a Marker
If you have labeled a passage with a marker, you can use this marker to set the playhead
position.

To set the playhead at the start of a marker
Click anywhere on the marker while holding down the Option key.

To begin playback at the start of a marker
Command-double-click the marker, while Logic Pro is stopped.

Note: This only works with a marker in the Bar ruler.
Adjusting the Size of the Playhead

You can adjust the thickness of the playhead in the General Display preferences.

Overap  i| [k_  overla i [k_

Thick playhead Default playhead

To adjust the playhead display
Open Display preferences by doing one of the following:

+ Choose Logic Pro > Preferences > Display (or use the Open Display Preferences key
command).
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+ Click the Preferences button in the Arrange toolbar, then choose Display from the
menu.

2 C(lick the General tab, and select the Wide Playhead checkbox.

[] Large local window menus

Wide Playhead
Help Tags

Bﬂlﬂwﬂml‘l values

Using the Transport Buttons

You can use the transport buttons in the Transport bar to control playback, or to set the
playhead position. You can click the buttons to activate or deactivate functions, or better
yet, make use of the corresponding key commands (computer keyboard shortcuts) to
speed up your workflow.

Note: The image below shows all transport buttons. The buttons available in the Transport
bar of your project may differ, as you can customize the Transport bar. For further
information, see Customizing the Transport Bar.

The following is a description of the transport buttons, from left to right:
+ Go to Beginning: Moves the playhead to the beginning of the project.

+ Go to Position: Opens a dialog that allows you to type in a playhead (target) position
numerically.

+ Go to Left Locator: Moves the playhead to the left locator position.
+ Go to Right Locator: Moves the playhead to the right locator position.

+ Go to Selection Start: Moves the playhead to the start point of the first selected region
or event in the active window. Default key command assignment: Shift-Return.

* Play from Beginning: Starts playback at the beginning of the project.
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* Play from Left Window Edge: Plays from the leftmost point of the visible display area in
the active window.

* Play from Left Locator: Moves the playhead to the left locator position, and begins
playback.

* Play from Right Locator: Moves the playhead to the right locator position, and begins
playback.

* Play from Selection: Moves the playhead to the start point of the selected regions or
events, and begins playback. Default key command assignment: Shift-Return.

* Rewind/Fast Rewind: A single click moves the playhead one bar backward.
Command-clicking moves the playhead to the previous marker. Click-holding fast
rewinds. Click-holding and dragging to the left or right shuttles forward or backward.

* Forward/Fast Forward: A single click moves the playhead one bar forward.
Command-clicking moves the playhead to the next marker. Click-holding fast forwards.
Click-holding and dragging to the left or right shuttles forward or backward.

+ Stop: Stops recording or playback. Clicking the Stop button a second time moves the
playhead to the project start point, or to the left locator position if Cycle mode is active.
Default key command assignment: Return.

Note: You can Control-click (or right-click) the Stop button and define the action that
this button triggers: Stop, Stop and Go to Left Locator, Stop and Go to Last Locate
Position.

* Play: Starts playback at the current playhead position, or from the left locator position
when in Cycle mode. Default key command assignment: Return. Control-click or
right-click the button to open the Play menu.

* Pause: Pauses recording or playback, until you click either the Pause or Play button.

* Record: Click to begin recording (if a track is record-enabled). Default key command
assignment: Asterisk (¥).

Note: You can Control-click (or right-click) the Record button and define the action
that this button triggers: Record, Record/Record Toggle, Record/Record Repeat.

« Capture Recording: Allows the most recent performance to be kept, even if Logic Pro
was not in record mode while you were playing.

Using Transport Key Commands

There are a number of transport functions that are only available as key commands. Most
of the key commands for these functions are not assigned by default, so you will need
to set up key commands for them. See

* Play or Stop: Switches between playback and stop, depending on the play or stop status
when the command is used. Default key command assignment: Space bar.
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Tip: The Space bar can be used to start or stop playback of audio files or regions in the
Sample Editor, Audio Bin, and Loop Browser, when these windows have key focus.

* Play from Previous Bar: Starts playback at the start of the previous bar.

+ Stop or Play from Last Position: Stops playback at the current playhead position, or starts
playback from the last playhead position, depending on the play or stop status when
the command is used.

+ Stop and Go to Left Locator: Stops playback, and moves the playhead to the left locator
position.

Note: You can assign this command directly to the Stop button, by Control-clicking
(or right-clicking) the Stop button and choosing the setting in the menu.

+ Go to Last Locate Position: Moves the playhead to the last position reached with a
positioning command, or direct positioning of the playhead, using the mouse or ruler.

+ Stop and Go to Last Locate Position: As above, but stops playback.

Note: You can assign this command directly to the Stop button, by Control-clicking
(or right-clicking) the Stop button and choosing the setting in the menu.

* Play or Stop and Go to Last Locate Position: Starts playback at the current playhead
position, or stops playback and moves the playhead to its last position, depending on
the play or stop status when the command is used.

+ Stop and Go to Beginning: Stops playback and moves the playhead to the project start
position.

+ Shuttle Rewind and Shuttle Forward: Repeated key presses increase the winding speed.
Repeated presses of the opposing shuttle key slow down the shuttle speed, and
eventually change the winding direction. Shuttle disables Cycle mode. Shuttling is
halted by the Stop command.

+ Goto Selection End: Moves the playhead to the end of the first selected region or event
in the active window.

Note: There are also a large number of Go To key commands for markers available. For
further information, see

Using Transport Shortcut Menus
There are a number of transport functions that are only accessible from shortcut menus.
The following functions are available from the Stop button shortcut menu.

+ Jump Between Marquee- and Project Start if stopped: Toggles the playhead between the
marquee start position and the project start position, when Logic Pro is stopped. Only
applies if there is an active marquee selection.
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+ Jump Between Cycle- and Project Start if stopped: Toggles the playhead between the
cycle area start position and the project start position, when Logic Pro is stopped. Only
applies if there is an active cycle area.

+ Jump Between Selected Region- and Project Start if stopped: Toggles the playhead between
the start position of the first selected region and the project start position, when
Logic Pro is stopped. Only applies if a region or folder is selected.

+ Jump Between Last Locate Position- and Project Start if stopped: Toggles the playhead
between the last locate position and the project start position, when Logic Pro is
stopped.

To access these Stop button transport functions
= Control-click (or right-click) the Stop button in the Transport bar.
The following functions are available from the Play button shortcut menu.

+ Play Marquee Selection: Starts playback within a marquee selection, with playback taking
place once unless Cycle mode is turned on.

* Play Cycle: Starts playback from the left locator position when Cycle mode is turned
on.

* Play From Selected Region: Starts playback from the start of the first selected region.
* Play From Last Locate Position: Starts playback from the last playhead position.

To access these Play button transport functions
= Control-click (or right-click) the Play button in the Transport bar.

Using Apple Remote
You can use your Apple Remote to control Logic Pro from a distance. A short click offers
the following functions:

Rewind
Play or Stop
2 ’T— Previous track
- Q —— Forward
——— Next track
——— Record
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A long click offers the following functions:

Fast Rewind

L w|j——— Fast Forward
= Stop

Note: The Apple Remote is compatible with Apple products that have a built-in Infrared
(IR) receiver. Front Row is not available while Logic Pro is open.

Using Cycle Mode

You can use Cycle mode to repeatedly play a selected passage. This is useful for:
« Composing a section of a project (a verse or chorus, for example)

+ Practicing, before making a recording

+ Recording individual tracks consecutively

+ Editing events

+ Recording multiple takes

Left locator Right locator

+ [¢ | [C&] [@] [Edit v Track v Region v |MIDI v Audio v View ]

» Clobal Tracks

1" Inst 1

2 W0 Dark Bells

Cycle area

When Cycle mode is active, a green stripe is displayed:
+ In the top half of the Bar ruler when one ruler is displayed

+ In the middle part of the Bar ruler when two rulers are displayed
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The cycle area is defined by the position of the left and right locators. When Cycle mode
is disabled, the left and right locators disappear and the cycle area is dimmed.

To turn Cycle mode on and off
Do one of the following:

Click the Cycle button in the Transport bar (or use the Cycle Mode key command, default
assignment: C).

QL

Click the top part of the Bar ruler (on the gray locators stripe).

In Cycle mode:

+ The playhead jumps from the end of the cycle to the beginning.

+ The Play command starts playback from the beginning of the cycle.

+ To start playback from another position, click Pause twice, or Pause and then Play.

+ At the cycle jump point, you can use the Chase Events function: File > Project Settings
> MIDI > Chase > Chase on Cycle Jump. For more information about chasing events,
see Using the Chase Events Function.

+ You can determine the way recording works in Cycle mode, by using the various options
in the File > Project Settings > Recording pane.

Defining a Cycle in the Bar Ruler
You can define, move, and resize a cycle in the Bar ruler.

To define a cycle
Drag the mouse from left to right in the top part of the Bar ruler.

The cycle area appears as a green stripe in the Bar ruler, and Cycle mode is automatically
turned on.

To move a cycle
Grab the green cycle stripe in the middle (the pointer turns into a hand), and drag it to
the left or right.

Two lines extend down the screen from the beginning and end points of the cycle. These
make it easy to align the cycle with regions in the Arrange area, or events in the Piano
Roll Editor.
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To resize a cycle
Grab the handles (triangles) at either end of the cycle to move the start or end points
(you can even do this while Logic Pro is open).

Note: You can set either the start or end point of a cycle (whichever is closest) by
Shift-clicking a position in the Bar ruler. This works even when the stripe is outside the
visible range, or Cycle mode is turned off.

When you set the size of a cycle graphically in the Bar ruler, its start and end points (and
therefore, overall size) is quantized to the setting chosen in the Snap menu. For more
information, see Snapping Region Edits to Time Positions.

Defining a Cycle with Locator Positions

You can enter the locator positions—therefore setting the cycle boundaries—numerically
in the Transport bar Locator display. The locators are shown to the right of the Position
display. The top value denotes the left locator position, and the bottom one, the right
locator position.

Position display | Left locator

01 :01 : 47 : 15.61 30.0000 4/4 F ma7 CPU 1y

59 2 1193 63 fé M6 No Out Ho

Right locator

To define the locator positions in the Transport bar
Do one of the following:

Double-click either locator display field, and enter a left or right position value.

Typein all bar, beat, sub-beat, and tick values (using space or a period between numbers),
and press Return to close the entry box and set the locator.

Note: You can quickly set the locator to the beginning of a bar by simply inputting the
first digit.

Click-hold any of the left or right locator number fields in the Transport bar, and move
the mouse up or down.

The corresponding cycle boundary (if shown in the Bar ruler) moves to match.

You also have the option of displaying the locator positions as SMPTE values, or as musical
positions.

To change the display of locator positions
Do one of the following:

Control-click the display area of the Transport bar, and choose Display Locators as Time.
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This has no impact on the Bar ruler display mode.

= (Click the small down arrow icon to the right of the Bar ruler, and choose either Bar mode
or Time mode.

This updates the Transport bar Locator display accordingly.
Using the Shortcut Menu to Define a Cycle

You can access a shortcut menu from the Cycle button in the Transport bar. This shortcut
menu provides the following options:

Auto Set Locators

J ¥ .. by Marguee Sele::lin

== ¥ .. by Region Selection

“ e
Customize Transport Bar..

+ Auto Set Locators: Choose to automatically set the Locators by Selection whenever a
new selection (according to the following three options) is created.

Note: The symbol on the Cycle button indicates the current status of the
Auto Set Locators menu item:

Auto Set Locators Auto Set Locators
menu item is unselected. menu item is selected.

+ by Marquee selection: Auto Set Locators keeps the cycle range exactly around the
marquee-selected area.

* by Region selection: Auto Set Locators keeps the cycle range exactly around the outer
borders of all selected regions or folders.

* by Note selection: Auto Set Locators keeps the cycle range—rounded by bars—around
all selected note events.
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Using the Transport Bar Mode Buttons to Define Locators

You can use the following commands, available as Transport bar buttons, to define the
locator positions. You can click the buttons to activate or deactivate functions, or better
yet, make use of the corresponding key commands (computer keyboard shortcuts) to
speed up your workflow.

Note: The screenshot below shows all relevant buttons. The buttons available in the
Transport bar of your project may differ, as you can customize the Transport bar. For
further information see Customizing the Transport Bar.

P®EEEEE

« Set Left Locator and Set Right Locator: These allow you to directly enter either of the
locator points in a dialog. Also available as key commands.

« Set Left Locator by Playhead and Set Right Locator by Playhead: The current playhead
position is used to define the left or right locator value. Also available as key commands.

*+ Move Locators Forward by Cycle Length and Move Locators Backwards by Cycle
Length: Move the cycled passage by its own length. Also available as key commands.

Defining a Cycle with Regions or Events
You can use the following key commands to set the locators at the start and end points
of selected regions or events:

+ Set Locators by Regions/Events: Sets the locators at the start and end points of the
selected regions or events.

+ SetLocators and Play: Sets the locators at the start and end points of the selected regions
(or events) and starts playback.

+ Set Rounded Locators by Regions/Events: Rounds the position of the locators to the
barline that is nearest to the beginning and end points of the selected regions or events.

+ Set Rounded Locators and Play and Set Rounded Locators and Record: Rounds the position
of the locators to the barline that is nearest to the beginning and end points of the
selected regions or events, and starts playback or recording.

+ Set Rounded Locators and Cycle Play and Set Rounded Locators and Cycle Record: Rounds
the position of the locators to the barline that is nearest to the beginning and end
points of the selected regions or events, and switches to cycle play or record mode.
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Defining a Cycle with Markers
Dragging a marker into the top part of the Bar ruler creates a cycle with the marker’s
length. Details on creating and using markers is covered in Working with Markers.

+ [@ | [#] [@] [ Edit v Track » Region v MIDI v Audic v View v|

¥ Global Tracks

¥ Marker

Create From Regions

Alternative: 1 H Mowe Marker: 11311 Marker 1

F Signature

You can also use one of the following key commands:

+ Set Locators by Marker and Enable Cycle: Sets the cycle to the currently selected marker
and activates Cycle mode. The length of the cycle is determined by the marker length.

+ Set Locators by Next Marker and Enable Cycle: Sets the cycle to the next marker and
activates Cycle mode.

+ Set Locators by Previous Marker and Enable Cycle: Sets the cycle to the previous marker
and activates Cycle mode.

Note: These commands are ideally suited for repeating passages during live performances.
Define markers for all parts of the project that you might want to repeat in this way during
your performance.

Using Skip Cycle

You can skip a passage in playback mode, which is useful for trying out the musical effect
of various transitions from one project section to another, without needing to physically
move regions. This is a very handy feature when arranging.

Skip cycle is also useful when editing, to leave out parts of the project that you don't
want to be affected by the edit.

To set up a skip cycle
Do one of the following:
Drag the skip cycle area from right to left in the Bar ruler.

If a (normal) cycle area already exists, you can swap the left and right locator by clicking
the Swap Left and Right Locators button in the Transport bar (or using the Swap Left and
Right Locator key command).

)@C
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The skip cycle area is shown as a green candy-striped area in the Bar ruler.

| Edit v Track ¥ Region v MIDI v Audic v View v|

When the playhead reaches the right locator position, it skips to the left locator (in essence,
the right and left locators swap positions).

Using the Chase Events Function

If you start playback in the middle of a project, some events might not be heard (such as
notes, sustain pedal events, and pitch bend events that start before the point where
playback begins). Using the Chase Events function, you can have Logic Pro analyze the
project and include some or all of these events when the project plays back.

To set up the Chase Events function
Open the MIDI project settings by doing one of the following:

+ Choose File > Project Settings > MIDI (or use the Open MIDI Project Settings key
command).

+ Click the Settings button in the Arrange toolbar, then choose MIDI.
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2 Click the Chase tab, then select the checkboxes of all events that the Chase Events function

should look for before the playback start point.

[cEakn] ™ Snowing - Project Settings

F & @ s @len

Synchronization Metronome Recording Tuning Awdic MIDI Score Video Assets

[ General | input Filter | Chase |

D Motes

F’l Sustained [inNo Transpose' Instrument Channel Strips

[¥] Program Change
[¥] Pitch Bend
[¥] contrel Changes
M o-15 M 64-71 [¥) All Other
[¥] Aftertouch
E Folyphonic Aftertouch
[¥] system Exclusive

|:| Text Meta Events

E Chase separate channels in 'All Channels’ instruments

E Chase on Cycle Jump

I:l Notes

D Send full MIDI reset before chasing

See for full details.

There is a potential problem when chasing notes that are used to trigger a drum loop in
a sampler. Unless you are lucky enough to start the MIDI region precisely at the beginning
of the sample loop, the sample will be triggered at the wrong time and will play out of
sync with other regions (at least until the next trigger note).

The problem occurs because most samplers can only play samples from the beginning,
and cannot synchronize them to the beat when started in the middle.

To avoid triggering a sampler’s drum loops when chasing note events
Activate the No Transpose parameter of your drum loop instrument, in the Track Parameter
box of the Inspector.

Turn off the In ‘No Transpose’ Instrument Channel Strips option in the Project Settings >
MIDI > Chase pane.

These settings prevent your sampler’s drum loops from playing until they reach the next
trigger note, whenever the project jumps to a new position.
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The No Transpose parameter actually prevents transposition by the region playback
parameters, which is also not desirable for drum sounds or loops.

Customizing the Transport Bar
The Transport bar offers a default set of buttons, displays, and sliders. These are the most
commonly used, and most useful, options for the majority of users.

You, however, may need to regularly access particular functions that are not part of the
default set, due to:

+ The type of project you are working on; a film soundtrack, for example
+ A unigue working style

+ A desire to have everything at your fingertips

Whatever the motivation, you can easily customize the Transport bar to meet your needs.

Showing and Hiding Transport Bar Functions
You can show or hide different parts of the Transport bar independently. This, in turn,
allows you to control the width of the Transport bar.

You should limit the Transport bar to functions you actually need to access regularly, or
better yet, configure and memorize all of the corresponding transport or mode key
commands. This will allow you to expand the display area of the Transport bar, providing
more at-a-glance information.

If you want all commands and options to be visible in the Transport bar, you will need
either a second computer monitor, or a single monitor with an exceptionally high
horizontal resolution.

Tip: Logic Pro allows an unlimited number of Transport bar windows to be opened
simultaneously. Additional Transport bar windows can be individually customized, allowing
you to view and access additional functions that will not fit on the standard Transport
bar at the bottom of the Arrange window. Customized Transport bars (and other windows)
can be saved as part of a screenset.

To customize the Transport bar
Control-click (or right-click) the Transport bar, and choose Customize Transport Bar from
the menu.
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2 Turn on or turn off individual functions by selecting the checkboxes in the Customize
dialog.

My New Project - Arrange

3 Choose the appropriate option, as follows:

Click the Cancel button to cancel the action.
Click the OK button to confirm the action.

Click the Save As Default button to save your current user layout, which is then applied
whenever you create an empty new project, open a new Arrange window, or click the
Restore Defaults button.

Click the Restore Defaults button to apply your saved user layout.

Option-click the Restore Defaults button to apply the Transport bar’s original factory
layout.

Getting to Know the Transport Bar Functions

This section describes the buttons, the display area, and the modes and functions found
in the Transport bar. You can control the width of the Transport bar by showing or hiding
different parts of the Transport bar independently. For further details about customizing
the Transport bar, see Showing and Hiding Transport Bar Functions.
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Transport Buttons
This area of the Transport bar contains buttons that literally transport the playhead
through the project.

|
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For an explanation of the individual functions and commands, see Using the Transport
Buttons.

Display Area
This area of the Transport bar primarily informs you of the playhead and locator positions,
but can also be used to navigate through the project.

44,100 kHz Speed Only 4/4 No In
130 e No Out

* Positions (SMPTE/Bar): The top row indicates the current position of the playhead in
SMPTE format (hours : minutes : seconds : frames), the bottom row in bars, beats,
divisions, and ticks.

* Locators (Left/Right): The top row indicates the left locator position, the bottom row
the right locator position. Locators are used to define a particular section of the project
for a number of recording or playback tasks. You can display locators in the Transport
bar in terms of Bar or Time, by Control-clicking (or right-clicking) the display area and
turning on/off the Display Locators as Time option. In Transport views which are part
of Arrange windows, this option should automatically follow the Ruler mode.

+ Sample Rate or Punch Locators: The display shows the current project sample rate, or
punch recording in/out locators (when punch recording mode is enabled). As with
other Transport bar display fields, you can set the sample rate or punch locators with
the mouse or via direct numerical entry.

+ Varispeed: The Varispeed display allows you to speed up or slow down a project between
-50% and +100% (which equals between 50% and 200% of the original tempo). The
top row indicates the Varispeed mode (Speed Only, Varispeed, Varispeed and MIDI),
the bottom row the Varispeed value and unit.

+ Tempo/Project End: The Tempo display indicates the current playback or recording
speed. The Project End display shows the total number of bars. It behaves as stop
playback/recording marker for the project.
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« Signature/Division: The (Time) Signature display indicates the current playback or
recording time signature in a standard musical format; 4/4, 5/4, and so on. The Division
display determines the current display (and editing) resolution. A value of /16 means
that a 4/4 bar is divided into 16 sub-sections, or 4 sub beats for each beat in the bar.

* MIDI Activity (In/Out): The display indicates incoming and outgoing MIDI data. The MIDI
In display (top) will show chord names for incoming MIDI note data.

+ Load Meters (CPU/HD): Click this display to show CPU load and hard disk throughput
load meters. Double-click to open the load meters as a separate window. Alternatively,
you can choose Options > Audio > System Performance from the main menu bar (or
use the Open System Performance key command, default assignment: Option-X).

Modes and Functions

The mode buttons and Master Volume slider in this area of the Transport bar are used
for several advanced recording and playback functions, including repeating project
sections, soloing, and punch recording. The buttons do not immediately trigger an action.
Rather, they switch operating states. The relevant button illuminates to indicate that the
mode is activated.

iy Rl o] 18} L
Hyper Editor J
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+ Varispeed: Enables Varispeed mode, allowing you to alter playback speed (keeping the
original pitch) or playback speed and pitch, or to transpose classic MIDI output.

+ Software Monitoring: Enables software monitoring, allowing you to process external
sources via Logic Pro effects. It also allows you to hear external sources while recording.

+ Auto Input Monitoring: Automatically allows you to hear external sources at the audio
inputs.

* Pre Fader Metering: Switches all of the mixer channel strip meters between pre-fader
(the Volume fader on each channel strip) and post-fader modes (when turned off).

* Low Latency Mode: Enables Low Latency mode, allowing you to limit the amount of
delay (latency) caused by some effects.

+ Set Left Locator by Playhead and Set Right Locator by Playhead: Allow you to use the
current playhead position to define the left or right locator value.

« Set Left Locator Numerically and Set Right Locator Numerically: Allow you to enter either
of the locator points in a dialog. Also available as key commands.

* Swap Left and Right Locators: Allows you to reverse the location of the left and right
locators. For further details, see
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*+ Move Locators Backwards by Cycle Length and Move Locators Forward by Cycle
Length: Retains the existing cycle, but moves it to the left or to the right by the cycle
length. For example, if the cycle is 4 bars long, and spans bars 12 to 16, using the Move
Locators Backwards by Cycle Length command moves the cycle four bars to the left,
resulting in a cycle from bar 8 to 12.

+ Cycle: Enables or disables repeated playback or recording over a project section. The
cycle boundaries are reflected (or set) by the left and right locator values.

+ Autopunch: Enables or disables a recording start and end point. It is commonly used
in conjunction with the left and right autopunch locators to automatically record over
a particular project section. This method is often used to fix a mistake in a vocal or
instrumental recording.

+ Set Punch In Locator by Playhead and Set Punch Out Locator by Playhead: Allow you to
use the current playhead position to define the punch in or punch out locator value.

* Replace: Enables a new recording to overwrite an existing recording.
+ Solo: Only selected regions are played; all other regions are muted.

+ Sync: Activate to synchronize Logic Pro with an external source (make Logic Pro the
synchronization slave to another device). Control-click or click-hold this button to open
the Synchronization menu.

* Click: Used to turn the Logic Pro internal metronome on and off. Control-click or
click-hold this button to open the Metronome menu.

* Master Volume: Click to display a volume slider at the right of the Transport bar. This
slider is directly tied to the Master channel strip in the Mixer, and acts as a master
volume control for all audio and software instrument tracks.

Using a Giant SMPTE or Bar Display
You can configure the Transport bar to display a giant SMPTE or bar display in place of
the standard Transport bar display area.

Alternately, you can spawn a new giant SMPTE or Bar Display window.

To replace the standard Transport bar display area with a SMPTE or bar display
Control-click (or right-click) the Transport bar display area, and choose Big Bar Display or
Big SMPTE Display, as required.

The Transport bar display area is replaced with the chosen big display.

D, 2 1 2 217 @

Repeat the step above to return to the standard display.
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To open a new SMPTE or Bar Display window
Control-click (or right-click) the Transport bar display area, and choose Open Giant Bar
Display or Open Giant SMPTE Display, as required.

A new, floating window opens.

& Snowing - SMPTE Position

& Snowing - Bar Position

01 :00:06 : I2.00

This window can be freely positioned and resized.

Tip: Control-clicking the window allows you to quickly select the option to switch between
the Giant Bar Display and Giant SMPTE Display, as required.

To resize the SMPTE or Bar Display window
Do one of the following:

Position the mouse pointer over one of the window edges (right, left, or bottom edge).
When the mouse pointer turns into the Resize pointer, drag in the desired direction.

& Snowing - SMPTE Position

01:00:06 : 12.00

Drag the lower-right corner of the window.

i Snowing - SMPTE Position

01 :00:06 : 1200

To close the chosen giant display, click the close icon at the top-left corner of the window.

Note: Logic Pro allows an unlimited number of Transport (and Giant SMPTE or Bar Display)
windows to be opened simultaneously.

Using SMPTE View Offset

You can configure any open Transport bar display area or Giant SMPTE Display window
to show SMPTE time with or without SMPTE view offset.
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To access the Use SMPTE View Offset setting on an individual basis
Do one of the following:

= Control-click (or right-click) any open Transport bar display area.

Big Bar Display

Big SMPTE Display

Open Giant Bar Display

—B Open Giant SMPTE Display
e 2N Use SMPTE View Offset [,

01 :00:06:12.00 Display Locators as Time

4 2 1 Customize Transport Bar...

= Snowing - SMPTE Position

Giant Bar Display
¥ Glant SMPTE Display

Use SMPTE View

Customizing the Bar, SMPTE, and Tempo Display
You can customize the Bar, SMPTE, and Tempo display in the Display preferences.

To customize the Bar, SMPTE, or Tempo display
1 Open General Display preferences by doing one of the following:

+ Choose Logic Pro > Preferences > Display (or use the Open Display Preferences key
command).

+ Click the Preferences button in the Arrange toolbar, then choose Display from the

menu.
Displays
Display Middle C As: [ €3 (Yamaha) H
Display SMPTE: [ With Bits 4 ] I:‘ Zeros as spaces

Display Tempo As: [ Beats Per Minute (BPM, Maelzel) ; ]

Clock Format: [1 1 1 1 3|
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Choose one of the following settings in the Clock Format menu:
+ Clock Format: 1111

+ Clock Format: 1. 1. 1.1

+ Clock Format: 1110

+ Clock Format: 1.1.1.0

+ Clock Format: 11 _1

* Clock Format: 1.1. _1

* Clock Format: 11 _0

+ Clock Format: 1.1._0

Choose one of the following settings in the Display SMPTE menu:

+ With Bits: Subframes (SMPTE bits 0 to 79) are shown.

+ Without Bits: Subframes are not shown.

+ With Quarter Frames: Quarter frames are shown.

+ As Feet Frames, 35 mm film: The display is displayed in feet and frames, for 35mm film.
* As Feet Fframes, 16 mm film: The display is displayed in feet and frames, for 16mm film.

+ With Milliseconds: The frame fractions are displayed in milliseconds instead of SMPTE bits
(also called subframes). Don't forget that this value is dependent on the frame rate: at
25 fps, a frame is 40 milliseconds long, at 30 fps, approximately 33 ms.

+ With Samples: Frame fractions are shown as sample values.
+ With Frames and Samples: Both fractional frame and sample values are shown.

Select the “Zeros as spaces” checkbox if you want zero values to appear as blank spaces,
rather than the number 0 in SMPTE time displays.

Choose one of the following settings in the Display Tempo As pop-up menu:

* Beats Per Minute (BPM, Maelzel): Beats per minute, to four individually adjustable decimal
places.

« BPM without Decimals: Beats per minute, with no decimal places.

* Frames Per Click with Eights: Frames per beat with eighths. After the value, you will see
fpc.

* Frames Per Click with Decimals: Frames per beat, to four decimal places. Take care, as
this display can easily be confused with the bpm display.

Chapter 5 Navigating Your Project



Working with Markers 6

The main purpose of markers is to tag different parts of a project, and to enable the quick
selection of these parts for playback, editing, and arranging. Markers serve as a kind of
project road map, representing the form of a project graphically. Apart from the text
functions, markers can also be regarded as storage areas for locator positions—each of
which can be individually named.

This chapter covers the following:

+ Opening Marker Areas and Windows (p. 138)

+ Creating Markers (p. 140)

+ Copying Markers (p. 143)

+ Selecting Markers (p. 143)

+ Deleting Markers (p. 143)

« Naming Markers (p. 144)

+ Changing the Appearance of Marker Text (p. 147)

« Editing Markers (p. 148)

+ Navigating with Markers (p. 150)

+ Switching Between Marker Alternatives (p. 152)

+ Customizing the Marker Display in the Marker List (p. 152)

+ Importing, Removing, and Exporting Marker Information (p. 152)
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Opening Marker Areas and Windows
There are many ways to interact with, create, and delete markers in Logic Pro. You can
see and edit markers in the following window areas:

Marker track Marker List
®6 6 [ Seventh Demo Twenty-3 MRK. - Arrange o
5} O T O = SO S~ -~ | = 2 ®B 0 |0 E M

Lo, o8] =
Inspector Preferences Settings | AutoZoom Automation Flex | Setlocators RepestSection Crop Splitby Playhead Bounce Regions Bou nce Colors Lists Media

B
= | [(Crose | Avematives (151 o)

Position Marker Name. Length

[ 1+ () 68 (0] Cean v e v

A
Intro 200 0

a1 1
11 1
111 S
4 2237 MainDrums 402 4
111 R
11 1
11 1

[xmens, oo |

oreasase = J

Marker Text area

* Marker track: Displays markers as (optionally) colored sections. If the Marker track is
hidden, you can see markers as short text strings in the Bar ruler of all linear editing
windows. The main advantage of the Marker track over the marker display in the Bar
ruler is that it allows you to select, copy, move, or resize markers directly with the mouse.
Click the disclosure triangle in the upper-left corner of the Marker track name column
to expand the track height, thereby displaying additional controls. You can freely adjust
the lower border of the Marker track by dragging it up or down with the mouse.

* Marker List: Lists the names of all markers, inclusive of bar position and length
information.

« Marker Text area and Marker Text window: Show text associated with a marker. This
makes markers suitable for use as notepads, allowing text comments to be saved with
the project. Marker text can be typed in, and edited, as you would in any text editor.
The Cut, Copy, Paste, Clear, and Select All commands can be used to import or export
text to and from other software applications (such as word processors).

To open the Marker track
1 Click the disclosure triangle in the Global Tracks header area.

2 Click the disclosure triangle for the Marker track.

You can also assign, and use, the Toggle Marker Track key command.
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To open the Marker List as a tab in the Arrange window
= (Click the Lists button at the top-right corner of the Arrange toolbar, then click the Marker
tab (or use the Toggle Marker List key command, default assignment: K).

To open the Marker List as a separate window
Do one of the following:

= Choose Options > Marker > Open Marker List (or use the Open Marker List key command,
default assignment: Option-M).

= Drag the Marker tab, which changes to the Marker List window as you drag it.

Flaynead COUNCE Reguons bBoumce Lolors @ MOles Lisis  Media
m Evant Marker
i IS 4 | | B
Event Marker
L3 k.S,
[ ] | Edit » Options v View «| hth
Create | Alternative: 1§ |k_ \v| . 1 M
o 1
Position | Marker Name | Length 1
1 11 1  Intro 1 1
2 1 1 1 Verse 1 1 1
5 1 1 1 Chorus 1
g 1 1 1 Verse 2 1
11 1 1 1 Cherus 1

To open the Marker Text window
Do one of the following:

= Option-double-click any marker in the marker track with the Pointer tool. The clicked
marker is selected in the list.

= Choose Options > Marker > Open Marker Text (or use the Open Marker Text key command,
default assignment: Option-').

The Marker Text window is also available at the bottom of the Marker List window. It is
known as the Marker Text area in the Marker List window.

Tip: Many marker selection, editing, and other commands can be accessed by
Control-clicking (or right-clicking) anywhere in the marker areas. Make use of this technique
to accelerate your workflow. Note that the right-click shortcut menu can only be accessed
if the Right Mouse Button: Opens Shortcut Menu pop-up menu option is chosen in the
Logic Pro > Preferences > General > Editing pane.
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Creating Markers
You can create markers at any project position. This section describes all marker creation
options.

Tip: You can use the Create Marker key commands to add markers on the fly during
playback.

To create a marker that is rounded to the nearest bar
Do one of the following:
In the Marker List, choose Options > Create.

In any workspace, choose Options > Marker > Create from the main menu bar (or use
the Create Marker key command, default assignment: Shift-Command-').

Note: If a marker already exists at a bar position (or up to a quarter note before or after
it), no new marker is created.

The length of the marker automatically extends to the start point of the next marker, or
to the end of the project or folder, if no ensuing markers exist.

To create a marker that is rounded to the nearest quarter note

Do one of the following:

In the Marker track, do one of the following:

+ Set the playhead to a project position, then click the Create button.

+ Select the Pencil tool, then click a project position.

¥ Clobal Tracks

¥ Marker
Create From Regions Intro Verse 1 Marker 4 Bridge 1 Chorus 1

Alternative: 1

= Option-Command-click a project position in the lower part of the Bar ruler.

| & | | & | | & || Edit v Track v Region v MIDI v Audio v View v| Snap:

Intro | Versg 1 Marker 4 Bridge 1

I

Note: This option only works if the Marker track isn't displayed.
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To create a marker that is not rounded to the nearest bar
Do one of the following:

= In the Marker List, choose Options > Create Without Rounding.
= |n any workspace, choose Options > Marker > Create Without Rounding (or use the Create

Marker without rounding key command, default assignment: Command-).

To create a marker at a rounded playhead position
= |n the Marker List, click the Create button.

‘J“El&

To create a marker and determine its position
= Click in the Marker List area with the Pencil tool, then enter a position in the position
input field.

To create markers at the positions of all currently selected regions
Do one of the following:

= In the Marker track, do one of the following:
+ Click the From Regions button.

+ Drag a region from an arrange track onto the Marker track.

¥ Clobal Tracks

¥ Marker

Create i Intre  Versg 1 Bridge 1 Chorus 1 Vers

Ahernative: 1

LR

&
Main Drums
iwe OOp

In any workspace, choose Options > Marker > Create by Regions from the main menu
bar (or use the Create Marker by Regions key command, default assignment: Command-Up
Arrow).
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Markers created in these ways are automatically assigned the names, bar position, length,
and color of the regions they are derived from.

666 1 Groove In - Arrange =)
@ L 5 B B =2 B & B BE ®2 O MNBEa
Colors © Notes Media

' Inspector Preferences Sewings | AuloZoom Automation Flex © Serlocators RepeatSection Crop Spiit by Playhead Bounce Regions Bounce

+ [@] &) (W] [edit » Track v Region v v Audie v View |

To create a marker that corresponds exactly to the length and position of a cycle
= Drag the cycle down into the Marker track or into the lower third of the Bar ruler.

Snap: | Smart

i | Drag: | Overlap

Cycle Range

41
40 0

11
0

Dragging the cycle in the Bar ruler is limited to either horizontal or vertical movements.
This ensures that you do not accidentally:

+ Move the cycle when creating markers (by dragging the cycle into the lower third of
the Bar ruler or into the Marker track).

+ Create markers when moving the cycle area.

The following explains how marker movements and the cycle interact:

+ When dragging the cycle to the marker area in the Bar ruler, the pointer turns into a
hand with up/down arrows. As soon as you move the pointer horizontally in the marker
area of the Bar ruler, the pointer becomes a hand (without arrows). The Copy Cycle to
Marker action is canceled.

+ If you first move the cycle horizontally, and then try to drag it to the marker area of the
Bar ruler, no Marker is created.
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+ When you hold Shift, after click-holding the cycle, the cycle can be moved horizontally,
and then dragged to the marker area in one go.

Note: When you hold Shift, before clicking the cycle, the nearest cycle border is set to the
clicked position.

Copying Markers

This section describes the copy marker options.
To copy a marker
Do one of the following:

In the Marker track: Option-drag the marker, or use the standard Copy (Command-C) and
Paste (Command-V) commands.

v MIDI v Audic v View v | Snap: [Smart s | Drag: | Overlap St M|

| Copy Marker: 5311 Marker 1

In the Marker List: Use the standard Copy and Paste commands.

Selecting Markers
You can use the usual selection techniques to select markers. For more information, see
Using Selection Techniques.

Deleting Markers
You can delete markers at any time. Once deleted, they no longer appear in the Bar ruler,
Marker track, Marker List, or Marker Text window.

To delete markers
Do one of the following:
In the Marker track or Marker List:

+ Click the markers with the Eraser tool.
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+ Select the markers, then choose Edit > Delete (or use the corresponding key command,
default assignment: Delete).

In the Bar ruler: Hold down Command, grab the marker you want to delete, and drag it
out of the Bar ruler. Release the mouse button when the pointer turns into a hand holding
two arrows.

I * Audio v View

At the current project position: Choose Options > Marker > Delete (or use the Delete
Marker key command, default assignment: Command-Down Arrow).

Naming Markers

Newly created markers are automatically named “Marker ##” (unless derived from regions,
as described above). The “##" indicates a numerical value that reflects the order of
appearance of the markers along the Bar ruler (resulting in “Marker 1,” “Marker 2,” and so
on). The allocated number is dependent on the actual order of all markers in the project,
including markers that have been renamed.

Automatically assigned names can be changed directly in the Bar ruler, Marker track,
Marker List, or in the Marker Text window.

The length of the name displayed in the Marker track, Bar ruler, and Marker List depends
on available screen space, or the position of the following marker.

If you want to edit a marker name when creating it, hold Control-Option-Command while
clicking the desired Marker track position. A text field opens, allowing you to type the
new name. Press Return to complete the naming operation. You can also
Control-Shift-Command-double-click the Bar ruler (if the Marker track isn't visible).

To edit a marker name in the Bar ruler
Do one of the following:

+ Choose Options > Marker > Rename Marker (or use the corresponding key command,
default assignment: Command-Return).

+ Option-double-click the marker.
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2 Type the marker name in the text field.

IDI v | Audic v View «|

13 17

Muted Electric Bass

To edit a marker name in the Marker track
1 Do one of the following:

+ Choose Options > Marker > Rename Marker (or use the corresponding key command,
default assignment: Command-Return).

+ Select the Text tool, then click a marker.
« Double-click the marker.

2 Type the marker name in the text field.

MIDI v Audic v View v | Snap: | Smart ;| Drag: | Overlap B

Marker 1 Marker 2

To edit a marker name in the Marker List
1 Do one of the following:

+ Select the marker name and click the Marker Text Edit button.
+ Select the marker name and double-click in the Marker Text area.

+ Double-click the marker in the Marker Name column.
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2 Type the new marker name in the Marker Text area.

| & | | EH Edit ¥ Options ¥ View ¥
Create | Alternative: | 1 o *_{7‘

Position | Marker Name | Length |

==

i} new Marker Namg|

b |

P cecvean

To edit a marker name in the Marker Text window
1 Open the marker in the Marker Text window.

2 Do one of the following:
+ Click the Marker Text Edit button.
» Double-click in the Marker Text area.

3 Type the new marker name in the Marker Text area.

The first paragraph in the window is used as the marker name.
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Note: If you use Return to create paragraphs in the Marker Text window or area, the first
paragraph of the text is displayed in a separate title line (of the marker) in the Marker
track.

[# Groove In - Arrange - (=]
= == = =
2 BE 5 = E L B BE O®H O 0O
AutoZoom Automation Flex  SetLocators RepeatSection Crop Split by Playhead Bounce Regions Bounce Colars i
fris Lheponc el ibies - Atac el es] [Eem T weter T emee [ S|
e (o o))
B Atermative: [1 ¢ LLE
Position Marker Name Length
1 1 1 1 BluesGuitar 200 0
Groove starts here chord variation R L eraatveRock B 02 R
3 1 1 1 FunkyPop Drum 01 200 o0
711 1  Pop Piano 400 0

Score | Hyper Editor |

Unlike the marker display in the Bar ruler, all text below the first paragraph is also displayed
in the Marker track, depending on available space. (You might want to change the height
of the Marker track to view all text.) This can be used for musical or technical notes, for
example. In this scenario, the marker color is only shown in the title line, with the remaining
text displayed white on gray.

Changing the Appearance of Marker Text

You can change the appearance of marker text in the Marker Text window and area. You
can assign a different font, size, and style to any selected portion of the marker text. All
fonts installed on your system can be used. Different colors can be assigned to all, or
selected parts, of the text, and to the Marker Text window and area background.

To change the appearance of marker text
1 Select the marker text you want to change.

2 Click the Font button in the Marker Text window or Marker Text area of the Marker List
window.

fallz]
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3 Choose settings in the Font window.

Editing Markers
Markers can be edited in various ways. Common tasks include changing marker positions,
coloring markers, and adjusting marker lengths.

To change the position of a marker
Do one of the following:

= In the Marker track: Drag it to the left or right.
= |n the Bar ruler: Command-drag the marker to the left or right.

= |n the Marker List: Use the mouse as a slider on the bar Position display, or double-click

a position value and enter the new value with the computer keyboard.

Note: The smallest movements that can be achieved in the Marker track and Bar ruler
depend on the division setting in Transport area, the Snap menu setting, and the horizontal
zoom level (including sample-accurate placement at the highest zoom levels). Watch the
help tag for precise feedback on movements. The alternative for fine position adjustments
is the Marker List.

There are times when you will want to protect markers from being moved. Logic Pro has
a feature that preserves the absolute time position of events.

To protect the position of selected markers

= Choose Options > Lock SMPTE Position in the Marker List (or use the corresponding key

command).
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This locks (fixes) the SMPTE position of markers. To indicate this status, a lock symbol is
displayed at the beginning of the marker name.

Position Marker Name Length "
1 1 1 1 Electric Piano 520 0 |

6§ 3 1 1 Muted Electric Bass ioo o ||

3 3 1 1 RockKit 1mzo0 0 ||

|

17 1 1 1 GuitarSolo T |
21 1 1 1 FrenchHorns 62 0 0 |+
27 31 1 1 Cvmhal Swells 13 37230 '

These markers always retain their absolute time position: if the project tempo is changed,
the bar positions will change to keep the markers at the same SMPTE positions.

Tip: You can also lock/unlock the SMPTE positions of markers from the Arrange area’s
Region menu, and the Functions menu of the Piano Roll Editor and Hyper Editor, if you
enable the display of global tracks.

To unprotect the position of selected markers
= Choose Options > Unlock SMPTE Position in the Marker List (or use the corresponding
key command).

Note: You cannot unlock the SMPTE position of scene markers. See Working with Movie
Scene Markers.

To change the length of a marker
= |n the Marker track: Place the pointer over the marker border. When the pointer changes
to a Resize pointer, drag the marker border to the new position.

Cuitar Solo
last B bars rubato

= |n the Marker List: Use the mouse as a slider on the bar Position display, or double-click
a position value and enter the new value with the computer keyboard.

The marker border can also be the beginning of the subsequent marker, especially if the
length of the second marker hasn't been defined. Markers cannot overlap.
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To adjust a marker to fit a cycle

= Drag a cycle onto an existing marker (with a right or left border—or both—that falls

inside the cycle boundaries).

Track = Region + MIDI » Audic » Viev

Cycle Range 7111

Length 20 0
bt

Dragging the cycle area in the Bar ruler is limited to either horizontal or vertical
movements. This ensures that you do not accidentally:

+ Move the cycle when creating markers (by dragging the cycle into the lower third of
the Bar ruler or into the Marker track).

+ Create markers when moving the cycle.

Tip: When you hold Shift, after click-holding the cycle, the cycle can be moved horizontally,
and then dragged onto a marker in one go. When you hold Shift, before clicking the cycle,

the nearest cycle border is set to the clicked position.

To assign a color to a marker

Select a marker in the Marker track, choose View > Colors, then click a color in the palette.

If dark colors are used, the marker text is automatically shown in an inverse color. If you
create markers from regions, the corresponding marker uses the region color.

Navigating with Markers
You can navigate through your project with markers. This is useful when you want to
quickly jJump to, and edit, regions or events at a specific project position, for example.

To move the playhead to a marker

Do one of the following:

In the Marker track: Press Option and click the marker.
In the Bar ruler: Press Command and click the marker.
In the Marker List: Click a marker with the Finger tool.

Tip: If you press Option and click a marker in the Marker List with the Finger tool, the
locators are set to the beginning and end points of the selected marker.
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Use the Go to Marker Number 1 to 20 key commands (20 different commands).

The marker numbers in these commands refer to the (serial) order of all markers in the
project.

Use the Go to Marker key command to open a window that allows you to type in any
marker number.

This moves the playhead to the beginning of the chosen marker.

To move to the next or previous marker
Use the Go to Previous Marker and Go to Next Marker key commands.

The locators are set to the beginning and end points of the selected marker.

To start playback at a marker start position
Do one of the following:
In the Bar Ruler: Command-double-click a marker.

In the Marker List: Click-hold a marker with the Finger tool.
Logic Pro continues playing until the mouse button is released.

To create a cycle from a marker
Do one of the following:

Hold down Command, and drag the marker up into the top part of the Bar ruler.

sudio v | View »| Snap: | Smart » | Drag: | Overlap

Marker 1
Move Marker: 5311 Marker 2

This sets a cycle with the same position and length as the marker. If Logic Pro is stopped
when performing this action, the playhead is placed at the start point of the cycle.

Select the marker, then use one of the following key commands:
+ Set Locators by Marker and Enable Cycle
+ Set Locators by Previous Marker and Enable Cycle

+ Set Locators by Next Marker and Enable Cycle
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Switching Between Marker Alternatives
You can use up to nine different marker variations per project.

To switch between the different marker alternatives

Do one of the following:

Choose Options > Marker Alternatives in the Marker List, then choose a Marker List.
Choose a number from the Alternative pop-up menu in the Marker List.

Choose a number from the Alternative pop-up menu in the Marker track.

Customizing the Marker Display in the Marker List

There are two display options for marker position and length in the Marker List:

+ View > Event Position and Length in SMPTE Units: Switches the marker position and
length display between bar positions and SMPTE time positions.

+ View > Length as Absolute Position: Switches the marker length display between actual
(relative) length and (absolute) display of the marker’s end position (shown as a bar
position).

Importing, Removing, and Exporting Marker Information

When you record or bounce an audio file, the current Marker List is added to the resulting
file. In some situations, you may want to import marker information from an audio file
that was recorded in a different project. This is possible within the borders of any selected
audio region of that file in the Arrange window.

To import marker information from an audio file
Choose Options > Marker > Import Marker from Audio File.

You can also export the current Marker List within the borders of any selected Arrange
audio region to an audio file. However, you should first remove any marker information
that exists in the audio file.

To remove marker information from an audio file
Choose Options > Marker > Remove Marker from Audio File.

Then you can export the current marker information to the audio file.

To export marker information to an audio file
Choose Options > Marker > Export Marker to Audio File.
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Working with Projects 7

Logic Pro projects provide flexible options for storing and retrieving your music
productions. This chapter will provide you with information on all aspects of creating and
handling Logic Pro projects.

This chapter covers the following:

+ Learning About Projects (p. 153)

+ Creating Projects (p. 154)

+ Opening Projects (p. 157)

» Opening and Creating Projects Automatically (p. 160)

+ Previewing Projects with Quick Look (p. 160)

+ Importing Data and Settings from Other Projects (p. 161)

+ Checking and Repairing Projects (p. 168)

» Setting Project Properties (p. 169)

+ Managing Projects (p. 177)

+ Saving Projects (p. 180)

+ Closing and Quitting (p. 183)

Learning About Projects

Logic Pro requires a project to be opened or created before you can begin working. This
is similar to using a word-processing application, which requires a document to be opened
before you can begin typing. Logic Pro, like word processors, also allows you to have
multiple documents (projects) open simultaneously.

A project file is the main Logic Pro document type. It contains all MIDI events and
parameter settings (apart from the preferences and key commands) plus information
about the audio and video files to be played. It is important to note that a project file
points to your audio and video files, which are stored as separate entities on your hard
disk. The audio and video files are not saved with the project.

153




154

When you create a new project (or use the Save function, in general), you can choose to
also save all associated files (assets).

Logic Pro creates a project folder that contains the project file, along with separate folders
for files used in the project (audio files and so on).

Saving projects without assets minimizes the memory requirements for project storage,
allowing you to transport them easily to other Logic-based studios—either physically or
as email attachments. This also means that the project will not be able to load the
referenced audio and video files when moved, unless these other file types are also moved
(the project is saved with its assets, in other words).

Project folders help you to keep track of your work: they ensure that all files related to a
particular project are neatly saved in one location. This makes it easy to back up and
transfer projects between computers or disks, and helps to avoid embarrassing problems
such as missing audio files, or samples that you need to search for, or reconstruct, in the
studio.

Creating Projects
You start working in Logic Pro by creating a new project.

To create a project
Choose File > New (or use the corresponding key command, default
assignment: Command-N).
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Choose a template in the Templates dialog.

The Templates dialog is broken down into two areas: Collection and Template.
+ Click a collection folder to display the associated template in the Template area.

+ Click a template to load it. A Save As dialog opens automatically.
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3 Browse to the location where you want to store the project, then type a name for the
project in the name field.

4 Select the Include Assets checkbox if you want to include the audio and other files in the
project folder. (See Handling Project Assets.)

Tip: It is recommended that you select the Include Assets checkbox, as this makes the
project “safe,” allowing you to move or copy the project folder without losing any file
references that point to items within the folder.
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5 Click the Advanced Options disclosure triangle to view and choose the file types you
want to save in the project folder.

You can change these settings at any time by choosing File > Project Settings > Assets.
Details on these project assets are found in Handling Project Assets.

6 Click Save.

+ A named folder—containing several sub-folders, depending on selections made in
steps 3 and 4—is created at the target location.

+ By default, an Audio Files sub-folder is created within the project folder, even if you
have not selected the Include Assets checkbox. This folder is used for any new audio
recordings.

+ Also by default, the audio recording path is automatically routed to the new
Project/Audio Files sub-folder.

If you decide not to create a project folder in the first instance but want to at a later stage,
simply choose the Save As command.

Tip: You can quickly create an empty default project by holding down Option while
choosing File > New.

Opening Projects

Logic Pro requires a project to be opened before you can begin working.

A project can also consist of data created in other applications, including songs from
earlier versions of Logic Pro or Final Cut Pro XML files, for example.

To open an existing project
1 Choose File > Open (or use the corresponding key command, default
assignment: Command-O).
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If a project is already loaded, you are asked if the currently loaded project should be
closed or not. You can disable this prompt by deselecting the Logic Pro > Preferences >
General > Project Handling > “When opening a project, ask to ‘Close current project(s)?””
option.

The Open dialog features a File Type pop-up menu, which allows you to choose from the
following options:

+ All Logic Document Types: Displays all document types supported by Logic Pro.
+ Logic Projects: Projects created with current or earlier Logic versions.

+ GarageBand Projects: Projects created in GarageBand for Mac, iPad, or iPhone.
+ Notator SL Songs: Songs created in C-Lab/Emagic Notator or Creator SL.

« MIDI Files: Standard MIDI files in either format 0 or 1.

+ OMF Interchange Files: Open Media Framework files used by other DAW applications
such as Pro Tools.

+ AAF Files: Advanced Authoring Format used by other DAW applications such as Pro Tools.

+ OpenTL Files: OpenTL (Open Track List) files used in devices such as Tascam hard disk
recorders.

« XML (Final Cut Pro): An open source standard, supported by Final Cut Pro.
For more information about the individual file types, see Project and File Interchange.

2 To limit your view to certain file types, choose a file type in the File Type pop-up menu.
Choose All Logic Document Types to see, and access, all supported file types.

3 Browse to and select the file, then click Open.
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To open a recent project
Choose the project name directly from the File > Open Recent menu.

This bypasses the Open dialog. You can clear all items in the Open Recent menu by
choosing Clear Menu.

Tip: If you set the Startup Action in the Project Handling preferences to the Open Most
Recent Project option, Logic Pro loads your last project automatically on startup. See
Opening and Creating Projects Automatically.

Opening Projects Using Drag and Drop

Projects and Standard MIDI files can be opened by dragging them from the Finder into
the Arrange area. The mouse pointer position—when the mouse button is
released—determines the placement of the imported file.

This includes the position (rounded to the nearest bar) and destination of the first track.
For more information about Standard MIDI files, see Working with Standard MIDI Files.

You can also open a Logic Pro project or MIDI file by dragging it onto the Logic Pro icon
in the Dock.

Opening Projects from Earlier Logic Pro Versions

You can open Logic Pro 5, Logic Pro 6, Logic Pro 7, and Logic Pro 8 projects in Logic Pro 9.
When loading a project created in an earlier version of Logic Pro, the format is converted
to the version 9 format.

You may find some changes to your channel strip output routing when you open a project
that was created in an earlier version of Logic Pro. For full details about channel strip
output routing, see Defining a Channel Strip's Stereo Output.

Important: Projects saved in Logic Pro 9 are not backward-compatible with earlier Logic Pro
versions.

Switching Between Multiple Projects
You can open several projects simultaneously, allowing you to copy or move data between
them, or to compare different versions of one project.

To switch between projects
Choose the project name at the bottom of the Window menu—the active project is
marked with a tick.
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Opening and Creating Projects Automatically

You can configure Logic Pro to open or create projects automatically on startup by
choosing a startup action in the Logic Pro > Preferences > General > Project Handling
pane.

[zXaks Preferences

Ll @@ & a == iig] @

Ceneral Awdioc MIDI Display Score Video Automation Control Surfaces Sharing

Jhnjznnandling]wun.]iml[mﬂ]immum]

Startup Action: [ Open Most Recent Project 0 ]

Default Template:

[ Choose )

+ Do Nothing: Logic Pro opens and requires you to create a new project, or open an
existing project or template.

+ Open Most Recent Project: Opens the project you were working on when you last closed
Logic Pro.

+ Open Existing Project: Shows the Open dialog, allowing you to browse for an existing
project.

+ Create New Project from Template: Opens the Templates dialog.

+ Create New Empty Project: Loads an empty project and opens the New Tracks dialog,
allowing you to specify the number and type of new tracks to be created.

Note: You can also use the New Empty Project key command.
« Create New Project Using Default Template: Opens the default template and the Save
As dialog, allowing you to name and save your project.

To determine the default template
Click the Choose button below the Default Template field in the Project Handling
preferences pane.

Browse to and choose a template (or project).

The full path and name of the chosen template or project is displayed in the Default
Template field. You can assign any template or project as the default template.

Previewing Projects with Quick Look

Logic Pro saves a thumbnail image with every project. This allows you to view the contents
of a project using Quick Look, without having to open the project. The image is saved
each time the project is saved.
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To preview a project with Quick Look
Do one of the following:

Browse to a project file in the Finder, then click the Quick Look button.

Browse to a project file in the Browser tab of the Media area, then choose Quick Look in
the Actions menu.

Browse to a project file in the Browser tab of the Media area, Control-click (or right-click)
the file, then choose Quick Look from the shortcut menu.

A thumbnail image of the selected project file is displayed in Quick Look.

¥ Preview:

¥ DEVICES
g Macintosh HD

¥ PLACES

ﬁ Applications
[i@i Pictures
E Movies
B Documents

ﬂ Music

> SEARCH FOR

Name Snowing
Kind Logic Pro Project
Size 980 KB on disk
Created 20.03.09 11:10
Modified 26.03.09 16:50
Last opened 26.03.09 16:50
([ Moreinfo... )

Importing Data and Settings from Other Projects
You can import the following data from another project:

+ Track region or folder content

+ Plug-ins (including settings)

+ Sends (including level, routing, and destination channel strips)
* Input/Output assignments

+ Automation data

 Track notes

For details, see Importing Data from Another Project.,
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You can also import the following settings from another project:
* Screensets

+ Transform sets

* Hyper sets

* Score sets

+ Score staff styles

+ Score text styles

+ Score settings

+ Sync settings

* Metronome settings
+ Record settings
 Tuning settings

+ Audio settings

+ MIDI settings

+ Video settings

*+ Asset settings

For details, see Importing Settings from Another Project.

Importing Data from Another Project
You have two options when importing data from another project:

+ You can import the data to new tracks in your current project.

+ You can replace data in your current project with the imported data.
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You choose the data to be imported from the source project using the following Track
Import view, which is displayed in the Media Browser tab.
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Tip: You can customize the column view by Control-clicking (or right-clicking) the table
header, then disabling or enabling the columns. You can also change the column order
by dragging the column headers. These settings are automatically stored in the Preferences
when Logic Pro is closed, and apply to all projects.

Num: Displays the track number for all tracks available in the Arrange area. Remains
empty for those channel strips that are not part of the Arrange track list. Folder tracks
are also displayed with an entry such as 3-1, where 3 is the track number and 1 is the
folder number. You can double-click a folder track to reveal its contents at the next
level. Note that take folder tracks behave like ordinary tracks, and they are imported
as they are, with all takes and comps.

Name: Displays the track or channel strip name as defined in the source project.
Type: Displays the track or channel strip type.

Content: Allows you to import the region or folder contents of a track. In the case of
folder tracks, you can double-click a folder to access its individual tracks.

Plug-ins: Allows you to import any plug-ins, and their settings, inserted in a channel
strip. The plug-ins are listed according to insertion order, from the top down.

Note: In the case of software instrument channel strips, instrument plug-ins are also
imported.

Sends: Allows you to import any sends inserted in a channel strip, including level,
routing, and all destination channel strips.

I/0: Allows you to import the I/0 settings of a channel strip.

Note: In the case of software instrument channel strips, this does not include the
instrument plug-in. See the Plug-ins entry above.

Auto: Allows you to import track automation data.
Notes: Allows you to import track-specific notes.

Global, Audio, Inst, Aux, I/O, MIDI: Click these filter buttons to hide or show the track or
channel strip types shown in the track import table.

To import data from another project
Do one of the following:

Click the Browser tab in the Media area.

Choose File > Import (or use the corresponding key command, default
assignment: Command-I).
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2 Navigate to, and select, the required project file.

+ If using the Browser tab, an Import button appears at the bottom-right corner of the
tab.

Note: You can use the Quick Look feature to preview the selected project file. For
details, see Previewing Projects with Quick Look.

« If using the Import dialog, the Import button becomes active.

3 Click the Import button, or double-click the project file.
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The Browser tab updates to show a track import view.

4 Select the data that you want to import by selecting the relevant checkboxes.

Tip: Press the Right Arrow key to select all checkboxes of the selected line, or the Left
Arrow key to deselect them.
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5 Do one of the following:

+ Click the Add button to add the selected data to the current project (or hold down the
Command key while pressing the Down Arrow key).

The tracks are added below the selected track in the Arrange area.

+ Click the Replace button to replace the data of the currently selected track with the
selected data from the other project.

Note: The Replace function only works when data on a single row is selected—not
with multiple row selections.

Importing Settings from Another Project
The following image provides an overview of the settings that can be imported from one
project to another.

Snowing - Arrange

There are a number of different ways to import settings from other projects.

To import settings from another project
1 Do one of the following:

+ Choose File > Project Settings > Import Project Settings (or use the corresponding key
command, default assignment: Option-Command-I).
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+ Click the Settings button in the Arrange toolbar, then choose Import Project Settings.
+ Click the Browser tab in the Media area.
Navigate to, and select, the required project file.

Note: If navigating in the Browser tab, you can use the Quick Look feature to preview
the selected project file. For details, see

Click the Import button.

Note: If accessing the settings from the Browser tab, you also need to click the Import
Project Settings button, which appears after you click the Import button.

In the Import Settings window, select the settings you want to import by selecting the
relevant checkboxes.

Click the Import button.

The settings are imported into the active project.

Checking and Repairing Projects

On occasion, you may need to know how many regions are in a project, how much
memory is being used, and so on. This data is available in the Project Information window.
Very rarely, a project may become corrupted due to driver or memory conflicts, or may
feel sluggish. Should any corruptions occur, a warning message advises you of the

existence and nature of the problem. These problems can generally be rectified in the
Project Information window.

[cNaN =] g'fSe-.lenth Demo Twenty-3 ARR - Project Information

Type | Objects | Events | Memory

MID| Regicns 155 12620 437860
Audio Regions 37 285850
Tempo Alternatives 1 20 1470
Internal Objects 2 14

Signature Alternatives 1 4

Environment Objects 85 0 BE1lle
Transform Settings 1 o7E
Undo Steps 31 282660
Staff Styles 31 19844

A

To open the Project Information window
Choose Options > Project Information from the main menu bar.

The Project Information window also provides the Reorganize Memory function which
allows you to increase the amount of free memory, and to rectify a number of potential
project corruptions or problems.
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To reconfigure the memory
Click the Reorganize Memory button in the Project Information window.

At the same time, the current project is checked for any signs of damage, structural
problems, and unused blocks.

If any unused blocks are found—which normally shouldn’t happen—you will be able to
remove these, and repair the project.

Note: This reorganization is also carried out automatically after saving or loading a project.
A common (and good) use of this feature is to free up memory after closing a project, if
two or more projects were open prior to the close operation.

Setting Project Properties

Following the creation of a project, a number of project properties should be checked,
and changed if necessary. This is a great working practice as it will limit any morning-after
corrections that will need to be made later, such as sample rate conversions on a hundred
or more audio files. This section outlines the project properties that you should take into
consideration before beginning any work.

Setting the Sample Rate

The project’s sample rate determines the number of samples Logic Pro uses for audio
playback. When you add or record audio files to your project, the sample rate of these
files is automatically matched to the project sample rate.

Important: The “Convert audio file sample rate when importing” project setting must be
active for automatic sample rate matching. You can turn on this setting in the File >
Projects Settings > Assets pane.

To set the project sample rate
Do one of the following:

Choose File > Project Settings > Audio (or use the Open Audio Project Settings key
command), then choose the a sample rate from the Sample Rate menu.

ao0o = Snowing - Project Settings

£ @ / mewn

Synchronization Metronome Recording Tuning | Audic MIDI Score Video Assets

E Automatic Management of Channel 5trip Objects
[¥] Automatic Naming of Channel Strip Objects
[¥] Playback Pre-roll
Sample Rate
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= (Click the Sample Rate display in the Transport bar, then choose a sample rate from the

pop-up menu.

Note: If your Transport bar does not include the Sample Rate display, Control-click it and
choose Customize Transport Bar from the shortcut menu. Select the Sample Rate or Punch
Locators checkbox in the Customize Transport Bar dialog.

You may find that audio files in your project do not match the newly selected sample
rate. The playback of files that do not match the project’s sample rate is slower (file’s
sample rate is higher) or faster (file's sample rate is lower) than it should be.

To match a file’s sample rate with the project sample rate

Use the Audio Bin's Copy/Convert File(s) command (which is also available by
Control-clicking the Audio Bin or using the corresponding key command), then replace
the file in the project.

Logic Pro performs a real-time, native sample rate conversion. Any sample rate available
in Logic Pro (via Audio > Sample Rate) can be used for the conversion—even if your audio
hardware does not support the selected sample rate.

The native software sample rate conversion function matches the sample rate of any
audio hardware, thereby allowing the playback of projects on virtually any audio system,
even if the hardware is—in sample rate terms—not compatible. Nothing is lost in the
process. Any internal processing and bouncing is always performed at the original sample
rate, and at the highest quality, even in cases where the hardware does not support a
particular sample rate. This feature allows you to work on projects originally created on
high-end audio systems, with lower-end setups.

For example, imagine a project was created with audio hardware set to operate at 96 kHz.
Moving this project to a notebook computer, or setup that does not support the original
project’s sample rate, will commonly result in the wrong playback speed. The native
real-time sample rate conversion function will counteract this effect, allowing correct
playback of the project on the portable computer, at any sample rate.

Note: High sample rates not only use up disk drive space, but also result in a higher
processing load.

Setting the Project Tempo

You can set the basic project tempo in the Transport bar, the Tempo track, or the Tempo
List. Logic Pro displays tempo as quarter notes per minute, or beats per minute (bpm). It
ranges from 5 to 990 bpm, and is adjustable to four decimal places after the whole value.
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To set the project tempo
Do one of the following:

= |n the Transport bar, do one of the following:
+ Click-hold the tempo value, and drag up or down.

+ Double-click the tempo value, and type a new value in the text field.

= |n the Tempo List, do one of the following:
+ Click-hold the tempo value, and drag up or down.

+ Double-click the tempo value, and type a new value in the text field.

Create | Alternative: |1 k%
Position Tempo SMPTE Position

120.0000

jlighy 1 = |

= Open the Tempo track, and drag the tempo line up or down with the Pointer tool.

¥ Tempo

Resolution:

Alternative:

Quantization: OfF

For more information about advanced tempo operations, see Advanced Tempo Operations.

Setting the Project Time Signature
The time signature defines how many beats a bar contains in the Bar ruler and what note
value constitutes one beat.
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Time signatures do not affect the playback of your project, but determine the editing
grid in the Arrange area and MIDI editors as you can see in the following images. Both
show the same MIDI region, with the first at a time signature of 2/8, and the second at
6/8.

+ | (@] [ 4] (R [ i+ Teack =1 Ragion = MDA v] Ausio =] viaw =] ' o pe— TN

¥ Global Tracks

¥ Signature

®060 1 Seventh Demo Twenty-3 PRO:Deep Bas:
(@] [#] 3] (@] [Eai +] Functions +] View ] [off Ga40) |

1 Regions. »

] [@]| [&] (@] (@ [E ] tayour + edic v Funciions ~

+ [@][ #]|[@][ edit v Track v Region v MIDI v Audio v View ~ Snap: | Smart i Drag: | Overlap BRTERS

18 )

¥ Global Tracks

¥ Signature

Alternative:

®060 4 Seventh Demo Twenty-3 PRO:Deep Bas:
(@1 [ #].[.£3] [@H] [Eai +] Functions =] View ] [off Ga40) ol

» Global ...

+ | (@] [&] [&] (@ [ B ][ Layout v Edit v Functions v
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You can set the time signature of the project in the Transport bar, the Signature List, or
the Signature track. The Transport bar displays the time signature in the following
format: numerator : bar denominator : division value.

Numerator ,Bar denominator

1 20 Mo CFU un

| Division value

The division value defines the division in all position displays (such as in the event editors),
and forms the grid for various length and placement operations. The division value is
normally set to 1/16 notes, but has a value range of 1/4 to 1/192 note. If the note value
of the division is equal to or greater than the bar denominator, the third value of the
position display is automatically removed.

Tip: You can use the Set Next Higher/Lower Division key command to switch to the next
highest or lowest division.

The tempo indicator in the Transport window always relates to quarter notes, even if
eighth notes are chosen as the denominator for the time signature.

To change the time signature

Do one of the following:

In the Transport bar:

+ Click-hold either of the time signature values, and drag up or down.

+ Double-click the numbers in the field, and type a new value in the text field.

In the Signature List:
+ Click-hold the time signature value, and drag up or down.

+ Double-click the time signature value, and type a new value in the text field.
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= QOpen the Signature track, and double-click the value shown. Set the Numerator and
Denominator values (and other settings, if desired).

B nd
Time Signature

¥ Global Tracks

Mamersor: [}
oenarinatr
s —

» Marker

¥ Signature

Alternative: §

[ Print Compound Signature
¥ Tempo [ Hide s

Resolution: 1/16 |

Alternative: 27 ¢ Z (S5

Quantization: Off

For more information on time signatures, refer to \Working with Time and Key Signatures.

Setting the Start and End Points of a Project

A project normally starts at position 1 1 1 1. You can move the project start point to an
earlier position, allowing upbeats or program change commands to be played before the
first downbeat.

To define a project’s start point
= Drag the project start marker in the Bar ruler to the left or right.

| H | [ Edit + Track = Region +* M

To define a project’s end point
Do one of the following:

= Drag the project end marker in the Bar ruler to the left or right.
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= Set the value in the Transport bar’s numerical Project End display (by click-dragging or
double-clicking the value).

4/4  Noln

16 Mo Cut

Project End display

Note: If your Transport bar does not include the Project End display, Control-click it and
choose Customize Transport Bar in the shortcut menu. Select the Tempo/Project End
checkbox in the Customize Transport Bar pane.

As soon as Logic Pro reaches the project end point, it stops automatically, except when
recording. In this situation, the project end point is automatically moved to the end of
the recording.

Setting the Basic Project Playback Volume

You use the Master Volume slider at the right of the Transport bar to set the basic project
playback volume. This slider is directly tied to the Master channel strip in the Mixer, and
acts as a master volume control for all audio and software instrument tracks.

Important: This slider not only sets the playback volume of your project, but also affects
the overall volume of your mix.

To set the playback volume
Do one of the following:
= Drag the Master Volume slider.
= Drag the Volume fader in the Master channel strip.
To reset the playback volume to 0 dB
Do one of the following:
= (Click the Reset Master Volume button to the right of the Master Volume slider.
= Option-click the Master Volume slider.

= Option-click the Volume fader in the Master channel strip.
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To reduce the playback volume to a predefined dim level
Do one of the following:

Click the Dim Master Volume button to the left of the Master Volume slider.
Click the Dim button in the Master channel strip.

This reduces the playback volume to the dim level set in the Logic Pro > Preferences >
Audio > General pane.

ape Preferences
[a] @ [ o = lir] &
General | Audio  MIDI Display Score Video Awtomation Control Surfaces Sharing

[ Devices | General | 1/0 Assignments | sample Editor | MP3 | Reset |

E Display audio engine overload message

)
)

Recording File Type: [ AlFF ]
1 1 1 1 1 1| —
Dim Level: . 0 v [+ =20 a)dB

L

Track Mute/Solo: [ Fast (Remote Channel Strips)

Sample Accurate Automation: [ Volume, Pan, Sends

ae| fae| |2

Plug-in Latency

Adjusting Project Settings

The project settings encompass a number of options that can have a dramatic impact
on the behavior of Logic Pro. Project settings are saved independently with each project,
which means that different projects can have different project settings. You can change
project settings at any time, but it is generally best if you start off with the required
settings, as this will make your workflow smoother.

To open the project settings
Do one of the following:

Choose an item from the File > Project > Settings (Synchronization, MIDI, Score, and so
on) menu (or use the corresponding key command).

Click the Settings button in the Arrange toolbar, then choose a menu item.

Detailed information on all project settings can be found in Project Settings in Logic Pro.

Handling Project Assets

The project settings also include an Assets pane. If you saved your project with its assets,
you can use this pane to determine how files imported from external locations (locations
outside the project folder) should be handled.
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To open the Assets project settings
Do one of the following:

Choose File > Project Settings > Assets (or use the Open Assets Project Settings key
command).

Click the Settings button in the Arrange toolbar, then choose Assets from the pop-up
menu.

Select any of the copy checkboxes to copy the respective file types into the project
folder.

Select the “Convert audio file sample rate when importing” checkbox to automatically
convert the sample rate of all imported files (with a different sample rate) to match the
project sample rate.

« If you deselect the “Copy EXS samples to project folder” option, only EXS instrument
files are copied to the project folder when saving, not the samples associated with the
EXS instrument files.

Files are only copied into the project folder when the project is saved.

Once saved, the project is “safe,” allowing you to move or copy the entire project folder
without losing any references that point to files within the folder.

Managing Projects
This section outlines some housekeeping activities that may be required to keep your
projects in order.

Copying or Moving a Project Folder

A project folder can be copied or moved to another location by using any of the standard
operating system methods. This is great for the archiving and transport of projects to
other studios or facilities.
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The following should be taken into account when copying or moving project folders:

+ When a project is saved with Include Assets selected, and the recording path is pointing
to a location inside the project folder, the recording path is relative. This means that
the recording path for the audio data moves with the project, making it possible to
move the project folder in the Finder or use the Save As command.

+ When manually setting a recording path (File > Project Settings > Recording >
Core Audio Recording Folder) outside the current project folder, the recording path is
absolute. This means that the recording path for the audio data always remains the
same, even after using the Save As command to save as a new project or when moving
the project file in the Finder. This is important if you prefer to record all audio data into
a single location outside the project folder.

Cleaning Up Projects
If there are any unused project files in your project folder, make use of the File > Project
> Clean Up command. If any unused files are found, the following dialog is displayed:

X=Xz Clean up project

Delete | Unused file | File Path

4] 0.3s_Jazz Guitar SDIR /Projects fSeventh Demo Twenty-3/5eventh Demo Twenty-3

= Brit Pop Slide Gtrs.aif J/Projects fSeventh Demo Twenty-3/5eventh Demo Twenty-3/Audio Files m

= Seventh Dema Twenty-3.-f16s.aif /Projects fSeventh Demo Twenty-3/5eventh Demo Twenty-3/Fade Files

= Seventh Dema Twenty-3.-f24m.aif /Projects fSeventh Demo Twenty-3/5eventh Demo Twenty-3/Fade Files

= Seventh Dema Twenty-3.-f24s.aif /Projects fSeventh Demo Twenty-3/5eventh Demo Twenty-3/Fade Files

= Beach Sound Effect 01.aif J/Projects fSeventh Demo Twenty-3/5eventh Demo Twenty-3/Seventh Demao Twenty-3 EVT /Audio Files

O Brit Pop Slide Gtrs#L.aif /Projects/Seventh Demo Twenty-3/Seventh Demo Twenty-3/Seventh Demao Twenty-3 EVT/Audio Files

= Club Dance Beat 005.aif /Projects (Seventh Demo Twenty-3/Seventh Demo Twenty-3/Seventh Demo Twenty-3 EVT/Audic Files |«

O Contemplative Synth 04.aif /Projects/Seventh Demo Twenty-3/Seventh Demo Twenty-3/Seventh Demao Twenty-3 EVT/Audio Files ki

= rauel Sound Fifert ienth Namn Twante-USaenth Namn Tuwanhi-2 (Seuanth Nema Twanty-3 FUT (Audin Filas ||
-

A

Select the checkboxes in the first column to choose files for removal. The name and path
of the file to be deleted is shown in the last two columns.

Only files with active checkboxes in the first column are deleted. All unselected entries
remain as they are.

If multiple rows are selected, a click in any checkbox switches all selected rows to the
new state (either selected or unselected).

Note: The Clean Up command only deletes unused files (all types, except movie files).
Clean Up takes into account the project currently loaded, and all other Logic Pro project
files in the project folder. Only files that are not used by any of these projects are displayed
in the Clean Up list.

Consolidating Project Settings

If your project contains files that are not in the correct sub-folders within the project
folder, you can use the Consolidate command to automatically organize them into the
standardized project file structure.
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To consolidate your project
1 Choose File > Project > Consolidate (or use the Consolidate Project key command).

2 Choose a menu option for the different file types in the Consolidate dialog, to either
move, leave, or copy the existing files.

The two buttons in the lower-left corner of the window make project consolidation quick
and easy.

+ Click “Copy all” to set all menus to the Copy option.
+ Click “Move all” to set all menus to the Move option.

3 Select the “Delete empty folders after moving” checkbox to remove the empty folders in
the source project, after files have been moved to the target project.

4 Select the “Create folders for audio file groups” checkbox to create group folders within
the Audio Files sub-folder of the target project.
The groups must first be created in the Audio Bin of the source project. See Grouping
Files in the Audio Bin.

5 Click OK when you're done.

ReCycle Import Handling in Projects

EXS instruments created via a ReCycle import are placed in a Sampler Instruments/ReCycle
sub-folder of the project folder. All audio data generated by a ReCycle import is placed
in the ReCycle Audio folder, alongside the project file.

Note: This happens automatically and can't be changed. If no project folder exists, ReCycle
files are saved in ~/Music/Logic/ReCycle Audio.
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Saving Projects
When you choose File > Save (or use the corresponding key command, default
assignment: Command-S), the current project is saved with its current name intact.

If you don't want to overwrite the most recent version of the project file saved with this
name (which will happen if you use File > Save or Command-S), make use of the File >
Save As or File > Save a Copy As commands. In the dialog that appears, you can enter a
new name for the project, set assets, and select a new directory or even create a new
folder.

* File > Save As: The next time you save using the straight Save (Command-S) command,
the new filename and path are used. If you use this command to save your project to
a new location (outside the current project folder) and select the Include Assets
checkbox, the new project folder will contain all audio files used in the “old” project’s
Arrange area.

* File > Save a Copy As: The next time you save with the straight Save (Command-S)
command, the existing filename and path continue to be used. The copy is a replica
of the existing project, stored in a different location. It does not update the file save
path. Save a Copy As is ideal for archiving and moving data.

Automatic Backup Files

When you save a project, Logic Pro automatically saves up to one hundred backup copies
in the project folder’s Project File Backups folder. The backup files are named after the
project file, with the number (00, 01, 02, and so on) appended to the project name.
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You can define the number of project backups you want to keep by changing the Auto
Backup setting in the Logic Pro > Preferences > General > Project Handling pane.

[=X=K=] Preferences

Lo ®@ @ 0uE = i P
Ceneral  Audio MIDI Display Score Video Automation Control Surfaces Sharing
[ Project Handling | Editing | Cycle | Catch | Caps Lock Keys |

Startup Action: [ Open Most Recent Project 0 ]

Default Template:

l: Choose )

When opening a project, ask to "Close current project(s)?

"Export MIDI File..." saves single MIDI Regions as Format 0

Auto Backup: | Last 10 Project Versions g H

Your choices are:

-+ Off

+ Last Project Version

* Last 3 Project Versions

+ Last 5 Project Versions

+ Last 10 Project Versions

+ Last 30 Project Versions

+ Last 50 Project Versions

+ Last 100 Project Versions

Reverting to the Saved Version

Any time you make a mistake, you can undo it by choosing Edit > Undo (or use the
corresponding key command, default assignment: Command-2Z).

If you have made some really serious blunders (as unlikely as that may be), or you decide
that in the 15 minutes since you last saved, your creative efforts have resulted in material
too unpleasant to describe politely, you may find the File > Revert to Saved function (or
the corresponding key command) very helpful. This replaces the current project with the

previously saved version.
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Saving a Project as a Template

You can save a project as a template, creating starting points for new projects. Not all
projects have the same needs, so customizing several projects to meet these needs offers
an ideal starting point for different jobs. For example:

+ Atemplate that is software instrument—focussed, for dance music projects. This would
feature 32 software instrument tracks, and maybe 8 audio tracks.

+ An audio track-centric template, featuring 64 audio tracks, would be ideal for live
recording.

+ A specific live performance template that makes the job of quickly switching between
parts faster, or perhaps makes heavy use of Environment processing.

+ Several scoring templates for choirs, a rock band, symphony orchestra, string quartet,
jazz combo, and so on.

+ Atemplate containing modified synchronization settings for control of ADAT hardware.

+ A template for video work. This would typically contain a video track plus specific
dialogue, Foley, and music tracks.

+ A second video template could be used for jobs where the video is running on an
external videotape machine that is synchronized with Logic Pro via SMPTE.

Screensets can be customized for each template, or you can make use of the various
Import Settings commands to copy them between templates. For details, see

To save a project as a template
Choose File > Save as Template (or use the corresponding key command), then type in
a name.

The project is saved in the ~/Library/Application Support/Logic/Project Templates folder.
The next time you open the Templates dialog, you will see your template in the My
Templates collection, below the factory template collections.

You can create collections under My Templates by creating sub-folders in the
~/Library/Application Support/Logic/Project Templates folder. This can be done in the
Finder, or with the Create Folder button in the Save As Template dialog. When all user
templates are placed in sub-folders, the sub-folder names are shown below the factory
collections.

Tip: You can add descriptive text to your templates by adding a comment to the project
file in the Finder. The Templates dialog displays the icon assigned to a template file,
making it easy for you to change a template’s icon. For more information on how to add
a comment to a file, or change the icon of a file, see Mac Help.
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Closing and Quitting
The following tasks describe how to close an open window, an active project, or the entire
Logic Pro application.

To close an open window
Choose File > Close (or use the corresponding key command, default
assignment: Command-W).

Only the uppermost window closes, not the whole project. The project is only properly
closed when all windows are closed.

To close the currently active project
Choose File > Close Project (or use the corresponding key command, default
assignment: Option-Command-W).

If you have made any changes since the last Save operation, Logic Pro prompts you to
save the project before closing, to preserve any changes you have made.

Important: The Close Project without Saving key command closes the currently active
project without saving it—and you will not be asked to do so. This command was included
at the request of many experienced Logic Pro users. Only use it if you're sure that this is
what you want to do.

To quit the application
Choose Logic Pro > Quit Logic Pro (or use the corresponding key command, default
assignment: Command-Q).

If you've made changes, but haven't saved them, you are asked if you want to do so
before quitting (press Return to save).

If multiple projects are open, you are asked if you want to review any changes, or simply
close and discard any changes.
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Basic Operations 8

There are a number of techniques to choose from when making selections and editing
items in Logic Pro. In this chapter, you'll learn about basic operating, selection, and editing
techniques, as well as a number of shortcuts and features that help to accelerate your
workflow.

This chapter covers the following:

+ Using the Mouse (p. 185)

* Entering Numerical Values (p. 186)

+ Entering Text (p. 187)

» Working with Key Commands (p. 188)

+ Working with Tools (p. 196)

+ Working with Help Tags (p. 202)

+ Using the Shortcut Menu (p. 204)

+ Using Selection Techniques (p. 204)

» Working with the Clipboard (p. 210)

+ Undoing and Redoing Edit Operations (p. 211)

Using the Mouse

Mouse use in Logic Pro differs from mouse use in other applications.

Clicking
Place the mouse pointer on the element (region, event, button, menu, input field, and
so on) and press the mouse button once.

Double-Clicking

The same as clicking an element, but you press the mouse button twice—in quick
succession. You can set a suitable interval between clicks in the System Preferences
(Keyboard & Mouse pane).
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Grabbing or Clicking and Holding
The same as clicking an element, but you keep the mouse button held down.

Moving or Dragging
Grab the element and move the mouse (keeping the mouse button held down) to the
desired position.

Right-Clicking
The same as clicking, but you press the right mouse button, if available. This opens a
shortcut menu, the Tool menu, or selects an assigned tool.

Modifier-Clicking or Dragging

Many commands, functions, additional tools, or finer adjustments are accessed by holding
down a modifier key—Control, Shift, Option, or Command—while clicking or dragging.
For example, Option-dragging a region copies it. Option-clicking a fader or knob resets

it to its default, or centered, value.

Mouse Wheel Events
You can use the mouse wheel to scroll vertically in Logic Pro. There are also some modifiers
supported:

+ If you press Command, the mouse wheel scrolls horizontally.
+ If you press Option, the mouse wheel zooms in or out vertically.
+ If you press Option-Command, the mouse wheel zooms in or out horizontally.

+ If you press Option-Control, the mouse wheel zooms in or out in both directions.

Note: Logic Pro also supports mice that feature an x and y axis on one scroll wheel (such
as the Apple Mighty Mouse). On a 2-axis mouse, the Command modifier (that switches
a single-axis mouse between horizontal and vertical orientation) is not used.

Mouse as a Slider

You can set most numerical parameters (even note values or names) by grabbing the
parameter value, and moving the mouse up or down. If the parameter consists of several
separate numbers (project position, for example), you can adjust each number individually
using this method.

Entering Numerical Values

You can use numerical input in many areas of Logic Pro. Double-clicking a numerical
parameter value opens an input field. The existing value is highlighted, and ready to be
overwritten by a new entry. This method is ideal for quickly setting a parameter value in
the Inspector, or instantly navigating to a bar, when used in the Transport bar.

To quickly navigate to a bar, using numerical input in the Transport bar
Double-click the Position display in the Transport bar.
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2 Type in 45, followed by the Return key.

Piana Roll Score Hyper Editor

01 : 00 : 00 : 00.00

The playhead moves to the beginning of bar 45.

You can also use the mouse to make a partial selection in an input field, so that only the
highlighted part is overwritten. As long as the input field is open, the computer keyboard
can only be used for data entry, and cannot be used for key commands (with the exception
of the main menu functions).

Discrete Values

Using numerical input, you can type in:

« Decimals: 1,01, 2, 3,4, 127, ...

* Hexadecimals: $1, $01, $2, $3, $A, SOA, $7F

+ Notes: "C3,” "C#3,” "Cb3,” "C##2" (equivalent to D2), “Dbb2” (equivalent to C2). If you
double-click the note “E3,” you can enter a decimal value such as “64” or a hex value
of “$40” instead of the note name.

+ ASCII Code: You can also input numbers as ASCIl code: just place a* or " in front of the
selected key, and the ASCII code is input as a number. For example, "! results in a value
of 33; "a results in a value of 97. This function is particularly useful for entering text in
SysEx strings.

Arithmetical Operations
In many parts of Logic Pro, mathematical operations can also be used to change values.
For example:

+ You can subtract from the existing value by entering “-5.”
+ You can sum two values by entering “38+17"

+ You can multiply two values by entering “7*8."

+ You can divide two values by entering “80/5.”

Canceling Numerical Input
You can cancel numerical input by entering no text at all, and pressing the Return key.

Entering Text

You can input text names in the same way as numbers, but you only need to click a name
field once to allow input. You can directly click a region (or Mixer channel strip) with the
Text tool to rename it.
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Any number of selected objects (such as regions) can be assigned the same name. If the
name ends with a number, this number is automatically incremented by 1 for each
subsequent object. This allows you to quickly, and uniquely, name all of the regions on
a track, for example.

Note: To turn off automatic numbering, place a space after the number at the end of the
name you type in. All selected objects will then end with the same number. This may be
useful for identifying all main vocal regions recorded in another session, for example
(rename to “mainvox 030707 followed by the space, to identify the regions by date).

Working with Key Commands

You can execute nearly every Logic Pro function with a key command or MIDI message.
Whenever this documentation mentions a key command, this refers to a function,
command, or option that can be accessed by either a computer keyboard keystroke (or
keystroke combination—such as Option-R—which opens the Recording project settings)
or a MIDI message.

Use of key commands, rather than the mouse, can greatly accelerate your workflow.
Throughout this documentation, you will encounter many practical usage examples,
often in step form, that include the default key command assignments for particular
functions.

Tip: Itis recommended that you use these default key commands while getting to know
the application. Not only will this help you to remember them, but will also aid in
developing good (and faster) working practices from the outset.

Once you have a good understanding of Logic Pro fundamentals, and how you like to
work, you can freely assign your own key command set for functions that you use most
often.

Note: A number of functions are only available as key commands. Some of these may
not have a default key command assignment. In such cases, you will need to create a
suitable key command, in order to make use of the function.

Getting to Know the Key Commands Window

You will use the Key Commands window to assign Logic Pro functions to computer
keyboard keys or MIDI messages. This allows you to completely customize the application
to suit your working style.

To open the Key Commands window
Do one of the following:

Choose Logic Pro > Preferences > Key Commands (or use the Open Key Commands key
command, default assignment: Option-K).
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= (Click the Preferences button in the Arrange toolbar, then choose Key Commands from
the shortcut menu.

Tip: Holding down Control while choosing a command in a menu opens the Key
Commands window, with the respective command selected. This also works with shortcut
menus.

Key and Assignment
Key Commands list columns Search field

Key combination area

Learn buttons

Delete button

Assignments area

Learn button
Delete assignment
button

+ Key Commands list: Lists all available key commands. The bullet indicates key commands
that are not available as menu items.

+ Key and Assignment columns: Show the currently assigned key, and MIDI message (if
applicable).

« Search field: Use this to find key commands by name or partial name.

+ Key combination area: Displays the key combination associated with the selected key
command. Note that this area, along with the modifier checkboxes, is always dimmed.

These fields are display-only fields and cannot be edited directly. Use the Learn buttons
when you need to change a key command assignment.

+ Assignments area: Displays the control surface assignment associated with the selected
command.

+ Learn buttons: Use these to teach Logic Pro to use a particular key, or key combination,
to perform a function.

+ Delete buttons: Use these to delete the key assignment of the selected command, or
to delete the selected assignment.
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Understanding Key Command Groups and Hierarchies

The global key commands are always functional, regardless of the currently active window.
Non-global commands require the corresponding window to have key focus (in the
foreground, or on top of other windows). This allows you to assign the same key command
(or combination of keys) to different functions in different windows.

Important: There is a hierarchy of key command classes, which are not merely separated
into global and local key commands. For example, there is a key command class that
applies to all windows that display regions. This class has higher priority than global key
commands, but a lower priority than local window (Arrange, Score, Piano Roll, and so on)
key commands.

Choosing Key Command Sets

The Options menu offers commands that allow you to switch between key command
sets, or import and export them. This is particularly useful if you need to work temporarily
on another user’s Logic Pro system; you can use your personal key assignments, without
altering the settings of the other system.

+ Options > Preset menu: Displays all key command sets saved in the ~/Library/Application
Support/Logic/Key Commands folder, allowing you to quickly switch between key
command sets.

+ Options >Import Key Commands: Opens a dialog, allowing you to import key command
sets from any folder location. The existing file (on the target system) is automatically
saved as a *.bak file. This file contains the old key commands. You don’t need to restart
Logic Pro to begin using the new key command set.

+ Options > Export Key Commands: Opens a dialog, allowing you to save the current key
command assignments to any location. It is important to carry out this command
whenever you make changes to your personal key command set. For further details,
see

Saving Key Command Sets
When you save key commands, your user key assignment sets are stored in a separate
file located in ~/Library/Application Support/Logic/Key Commands.

To save a key command set
Choose Options > Export Key Commands in the Key Commands window.

A dialog opens, pointing to the default folder location: ~/Library/Application
Support/Logic/Key Commands.

Note: It is also possible to save the key command set to another location by browsing
to it.

Do one of the following:

+ Overwrite an existing key command set: Select the file, then click the Save button.

Chapter 8 Basic Operations



+ Save a new key command set: Enter a new filename in the Save As field, then click the
Save button.

Note: All key command sets are available from the Options > Presets menu, if you saved
them to the default location.

Saving key commands is also recommended for backup purposes. Following are some
recommendations for when you might want to do this:

+ Export your user key command set (using the above procedure) whenever you make
changes to it. Changes to key commands are not automatically saved to the selected
key command set.

+ Make a backup of your user key command set at another hard disk location before
changing any key commands.

+ Make a backup on removable media (a CD-ROM or USB flash drive, for example), or on
a networked Mac (using Bonjour) or a MobileMe account (see
). These backup options make it easy to transfer your key commands
when using Logic Pro on another computer.

Whenever you install Logic Pro updates, your personal key commands remain unaltered.

Note: Almost all key commands are user-definable. Some of the default assignments for
standard commands such as Undo, Save, Quit, New, Open, Cut, Copy, and Paste follow
Mac OS X conventions, and probably shouldn't be altered. Some keys are “hard-wired”
to specific functions or commands, and cannot be changed. These are dimmed in the
key command listing, to indicate this fixed status.

Browsing Key Commands
Key commands are grouped in various categories. You can extend or collapse groups by
clicking the respective disclosure triangle.

The Options > Expand All command displays the contents all key command groups.
Options > Collapse All hides the contents of all key command groups.

When you expand key command groups, your key command selection may no longer
be visible. You can quickly return to the selected key command by choosing Options >
Scroll to Selection. When the list has key focus, you can use a key command (or key
command combination) to select the associated function in the list.
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Finding Key Commands
You can use the Key Command window’s search field to find key commands by name or
partial name:

| Leam by Key Label |

+ The search is performed as you enter text. There is no need to press the Return key,
unless you want to retain a history of key command searches.

+ The Cancel button to the right (that appears as soon as any text is entered) clears any
entered text, and displays all key commands.

+ The Search menu to the left (the magnifying glass) retains a history of recently used
search terms. The Clear menu item erases the Find history.

Note: The Find history is limited to searches that were completed by pressing the Return
key.

Using Special Keys in Key Commands
Some keys have special functions:

+ The Shift, Control, Option, and Command modifier keys can only be used in conjunction
with other keys.

+ The Delete key has the fixed “delete selected objects” function. It can only be assigned
to another function in conjunction with the modifier keys.

+ The key combinations assigned to the commands in the main menu bar can be
reassigned, but it is generally recommended that you leave them at their defaults. The
key command assignment is displayed after the main menu items. For example,
Command-1 opens the Arrange window, Shift-L locks the current screenset.

+ The Plus and Minus keys are assigned to the Increase/Decrease Last Parameter by 1
key commands. As the name suggests, this will increase or decrease any selected
parameter value in single units.

+ Using Shiftin conjunction with the Plus and Minus keys accesses the Increase/Decrease
Last Parameter by 10 key commands.
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Assigning Key Commands to Computer Keys
This section shows you how you assign particular computer keyboard keys to Logic Pro
functions.

To assign a function to a key
Select a command in the Command column.

[ 3 cmd

| Learn by Key Label

[ Learn by Key Position

| Delete ]

Assignments

Click the Learn by Key Label button.

Press the desired key, along with the desired modifier key or keys (Shift, Control, Option,
or Command).

If you want to make another assignment, repeat steps 1 to 3.

5 Click the Learn by Key Label button again.

The Learn by Key Position function works in the same way, but differs in that it’s not just
a reference to an ASCII code that is stored, but the actual scan code of the key that is
pressed.

In practice, this means that you can, for example, assign different commands to the
number keys on the numeric keypad and the number keys above the keyboard.

This also means that the key position remains the same if you switch between different
operating system language settings, or different keyboards. For example, using a scan
code for a function assigned to the Y key on an English keyboard would function in the
same way if you switched to a German keyboard—which has a Z key in the same position
as the Y key on an English keyboard.

The only disadvantage is that the key code (a number), rather than the ASCIl symbol, is
displayed in the Key Commands window. The ASCll symbol is more useful for reference
purposes.

To clarify the difference between these two functions, here’s a short comparison:

+ If you use the Learn by Key Label function, and define only one key command for the
key, it will be used, no matter which of the two keys (either number 7 key, for example)
is pressed.
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+ If you use the Learn by Key Position function, and define two key commands (one for
the alphanumeric keyboard, one for the numeric keypad), then the appropriate key
command will be used (one for each number 7 key, for example).

In circumstances where an existing local key command combination is used, when
assigning a new global key command, a warning message appears. This warning message
explains where the existing local key command combination is used and whether it has
a higher or lower priority than the one you are trying to assign. You have the following
options:

+ Cancel: Press this button if you do not want to alter existing assignments.

* Replace: Press this button if you want to replace the existing shortcut (assigned to the
chosen key command combination) with the selected function.

+ OK: Press this button if you want to assign the key command combination to the
selected function, while retaining the existing key command or function.

To delete key assignments
1 Select the relevant command (with a key assignment that you want to delete).

N

Do one of the following:

+ Click the Learn by Key Label or Learn by Key Position button, then press Delete.
+ Click the Delete button.

The key assignment of the selected command is deleted.

3 To erase more assignments, repeat the first and second steps.

4 C(lick the Learn by Key Label or Learn by Key Position button again (if you activated them).

Assigning Key Commands to Control Surfaces
The Learn New Assignment button allows you to assign control surface messages to
particular commands—effectively teaching Logic Pro to understand these messages.

To learn a controller assignment
Click the Learn New Assignment button.

—_

[ Learn New Assinnment.é

Delete Assignment

A

2 Select the command in the Command column.

3 Send the desired MIDI message from your controller.
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The Assignments field displays the learned assignment. This may show one or all of the
following:

Assignments
l B0 01 Lo?: Learned

Learn New Assignment

Delete Assignment

4

+ The name of the control surface—or the MIDI string, if the assignment is from an
unsupported control surface.

+ The name of the control.
+ The zone and mode that the assignment belongs to, if applicable.

Note: The Learn New Assignment button is automatically turned off when the entire
message has been received. This avoids reception of further messages (that may be) sent
by the device when you release the button. To ensure reliable reception, hold the button
for a short period before releasing it.

4 If you want to make another assignment, repeat steps 2 and 3.

If you want to assign functions—other than key commands—to a control surface, you
use the Controller Assignments window. Open this window by double-clicking a row in
the assignment section, or by choosing Logic Pro > Preferences > Control Surfaces >
Learn Assignment for “destination parameter” from the main menu bar (or use the Open
Controller Assignments key command, default assignment: Command-K). For details, see
the Logic Pro Control Surfaces Support manual.

Initializing Key Command Assignments

You can reset all key commands to their default assignments. You will lose your existing
key command assignments, so make sure that you have created a copy of your key
commands file before doing so.

To initialize all key command assignments
= Choose Options > Initialize all Key Commands in the Key Commands window.
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Printing a Key Command List

You can use the Options > Copy Key Commands to Clipboard function to copy your key
command assignments into the Clipboard as text. From here, it's a simple matter of
pasting the results into any word processor, formatting as desired, and printing them.

The Copy to Clipboard command only copies the currently visible key command
assignments. You could, therefore, export a certain group of key commands (those
containing a particular character string, for example). What you see in the window display
is exactly what's exported.

The Copy to Clipboard
command only copies the
currently visible key
command assignments
into the Clipboard.

[Slylu _!_ E][Spl:lng H[um

¥ __» | S bk b | 2 b

lo™ 7 PR P A P fo” 7

Global Gommands i

Record
Record/Record Repeat
*Record Repeat

O* -Record Toggle

“Record/Record Toggle
#¥. Discard Recording and Return 1o Last Play Position
~* «Capture as Recording
+Capture as Recording and Play
=  Play
,  Pause
0  Stop
. PlayorStop
Stop or Play From Last Position
Play or Stop and Go to Last Locate Position
N Rewind
Forward
. FastRewind
. Fast Forward
Forward by Transient
Rewind by Transient
Rewind one Frame
Forward one Frame
Rewind by Division Value
Forward by Division Value
Shuttle Rewind
Shutile Forward
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Working with Tools

Each working area in Logic Pro provides its own set of tools, suitable for the tasks
performed in that area. Each toolset, therefore, is only effective in the working area in
which it is located.

A tool (the Scissors, for example) basically affects the regions or events that you click. If
multiple regions are selected, they are all affected by the tool (the Scissors would cut all
selected regions at the same playhead position).
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Tools are accessed in the Tool menus, found in the upper-right corner of all windows that
allow direct region, event, or file editing and handling operations.

w [owerme 3] [l +. |

!l v R Pointer Tool

™, Pencil Tool
‘ Eraser Tool

I Text Tool

\ Glue Tool

- Solo Tool

. Mute Tool

q Zoom Tool

. Fade Tool

k_ Automation Select Tool
Q‘ Automation Curve Tool

+ Margues Tool
h|‘ Flex Tool

Assigning the Left-Click and Command-Click Tools

You can freely assign tools to the Left-click and Command-click Tool menus. The mouse
pointer adopts the shape of the active tool, allowing you to instantly identify it by looking
at the pointer graphic.

Left-click Tool menu Command-click Tool menu
ap : | Kk r-".,|

The Command-click Tool menu is located on the right, by default, but is located in the
middle when a third (Right-click) tool is assigned. For full details about the Right-click
tool, see Assigning the Right Mouse Button.

To assign the Left-click tool
Click the Left-click Tool menu to open it, then choose a tool.

The Left-click tool is available when the left mouse button is pressed while editing.

To assign the Command-click tool
Click the Command-click Tool menu, then choose a tool.
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The Command-click tool is available when the Command key is pressed while editing.
Release the Command key to revert to the Left-click tool.

Assigning the Right Mouse Button
If you have a suitable mouse, you can also assign the right mouse button to any of the
following:

+ A third tool (Right-click tool)
+ Tool menu
+ Shortcut menu (default setting)
To set the behavior of the right mouse button
1 Open General preferences by doing one of the following:
+ Choose Logic Pro > Preferences > General (or use the corresponding key command).

+ Click the Preferences button in the Arrange toolbar, then choose General from the
pop-up menu.

2 C(lick the Editing tab, then choose a setting from the Right Mouse Button pop-up menu.

[=X=X=] Preferences

bl | m @ Mo E E ®

Audio MIDI Display Score Video Automation Control Surfaces Sharing

i
S =dcioo BRI ' Asisnable to 1 Tool

Opens Tool Menu

—

Right Mouse Buttofls TR LT PSR T
Opens Tool and Shortcut Menu %

Pointer Tool in Arrange Provides

D Margues Tool Click Zones

« Is Assignable to a Tool: When this option is chosen, a third Tool menu (Right-click Tool
menu) appears to the right of the Left-click and Command-click Tool menus. Choose
the appropriate menu item to assign the tool, which is available when the right mouse
button is pressed while editing.

Left-click Tool menu

e Hep e
lor Pal Lists Media

Right-click Tool menu

Command-click Tool menu
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+ Opens Tool Menu: Right-clicking in the working area of the active window opens the
Tool menu with the Pointer tool (and not the currently selected tool) located under
the mouse pointer position. Choose a tool by clicking it. When the Tool menu is open,
you can also use the key shown next to a tool to select it.

» R Pointer Tool
™, Pencil Tool
‘ Eraser Tool

I Text Tool
Scissors Tool

\ Clue Tool

- Solo Tool

(&) Mute Tool
q Zoom Tool

. Fade Tool

k‘ Automation Select Tool
k_ Automation Curve Tool
+ Marguee Tool

*li Flex Tool

Note: When you choose a tool from the Tool menu by right-clicking, the tool is assigned
to the left mouse button. Right-double-clicking in the working area of the active window
resets the assigned tool to the Pointer tool.

+ Opens Shortcut Menu: Right-clicking in the working area of the active window displays
a menu that offers a number of area-specific selection and editing commands. See
Using the Shortcut Menu for details.

Add Audio File_. :
Create Empty MIDI Regions

Paste EY
Paste Replace L EV
Paste at Original Position

Select All EA
Select Inside Locators O+l

Select Empty Regions U
Select Overlapped Regions
Select Muted Regions  OM

Scroll in Play
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Setting the Pointer Tool Behavior
You can set two different behaviors for the Pointer tool when using it in the Arrange
window.

To set the behavior of the Pointer tool in the Arrange window
Open General preferences by doing one of the following:
+ Choose Logic Pro > Preferences > General (or use the corresponding key command).

+ Click the Preferences button in the Arrange toolbar, then choose General from the
pop-up menu.

Click the Editing tab, then select the checkboxes of the required Pointer Tool in Arrange
settings.

Project Handling | Editing | Cycle | Catch | Caps Lock Keys |

Right Mouse Button: [ Opens Shortout Menu

Pointer Tool in Arrange Provides: D Fade Tool Click Zones

D Marguee Tool Click Zones

* Fade Tool Click Zones: When this checkbox is selected, placing the mouse pointer over
the upper-left and upper-right edges of a region activates the Fade cursor and behavior.
The Loop cursor and behavior can still be accessed in these click zones by holding
down Option.

+ Marquee Tool Click Zones: When this checkbox is selected, placing the mouse pointer
over the lower half of a region (with the exception of the lower-left and lower-right
edges) activates the Marquee cursor and behavior.

Using Key Commands to Select Tools
You can also use the following key commands to select tools:
+ Set Next Tool and Set Previous Tool: Switch to the neighboring tool in the active window.

+ Show Tool menu: Open the Tool menu at the pointer position. When the Tool menu is
open, you can also use one of the number keys shown next to a tool to select it (default
key command assignment: Esc).

« Set X tool (where X refers to the tool): You can select each tool via a specific key command.
Key commands assigned to a specific tool switch between this tool and the previously
selected tool.
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Learning About Common Tools
The following section describes the most common tools available in Logic Pro. Tools that
are specific to particular editing windows are covered in the respective chapters.

o (o 1 [N+ |

+ * Pointer Tool

™, Pencil Tool

‘ Eraser Tool

l Text Tool

Scissors Tool

E Clue Tool

[E) solo Toal

. Mute Tool

q Zoom Tool

. Fade Tool

k‘ Automation Select Tool
k‘ Automation Curve Tool
—I— Marguee Tool

*lﬂ Flex Tool

Pointer Tool

The Pointer is the default tool when Logic Pro is first opened. The mouse pointer also
takes on this shape outside the working area, when making a menu selection or entering
a value.

Within the working area, you can use the Pointer tool for:

+ Selecting individual or multiple events, regions, or other elements by clicking them.
See Using Selection Techniques.

* Moving (by grabbing and dragging).

+ Copying (by Option-dragging).

+ Changing lengths (by grabbing the bottom-right or bottom-left corner and dragging).
+ Looping regions (by grabbing the upper-right corner and dragging).

Pencil Tool

The Pencil tool is used to add new regions or events. You can also select, drag, loop
regions, and alter the length of regions or events while the Pencil tool is active.

Eraser Tool

The Eraser tool deletes selected regions or events. When you click a region or event with
the Eraser, all of the currently selected regions or events are deleted (as if you had used
Delete). The Eraser can also delete an unselected region or event by clicking it.
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Text Tool
The Text tool is used to name regions, or add text to a musical score.

Scissors Tool
The Scissors tool is used to split regions and events, allowing individual sections to be
copied, moved, or deleted.

Glue Tool
The Glue tool performs the reverse operation of the Scissors tool. All selected regions or
events are merged into a single region or event.

Solo Tool

Click-holding a region with the Solo tool allows you to listen to the selected region or
event in isolation. Moving the mouse horizontally also outputs (scrubs) any events the
pointer touches.

Mute Tool

Clicking an event or region with the Mute tool prevents it from playing. You can unmute
the region or event by clicking it a second time with the Mute tool. If multiple regions or
events are selected, the mute state of the clicked region or event applies to all selected

regions or events.

Zoom Tool

The Zoom tool allows you to zoom (up to the full window size) by dragging to select a
specific region. You can revert to the normal zoom level by clicking the window
background with this tool. You can also access the Zoom function—even when other
tools are active—by holding down Control-Option.

Flex Tool
The Flex tool provides you with quick access to fundamental flex editing functionality,
without having to turn on Flex view in the Arrange window.

Working with Help Tags

A help tag appears just below the mouse pointer position—for as long as the mouse
button is held down—when using many of the tools. The help tag provides useful feedback
on the operation you are performing.

Note: You must turn on the Logic Pro > Preferences > Display > General > Show Help
Tags option in order to view help tags during edit operations.
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During operations involving regions, the help tag looks something like this:

(Dark Bells_bip.2 @ | I

Mowve Regions
10 Dark Bells_bip.2

2 3 4 1 1 2 1211
01:00:03:06.00 O00:00:03:02.51

From left to right (and from top to bottom), the values indicate:
+ Name of the operation

+ Mouse (or region) position

* Region/event name

+ Track number

+ Length of the region

During operations involving events, the help tag looks something like this:

Mowve Events

Note 1 Al 109
3 1 4 216 .. . loe
01:00:04:07.54 00:00:00:02.36
+3

From left to right, the values indicate:

+ Name of the operation

+ Mouse (or event) position

+ Event type

+ Event MIDI channel

« First data byte (note pitch, for example)

+ Second data byte (note velocity, for example)

+ Event length (note length, for example)
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Using the Shortcut Menu

Control-clicking anywhere in the Arrange window, Piano Roll Editor, and all List Editors,
opens a shortcut menu (also known as a contextual menu) that can be used for a number
of selection and editing tasks.

The shortcut menus differ between (and within) windows, based on both the selection
status of events or regions within the window, and also the type of information that the
editor deals with.

The items that appear in the menu update to reflect the current context. For example, in
the Arrange area:

+ With no regions or no selected regions in the Arrange window: A number of Select
and Paste commands, plus Scroll in Play are available.

+ With one or more regions selected in the Arrange window: Cut, Copy, and Delete,
Nudge, Lock/Unlock SMPTE Position and Region Name and Color commands become
available.

Note: You can always access a shortcut menu with a Control-click, but you can also make
use of the right mouse button to open it. To do so, make sure that the Right Mouse
Button: Opens Shortcut Menu pop-up menu item is chosen in the Logic Pro > Preferences
> General > Editing pane.

Using Selection Techniques

Whenever you want to perform an operation on one or more regions or events (or other
elements, such as Mixer channel strips), you first need to select them. Selected elements,
regions, or events are displayed in an inverted color scheme with a highlighted name, or
in a user-assigned selection color.

(Add Guitar_2.13 @ Add Guitar_2.14 @

SubkKick
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A region or event selected in one window is also selected in all other windows that display
that region or event. For example, a note event selected in the Piano Roll Editor is also
selected in the Score Editor and Event List. The region that contains the selected event
is also selected in the Arrange area.

Changing the window with key focus doesn't affect the selection (as long as you don't
click the window background, which deselects everything). Be sure to click window title
bars when switching between windows.

Tip: Don't forget about the Zoom functions when making your selections, as high zoom
levels can make precise selections much simpler.

Selecting Individual Elements
You can select individual regions or events (or other elements, such as Mixer channel
strips) by clicking them with the Pointer tool.

You can deselect them by clicking the window background, or by selecting another
region, event, or element.

The Select Next Region/Event, or Set Marquee End to Next Transient key command (default
assignment: Right Arrow key) and the Select Previous Region/Event, or Set Marquee End
to Previous Transient key command (default assignment: Left Arrow key) provide a quick
way to step between (and individually select) regions or events.

In the Arrange area, pressing any letter key selects the first region with a name that begins
with the chosen letter (as in the Finder), provided that no key command is assigned to
the key.

Selecting Multiple Elements
You will often need to select multiple regions, events, or other elements, in order to move,
process, or copy them, for example.

To select or deselect all elements in a window
Do one of the following:

Choose Edit > Select All (or use the corresponding key command, default
assignment: Command-A).

Choose Edit > Deselect All (or use the corresponding key command, default
assignment: Shift-Command-A).

Note: When a marquee selection is active, using this key command deselects all current
selections, including the marquee selection.
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To select several consecutive elements in a window

= Click the background and drag over them.

(Add Guitar_1.9 @

(Add Guitar_2.13 @|Add Guitar_2.14 @|Add Guitar_2.

Song 15_Mix.§ BB
URUR U I 1 1 L I i 1 ST e L S (R |

All elements touched, or enclosed, by the selection rectangle (shaded area) are selected.

To select several noncontiguous elements in a window
Shift-click them, one-by-one.

As subsequent elements are selected, the previous selections are retained.

Making Horizontal Selections
Horizontal selections can be made in a number of editing windows, allowing you to
quickly select all elements that are horizontally aligned on a lane.

Note: When a marquee selection is active, using this key command extends the marquee
selection—over all tracks within a marquee selection—to the project end point.

To select all regions on a track in the Arrange area

Do one of the following:

Click the track name in the track list.

Choose Edit > Select All Following of Same Track (or use the corresponding key command).
All regions following (after) the selected region are selected.

To select all events (of a specified event definition) in the Hyper Editor

Do one of the following:

Click the event definition name.

Distortion
S

Choose Edit > Select All Following of Same Track (or use the Select All Following of Same
Track/Pitch key command, default assignment: Option-Shift-F). All events after the selected
event are selected.

Chapter 8 Basic Operations



To select all notes of a certain pitch in the Piano Roll Editor
Do one of the following:

= (Click the relevant key on the Piano Roll keyboard.

Cc2
C1

= Choose Edit > Select All Following of Same Track (or use the Select All Following of Same
Track/Pitch key command, default assignment: Option-Shift-F).

Important: The selection techniques covered above only affect regions or events that
fall within the cycle area defined in the Bar ruler, when Cycle mode is on.

Switching the Selection Status of Elements
When you make any selection (by dragging or horizontal selection) while holding down
the Shift key, the active selection status of the elements is reversed.

You can also reverse the selection status of all elements by using Edit > Invert Selection
(or use the corresponding key command, default assignment: Shift-1).

For example, if you want to select all regions in a project, with the exception of a few,
you can first select the regions that you do not want to choose, and then use the Invert
Selection command.

Selecting Following Regions or Events

To select all regions or events that follow the currently selected region or event (or, if
none are currently selected, to select all regions or events after the playhead position),
choose Edit > Select All Following (or use the corresponding key command, default
assignment: Shift-F).

Note: When a marquee selection is active, using this key command extends the marquee
selection—over all tracks within a marquee selection—to the project end point.

To add the following region or event to your selection
= Use the Toggle Next Region/Event, or Set Marquee Start to Next Transient key command
(default assignment: Shift-Right Arrow).

To add the previous region or event to your selection
= Use the Toggle Previous Region/Event, or Set Marquee Start to Previous Transient key
command (default assignment: Shift-Left Arrow).
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Selecting Regions or Events Within the Locators

Choose Edit > Select Inside Locators (or use the corresponding key command, default
assignment: Shift-L) to select all regions or events lying wholly, or partly, inside the locator
positions.

Note: When a marquee selection is active, using this key command sets the marquee
selection to match the locators.

Edit > Deselect Outside Locators (or the corresponding key command) deselects all regions
or events outside the locators. Region or event selections within the locator boundaries
are unchanged.

Note: When a marquee selection is active, using this key command removes the portion
of the marquee selection that does not fall within the locators.

Selecting Specific Regions and Events
You can use the following commands to select regions or events that match a specific
condition, or have a particular characteristic.

« Edit > Select Empty Regions: Use to select all empty regions (or use the corresponding
key command, default assignment: Shift-U).

« Edit > Select Overlapped Regions: Use to select all overlapping regions or events (or use
the Select Overlapped Regions/Events key command).

« Edit > Select Muted Regions: Use to select all muted regions or events (or use the Select
Muted Regions/Events key command, default assignment: Shift-M).

+ Edit > Select Equal Colored Regions: If you have selected a region or event of a certain
color, you can use this command to select all regions or events of the same color (or
use the Select Equal Colored Regions/Events key command, default assignment: Shift-C).
This is a useful option when replacing song sections and other group editing tasks.

+ “Deselect All Regions except on selected Track” key command: Deselects any regions not
on the currently selected track. This command is especially handy when used after
other special selection commands—limiting the effects of ensuing commands to the
recording track.

Selecting Similar or Identical Objects, Regions, or Events

If you have selected an Environment object, region, or event, you can use the Edit > Select
Similar Regions function to select all similar objects, regions, or events (or use the Select
Similar Regions/Events key command, default assignment: Shift-S).

You can use the Edit > Select Equal Regions function to select all identical regions, events,
or objects (or use the Select Equal Regions/Events key command, default
assignment: Shift-E).

The table outlines the differences between similar and identical (equal) objects.
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Element Similar Identical

Region Region type (audio or MIDI) » MIDI regions: Identical
content and size
+ Audio region: All regions of
the same length and position

Controller events Controller number equal, any Controller number and data byte
data byte (control value) (control value) equal

Note event Note equal, any octave Note and octave equal

Environment object Same object type (for example  Same fader type (for example
fader) text)

Selecting Events with the Same MIDI Channel

Following selection of an event, you can select all other events that share the same MIDI
channel by using the Edit > Select Equal Channels function (or use the corresponding
key command, default assignment: Shift-H).

For example, imagine you're editing a MIDI region that contains volume and pan controller
information for 16 MIDI channels.

To select all events on channels 1 and 3
Shift-select one event on channel 1 and another event on channel 3.

Choose Edit > Select Equal Channels (or use the corresponding key command, default
assignment: Shift-H).

All other events on these two channels are selected.

Selecting Regions or Events with an Equal Subposition

You can select all regions and events with a certain relative position, such as all snare
drums on the off-beat. Select a region or event at the desired relative position, and choose
Edit > Select Equal Subpositions (or use the corresponding key command, default
assignment: Shift-P). All regions or events with the same relative position are selected.

Accelerating Edit Operations with Selection Commands

There are many different ways to make selections, based on different criteria. These can
be used to speed up many editing operations, in conjunction with key commands. Here
are a few examples:

If you want to delete all similar regions, events, or objects, make your selection and use
the Delete Similar Regions/Events key command.

Conversely, if you want to keep all similar regions, events, or objects, and delete all others,
use the Delete but Keep Similar Regions/Events key command.
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You can use the Event Channel +1 key command or the Event Channel —1 key commands
to alter the channel number of the selected event (or events) by one, making it easy to
reassign it or them to another MIDI channel.

Working with the Clipboard

The Clipboard is an invisible area of memory into which you can copy selected information
(such as regions or events), allowing them to be pasted to a different location.

The Clipboard is universal, which means that it can be used to exchange information
between projects.

All of the following options are available in the Edit menu.

Cut

All selected elements are removed from their current position, and placed in the Clipboard.
Any existing content in the Clipboard is overwritten in the process (default key command
assignment: Command-X).

Copy
A copy of all selected elements is placed in the Clipboard. The selected elements are left

in place. As with Cut, the contents of the Clipboard are overwritten (default key command
assignment: Command-C).

Paste
All content from the Clipboard is copied into the window with key focus. The Clipboard
contents are not erased in the process (default key command assignment: Command-V).

Paste at Original Position

This command works in a similar way to Paste, but the regions or events in the Clipboard
are always pasted to the position they were originally cut from, regardless of the current
playhead position (which is where regions or events would be placed with the standard
Paste function).

Paste Replace

This function only works in the Arrange window and editors. It resembles Paste, but all
existing regions or events in a given location are replaced by the regions or events being
pasted.

Warning: When using this function, all regions or events that lie within the time period
occupied by the regions or events on the Clipboard are erased.
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Undoing and Redoing Edit Operations

A simple change of mind or editing mistake is an inevitable part of music production.
Fortunately, you can backtrack your edits easily in Logic Pro by using the Undo command
to reverse your previous edit operation.

To undo your last step
Choose Edit > Undo (or use the corresponding key command, default
assignment: Command-Z) immediately after making the error.

Virtually all edits, including moves, deletions, renaming, parameter changes, creation of
new events, regions, or channel strips, and more, can be undone.

The Number of Undo Steps setting in the Logic Pro > Preferences > General > Editing
pane determines the maximum number of possible undo steps.

Jle-clicking a MIDI Region Opens: [ Piano Roll + ]

Number of Undo Steps: [ = 30 -

I:‘ Add 'Last Edit Function® to Region Name

Ay - -
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To open the Undo History window
= Choose Edit > Undo History (or use the corresponding key command, default
assignment: Option-Z).

The Undo History window shows you a list of all actions that can be undone. The most
recent step (editing operation), which will be the first to be undone, is selected.

To undo or redo multiple steps
= (Click any entry to undo or redo all steps between the clicked and highlighted entries.

To undo or redo an isolated step
= Command-click the step.

This will undo or redo an isolated step without influencing all steps between the clicked
and highlighted entries.
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To erase the Undo History
= Choose Edit > Delete Undo History.

Warning: Take care with this command. No undos or redos are possible for the deleted
steps, once the Undo History has been erased.
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Working with Tracks 9

Tracks contain the audio regions and MIDI regions of a project. This chapter provides
information on all aspects of creating and handling tracks in Logic Pro.
This chapter covers the following:

+ Understanding Tracks and Channel Strips (p. 216)

+ Configuring the Track Header (p. 218)

+ Reclaiming Workspace Used by the Track Header (p. 220)

+ Creating Tracks and Channel Strips (p. 221)

+ Creating Tracks Only (p. 226)

+ Deleting Tracks in the Arrange Area (p. 228)

» Selecting Tracks in the Arrange Area (p. 229)

 Rearranging Tracks in the Arrange Area (p. 229)

» Naming Tracks in the Arrange Area (p. 230)

+ Assigning Tracks in the Arrange Area (p. 232)

+ Zooming Tracks in the Arrange Area (p. 234)

+ Assigning Track Icons in the Track Parameter Box (p. 236)

+ Muting Tracks in the Arrange Area (p. 237)

» Soloing Tracks in the Arrange Area (p. 239)

+ Record-Enabling Tracks in the Arrange Area (p. 240)

* Freezing Tracks in the Arrange Area (p. 240)

+ Hiding Tracks in the Arrange Area (p. 244)

* Protecting Tracks in the Arrange Area (p. 245)

+ Using Track Button Slide Activation (p. 246)

» Drum Replacement or Doubling in the Arrange Area (p. 246)
+ Bouncing Regions and Tracks in Place (p. 249)
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Understanding Tracks and Channel Strips
Tracks are listed from top to bottom in the Arrange track list and extend horizontally
across the Arrange area in lanes.
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+ [ | [&] [@] [ Edit v Track v Region

Intro | Verse 1

Ride

Deep Bass

12 ™ Add Bass

DistBassLine
Vocals
RingShifted...
Funky Guitar
Dist Line Gu...
Hard GT 1
Hard GT 2

GT Bits

Distd Voc & ...

Power Chords

Each track is assigned to a particular channel strip in the Mixer. In other words, the output
of a track is sent to a channel strip. If a track is not sent to a channel strip, regions on it
will not be heard.

Note: The exception to this rule is folder tracks. For more information, see \Working with

Folders.

Once assigned to a particular channel strip type in the Mixer, the behavior of the track is
limited as follows:

Track type Assigned to Mixer Track used for
Audio Audio channel strips Playback, recording, and automation of audio
regions.
Instrument Instrument channel Playback, recording, and automation of MIDI data
strips sent to software instruments.
MIDI MIDI channel strips Playback, recording, and automation of MIDI data

sent to external MIDI devices.
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Track type Assigned to Mixer Track used for

Folder Not assigned Used as lanes for folder regions. Folder regions
are simply containers for other regions and are
not assigned to a Mixer channel strip.

As you can see, each track type handles different sorts of data and has a special purpose.
This is due to the routing of each track to a specific channel strip type in the Mixer.

The parameters of a track are displayed in the Inspector’s Track Parameter box.

Track Parameter box

B 10 selected
¥ Pop Drums
lcon: ﬁ'
Core Audio: Inst 15 . Hi Hat
MIDM Channel: 1 =
Freeze Mode: Pre Fader i
Transposition: = Deep Bass
Velocity:
Key Limit: C-2 G& Add Bass
Vel Limit: 0 127
m DistBassLine
Delay 3
Mo Transpose: |:| Viocals
No Reset:
Style: Em . RingShifted...
@ ‘ Funky Guitar
’=| ’=| ‘ Dist Line Cu...

Important: The parameters belong to the channel strip (or object) the track is routed to,
not to the track per se, so if you alter the parameters in the Track Parameter box, all tracks
assigned to this channel strip are affected.

Most of the functions described in this chapter are identical for external MIDI, software
instrument, and audio tracks.

In addition to these track types, there are also tracks with very specific functions, such as
global tracks. Global tracks—found at the top of linear editing windows—are used to
view and edit global events, such as tempo, which affect all tracks in the arrangement.
For information about these tracks, see Global Tracks.
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Configuring the Track Header

The track header of each track (shown in the Arrange area’s track list) displays a number
of buttons beside the track name and icon. By default, these include the Record Enable,
Mute, and Solo buttons on all tracks; audio tracks also display the Input Monitoring button.

Input Monitoring button ’7 Track Color bar

Record Enable button

Funky Guitar Solo button
Mute button

Protect button

Freeze button

You can use the shortcut menu to show or hide these buttons, or you can use the Track
Header Configuration dialog to show or hide these buttons, along with other track header
elements.

To configure the track header using the shortcut menu
Control-click (or right-click) any track header in the track list, then choose the options
you want from the shortcut menu.

To configure the track header using the Track Header Configuration dialog
Open the Track Header Configuration dialog by doing one of the following:

+ Choose View > Configure Track Header in the Arrange area (or use the corresponding
key command).

+ Control-click (or right-click) any track header in the track list, then choose Configure
Track Header from the shortcut menu.

Select the track header elements you want in the Track Header Configuration dialog.
Click Done.
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The Track Header Configuration dialog offers the following elements:

& Seventh Demo Twenty-3 TRA - Arrange

« Control Surface Bars checkbox: Select this checkbox to view the control surface bars in
the track header. These bars indicate tracks that are accessed by control surfaces
connected to your system. Each control surface can be assigned a different color in the
Device Parameter box. For more information, see the Logic Pro Control Surfaces Support
manual.

« Track Numbers/Level Meters checkbox: Select this checkbox to display a track’s number.
During playback, a small level meter replaces the track number. For external MIDI or
software instrument tracks, this meter indicates the velocity of the recording, and turns
red to denote a maximum velocity value. For audio tracks, the level meter denotes the
output level.

« Track Icons checkbox: Select to display or hide the track icons in the track header.

« Allow Large Icons: Select to display large track icons in the track header when you
increase the vertical zoom of the Arrange area.

+ Names section: Use the pop-up menus in this section to determine the names displayed
in the track header. For more information, see Naming Tracks in the Arrange Area.
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* Buttons section: Select the checkboxes of the buttons you want to display in the track
header.

+ Track Color Bars checkbox: Select this checkbox to show a thin color strip at the right

edge of each track. This is a visual aid that can help you to keep track of regions that
have been moved between tracks.

Reclaiming Workspace Used by the Track Header
Displaying all of the buttons, icons, track names, and so on can result in a lot of information
being shown in the track header.

To see all of this information, you can resize the track list.

To resize the track list
Position the pointer over the dividing line between the track list and the composition
area.

When the pointer changes to the Resize pointer, drag the line to the right (increasing the
size of the track list area) or to the left (reducing the size of the track list area).

+ [ | [#] 0] [ Edit » Track v Region v MIDI v A

» Global Tracks + .
1 T nst1

Dark Bells

| Audio 2

! Audio 3 <l Resize pointer
Muted Electric ...

StudioTight multi

Dark Pad 01

9 LEEMy Space Pluck

The downside of increasing the size of the track list area is that it reduces your working
space in the Arrange window and editors.

To reclaim a little more room to move, you can hide the entire Inspector area to the left
of the Arrange window and editors, providing more workspace for regions, events, and
other data.
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To hide or show the Inspector in the Arrange window
Do one of the following:

Choose View > Inspector (or use the Hide/Show Inspector key command, default
assignment: 1).

Click the Inspector button in the Arrange toolbar.

Creating Tracks and Channel Strips

If you want to record or play back MIDI, software instrument, or audio data in Logic Pro,
you must first create a track. Corresponding channel strips are automatically created in
the Mixer.

If channel strips of a particular type (audio channel strips, for example) already exist in
the Mixer, newly created tracks are assigned to those matching channel strips.

Important: Some of the track creation options create new channel strips, and others do
not. Each is used for a different type of task. These commands are separated by a line in
the Track menu of the application.

To explain a little further:

+ Suppose you create 8 new audio tracks in the Arrange area of a project that has 24
audio channel strips already set up in the Mixer. These new audio tracks are assigned
to audio channel strips 1 to 8 in the Mixer. You create 16 more audio tracks as your
project develops. These are assigned to audio channel strips 9 to 24 in the Mixer.

+ If there are no, or not enough, channel strips of the matching type in the Mixer, they
are automatically created when you create new tracks. For example, suppose you need
a further 8 audio tracks to complete your project, but have used all 24 Mixer audio
channel strips. Simply create the extra 8 audio tracks, and Logic Pro automatically
generates the corresponding audio channel strips in the Mixer. These tracks (25 to 32)
are automatically assigned to audio channel strips 25 to 32.

The automatic creation of corresponding channel strips applies to all track types, up to
the maximum allowable number of channel strips. This restriction is in the hundreds for
audio and instrument channel strips, and in the thousands for MIDI channel strips. Your
computer is likely to run out of processing power well before you reach this limit for each
channel strip type.

Tip: Given the simplicity and speed of creating new channel strips—by creating
tracks—there’s no need to create hundreds of channel strips of each type in the Mixer
before you start making music.
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To create one or more new tracks (and channel strips)
1 Do one of the following:

+ Choose Track > New in the Arrange area’s local menu bar (or use the New Tracks key
command, default assignment: Option-Command-N).

+ Click the Create Track button above the track list in the Arrange area.

Clobal Tracks

1 {0 Audiol

2 In the New Tracks dialog, enter the number of tracks you want to create, then choose
the type.

Untitled - Arrange

3 Select the Open Library checkbox (if not already selected) to automatically open the
Library tab in the Media area. This allows you to immediately select settings for your
chosen track type.

4 Click Create.

The new track is created at the currently selected track position, and all ensuing tracks
(below it) are moved down the track list.

Tip: By double-clicking the empty space below the track header of the last track, you can
quickly create a new track matching the type chosen in the New Tracks dialog.
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Using the New Tracks Dialog
The options in the New Tracks dialog vary, depending on the type of track that is being
generated.

Audio Tracks
You can modify the following parameters in the New Tracks dialog when creating new
audio tracks:

Mew Tracks

Number: 1

Type: (*) Audio
O Software Instrument
(") External MIDI

Format:
Input: m I:‘ Asc
Output: |:| Ascending
D Input Monitoring
["] Recard Enable

[ open tibary (o)

+ Driver pop-up menu: This pop-up menu allows you to select the audio hardware driver
to use for your newly created tracks. If you use only one hardware playback device, this
pop-up menu won't appear.

+ Format pop-up menu: Choose Mono, Stereo, or Surround in this pop-up menu, to create
multiple mono, stereo, or surround audio tracks.

* Input pop-up menu: Choose the input or input pair. Choose Surround if you want to
record in one of the available surround formats.

+ Ascending checkbox: Select this checkbox to assign these inputs—in order, from lowest
to highest—to each track, when multiple tracks are created. This option has no effect
when a single track is created. If you create more tracks than you have inputs—creating
8 tracks, when using a 4-input device, for example—tracks 1 and 5 are assigned to
Input 1, tracks 2 and 6 are assigned to Input 2, tracks 3 and 7 are assigned to Input 3,
and tracks 4 and 8 are assigned to Input 4.

« Output pop-up menu: Choose the output or output pair. Choose Surround if you want
to set the output to the project’s surround format.

« Input Monitoring and Record Enable checkboxes: Select to turn on the track’s Input
Monitoring and Record Enable buttons. This is handy if you intend to start recording
immediately after creating the track.

+ Open Library checkbox: Select to automatically open the Library tab in the Media area.
This allows you to immediately select settings for your chosen track type.
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Software Instrument Tracks
You can modify the following parameters in the New Tracks dialog when creating new
software instrument tracks:

=% Seventh Demo Twenty-3 INS - Arrange

Mew Tracks
ﬁ Number: | 16 ['_?imulti-timhml s
m§ Type: () Audio Bin
1 @ Software Instrument -

(") External MIDI

Output: [ Output 1-2 + | [] Ascending

E Open Library

+ Multi-timbral checkbox: Select to create up to 16 tracks with ascending MIDI channel
settings (starting from MIDI channel 1, on the first track, MIDI channel 2 on the second
track, and so on).

+ These tracks are independent of the first track, and can be individually automated,
have different regions, and so on, but all tracks are associated with (and routed
through) the same instrument channel strip in the Mixer.

+ As such, the software instrument inserted into the instrument channel strip must be
multi-timbral (capable of playing different sounds on different MIDI channels) for
this option to be useful. None of the included Logic Pro instruments are multi-timbral.

+ Output pop-up menu: Choose the output or output pair. Choose Surround if you want
to set the output to the project’s surround format.

External MIDI Tracks
The New Tracks dialog offers no additional options if External MIDI is chosen, but the
following applies:

+ A new MIDI multi-instrument object will be created in the Environment for the first
track, and the track will be assigned to sub-channel 1.

+ Subsequent tracks will be assigned to sub-channels of the MIDI multi-instrument object
(up to the maximum of 16).

« If more than 16 External MIDI tracks are created, they will automatically roll around to
channels 1, 2, 3, and so on. These can be freely reassigned to any sub-channel. If you
have more than one MIDI port available on your system, you can reassign additional
tracks (above the first 16) to a second MIDI multi-instrument object.

+ A channel strip is automatically generated in the Mixer for each sub-channel of each
MIDI multi-instrument object.
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Tip: Once tracks are created, you can quickly reassign them to the sub-channels of any
MIDI multi-instrument object with the Library, or by Control-clicking (or right-clicking)
the track list, and making your choice from the Reassign Track shortcut menu.

Full details on setting up external MIDI sound modules and keyboards are found in Setting
Up External MIDI Instruments.

Transferring a Channel Strip Setting to a New Track

You can create a new track that uses the same channel strip assignment and settings as
the selected track. This is a quick and easy way to create a duplicate of an existing track
and channel strip, without replicating the data on the track.

To transfer the channel strip assignment to a new track
Select the source track (the one with the channel strip and settings that you want to
duplicate).

Do one of the following:

+ Choose Track > New with Duplicate Setting in the Arrange area’s local menu bar (or
use the New Track with Duplicate Setting key command, default
assignment: Command-D).

+ Click the Duplicate Track button above the track list in the Arrange area.

Logic Pro creates a new track that uses the same channel strip assignments and settings
directly below the source track. The data on the track (if any exists) is not duplicated.

If you want to copy a track, inclusive of any data, but do not want to copy the channel
strip, see Copying Tracks and Moving Regions.

Creating Tracks by Adding Apple Loops

You can create tracks by dragging Apple Loops from the Loop Browser directly into the
blank Arrange area. A track and corresponding channel strip are automatically created,
and the Apple Loops file is loaded. For more details on adding Apple Loops, see Finding
Apple Loops in the Loop Browser.

Creating Tracks by Adding Audio Files

You can create tracks by dragging audio files from the Media Browser directly into the
blank Arrange area. A track and corresponding channel strip are automatically created,
and a region (that is the full length of the audio file) is added to the new arrange track.
The audio file (and corresponding region) is also automatically added to the Audio Bin.
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Creating Tracks Only
The commands and methods discussed in this section only create new tracks. The current
(selected track) channel strip is used as the target for the new track.

Creating a Track with the Same Channel Strip Assignment
There may be situations in which you want to have multiple copies of a track that address
the same Mixer channel strip.

For example, you may want to create multiple tracks that address a software instrument,
such as the EX524 mkll, with a drum kit loaded. Each track can contain MIDI regions that
trigger individual drum sounds (kick, snare, hi-hat, and so on). Having a separate track
for each sound allows you to independently mute or solo sounds in the kit.

Tip: Use a multi-output version of the EXS24 mkll if you want to individually process each
sound in the drum kit with different effects.

To create a track with the same channel strip or instrument assignment
Select the track you want to copy.
Do one of the following:

+ Choose Track > New with Same Channel Strip/Instrument (or use the corresponding
key command) to create a new track below the selected track.

+ Option-click the Duplicate Track button above the track list in the Arrange area.

When Option-clicked, the button performs the New Track with Same Channel
Strip/Instrument function.

+ Use the Append Track to Track List key command to create a new track at the bottom
of the track list.

Creating a Track with the Next Channel Assignment

The Track > New with Next MIDI Channel command (which has a corresponding key
command) creates a new track below the selected track, and assigns the next instrument
or MIDI channel to it. If the MIDI channel of the currently selected track channel is 16, the
first channel is reused.

This command is dimmed if audio tracks (or tracks that don’t provide a MIDI channel
parameter, such as those assigned to aux channel strips) are selected.
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Creating a Track with the Next Channel Strip/MIDI Channel

The Track > New with Next Channel Strip/Instrument command (which has a
corresponding key command) can either create a new track, or a new track and a new
channel strip. The behavior of the command is dependent on the selected track type:

- If the selected track is an audio or software instrument track, the command creates a
new track below the selected track, and assigns the next channel strip to it. If no next
channel strip exists, one is created automatically.

+ If the selected track is a MIDI track, the command behaves exactly as Track > New with
Next MIDI Channel. A new track is created, and assigned to the next MIDI channel.

Copying Tracks and Moving Regions

Hold down the Option key when moving a track vertically (click-drag the track number)
to create a copy of the track at the destination position. All selected regions on the source
track are moved to the new track.

Note: If you hold down the Option key before grabbing the track number, no further
regions on the track are selected. If no regions were selected in the first place, an empty
track (assigned to the same channel strip as the original track) is created at the destination
position.

If the Cycle function is turned on, all regions within the cycle are moved from the old
track to the new track. The musical result is unchanged, as the new track is a copy, and
therefore inherits the channel strip output setting of the source track.

In other words, only one channel strip is used for multiple tracks. This allows you to
double-track parts to thicken them up. It also makes tasks such as creating unison voicings
(an octave apart) simple and quick for software or MIDI instrument tracks.

To do this, Option-drag the regions on the destination track to replicate/restore them on
the source track.

Note: Altering the level (or other parameters) of the channel strip, regardless of which
track is selected, affects all tracks routed to the channel strip.

Creating Tracks for Overlapping Regions

The Track > New for Overlapped Regions function creates new tracks for wholly or partly
overlapped regions. The regions are redistributed across the newly created tracks. The
number of new tracks is equal to the number of overlaps. All tracks use the same channel
strip assignment as the original track.

As above, only one channel strip is used for all tracks.
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Creating Tracks for Selected Regions

The Track > New for Selected Regions function creates a new track for the selected regions
on a track. The selected regions are moved to the new track, and removed from the source
track. All new tracks use the same channel strip assignment as the original track.

If you use this command when multiple regions are selected across several tracks, a new
track is created for each source track. For example:

+ Two regions are selected on track a, one region is selected on track b, four regions are
selected on track c.

+ Following use of the command, the two regions on track a are moved to the newly
created track a copy, the region on track b is moved to b copy, and the four regions of
track c to c copy.

+ If you want to create individual tracks for the two track a regions (now on track a copy),
simply select the a copy track, which will automatically select all regions on the track,
and repeat the command.

Deleting Tracks in the Arrange Area
If you delete a track, the channel strip assigned to the track is also deleted, and removed
from the Mixer (unless assigned to another track that is in use).

To delete a track
Do one of the following:
Select the track, then choose Track > Delete (or use the corresponding key command).

Tip: If no regions are selected in the Arrange area, you can delete the selected track by
pressing the Delete key.

Grab the track, and remove it from the track list by dragging it to the left.

™

[M][5]
_ — | Mixer | Sample Editor | Fiano Roll | Sc
r P 0 Okl QL0

To delete all tracks that do not contain regions
Choose Track > Delete Unused in the Arrange area (or use the corresponding key
command).
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Selecting Tracks in the Arrange Area
You can select a track by clicking its name or icon in the track list.

This action selects all regions on the track (or selects the regions that fall within the
defined cycle, if Cycle mode is turned on).

Tip: If you Option-click a track, the track is selected without affecting the existing selection
of regions (on the selected track, or others).

You can also use the following two key commands to select the track above or below
the selected track in the track list:
+ Select Next Track

« Select Previous Track

Rearranging Tracks in the Arrange Area
You may want to change the position of tracks in the track list, to visually group related
tracks (string section or percussion parts, for example).

To move a track in the track list

Move the pointer over the track number. When the pointer changes to a hand, click the
track number, and drag it up or down the track list. When you reach the new position,
release the mouse button.

‘U 48 g}k SweepFX
A

Subsequent tracks (if any) are moved down the list.

You can also sort tracks by choosing one of the following options in the Track > Sort
Tracks By menu:

+ MIDI Channel

* Audio Channel

+ Output Channel
* Instrument Name

+ Track Name
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Naming Tracks in the Arrange Area

You can use the Track Header Configuration dialog to determine which track names are
displayed in the track header.

To choose the track names you want to view
1 Open the Track Header Configuration dialog by doing one of the following:

+ Choose View > Configure Track Header in the Arrange area (or use the corresponding
key command).

+ Control-click (or right-click) any track header in the track list, then choose Configure
Track Header from the shortcut menu.

2 Choose the track name option you want in the first pop-up menu.
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Global Tracks

- A

Moisey Loop

Auto Name

T ¢ Track Name
Channel Strip Setting Name
Software Instrument Setting Name
Channel Strip Name
Channel 5trip Type and Number

Congas

" Main Drums

" Live Loop

" Rude Loop

] ] [E ¥

<l 1<l (<] <

Booom

HeavylLoop

+ Auto Name: This option (the default) intelligently names the track, based on the
following actions, and order:

+ If you enter a track name manually, the track name is displayed.

+ If you loaded a channel strip setting or software instrument, the name of the channel
strip setting or software instrument is displayed.

+ If you did none of the above, the channel strip name is displayed.
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+ Track Name: This option allows you to manually enter a track name in the track list.
+ Channel Strip Setting Name
+ Software Instrument Setting Name
+ Channel Strip Name
+ Channel Strip Type and Number
3 Select the Allow Two Lines checkbox if you want to view two track names in the track

header, then choose a name option from the second pop-up menu.

The option chosen in the first pop-up menu is always shown to the left if both names
are shown, divided by a line.

+ [@ ] [&] [@] [ Edit v Track v Region v MIDI v

b Global Tracks +

Inst 2 Inst 2

2 B0 audiol Dark Bells

You can move this dividing line by dragging the mark at the top of the track list.

To create a track name
Do one of the following:

= Choose Track > Create Track Name, then enter a name in the text input field that appears.

[:] StudioTight ... Inst 3
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|
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= Double-click the track name in the track list, then enter a name in the text input field that

appears.

Tip: Use the Tab key in the track list when you want to create several track names in a
row. After entering text in the text input field, you can press the Tab key to confirm the
current edit and activate the next track for editing. Using Shift-Tab confirms the current
edit and activates the previous track for editing.

Double-click the top line of the Track Parameter box in the Inspector, then enter the name
in the text input field that appears.

The new track name is displayed in place of the channel strip name, and is used as the
default name for newly recorded regions.

To delete a track name
Do one of the following:

Choose Track > Delete Track Name.
Double-click the track name to open the track name input box, then press the Delete
key.

The track (instrument or audio) channel strip name is then used as the default name
shown in the track list (and for newly recorded regions).

Important: AutoName must be selected in the Track Header Configuration dialog for this
functionality to work.

Assigning Tracks in the Arrange Area
In general, you create new tracks when you want to record or play back new regions.
Corresponding channel strips are automatically created in the Mixer.

In some situations, however, you may want to reassign an existing track to a different
channel strip; for example, reassigning the output of a software instrument track to
another instrument channel strip. The MIDI regions on the track will be played back
through the inserted software instrument plug-in of the second channel strip.
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To reassign a track to a specific channel strip
= Control-click (or right-click) the track icon or name, then choose the destination for the
track in the hierarchical Reassign Track shortcut menu.

+ [@ ]| [&] [m] [Edit v Track v Region v MIDI v Audio v View v Snap: | Smart i) b
1 2 3 4 5

¥ Global Tracks + G
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« If you want to use a track for audio region recording or playback, choose a Mixer >
Audio channel strip as the track destination.

+ If you want to use a track for MIDI region recording or playback (via a software
instrument), choose a Mixer > Software Instrument channel strip as the track destination.

+ If you want to use a track for MIDI region recording or playback (via a MIDI sound
generator), choose a MIDI Instr. > Model/Instrument name channel strip as the track
destination.

To globally reassign multiple tracks that share a channel strip destination
= Hold down the Option key when reassigning a track channel strip, then confirm the dialog
by clicking the Reassign All Tracks button.

The new track destination (reassigned channel strip) will be used for every track that
shared the original track destination in the current project (including tracks in folders).
As an example:

+ Tracks 1 to 4 are assigned to instrument channel strip 6.
+ You use the Option key to reassign one of these tracks to instrument channel strip 15.

+ Tracks 1 to 4 are reassigned to instrument channel strip 15.

Assigning Tracks to Environment Objects

Strictly speaking, tracks don't need to be routed to an instrument or audio channel strip,
as you can assign any Environment object as the track destination. The track data could
conceivably be sent to a fader object, or directly to a MIDI port, for example.
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Environment objects are software representations of individual data-processing elements.
Some examples of Environment objects include arpeggiators, knobs, faders, chord
memorizers, and channel splitters. These individual objects can be connected with each
other, using virtual cables. The end result of cabling multiple objects is real-time processing
and manipulation of MIDI (and some audio) data. This can be as simple as a fader to
control the volume of a connected MIDI synthesizer, or as complex as a rhythm generator
or step sequencer (which exists as a virtual machine within the Environment). This machine
can be called into service whenever you need it. For more information, see

Obviously, audio signals would not be understood by a MIDI sound module, so there is
no point in routing a track that contains audio regions to an instrument channel strip, or
vice versa.

Assigning Tracks to Special Destinations
In addition to the normal channel strips, there are two other possible track output
destinations:

+ No Output: Tracks assigned as No Output send no data. This can be useful in situations
in which you want to store data (such as SysEx) that you don’t want to send from
Logic Pro.

* Folder: This setting is used when you want the track to play a folder region. (See
.) Normal regions will not play on a track set up for folder playback.

Zooming Tracks in the Arrange Area

Tracks in the Arrange area can be zoomed individually in conjunction with, or independent
of, the global zoom controls (and Waveform Zoom slider) for the window. There is a
default zoom setting for tracks, which is automatically chosen when a window is first
opened. This setting is a good compromise between visibility of text and regions, and
working space in the Arrange area.

To zoom in or out on a track

1 Move the pointer to the bottom-left corner of a track.
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The pointer changes to an index finger.
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2 Click and drag to zoom in or out on the track.

The individual track zoom factor, compared to the overall window zoom level, is shown
in the help tag while the mouse button is held down.

Tip: You can zoom all MIDI or audio tracks of your project at the same time by holding
down the Command key while zooming. Pressing Shift while zooming a track resets all
tracks to the default zoom setting.

Zooming the Selected Track Automatically

You can use the View > Auto Track Zoom setting (or use the corresponding key command,
default assignment: Control-Z) to automatically enlarge the currently selected track. Use
the technique described above to set the desired zoom level on a track. Any subsequently
selected track will automatically zoom to this level.

Zooming Tracks with Key Commands
You can assign, and use, the following key commands to zoom tracks:

« Individual Track Zoom In and Individual Track Zoom Out: Increases or decreases the
“individual track zoom” factor of the selected track by one.

+ Toggle Individual Track Zoom: Switches the selected track between its individual zoom
level and the window zoom level. This option is useful for zooming in on a track to edit
its automation data. After editing, use the Toggle Individual Track Zoom key command
to return to the original zoom level.

* Individual Track Zoom Reset: Resets the selected track to the window zoom level.

* Individual Track Zoom Reset for All Tracks: Resets all zoomed tracks to the window zoom
level.
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Assigning Track Icons in the Track Parameter Box
Logic Pro offers high-resolution, scalable (from 128 x 128 pixels downward), and
user-definable track icons.
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To assign an icon to a track
= Click an existing track icon in the Track Parameter box, and choose the icon you want
from the grid.

You can create your own icons for tracks. User-created icons are saved in the following
folder: ~/Library/Application Support/Logic/Images/Icons.

These icons must have the following attributes:

+ 128 x 128 pixels in size

+ An alpha channel for transparency

+ Must be saved in the portable network graphics format (with the .png suffix)

+ Must be given a filename that starts with a three-digit number

Note: If this number is identical to the number of one of the built-in Logic Pro icons, the
icon found in the user folder is given priority.
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You also have the option of directly replacing the built-in Logic Pro icons, which are found
in the /Contents/Resources/Images folder in the Logic Pro package.

To open the Logic Pro package
Control-click (or right-click) the Logic Pro icon in the Finder, then choose Show Package
Contents from the shortcut menu.

Muting Tracks in the Arrange Area
You can use a track’s Mute button to stop it from playing. Use the Track Header
Configuration dialog to show or hide the track Mute buttons.

Mute states can be independent for tracks and channel strips, through use of the respective
M buttons in the track header, or corresponding channel strip (Arrange or Mixer).

The behavior of these buttons depends on the Track Mute/Solo setting chosen in the
Logic Pro > Preferences > Audio > General pane:

* Fast (Remote Channel Strips): Clicking a channel strip’s Mute button switches the state
of the associated track button, and vice versa.

+ CPU-saving (Slow Response): Choose this option to save processing resources, and to
make the track Mute buttons independent of the corresponding channel strips.

Note: The Mute states of multiple tracks that are routed to the same channel strip are
linked: muting the channel strip mutes all associated tracks.

Muting Tracks When the Mute Buttons Are Hidden
If the Mute buttons are hidden—to save space—you can still mute a track to the left of
the track number.

To mute a track when the Mute buttons are hidden
Place the pointer over the left edge of the track list by the track number, then click when
the pointer turns into a hand.
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A bullet to the left of the track number indicates that the track is muted. A second click
cancels the mute state.

Rude Tube Loop
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You can also use the Toggle Track Mute key command (default assignment: Control-M)
to mute a track.

Muting Multiple Tracks in the Arrange Area
It is possible to mute multiple tracks at the same time.

To mute multiple tracks
Do one of the following:
Hold down the Command key while clicking a Track Mute button.

All Track Mute buttons that match the state (muted or unmuted) of the clicked button
are also switched. For example, if you click an unmuted Track Mute button, that track
and all other unmuted tracks are muted.

Click and hold a Track Mute button, then drag the pointer up or down.

The Mute buttons of all swiped tracks switch to the same state.

You can also use the Toggle Track Mute of all Tracks of Folder key command.

Muting Multiple Tracks with the Same Channel Strip Destination
It is possible to mute multiple tracks with the same channel strip destination.

To mute multiple tracks with the same channel strip destination
Hold down the Command and Option keys while clicking a Track Mute button.

All tracks assigned to the same channel strip destination (including those in folders) are
muted.

You can also use the Toggle Track Mute of all Tracks with Same Instrument of Project key
command.

Identifying Muted and Unmuted Regions on Muted Tracks
The following will help you to distinguish between muted and unmuted regions on muted
tracks:

+ Muted regions are indicated by a dot that precedes the region name; the audio or MIDI
data section is displayed in gray.
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+ Unmuted regions are indicated by a gray surrounding frame (no dot precedes the
region name).

Soloing Tracks in the Arrange Area

Both MIDI and audio tracks (and folders) offer Track Solo buttons. Soloing a track isolates
it while playing, and mutes all other tracks. Use the Track Header Configuration dialog
to show or hide the track Solo Buttons.

In a practical, musical situation, it can be useful to hear several tracks in isolation (bass
and drum parts, for example) to make it easier to fit other musical parts.

Connecting the Track Solo and Channel Strip Solo Buttons
Solo states can be independent for tracks and channel strips, through use of the respective
S buttons in the track header, or corresponding channel strip (Arrange or Mixer).

The behavior depends on the Track Mute/Solo setting chosen in the Logic Pro >
Preferences > Audio > General pane:

* Fast (Remote Channel Strips): Clicking a channel strip’s Solo button switches the state
of the associated track button, and vice versa.

« CPU-saving (Slow Response): Choose this option to save processing resources, and to
make the Track Solo buttons independent of the corresponding channel strips.

Note: The solo states of multiple tracks that are routed to the same channel strip are
linked: soloing the channel strip soloes all associated tracks.

Soloing Tracks in CPU-Saving Mode

If the Track Mute/Solo preference is set to CPU-saving (Slow Response), activating any
Track Solo button enables Solo Lock mode, and adds all regions on that track to the Solo
Lock group. Solo Lock mode locks the solo status of all selected regions. For full details,
see Soloing Regions. The Transport Solo button turns yellow and displays a padlock icon
to indicate Solo Lock mode.

Deactivating a Track Solo button removes all regions on the track from the Solo Lock
group and—in cases where no other track’s Solo button is active—disables Solo Lock.

Disabling the global Solo (Lock) button on the Transport bar sets all individual Track Solo
buttons to the Off position.
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Soloing When the Track Solo Buttons Are Hidden
If the Track Solo buttons are hidden—to save space—you can still solo a track with the
Solo button on the Transport bar.

OIONS

To solo a track when the Track Solo buttons are hidden
Click the Solo button on the Transport bar, then click the track.

Soloing Multiple Tracks in the Arrange Area
It is possible to solo multiple tracks at one time.

To solo multiple tracks
Do one of the following:

Click and hold a Track Solo button, then drag the pointer up or down.
The Solo buttons of all swiped tracks switch to the same state.

Hold down the Shift key while the Transport Solo button is active, then click the desired
track names.

Record-Enabling Tracks in the Arrange Area
You can use a track’s Record Enable button to arm a track for recording. For more
information, see Recording in Logic Pro.

Freezing Tracks in the Arrange Area

The Freeze function saves almost 100 percent of the CPU power required for software
instrument and effect plug-in calculations. You can individually freeze audio or software
instrument tracks, except when working with multi-output instruments (Ultrabeat, for
example). In this case, the Freeze function is not available.

Understanding the Freeze Function

Internally, Freeze performs individual offline bounce processes for each frozen track. All
plug-ins of a track (including software instrument plug-ins, if applicable, along with all
related automation data) are rendered into a freeze file.

As long as a track is frozen—following the freeze process—the freeze file will play back
in place of the original track (and its CPU-hungry plug-ins). The original track and plug-ins
are temporarily deactivated, and use no CPU resources.
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Tip: The Freeze function also works with DSP hardware such as the PowerCore, LiquidMix,
Duende, and UAD devices. This compatibility allows you to combine Logic Pro instruments
and effects with those provided by the DSP hardware, even if the processing capacity of
your computer, the DSP hardware, or both, are exceeded.

The Freeze function always bounces the complete channel signal. If you are using more
than one track for the same audio or instrument channel in the Arrange area, then all
(sub)tracks of this channel are frozen, and cannot be edited independently. In other words,
it is the channel strip that is frozen, not the track.

Knowing When to Freeze a Track
In real-world situations, Freeze allows you to:

+ Use extra effect plug-ins or software instruments in additional audio or instrument
tracks, which would normally be impossible as it would exceed the CPU-processing
limits of your computer.

+ Play back projects created on computers with greater CPU power.

Freeze is designed to circumvent very CPU-intensive processes, which are generally
outlined as follows (from highest to lowest demand):

+ Software instruments with a complex voice architecture

+ Plug-ins with a complex structure (reverbs, filter banks, or FFT-based effects)

+ Software instruments with a simple voice architecture

+ Software sampler with active filter

+ Software sampler with inactive filter

* Plug-ins with a simple structure

If your computer is able to calculate all active processes in real time, it's unnecessary to
freeze tracks.

Freeze is recommended whenever your system'’s processing power runs short and one,
or multiple, existing tracks with CPU-intensive software instrument or effect plug-ins are
in a finalized state, or at least seem to require no further changes for the time being—in
other words, a close-to-final mix.

As long as a track is frozen, its CPU usage is reduced to that of a high-resolution audio
playback track with no effect plug-ins inserted, regardless of the number, or processing
demands, of the plug-ins that were originally used on the track.

Freezing a Track
It's easy to freeze a track, using the Freeze button in the track header and the Freeze
mode parameter in the Inspector’s Track Parameter box.
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To freeze a track

1 Click the Freeze button in the track header.

¥ Clobal Tracks
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2 ¥R Audio1
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Note: If the Freeze button is not visible, you can display it using the Track Header
Configuration dialog.

2 Choose the required Freeze Mode parameter in the Inspector’s Track Parameter box:

» MIDI Thru

¥ inst 1

lcon: mxe
Core Audio: Inst 1
MIDI Channel: All
Freeze Mode: Pre Fader
Transpasition:
Velocity:
Key Limit: C-2 C8
VelLimit: 0 127
Delay $: 0.0 ms
Mo Transpose: [ |
No Reset: [ |
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Source Only: Freezes the track signal before it is fed into the first effect plug-in. Choosing

this mode turns the Freeze button blue.

Note: This Freeze Mode is useful when using CPU-demanding software instruments or

flex modes.

Pre Fader: Freezes the track signal including all effect plug-ins. Choosing this mode

turns the Freeze button green.

Logic Pro will create freeze files after receiving the next Play command. This allows you
to activate the Freeze buttons of multiple tracks, and render their freeze files in one go.

Note: You can abort freeze processes by pressing Command-Period. In this scenario, the
portion of the frozen tracks that has already been rendered will remain in the freeze files,
and will be used for playback. Frozen tracks will remain silent beyond this point.

To change the freeze state of multiple tracks
Do one of the following:

= (Click and hold the Freeze button of one track, then drag the pointer up or down.

The Freeze buttons of all swiped tracks switch to the same state.

Chapter9  Working with Tracks



Understanding the Freeze Process
During the Freeze process, the playhead follows the currently rendered position. A floating
progress bar window is also displayed.

Freeze files are always rendered between the project start and end marks. It is
recommended that you check the project end mark in the Bar ruler before starting a
Freeze process.

Tip: You should adjust the end mark of the project to include feedback-dependent delay
repetitions or reverb tails. Empty areas (digital zero) at the end of freeze files are
automatically removed after the Freeze process.

The Freeze process uses 100 percent of available CPU power. If, for example, a track uses
40 percent of the CPU for real-time plug-in calculations, its freeze file will be created
two-and-a-half times faster than the real-time playback speed. If the original track uses
100 percent of the CPU power, the Freeze process will happen in (approximately) real
time, even if offline bouncing is used.

Working with Frozen Tracks
Once a track is frozen:

+ Itis not possible to cut and rearrange freeze files in any way, nor is it possible to mix
the freeze files with their originals on a single track—you can use one or the other, not
both.

+ Itis not possible to record audio on frozen tracks. In fact, the Record Enable button is
hidden when a track is frozen.

+ You cannot edit any instrument or plug-in parameters (or related automation data).

You can edit the following parameters of frozen tracks:
+ Effect send levels and destinations
+ Panorama and surround parameters

+ Volume, mute, and solo
You can also edit the automation data for these parameters.

Whenever you try to edit forbidden parameters of frozen tracks, (such as plug-in
parameters that were rendered into the freeze file), Logic Pro asks if you want to unfreeze
the track.

To unfreeze and edit a track
Click Unfreeze to deactivate the Freeze button of the track.
The freeze file is deleted.

Note: The track now uses the amount of CPU-processing power that it originally required,
if you click Play.
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You can now perform your edits, and activate the Freeze button again, if required.

Working with Freeze Files

The temporary freeze files are saved in a folder named Freeze Files which is created in
the root directory of your project folder. You usually won't need to access these freeze
files directly.

Logic Pro manages these freeze files automatically in the background. They are created

during the Freeze process, will play back in place of the original tracks (as long as these

tracks are frozen), and will be deleted as soon as the Freeze button of the corresponding
track is turned off.

Refreshing Freeze Files

The Options > Audio > Refresh All Freeze Files command refreshes the current freeze
files. This may become necessary when global changes are made that also affect the
playback of the frozen tracks (tempo changes, for example).

Hiding Tracks in the Arrange Area

If there are tracks in the Arrange area that do not need to be visible, you can use the Hide
Track function to hide them. This is useful when you are working on very large
arrangements, for example. Hidden tracks play back as usual.

There is a global Hide View button (H) in the upper-left corner of the Arrange area, to the
right of the Catch button.
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To hide tracks
1 Click the Hide View button in the upper-left corner of the Arrange area to activate the
Hide Track function.

Small Hide (H) buttons appear on each track.

2 Click the Hide buttons on the tracks you want to hide.
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3 Click the global Hide View button, and all tracks whose Hide buttons have been activated
disappear from the Arrange window.

The H in the global Hide View button is highlighted, indicating that one or more tracks
(with active Hide buttons) are hidden.
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To show hidden tracks
= Simply reactivate the Hide View button when you want to see the hidden tracks again.

There are also a couple of menu functions and key commands that relate to the Hide
Tracks feature.

Even when the global Hide View button is deactivated, you can still hide an individual
track with the View > Hide Current Track and Select Next Track command (or use the
corresponding key command, default assignment: Control-H).

The View > Unhide all Tracks command (or the corresponding key command) will reset
the Hide buttons of each track, making them all visible.

Note: Hiding tracks does not affect their playback in any way. You can also link the Hide
functions of all tracks belonging to a group by selecting Hide in the Group Property
Settings. (For more information on groups, see \Working with Mixer Groups.) Keep in mind
that there is no Unhide Selected Arrange Track key command because there is no way
that you can select a hidden Arrange track.

Protecting Tracks in the Arrange Area
Tracks can be protected, to prevent any alterations. When a track is protected:

+ Existing regions (and their contents) cannot be altered.
+ No recording is possible.

+ New regions cannot be created.
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If the Track Protect button is not visible in the track list, you can display it using the Track
Header Configuration dialog.
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Clicking a Track Protect button toggles between Locked and Unlocked modes.

Command-clicking a Track Protect button in the track list protects all tracks in the currently
selected display level (or folder). If tracks were already protected, they will be unprotected.

Using Track Button Slide Activation

Track buttons on arrange tracks (Solo, Mute, Hide, Track Protect, Freeze) support slide
activation, which is similar to running your finger across several channel strip buttons on
good hardware mixing consoles.

As a usage example of slide activation in Logic Pro, click and hold the Mute button of
one track, and drag the pointer up or down. The Mute buttons of all swiped tracks switch
to the same state.

Simply drag over the Mute buttons of the same tracks to undo the Mute.

Drum Replacement or Doubling in the Arrange Area

Logic Pro offers the drum replacement or doubling feature, which allows you to change
drum sounds on an audio track without having to rerecord the entire track. You can use
an audio track that contains a recorded single drum signal to create a software instrument
track with matching MIDI trigger notes, which is then played by the EXS24.

To replace or double a recorded drum signal
Select the track that you want to modify.
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2 Choose Tracks > Drum Replacement/Doubling (or use the corresponding key command).
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The following changes take place in the Arrange window:

+ Allfiles on the selected audio track are analyzed for transients, if not previously done.

Detected transients are displayed as yellow lines. The selected track is vertically zoomed.

+ A software instrument track is created below the selected audio track, and the EXS24
is inserted into the Instrument slot.

+ The Library tab is opened in the Media area with the focus set to the EXS24, allowing
you to choose the sound that best matches the project.

+ A MIDI region containing trigger notes based on the detected transients is created on
the software instrument track.

+ A dialog containing parameters opens.
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3 Set the following parameters, as required:

Instrument pop-up menu: Choose the instrument that you want to process from: kick,
snare, tom, or other instrument.

Mode buttons: Choose between the following two modes.

* Replacement: The new sound replaces the original, and all regions on the original
track are muted.

+ Doubling: The new sound is added to the original, without muting the original.

Relative Threshold slider: Define a threshold for generating transients. Trigger notes are
generated for transients above the designated value.

Prelisten button: Click this button to start soloed playback of both tracks from the current
playhead position. You may want to set the playhead or activate the cycle area for a
part of the project that requires special attention for drum replacement. Click this
button a second time to stop playback, return the playhead to the previous play position,
and remove the solo state of both tracks.

Trigger Note pop-up menu: Set the pitch of the trigger notes that are created on the
software instrument. The default setting AUTO sets the trigger note as follows:

+ Kick=C1 (36)

+ Snare=D1 (38)

« Tom = A1 (45)

» Other =C3 (60) and AUTO menu item dimmed

Note: Any changes to the trigger note do not change the instrument setting. However,
any changes to the instrument setting change the trigger note, either to Auto or C3
(60).
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« Timing Offset slider: Shift the position of trigger notes earlier (negative values move
them to the left) or later (positive values move them to the right). This value should
normally be set to 0.0 ms (which places the MIDI trigger notes exactly at transient
timing positions), but may need to be adjusted when using your own, or third-party,
instruments.

« “Set average attack time” button: Set the average slicing position offset of all regions
on the source audio track.

Click OK to confirm the action.

Clicking OK resets the vertical zoom of the original audio track, mutes its regions if you
selected the Replacement option, and deselects the track. MIDI trigger notes for the EXS24
are created on the software instrument track, and the track is selected.

Click the Cancel button to cancel the action.

Bouncing Regions and Tracks in Place

There are two different types of “in place” bounces that can be performed in

Logic Pro: region-based bounces and track-based bounces. This allows you to bounce
selected material and place the result at its original position in the arrange timeline—in
other words, in place.

Using Bounce in Place, you can only process audio or software instrument tracks, or the
regions on those tracks. It is not possible to perform an in place bounce of a region routed
to a MIDI channel strip.

When bouncing in place, the audio file format of the bounce (sample rate and resolution)
is determined by your audio recording settings, and the bounce file is created in the
current recording folder.

The Bounce in Place function might, at first glance, seem similar to the Freeze function.
See . To clarify which function best fits which situation,
here’s a short comparison:

+ Both save CPU power by rendering all effect (or instrument) plug-ins of a track.
+ The Bounce in Place function makes it easy to access (and edit) the bounced audio file.

+ Freeze allows you to return to the original MIDI programming (or audio regions) and
automation data.

* Freeze (in 32 Bit Float) safeguards against volume clipping.

Bouncing Regions in Place
You can render one or more selected regions on audio or software instrument tracks into
a new audio file, including all active plug-ins and automation data.
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To bounce regions in place
1 Select one or more regions on an audio or software instrument track.

2 Do one of the following:
+ Choose Region > Bounce Regions in Place (or use the corresponding key command).

+ Control-click (or right-click) the selected regions, then choose Bounce Regions in Place
from the shortcut menu.

The Bounce Regions in Place dialog appears.

Snowing - Arrange
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3 Define the following parameters, as required.

« Name field: Define a name for the bounce file in the text field. The name defaults to
the region name of the first selected region, with the extension _bip added at the end.

« Destination buttons: Define the track on which the bounce file is placed. You have two
options.

+ New Track: Creates a new audio track below the selected track, and places the bounce
file on that track.

« Selected Track: Places the bounce file on the selected track.

+ Source buttons: Define what happens to the source regions after bouncing. You have
three options.

+ Leave: Leaves the source region unaltered after processing the bounce file.
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« Mute: Mutes the source region after processing the bounce file.

« Delete: Deletes the source region from the original track after processing the bounce
file.

* Include Instrument Multi-Outputs checkbox: Select this checkbox to include aux channel
strips with multi-output signals of the software instrument in the bounce process.
Otherwise, only the channel strips of tracks with selected regions are bounced.

* Bypass Effect Plug-ins checkbox: Select this checkbox to disable all plug-ins on the source
track during the bounce process.

« Add Effects Tail to File checkbox: Select this checkbox to continue the bounce process
after the end of the bounce range—ceither to the end of the cycle or to the end of the
last selected region—until there is no longer a signal. Otherwise, only the bounce range
is bounced.

+ Add Effects Tail to Region checkbox: Select this checkbox to include the entire bounce
file in the bounce region. Otherwise, the bounce region only includes the bounce range.

* Include Volume/Pan Automation checkbox: Select this checkbox to have volume and
pan automation performed during the bounce process, with their result influencing
the bounce file. Otherwise, the volume and pan automation is simply copied, not
performed.

+ Normalize pop-up menu: Choose between three states of normalization.
+ Off: Turns off normalization.

* Overload Protection Only: Allows downward normalization in case of overloads—Ilevels
above 0 dB, which would lead to clipping—but no normalization in case of lower
levels.

« On: Allows full bidirectional normalization.

+ Restore Defaults button: Click this button to set all parameters in the dialog to their
default settings.

Click OK to trigger an in place bounce of the selected region(s).

Note: When you click OK, the settings chosen above are stored in the preferences and
recalled when you next access the Bounce Regions in Place function.

Bouncing Tracks in Place
You can render one or more selected audio or software instrument tracks into a new
audio file, including all active plug-ins and automation.

To bounce tracks in place
Select the relevant audio or software instrument track.

Choose Track > Bounce Track in Place (or use the Bounce Track in Place key command).
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The Bounce Track in Place dialog appears.

B Snowing - Arrange

3 Define the following parameters, as required.

+ Name field: Define a name for the bounce file in the text field. The name defaults to
the region name of the first selected region, with the extension _bip added at the end.

« Destination buttons: Define the track on which the bounce file is placed. You have two
options.
« New Track: Creates a new audio track below the selected track, and places the bounce
file on that track.
* Replace Track: Replaces the existing track, and places the bounce file on it.

« Include Instrument Multi-Outputs checkbox: Select this checkbox to include aux channel
strips with multi-output signals of the software instrument in the bounce process.
Otherwise, only the channel strips of tracks with selected regions are bounced.

+ As Additional Tracks checkbox: Select this checkbox to create additional bounce files
for every aux with any multi-output of the selected multi-output software instrument
as input source.

* Bypass Effect Plug-ins checkbox: Select this checkbox to disable all plug-ins on the source
track during the bounce process.

+ Include Volume/Pan Automation checkbox: Select this checkbox to have volume and
pan automation performed during the bounce process, with their result influencing
the bounce file. Otherwise, the volume and pan automation is simply copied, not
performed.

* Normalize pop-up menu: Choose between three states of normalization.

« Off- Turns off normalization.
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+ Overload Protection Only: Allows downward normalization in case of overloads—Ilevels
above 0 dB, which would lead to clipping—but no normalization in case of lower
levels.

» On: Allows full bidirectional normalization.

* Restore Defaults button: Click this button to set all parameters in the dialog to their
default settings.

4 Click OK to trigger an in place bounce of the selected track(s).
Note: Following the in place bounce, the original track content (all regions, and all

automation data except for volume, pan, and sends) is lost and the original instrument
or track channel strip is reset. An Undo is always possible, of course.

Bounce-Replacing All Tracks
You can perform an in place bounce and replace for all audio and software instrument
tracks available in the Arrange window.

To perform an in place bounce of all tracks
1 Choose Track > Bounce-Replace All Tracks.

Note: This command only works if your Arrange area contains audio or software instrument
tracks.

2 You are prompted to save your project; click Yes or No, as appropriate.

The Bounce Replace All Tracks dialog appears.

B Snowing - Arrange
—

Bounce Replace All Tracks

D Bypass Effect Plug-ins

= Include Volumea/Pan Automation .
Normalize: | Overload Protection Only x )

You may want to 'Save As..” the project after 'Bounce Replace All
Tracks' has been finished.

Restore Defaults

3 Define the following parameters, as required.

* Bypass Effect Plug-ins checkbox: Select this checkbox to disable all plug-ins on the source
track during the bounce process.
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+ Include Volume/Pan Automation checkbox: Select this checkbox to have volume and
pan automation performed during the bounce process, with their result influencing
the bounce file. Otherwise, the volume and pan automation is simply copied, not
performed.

+ Normalize pop-up menu: Choose between three states of normalization.
+ Off: Turns off normalization.

+ Overload Protection Only: Allows downward normalization in case of overloads—Ilevels
above 0 dB, which would lead to clipping—but no normalization in case of lower
levels.

» On: Allows full bidirectional normalization.

4 Click OK to trigger the in place bounce and replace for all tracks.
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Working with Instruments and 10
Effects

Logic Pro offers an extensive range of software instrument and effect processing plug-ins
that are inserted into channel strips. You can also make use of external MIDI instruments
and effects units. This chapter covers all important steps required for instrument and
effect use in Logic Pro. Detailed coverage of the included instrument and effect
plug-ins—including the use of all plug-in parameters—can be found in the Logic Pro
Instruments and Logic Pro Effects manuals.

This chapter covers the following:

+ Getting to Know the Arrange Channel Strips (p. 255)

+ Working with Plug-ins (p. 260)

+ Working with Channel Strip Configurations (p. 265)

» Opening, Closing, and Resizing Plug-in Windows (p. 270)

+ Adjusting Plug-in Parameters (p. 272)

+ Using Common Plug-in Window Functions (p. 274)

+ Using the Library to Choose Plug-in Settings (p. 281)

+ Understanding the Library Folder and Menu Structure (p. 282)

+ Learning About Effect Routings (p. 283)

+ Working with Instruments (p. 288)

» Working with ReWire Applications (p. 302)

» Working with External Audio Effects (p. 304)

+ Using Plug-ins from Other Manufacturers (p. 305)

Getting to Know the Arrange Channel Strips
Before discussing the use of plug-ins, a basic understanding of some key channel strip
functions is required.
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The Arrange (and Mixer) channel strips deal with audio and instrument (software or MIDI)
tracks shown in the Arrange area, plus auxiliary (aux) and output channel strips. Each
track in the Arrange window is represented and controlled by a channel strip. Put another
way, the arrange tracks are routed to specific channel strips:

+ Audio channel strips control the playback and recording of audio signals on audio
tracks.

+ Instrument channel strips allow you to use and control software instruments.

+ External MIDI channel strips control external MIDI tracks.

Note: Mixer channel strips are generated automatically when you create new audio,
instrument, or external MIDI tracks in the Arrange window.

The Arrange channel strips, shown at the bottom of the Inspector, display the audio or
instrument channel strip of the selected track on the left side, and the primary (first)
destination for this channel strip on the right side.
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The destination will be either:

+ An output channel strip, which represents the physical audio outputs of your audio
interface

Chapter 10 Working with Instruments and Effects



+ An aux channel strip, which is used for a variety of signal routing purposes

For example, if Send slot 1 of the left channel strip is routed to Bus 4, the fourth auxiliary
channel strip is shown. Clicking Send slot 2 on the left channel strip (routed to Bus 7)
updates the right channel strip to show the seventh aux channel strip. Selecting a particular
output in the Output slot of the left channel strip displays the chosen output channel
strip to the right. If the left channel strip is simply routed to an output channel strip, the
output channel strip is shown by default.

You will perform most plug-in insertion, channel strip routing, and channel strip
configuration tasks as part of your creative workflow in the Arrange window. You should
use the Arrange channel strips for all related functions discussed in this chapter, rather
than accessing the Mixer. For details about working in the Mixer, see the Mixing chapter.

The following is an overview of the main elements in the Arrange channel strips:

| Sewting | | | Setting | Channel Strip Settings
menu

Insert slot

Send slot

Instrument slot
Output slot

Pan/Balance control

Volume fader

Format button
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Setting Channel Strip Input Format

The channel strip input format determines the mono, stereo, or surround status of the
channel strip. Note that software instrument and external MIDI channel strips do not have
a format button.

Mono Stereo Surround

Left ‘ Right

« Mono: One circle represents a mono input format. The level meter shows a single
column.

+ Stereo: Two, interlocked circles represent a stereo input format. The level meter divides
into two independent columns when a stereo input format is chosen.

+ Left: Two circles, with the left one filled, indicate a left channel input format. When this
input format is chosen, the channel strip only plays the left channel of an audio file.

* Right: Two circles, with the right one filled, indicate a right channel input format. When
this input format is chosen, the channel strip only plays the right channel of an audio
file.

« Surround: Five circles indicate the surround channel input format. The level meter
divides into multiple linked columns (the number matches the project surround format)
when the surround input format is chosen.

Your chosen input format for a channel strip impacts the following two areas:

+ The plug-ins shown on the channel strip will be available as:

+ Mono-to-mono or mono-to-stereo versions on mono channel strips
+ Stereo-to-stereo versions on stereo channel strips
+ Surround or multi-mono versions on surround channel strips
+ The Pan control determines the position of the channel signal in the stereo field:

+ On mono channel strips (this includes left and right input format channels), the Pan
control determines the left/right position of the signal.

+ On stereo channel strips, the Pan control determines the balance between the left
and right channel signals.

Note: To access the Surround Panner, you must first set the channel strip output format
to Surround, via the channel strip’s Output slot.
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To set the channel strip input format for the selected audio track
= Click-hold the button directly below the channel strip’s level meter, and choose the input
format from the menu that appears.

|

+ Mono
Stereo

|
- =

Tip: On a stereo or mono channel strip, you can simply click the button to switch between
mono or stereo.

Setting Channel Strip Volume Level and Pan/Balance Position
You can set a channel strip’s volume level and pan/balance position.

To set the volume level of a channel strip
= Drag the channel strip’s Volume fader up or down.

Volume fader

The maximum boost is +6 dB. You can reset the Volume fader to 0 dB (90) by
Option-clicking it.
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To set the Pan or Balance position

= Drag the control up or down or left or right.

|Stereo Out |

I
T
=

)

Pan/Balance control

®

)

|

Option-click the Pan or Balance control to reset it to the centered (0) position.

When a channel strip output is set to Surround, the Pan or Balance knob is replaced by
a Surround Panner. Full details on using surround channel strips, effects, and the surround
panner are found in Working with Surround.

How Mono, Stereo, and Surround Effects Are Handled
You can insert mono, stereo, or surround instances of effects into channel strips.

Only versions of the plug-in that match the channel strip input format can be inserted
(mono-to-mono or mono-to-stereo plug-in versions in mono input format channels, for
example).

To insert plug-ins that do not match the channel format
Option-click a channel strip’s Insert slot.

The Plug-in menu displays all formats the plug-in has to offer, rather than being limited
to the matching format. Any down or up mixing that may be necessary happens
automatically.

Working with Plug-ins

Plug-ins are, broadly speaking, broken down into two categories:
+ Software instruments, which respond to MIDI note messages

+ Audio effects, which do not respond to MIDI note messages
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The Audio Units format also offers two further plug-in types:

* Generators

+ MIDI-controlled effects

As the name suggests, Generator Audio Units plug-ins generate audio signals. In contrast

to software instruments, however, they do not require a MIDI note message to be
triggered.

Audio Units MIDI-controlled effects can be controlled via MIDI, unlike standard audio
effect plug-ins. As such, they are used differently.

Inserting, Removing, and Replacing Plug-ins
You can insert, remove, and replace plug-ins.

To insert effect plug-ins
1 Click a channel strip’s Insert slot.

A menu appears, showing all available effect plug-ins, sorted into different categories.

AC Guitar B

Inst 2

|| ¥ No Plug-in Inst 3

Amps and Pedals
Delay
Distortion

Inst 4

Dynamics Inst 5

EQ

Filter
Imaging
Metering
Modulation

Inst &

| AC Guitar A

Chorus

¥ ¥Y YRAY Y Y Y YTYYY

Pitch Ensemble
Reverb Flanger
Specialized Microphaser
Utility Modulation Delay

Phaser
Audio Units

L

Ringshifter
Rotor Cabinet
Scanner Vibrato
Spreader

¥ ¥ Y Y Y YIYyY YyYyryvwyrwy

Tremalo

[M]
[@][ence

2 Browse through the categories and choose a plug-in name by clicking it. A plug-in version
that matches the chosen channel strip input format is loaded.
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You also have the option of choosing a mono or mono-to-stereo version of the plug-in,
for example, by clicking the appropriate entry.

Logic Pro effect plug-ins are displayed in various categories such as Delay and Reverb.
Further submenus, such as Audio Units, are also available if plug-ins in these formats are
installed on your system.

To insert software instrument, Audio Units Generator, or MIDI-controlled effects
Click the Instrument slot of an instrument channel strip, then choose the software
instrument plug-in, Audio Units Generator, or MIDI-controlled effect (name and type)
from the Plug-in menu.

(P

-Steren Clut%

I
| of |

Tip: You can simply choose an instrument name to insert the instrument in stereo on a
stereo format channel.

The plug-in window of the chosen instrument, effect, or generator opens automatically.
If you don't want the plug-in window to open automatically after insertion, deselect the
“Open plug-in window on insertion” preference in the Logic Pro > Preferences > Display
> Mixer pane.

Preferences

8006
o B @ E‘@m E =
Display

Ceneral Audic MIDI

Score Video Automation Control Surfaces Sharing

[ General | Arrange | Mixer | Piano Roll |

Plug-in Window

Eg:pzn plug-in window on insertion
Default Size: [ 1 2%

You can adjust all plug-in parameters in the plug-in window. For more information, see
Adjusting Plug-in Parameters.

To remove a plug-in
Click the Insert or Instrument slot, then choose No Plug-in from the menu.

To replace a plug-in
Click the Insert slot, then browse to the appropriate plug-in type.
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Moving Plug-ins

You can use the Hand tool to move instruments and effects between channel strips.

0. x|

To use the Hand tool in the Arrange channel strips, hold down the Command key when
the pointer is placed over an Insert or Instrument slot. To use the Hand tool in the Mixer,
hold down the Command key.

To move a plug-in to another Insert or Instrument slot
With the Hand tool selected, drag the plug-in name (blue label) in any used Insert or
Instrument slot to an unused target slot.

HisErLs

[Compressl
L

af
rL@_l

During the operation, the potential destination is highlighted using a colored rectangle
(empty slot) or a colored line (when placing an effect between two Insert slots).

To copy a plug-in to another slot
With the Hand tool selected, Option-drag the plug-in name from any used slot to an
unused target slot.

To swap an effect plug-in with another in the same channel strip
With the Hand tool selected, drag the effect plug-in name from any used Insert slot to
an unused target slot.

This action swaps the plug-in slot positions. For example, on a channel strip with a reverb,
chorus, and delay inserted into slots 1 through 3, respectively, dragging the slot 1 plug-in
to slot 3 places the reverb in slot 3, and the delay is moved to slot 1. Of course, altering
effects positions changes the sound of the signal on the channel strip.

Note: When the Hand tool is used to drag plug-ins between channel strips, the existing
plug-in on the destination channel strip is replaced, not swapped.

To place an effect plug-in between two Insert slots
With the Hand tool selected, drag the effect plug-in name of any used Insert slot between
two used Insert slots, and release the mouse button.

The effect is inserted into a newly created slot between the two used slots. The effects
below the drop position (new slot) are shifted down by one.
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Note: If all 15 Insert slots are used, you cannot insert any more plug-ins into the channel
strip, unless you replace an existing plug-in.

Knowing Where Different Plug-in Types Can Be Used

Keep the following in mind when inserting plug-ins into channel strips:

+ Effect plug-ins can be placed in the Insert slots of all audio channel strip types (audio,
instrument, auxiliary, output).

+ Software instruments can only be inserted into instrument channel strips. These channel
strips feature an Instrument slot, directly above the Output slot, which is used for
software instrument insertion.

+ Audio Units Generators can only be inserted into instrument channel strips.

+ Audio Units MIDI-controlled effects are inserted into the Instrument slot of instrument
channel strips. The audio signal that you want to process is then selected via the
plug-in’s Side Chain menu.

Using the Channel EQ

The Channel EQ is an insert effect, like any other. In most mixing situations, it is used as
the first effect on a channel strip, allowing you to sculpt the sound of the channel strip
signal before applying other effect types.

To insert the Channel EQ
Do one of the following:

= On channel strips where Insert slot 1 is not used: Double-click the EQ area on the upper
portion of the channel strip to place the Channel EQ in the first Insert slot.

| Setting | | Setting |
EQ .
Inserts Inserts
_ :
| — —

The EQ area changes to a thumbnail view of the Channel EQ display. The thumbnails
provide an overview of the EQ settings used in each individual channel strip.
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= On channel strips where Insert slot 1 is used: Option-double-click the EQ area to insert
the Channel EQ as the first plug-in, and move all existing plug-ins of the channel strip
one slot down (and redirect their automation data accordingly, if necessary).

Setting Setting

Q

g
L

Inserts

Inserts
Compresso
Compresso
L L
S— —

Double-clicking the EQ area on channel strips with an occupied Insert slot 1 inserts the
Channel EQ into the next available (unused) slot.

Setting | Setting |
=
Inserts Inserts
Compresso
L L
— S——

You can freely insert the Channel EQ into any Insert slot as you can other plug-ins. You'll
find it in the EQ section of the Plug-in menu. Note that only the first (topmost) Channel EQ
is displayed as a thumbnail graphic in the EQ area.

More information about the parameters of the Channel EQ can be found in the Logic Pro
Instruments and Logic Pro Effects manuals.

Working with Channel Strip Configurations

Channel strip settings (CST files) are channel strip-type specific. Put another way,
instrument channel strips feature a number of instrument settings (or presets), such as
Bright Pop Piano and Hard Flanging Clav, separated into instrument, GarageBand, and
Jam Pack categories. Audio channel strips offer effect routings optimized for particular
instrument, vocal, and other processing tasks. Similarly, output and auxiliary channel
strips provide channel strip settings for particular mastering or sweetening processes.
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Loading or Removing Entire Channel Strip Configurations

The Library tab in the Media area allows you to load multiple plug-ins (inclusive of their
parameter settings) into a channel strip. You can also do the same thing by clicking the
Setting button at the top of channel strips.

You can use this function in a number of ways, such as:

+ Setting up and storing complex multi-effect configurations, on any type of channel
strip

+ Setting up particular routing configurations for use with multi-output software
instruments

+ Copying a routing or effect configuration between projects

+ Rapidly creating new project templates

To load a channel strip setting with the Settings menu
1 Click the Setting button at the top of a channel strip.

| Setting|

EQ
: Inserts .
- .

- .
]

A menu appears, displaying all channel strip settings available for the channel strip type.

Note: Option-clicking the Setting button displays all channel strip settings available for
all channel strip types (shown at the bottom of the menu).

2 Browse to and select the setting by clicking its name.

To load a channel strip setting with the Library tab
1 Select the arrange track whose channel you want to use.

2 Click the Library tab in the Media area.
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The Library displays all channel strip settings available for the selected track or channel
strip, sorted into category menus.
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3 Browse through the category menus, then click the setting name to insert all associated
plug-ins into the selected channel strip.

To return to the previously loaded channel strip setting
= (Click the Revert button at the bottom of the Library tab.

Rewvert
—
T e et

To select the next or previous channel strip setting
Do one of the following:

= (lick the Setting button at the top of a channel strip, then choose Previous or Next Channel
Strip Setting from the menu.

= Use one of the following key commands:
+ Next Channel Strip Setting of selected Track

+ Previous Channel Strip Setting of selected Track
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+ Next Channel Strip or Plug-in Setting or EXS Instrument

+ Previous Channel Strip or Plug-in Setting or EXS Instrument

The previous or next channel strip setting shown in the list is loaded. This feature is handy
when trying to find the right delay or clavinet sound, for example.

To delete a channel strip setting
Click the Setting button at the top of a channel strip, then choose Delete Channel Strip
Setting from the menu.

To reset a channel strip setting
Click the Setting button at the top of the channel strip, then choose Reset Channel Strip
from the menu.

Copying, Pasting, and Saving Channel Strip Configurations
You can copy and paste, reset, and save channel strip configurations.

To copy and paste a channel strip setting
Click the Setting button at the top of the channel strip, then choose Copy or Paste Channel
Strip Setting from the menu, as applicable.

You can also use the Copy Channel Strip Setting and the Paste Channel Strip Setting key
commands.

Note: When you paste channel strips (instead of loading them), the Level fader, Panorama
Send Level, and all routing destinations are also set according to the channel strip setting
in the Clipboard.

To save a channel strip setting
Click the Setting button at the top of the channel strip, then choose Save Channel Strip
Setting As from the menu (or use the corresponding key command).

In the dialog that appears, select the appropriate sub-folder (if applicable), and type in a
name for the channel strip setting.

As there are different classes of channel strips, a number of channel strip—type specific
sub-folders are available in the Channel Strip Settings folder. These sub-folder structures
are reflected in the Settings menu for each type of channel strip.

Do not attempt to change the Channel Strip Settings folder structure. However, you can
create a new folder, and save into it. If no folder is selected, the saved channel strip setting
is shown directly in the Channel Strip Setting menu, below the functions.
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You can remotely switch between channel strip settings by sending MIDI program change
messages. This allows you to select your favorite sounds (consisting of a complete channel
strip setting that can contain a software instrument and effect plug-ins) by pushing a
button on your MIDI keyboard. This feature is named channel strip performances, and is
designed for live use of Logic Pro.

Important: Only program change messages sent on MIDI channel 1 will switch between
channel strip performances. All program change messages sent on other MIDI channels
are forwarded to Audio Units instruments, if applicable.

Channel strip performances can be used for all audio channel strip types. They are saved
in the Performances sub-folder (in ~/Library/Application Support/Logic/Channel Strip
Settings/Channel Strip name). The performance names start with the corresponding
program change number (for example, 001Piano, 045FlangeGuitar, 111 ArcoCelloHall).
There are 128 performances (corresponding to 128 available program change events).

To create a performance setting

Configure a channel strip that you want to have available as a performance (by opening
a channel strip setting from the factory library and making changes according to your
needs, for example).

Click the Setting button at the top of the channel strip, then choose Save as Performance
from the menu.

In the dialog that appears, enter a performance name, choose a program change number,
and click OK.

Save Channel 5trip Setting as Performance

Name: Excited Rockabilly Style Vocals

Program Number:

() o)

Send the program change number from your MIDI controller.

When a channel strip receives a program change message (on MIDI channel 1) that
corresponds to an assigned performance number, it loads this performance.

Note: If an unassigned program change value is sent, the channel strip ignores the
message, and the currently loaded channel strip performance setting remains in place.
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All saved performance settings appear in the Performances folder of the Channel Strip
Settings menu.
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Opening, Closing, and Resizing Plug-in Windows

Hands-on operation of plug-ins takes place in the plug-in window. This window allows
access to all plug-in parameters. Each instance of a plug-in has its own plug-in window,
allowing each to have discrete settings.

View - | Show Channel Strip = | Shaw Insert ~

40ms Flutter Intensity
m

Tape Delay
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The plug-in window opens automatically when you insert a plug-in. This behavior can
be overridden by deselecting the “Open plug-in window on insertion” checkbox in the
Logic Pro > Preferences > Display > Mixer pane.

o

Preferences
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Ceneral Audio MIDI  Display Score Video Automation Control Surfaces Sharing
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Plug-in Window

Eg])p!n plug-in window on insertion
Default Size: [ 1 BES

To close a plug-in window
Click the close button at the top-left corner of the plug-in window.

Note: Closing the plug-in window does not deactivate the plug-in.

To open a closed plug-in window
Double-click an assigned Insert or Instrument slot. (The name of the plug-in is shown on
the slot.)

To hide or show all open plug-in windows
Use the Hide/Show All Plug-in Windows key command (default assignment: V).

You can also adjust the size of plug-in windows, individually or globally.

To adjust the size of a plug-in window
Do one of the following:

Drag the lower-right corner of the plug-in window. This scaling applies to individual
plug-ins.

Choose the window size in the plug-in window’s View menu. This scaling applies to
individual plug-ins.

& View Show Channel Strip Show Insert

Controls ] >
¥ Editor

Bypas

100%

BN 2
150% .
175%
200%
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= Set the default size for plug-in windows in the Logic Pro > Preferences > Display > Mixer
pane. This scaling applies to all plug-ins.

Adjusting Plug-in Parameters

This section briefly describes common parameter elements you will find in Logic Pro
plug-in windows. Full details on the parameters of each individual plug-in can be found
in the Logic Pro Instruments and Logic Pro Effects manuals.

To switch plug-in window buttons
= (Click the button.

It switches to the next or previous option, or will be turned on or off.
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To adjust a parameter slider
Do one of the following:

= Drag the slider vertically or horizontally.

= Command-click anywhere in the slider’s value range to set it to the clicked value.

To adjust rotary knobs
Do one of the following:

= Drag the rotary knob vertically.

= Command-click anywhere in the value circle surrounding the knob to set it to the clicked
value.

To adjust numerical fields
Do one of the following:
= Drag the field’s numerical value vertically.

= (Click (or double-click) in the numerical field, then type a new value using your computer
keyboard.

= If there are up and down arrows alongside such panels, click them to increment or
decrement the value by one step.

= |f the numerical panel opens a pop-up menu of values, choose one.
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To reset any parameter to its default (or centered) value
Option-click the parameter.

To make finer parameter adjustments
Hold down the Shift key before dragging a control.

You can also use the mouse wheel to adjust Logic Pro plug-in parameters.

To adjust plug-in parameters with the mouse wheel
Select a Logic Pro plug-in parameter by clicking it.

Move the mouse wheel.

Tip: You can also use the trackpad of any portable computer instead of the mouse wheel.

Using Common Plug-in Window Functions
The header area at the top of the plug-in window is common to all plug-ins. It offers a
number of important functions for plug-in use.

[] % Track 4

& View + | Show Channel Strip = | Show Insert -

Bypass Compare - L

To hide or show the plug-in window header
Click the icon at the top-right corner of the plug-in window.

Linking Plug-ins
The button to the extreme left of the plug-in window header (with a chain on it) is called
the Link button.

When the Link Button Is Switched On
+ Asingle plug-in window is used to display all open plug-ins. Each time you open a new
plug-in, the window updates to reflect the newly chosen plug-in.

+ Choosing a different arrange track updates an open plug-in window to display the
corresponding slot number of the newly selected track or channel strip. For example:

+ Track 1, assigned to instrument channel strip 1, has an ES1 instance loaded (in the
Instrument slot).

+ Track 11, assigned to instrument channel strip 2, has an EX524 mkll instance loaded.

+ Switching between tracks 1 and 11 automatically updates the plug-in window to
show the ES 1 or EXS24 mkll, respectively.
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When the Link Button Is Switched Off

You can open several plug-in windows simultaneously, and these do not update to reflect
any track or plug-in choices you may make. Each open plug-in window does, of course,
continue to show all parameter updates and changes.

Turning Link off is handy when you want to compare the settings of two plug-ins, or
adjust the parameters of several open plug-in windows at the same time.

Bypassing Plug-ins
If you want to deactivate a plug-in, but don't want to delete it or remove it from a channel
strip, you can bypass it. Bypassed plug-ins do not drain system resources.

To bypass a plug-in
Do one of the following:

Click the Bypass button at the left side of the plug-in window header.

Option-click the appropriate Insert or Instrument slot on the channel strip.

The Insert slot of the bypassed plug-in turns from blue to gray, indicating that the plug-in
is currently bypassed.

[ Ssetting |
[=—1
Inserts
Compress)
—
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Getting to Know the Settings Area

All current plug-in parameter settings are stored with the project file, and are automatically
recalled the next time it is loaded. You can also save and recall any changes you make
to plug-in parameters. These are stored and recalled as individual settings (or presets, if
you prefer) via the Settings area.
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The Settings area appears to the right of the Bypass button.

% Track 4
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Compare - L
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+ Next and Previous Setting buttons: Click to load the previous or next plug-in setting.

+ Settings field: Displays the name of the current plug-in setting. Click to access the
Settings menu.

+ Compare button: Click to compare a changed plug-in setting with the setting saved
with the project.

+ Copy and Paste buttons: Click to copy or paste a plug-in setting.

Using the Settings Functions
In this section, you'll use the various functions available in the Settings area.

To load a setting
1 Open the Settings menu (of the plug-in window, not the channel strip Settings menu)
by clicking the Settings field.
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2 Do one of the following:

+ Browse to, and choose the setting you want to use from the menu or category
submenus.
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+ Choose the Load Setting command. A dialog opens. Only settings for compatible plug-in
types are shown. Each plug-in has its own set of parameters, and therefore its own file
format.

Note: You can also choose plug-in settings from the Library tab of the Media area in the
Arrange window. See

To choose the next or previous setting
Do one of the following:

In the plug-in window header, click the left arrow to choose the previous setting, or the
right arrow to choose the following setting.

Make use of the following key commands:

+ Next Plug-in Setting

+ Previous Plug-in Setting

+ Next Plug-in Setting or EXS Instrument

* Previous Plug-in Setting or EXS Instrument

+ Next Channel Strip or Plug-in Setting or EXS Instrument

+ Previous Channel Strip or Plug-in Setting or EXS Instrument

To replace a setting
Do one of the following:

Browse to, and choose the setting you want to use from the plug-in Settings menu.
Choose the Load Setting command, then choose the setting from the dialog.

To compare changed plug-in parameters with the original settings

Make adjustments to the plug-in parameters.

The Compare button turns blue (with white text), indicating that you have made changes
to the plug-in parameters, but have not saved the edited plug-in setting in the project.

Click the Compare button to listen to the setting that was originally saved with the project.
The Compare button turns black (with white text).

Click the Compare button again to switch back to the edited plug-in setting.

The Compare button again turns blue (with white text).

This feature allows you to audition your audio or instrument track playback through two
variations of a plug-in. The tweaked version can be saved as a new plug-in setting via

the Settings menu, if you decide to keep it. If you save it, the Compare button turns black
and is disabled.

Chapter 10 Working with Instruments and Effects 277



278

The Compare button compares the tweaked setting with the reference setting that was
stored when you last saved your project—even if you have saved the setting since opening
the project.

This approach means that you can quickly change the reference setting by saving the
project.

To revert to a plug-in’s factory default setting
Choose Reset Setting from the Settings menu.

To copy the current plug-in parameters
Click the Copy button in the plug-in window header (or choose Copy Setting from the
Settings menu).

This copies all parameter settings into a plug-in settings Clipboard, which is independent
of the global Logic Pro Clipboard.

To paste copied plug-in parameters
Click the Paste button in the plug-in window header (or choose Paste Setting from the
Settings menu).

Note: This option only works between plug-ins of the same type (two Compressor

instances, for example). Some plug-ins, such as the ES2 and some ES2-based GarageBand
instruments, have a number of shared parameters, allowing you to freely copy and paste
parameter settings between them. (See )

To save a setting using the Settings menu
Do one of the following:

Choose Save Setting to save the current plug-in parameter values as the setting. This
action overwrites the existing setting.

Choose Save Setting As to name and save a setting, inclusive of a folder location. You
can also create a new folder in the Save As dialog, if you wish.

Note: The folder location (existing or newly created) must be in the associated plug-in
folder. For example, you could save a setting called Euro Lead in the Lead Synths sub-folder
of the ES2 folder.

To create a default setting
Save a setting called #default in the Settings folder of any plug-in type.

It will always be loaded when that plug-in type is opened. The #default setting is also
useful as a starting point when creating new plug-in settings, or as a fallback position
when you've been experimenting.

To delete a setting
Choose Delete Setting from the Settings menu.
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Replacing Setting-Compatible Plug-ins
When you replace a plug-in with another plug-in that is setting-compatible, the new
plug-in automatically uses the setting of the replaced plug-in.

For example, when you replace an ES2-based GarageBand instrument with the ES2, the
inserted ES2 uses the same setting as the replaced ES2-based GarageBand instrument. It
also works for most EXS-based GarageBand instruments, with two exceptions: Hybrid
Morph and Hybrid Basic.

Switching the Contents of the Plug-in Window
You can reassign any open plug-in window in two different ways: via the Show Channel
Strip menu and the Show Insert menu:

+ Click the Show Channel Strip menu to switch the plug-in window between all channel
strips that use the same plug-in. If you have inserted the ES2 on tracks 1 and 6, for
example, you can switch between these channel strips and adjust the parameters of
each ES2 instance, respectively.

+ Click the Show Insert menu to switch between the plug-in slots of the selected channel
strip. For example, if a particular channel strip uses an equalizer and an ES2 plug-in,
you can switch between these plug-ins.

Switching the Plug-in Window View Mode
Plug-in parameters can be viewed in two forms: Controls view and Editor view. The Editor
view shows the plug-in's graphical interface, if it offers one.

The Controls view displays all plug-in functions as a set of horizontal sliders, with numerical
fields to the left of each parameter. These fields are used for both the display and entry
of data values.

Show Insert + Side Chain: None
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-44dB - . \y
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® Off

Noise Gate

Controls view Editor view

To switch between view modes
Choose the Controls or Editor item in the plug-in window header’s View menu.
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Side Chaining Plug-ins

All plug-ins that support side chain inputs feature an additional Side Chain menu at the
right of the plug-in window header. This allows you to route any audio, input, or aux
channel strip into the plug-in, via a side chain.

-
-]

View ~  Show Channel Strip | Show Insert + Side Chain: None

Track 1
Track 2
Circuit Type Platinum Side Chain Detectio Track 3

To route an instrument channel strip as the side chain signal (alternative approach)
Click the instrument channel strip’s Send slot, and choose an unused Bus from the pop-up
menu.

This creates an aux channel strip.

Click the Output slot of the aux channel strip, and choose No Output from the pop-up
menu.

This turns off the output signal of the aux channel strip, which you don't want to hear.

Open the required plug-in from the instrument channel strip, and choose the
newly-created aux channel strip from the plug-in's Side Chain menu.

The plug-in processes the audio of the aux channel strip selected in the Side Chain menu,
and not the audio of the instrument channel strip that the plug-in is inserted into.

The signal peaks of the side chain input (the sent instrument signal), combined with the
Threshold parameter of the plug-in, determine when the plug-in is triggered.

The following are some side chaining examples:

+ A sustained pad sound is sent through a noise gate, which is triggered by a drum track
being used as the side chain input signal. This results in a rhythmic pad sound which
follows the signal peaks of the drum track.

+ A noise gate inserted into a bass guitar channel is triggered by the kick drum track via
the side chain. This can tighten the timing of the bass guitar, as it follows the kick drum
signal.

+ Side chains can also be used to blend a music mix with a voiceover. To achieve this,
the mix needs to be routed through a compressor which, in turn, is side chained, using
the voice-over track. In this type of setup, the music becomes softer when the narrator
is speaking, and louder when not. The effect is also known as ducking. Note that in
order for this to function, the Automatic Gain Make-up or Auto Gain control (if applicable
to the Compressor plug-in) must be disabled.

Chapter 10 Working with Instruments and Effects



Hiding and Showing Extended Parameters
Some Logic Pro plug-ins may have additional parameters that don't appear in the Editor
view (the graphical interface of the plug-in).

This is indicated by a disclosure triangle that appears at the bottom-left corner of the
plug-in window.

If no disclosure triangle is visible, the plug-in has no additional parameters.

To hide or reveal the extended parameters
= (Click the disclosure triangle at the bottom of the plug-in window.

0dB

Output Distortion:

Side Chain Filter

7040.000Hz ~

100 -

Using the Library to Choose Plug-in Settings
An alternative to using the Settings menu (found in the plug-in window header) is the
Library tab of the Media area.

To load a plug-in setting from the Library
1 Click the Media button, then click the Library tab.

2 Select the arrange track that is routed to the channel strip whose settings you want to
adjust.
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3 Click the Insert or Instrument slot of the desired plug-in on the Arrange channel strip.
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The Library displays all settings available for the chosen plug-in type, sorted into category

menus. Examples for the Compressor plug-in include Drum Compressors, Instrument
Compressors, and Vocal Compressors.

4 (lick the appropriate category menu, then click a setting name to change the setting for
the selected plug-in.

Note: You can click the Revert button in the Library tab to return to the previous plug-in
setting.

5 Clicking further Insert or Instrument slots, if used, updates the Library tab to show all
settings for the chosen plug-in type.

6 If you click an unused Insert or Instrument slot, the Plug-in menu is shown, as usual.
Choose a plug-in and the Library tab updates to reflect your selection.

Understanding the Library Folder and Menu Structure
Each plug-in type has a specific sub-folder (named after the plug-in) that is automatically

created in the Plug-In Settings folder. Further sub-folders, used for categories, can be
created inside these sub-folders.

These folder structures are reflected in the Library tab (and Settings menu) for each
plug-in. The top-level Plug-In Settings folder is located in the following

location: ~/Library/Application Support/Logic/Plug-in Settings. The following settings
are stored in this location:

+ User-defined or edited plug-in settings

+ Factory settings

Note: If a plug-in's Factory folder contains sub-folders, the Factory folder is no longer
displayed. This allows you to directly access the factory settings from the sub-folders.

Plug-in settings are identified by the .pst file extension.
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Learning About Effect Routings

There are two ways of sending audio to effects: via an insert, or via an aux send.

Using Insert Effects
When a plug-in is inserted directly into a channel strip, it is termed an insert effect.
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All of the signal is processed, or, put another way, 100 percent of the signal flows through
the effect. This behavior is suitable for equalizers or dynamic effects, such as compressors.
If you have enough processing capacity, you can use up to 15 insert effects on each
channel strip.

By default, only two Insert slots are shown on channel strips. An extra blank Insert slot is
automatically created as soon as all of the currently displayed Insert slots are used, up to
the maximum allowed. So if you insert an effect plug-in into Insert slot 2, a third slot is
shown automatically. If you insert a plug-in into slot 3, a fourth is shown, and so on.

For more information about routing effect plug-ins in a series, see Routing Audio in the
Mixer via Insert Effects.
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Using Send Effects
When you use send effects, a controlled amount of the signal is sent to the effect. Sends
are typically used for effects that you want to apply to several signals at the same time.

Send effects are also called bus effects, bus send or bus returns, auxiliary send or auxiliary
returns, or simply send or returns.

In Logic Pro, the send effect is placed in an Insert slot of an aux channel strip. The signals
of the individual channel strips that you want to process are sent to this aux channel strip,
using a bus. The amount of signal is controlled by a Send knob on each channel strip.
The audio is processed by the effect inserted in the aux channel strip, and is mixed with
the stereo output.
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The primary advantage of this approach (over inserting effects on tracks) is efficiency.
This method allows multiple channel strips to be processed by one inserted effect, which
saves vast amounts of processing power (and your time) when compared to the alternative
of inserting the same effect directly into multiple channel strips.

Another bonus is that you can quickly switch between wet and dry versions of all channel
strips that are sent to an aux channel strip, by simply bypassing the effect on the aux.
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Similarly, you can completely change the effects configuration for multiple sent channel
strips by choosing different effects for the aux channel strip.

For computationally intensive effects such as reverb, it's always advisable to insert them
into an aux channel strip. Chorus, Flanger, and delay effects should also be inserted into
an auy, if they are going to be used on more than one track.

In some cases, however, it may make musical sense to patch an effect such as a delay or
chorus directly into the Insert slot of an individual channel strip. This allows you to use
precise settings, and colors, on individual elements of your mix.

The golden rule is that you should use whatever sounds right in your mix. There are no
restrictions as to where effects can be used in Logic Pro.

For more information about routing effect plug-ins in parallel, see Routing Audio in the
Mixer via Send Effects.

To send a channel strip signal to an aux
Click a Send slot (of an audio channel strip, for example), and choose a bus from the
menu.
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2 Drag the Send knob to set the amount of signal that you want to send to the aux channel
strip.

As you do so, the (send amount) value is shown on the Send slot.

The send amount, when set to 100%, routes the entire signal from the audio or instrument
channel strip to the aux channel. (See Using Pre Fader, Post Fader, and Post Pan Sends.)

3 Insert the effect plug-ins you want, and set the required level, pan, and output settings
for the destination aux channel strip.
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To remove a send
= (Click an active Send slot, then choose No Send from the menu.

To bypass a send
= Option-click the Send slot.

The Send slot background turns gray.

To normalize (reset) the send level
= Option-click the Send knob.

This action resets the send level to 0 dB.

Using Pre Fader, Post Fader, and Post Pan Sends
Sends can be positioned either before (pre) or after (post) the (source) channel strip level
fader.
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A post fader signal level, routed to a send, changes along with Volume fader movements.
If you are using the send to route a signal from the channel strip to a reverb inserted on
an auxiliary channel strip, this means that the relationship between the original signal
and the effect signal remains constant. When you pull the channel strip’s Volume fader
all the way down, the reverb disappears as well. This setting is generally the most useful,
and is the default in Logic Pro.

If a send is set to Pre Fader mode, the level of the signal routed to the send remains
constant, regardless of any Volume fader movements on the source channel strip. The
signal is still fed to the selected aux channel strip—even if the source channel strip’s
Volume fader is completely pulled down. Pre fader sends are mainly used for monitoring
tasks: headphone monitoring in the studio or foldback monitoring on stage. Pre fader
sends are also useful when you want to hear the effect signal in isolation (without the
original signal). The equalizer still affects the sends in Pre Fader mode (pre fader, post
EQ).

If you choose Post Pan, the signal is not only post fader, but also post pan. This means
that the pan position of the send signal on the aux (which needs to be stereo or
multi-channel) follows the Pan/Balance or Surround Panner position of the channel strip.

To select one of these options in Logic Pro
Click a used Send slot, then choose Post Pan, Post Fader, or Pre Fader at the top of the
menu.
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If you activate Low Latency mode (see Working in Low Latency Mode), the signal paths
of all sends that create a latency that exceeds the set Low Latency mode limit are muted.

However, if you want to keep a particular send signal path open, you can switch it to Low
Latency Safe mode.

This setting is available in each individual Send menu of audio and software instrument
channel strips, and in aux channel strips that are hosting live input signals.
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To activate or deactivate the Low Latency Safe function for a particular send

= (Click-hold the appropriate Send slot, then choose Low Latency Safe from the menu.
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Note that the signal path of the send signal (beyond the send) is not subject to low latency
processing, and will be delayed in accordance with the current plug-in latency
compensation setting. Given this behavior, use of the Low Latency Safe setting on sends
routed to effects such as distortion, modulation, or rhythmic delays is not ideal. It may,
however, be of particular use for reverbs—especially in cases where the current plug-in
compensation delay time falls within the range of a reverb’s pre-delay time.

When Low Latency mode is activated, it's easy to recognize whether a send is switched
to Low Latency Safe mode or not.
+ Sends that are low latency safe remain blue or green.

+ Sends that are not low latency safe turn orange.

Working with Instruments
This section describes the use of software instruments and external MIDI sound generators.

Both software and external MIDI instrument tracks are handled in an almost identical
fashion. In fact, the MIDI regions on tracks routed to either type of channel strip (software
instrument or External MIDI) can be used interchangeably.

You can also completely reassign a track routed to an external MIDI synthesizer to one
using software instruments, or copy the data of an external MIDI track to a software
instrument track, resulting in layered playback of the part through both instruments.

Software instruments use instrument channel strips. MIDI instruments use External MIDI
channel strips.

ReWire instruments are handled through auxiliary channel strips. The setup and use of
ReWire instruments is described in Working with ReWire Applications.
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Tip: Many of the setup and routing tasks described in this section can be done once, and
saved with a template. This means that all of these preliminary tasks can be bypassed
the next time you load the template, so you can concentrate on creating music. For
details, see Saving a Project as a Template.

Setting Up External MIDI Instruments
There are several ways that you can set up and use external MIDI keyboards and modules
with Logic Pro. The best way to illustrate these is with working examples.

To create a new external MIDI instrument from the Arrange window
Click the New Tracks button (the plus sign above the track list) in the Arrange window.

In the New Tracks dialog, choose the External MIDI option, then click the Create button.

Note: The Open Library checkbox in the New Tracks dialog is selected by default. Leave
it selected, as the Library tab (that automatically opens) is very helpful during this
procedure.

A new track is created in the track list, assigned to GM Device 1. The Library tab shows a
list of your MIDI ports and other objects, the GM Device among them.
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When you create a new External MIDI track in a project, Logic Pro automatically generates
a new External MIDI multi-instrument object. This is placed on the MIDI Instr. layer of the
Environment window.
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Choose Window > Environment (or use the Open Environment key command, default
assignment: Command-8) to look at this object.

® 6 (&) 1 INS - Environment

MIDI Instr. [+] || [@ (@ [New v Edit v  Options v View ~| ko f,

¥ CM Davice

Icon: [¥] G

Port: All
Channel: All
Program: [| - 0
Volume: [ | 100

A A

m—

Another thing that happens in the background is the automatic creation of Mixer channel
strips for each of the multi-instrument sub-channels. Click the Mixer button at the bottom
of the Arrange window, and click the All button in the Mixer’s menu bar. You'll see 16
channel strips, assigned to GM Device 1 to 16 (plus a couple of others for audio channel
strips).
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3 Click GM Device in the left column of the Library tab. Sixteen entries appear in the right
column: 1 (Grand Piano), 2 (Polysynth), and so on.
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4 C(lick the disclosure triangle to the left of the GM Device 1 entry in the Inspector to open

the Track Parameter box, if not already open.
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There are two parameters of particular note here: Port and Channel. (See
)
Choose All from the Port pop-up menu.

All of your MIDI interface Out ports are listed; for example, Port 1 (Unitor 8), Port 2 (Unitor
8), MIDI1 (mLan Network). If you choose a specific Port—Port 1 (Unitor 8), for example—the
GM Device multi-instrument object is routed to this specific MIDI port. This mirrors the
port listing shown in the left column of the Library tab.

Note that the Channel parameter is set to 1. Create a few new External MIDI tracks by
following steps 1 and 2. These new tracks are called GM Device 2, GM Device 3,

GM Device 4, and so on. Click each of these tracks in the track list, and keep an eye on
the Channel parameter in the Track Parameter box of the Inspector. Each of these tracks
is routed to a sub-channel of the GM Device multi-instrument object. The selection of
each track is mirrored by the 16 sub-channel entries shown in the right column of the
Library tab.

When creating more than one new External MIDI track, Logic Pro does not create a new
multi-instrument object for each one. Rather, it assigns each subsequent track to
sub-channels of the GM Device multi-instrument object. You can create up to 16 tracks
that are assigned on a one-to-one basis with each sub-channel of a multi-instrument
object.

If you need more channels for more external MIDI synthesizers and modules, you have
a couple of options. The easiest way is to use the Library tab to reassign newly created
tracks to particular MIDI ports and channels.
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To reassign tracks to channels using the Library tab
Click the New Tracks button (the plus sign above the track list) in the Arrange window.

In the New Tracks dialog, enter a value greater than “1” in the Number field, choose the
External MIDI option, then click the Create button.

Select one of the new tracks, then choose a Port and sub-channel entry in the Library
tab.

+ If you choose a sub-channel of the GM Device, you reassign the selected track to this
sub-channel.

+ If you choose a sub-channel of a different MIDI Port, the track is reassigned accordingly
(Unitor 8 Port 5, sub-channel 4, for example). Take a look at the new multi-instrument
object (Unitor 8 Port 5) in the Environment.

Note: The first time you do this for each port or sub-channel, a new multi-instrument
object is created in the Environment (along with corresponding Mixer channel strips).
Once objects have been created for all ports, the reassignment of tracks to ports or
channels does not create new objects.

An alternative to using the Library tab for multi-instrument object creation is the
Environment.

To create a new external MIDI instrument in the Environment
Choose Window > Environment (or use the Open Environment key command, default
assignment: Command-8).

If it does not default to the MIDI Instr. layer, click the down arrow to the left of the Link
button, then choose the MIDI Instr. entry.

Choose New > Multi-Instrument from the local menu bar.

The newly created multi-instrument object is called (Multi Instr.). You can rename it later
(usually after your synthesizer name: JV5080, Microwave, and so on).

OO F INS - Environment
MIDI Instr. [+] [ @] [ [ New v Edit v Options v View +|
¥ (Multi Instr) x
teon: (]

Port: All
Channel: All
Program: [_| - O

Volume: [_| 100

o

Chapter 10 Working with Instruments and Effects

293



294

Note: There are diagonal lines running through each of the 16 sub-channel boxes. The
Port and Channel parameters are shown to the left of the Environment window.

Click the Port pop-up menu, then choose a new MIDI Out port for the Multi Instr. object.
Make sure that this port is different from the one used by the GM Device object.

Activate each sub-channel by clicking each sub-channel box. As you do, the diagonal line
disappears from each.

Click the Mixer button at the bottom of the Arrange window, and you'll see 16 new (Multi
Instr.) channel strips.

Tip: Once an object has been created in the Environment (using any of the methods
described), you can Control-click (or right-click) track names in the track list. Choose a
port and sub-channel from the Reassign Track menu to quickly reassign tracks.

Setting Parameters for Instrument Channel Strips
When you choose a track that is assigned to either a MIDI or software instrument channel
strip, the Inspector’s Track Parameter box displays the parameters outlined in this section.
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Changes to these parameters affect the entire channel strip, and all tracks routed to the
channel strip are affected. This is an important distinction to make, as some parameters,
such as transposition, are available as both a track and region parameter. To put this into
context, imagine a project with six tracks routed to the EXS24 mkll (with a drum kit loaded)
on instrument channel strip 1. You want to transpose the snare drum part (played by
regions on track 2) by two semitones. This will trigger a different snare drum sample.

+ If you use the Region Parameter box Transposition parameter for all regions on track
2, things will go according to plan.
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If you use the Track Parameter box Transposition parameter, the entire EXS24 mkl|
drum kit (instrument channel strip 1) will be affected. This will result in all regions on
the six tracks being played back by other drum samples.

Common Instrument Parameters
The following parameters are available for both software instrument and MIDI instrument
channel strips.

Icon: The icon used by the instrument can be changed to suit your tastes or needs.
Click the icon, then choose another from the menu. A default icon is used for all internal
Logic Pro instruments when inserted, so you can instantly recognize an EXS24 mkll or
ES1 track.

Transposition: The Transposition parameter allows you to define the number of
semitones that all note events are transposed by, on output. Negative values transpose
downward.

Velocity: The Velocity parameter allows you to increase or decrease the note on velocities
of all note events by an amount between —99 and 99.

Key Limit: The two note values of the Key Limit parameter define a pitch range. All
notes outside this range are ignored by the instrument.

Vel Limit: The two values of the Vel Limit parameter define a velocity range. All notes
with a velocity that falls outside this range will not be played by the instrument.

Delay: The Delay parameter allows you to compensate for any differences in reaction
time between your various MIDI devices, or to create offsets between channel strips.
The parameter contains a pop-up menu with the following two settings, common to
both software instrument and MIDI instrument channel strips:

+ Delay in Ticks: Sets the instrument delay in ticks, with a range between -99 and +99.

« Delay in Milliseconds: Allows the user to set tempo independent delays (or pre-delays)
in steps of 0.1 milliseconds, with a range between —200 ms and +200 ms.

Note: If you want to create rhythmic delay effects on individual parts, use the Region
Parameter box Delay. This allows for longer delay times, and does not affect the channel
strip playback timing.

No Transpose: Turn on the No Transpose parameter to protect all MIDI regions (on any
tracks routed to this channel strip) from transposition. In other words, the Region
Parameter box Transpose parameter is ignored. This is very useful for instruments
assigned to drum or other multi-timbral samples, as transposition will change the
sounds (rather than merely the pitches) of these instruments.
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+ No Reset: Turn on the No Reset parameter to prevent reset messages from being sent
to this channel strip. This can be useful if controllers are being used for nonmusical
purposes, such as mixer automation. The Logic Pro > Preferences > MIDI > Reset
Messages pane determines what reset messages are normally sent, but these messages
are not sent to No Reset instruments.

+ Style: Whenever a MIDI region is created on one of the tracks routed to a given channel
strip, it is assigned the staff style set in the Style pop-up menu. If Auto is chosen,
Logic Pro picks an appropriate style based on the pitch range of the notes in the region.

Tip: You can change a MIDI region’s staff style at any time in the Display Parameter
box of the Score Editor.

Setting Software Instrument Channel Strip Parameters
The following parameters are specific to software instrument channel strips.

+ MIDI Channel: This parameter sets the MIDI channel strip used by the software
instrument.

* Freeze Mode: The Freeze Mode parameter allows you to define the point at which the
signal on the selected channel strip object is frozen: before the signal is fed into the
first effect plug-in (Source Only) or the entire signal including all effect plug-ins (Pre
Fader).

Setting External MIDI Channel Strip Parameters
The following parameters are specific to External MIDI channel strips.

* Port: Defines the physical MIDI output that data is sent to. Your MIDI sound module is
connected to this MIDI output connector.

+ Channel: Defines the channel used for MIDI output by the instrument track, allowing
your “real” instrument to receive the data.

You can also alter the MIDI channel of an external MIDI instrument part by choosing
another sub-channel of the current multi-instrument.

A sub-channel is one of 16 possible MIDI channels or parts that can be played by a
multi-instrument object. It goes without saying that the external MIDI synthesizer
(represented by the multi-instrument object) needs to be capable of playing on more
than one MIDI channel for sub-channel selection to be useful.

You can't actually change the receive channel of a sub-channel in the multi-timbral
synthesizer. This is only possible in a few models (and is not particularly useful when
using Logic Pro, at any rate).

If the MIDI channel is set to All, you can edit the parameters of the whole
multi-instrument object. This is a useful feature for globally changing the MIDI port
(Port A, B, and so on), for example.
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* Program, Volume, and Pan: Transmit program changes, volume controller (CC #7), and
pan controller (CC #10) information. If the respective box is unselected, the default
value of the MIDI device itself is used.

A program change (a preset or patch number in your MIDI module) can be selected
on the right, via a pop-up menu. When dealing with multi-instrument sub-channels,
sounds can be selected from a pop-up menu by name.

As an alternative, you can double-click the track name (GM Device 1, for example). This
opens the Multi-Instrument window.

e 2 (it i)

Device Name: | Mt instr) Sank: [ (o Bank specificd. Names of Bank 0 used ¢
Short Device Name: Bank Message: [ Control 32 4
Program Names:
Grand Piano DrawOrgan Acoustic Bs. Strings Soprana Sax Square Wave Ice Rain Tinkle Bell
Bright Piano PercOrgan Fingered Bs. Slow Strings Alto Sax Saw Wave Soundtrack Agogo
ElectricGrand RockOrgan Picked Bs. Syn. Strings1 Tenor Sax Syn. Calliope Crystal Steel Drums
HonkyTonkPno. Church Organ1 Fretless Bs. Syn. Strings2 Baritone Sax Chiffer Lead Atmosphere Woodblock
E. Pianol Reed Organ Slap Bass 1 Choir Aahs Oboe Charang Brightness Taika
E. Piano2 Accordion Fr Slap Bass 2 Voice Oohs English Horn Sole Vox Goblin Melo Tom
Harpsichord Harmenica Synth Bass 1 Synvox Bassoon 5th Saw Wave Echo Drops. Synth Drum
Clavinet TangoAcd Synth Bass 2 Orchestrait Clarinet Bass&Lead Star Theme Reverse Cym.

Celesta Nylonstr, Gt. Vislin Trumpet Piccolo Fantasia Sitar Gt FretNoise
Glockenspiel Steelstr. G wiola Trombene Flure Warm Pad Banjo Breath Noise
Music Box Jazz Gt. Cello Tuba Recorder Polysynth Shamisen Seashare
Vibraphone Clean Gt. Contrabass MutedTrumpet Pan Flute Space voice Koto Bird
Marimba Muted Gt. Tremolo Str. French Horn Blown Bottle Bowed Glass Kalimba Telephone 1
Xylophone Overdrive Gt Pizzicato Str Brass 1 Shakuhachi Metal Pad Bag Pipe Helicopter
Tubular-Bell Distortion Gt Harp Synth Brass1 Whistle Halo Pad Fiddle Applause
Dulcimer GtH: Timpani Synth Brass2 Ocarina Sweep Pad Shanai Gun Shot

[¥] Use €M drum program names for channel 10

Click the name of the sound (synthesizer patch) that you want to use. Click the close
button at the top-left corner to close the window, or press Command-W. For further
details about this window, including customization of patch names, see

To the right of the program number is an extra parameter that is used for Bank Select.
If your sound source receives Bank Select messages (MIDI controller #0 or #32—check
your synth manual for format details), you can switch between different banks, each
containing a maximum of 128 sounds.

For information on other instrument parameters, see

+ Delay > Auto Compensated Delay Offset: This is the same as the Delay > Delay in
Milliseconds setting, except that the current plug-in latency compensation plus the
audio hardware output delay is added to the MIDI data transmission. This setting is
ideal when the outputs of classic MIDI sound sources are mixed with Logic Pro’s outputs
using an external mixing desk. Using the Auto Compensated Delay Offset setting makes
sure that audio from Logic Pro and audio from the MIDI-controlled external hardware
appears on the external mixing desk at the same time. When this setting is chosen, the
parameter label changes from “Delay” to “Auto Delay.”
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Inserting Program Change, Volume, and Pan as MIDI Events

The MIDI > Insert Instrument MIDI Settings as Events command allows you to insert the
program change, volume, and pan settings (from the Track Parameter box in the Inspector)
as actual MIDI events into one or more selected MIDI regions. The events are placed a
quarter note before the beginning of the relevant MIDI regions. Only the activated
(selected) settings in the Track Parameter box(es) are added as events. If any events of
the same kind already exist in the region(s), they are overwritten.

The values of the Program, Volume, and Pan parameters are not updated every time such
control change events are played back. These parameters are initial values—when you
load a project, or choose the MIDI > Insert Instrument MIDI Settings as Events
command—before you begin to record mixer automation data.

Processing External MIDI Instruments with Effects

You can route external MIDI sound generators through the Logic Pro Mixer, allowing you
to process them with Logic Pro effects. This is achieved through use of the External
Instrument plug-in. Ideally, you use a multi-input and output audio interface, to avoid
constant repatching of devices.

To process external MIDI instruments with effects
Connect the output (or output pair) of your MIDI module with an input (pair) on your
audio interface.

Note: These can be either analog or digital connections if your audio interface and effects
unit are equipped with either, or both.

Create a software instrument track.

Click the Instrument slot of the software instrument channel strip, then choose External
Instrument from the pop-up menu.

[ %] & Inst 6

& View ¥ Show Channel Strip +  Show Insert +

Bypass Compare ) [ =

External Instrument

MIDI Destination: = ===

Input Volume:

Choose a multi-instrument sub-channel from the MIDI Destination pop-up menu.

Choose the input (of your audio interface) that the MIDI sound generator is connected
to from the Input pop-up menu.

Adjust the Input Volume, if necessary.

Chapter 10 Working with Instruments and Effects



7 Insert the effects in the Insert slots of the channel strip.

As the track is routed to an instrument channel strip (which is being used for an external
MIDI sound module), it behaves just like a standard software instrument track, which
means that you can record and play back MIDI regions on it—with the following benefits:

+ You can take advantage of the sounds and synthesis engine of your MIDI module, with
no overhead on your system processor (apart from the effects used on the channel
strip).

+ You can use insert effects, obviously, but can also use Send effects by routing the
instrument channel strip to aux channel strips.

+ You can bounce your external MIDI instrument parts—with or without effects—to an
audio file, in real time. This makes the creation of a mix, inclusive of all internal and
external devices and tracks, a one-step process.

Note: You cannot use the Freeze function on such tracks, nor can you perform an offline
bounce.

Playing Software Instruments
Software instrument plug-ins respond to MIDI note messages, whereas effect plug-ins
do not.

The output signal of a software instrument is fed into the input (the Instrument slot) of
the instrument channel strip, where it can be processed via inserted effect plug-ins, or
sent to busses.

Logic Pro supports up to 255 discrete instrument channel strips. The number of software
instruments that you can run simultaneously depends on the computer-processing
resources available.

After an instrument plug-in is inserted, the instrument channel strip can be driven by a
recorded MIDI region, or direct MIDI input—playing your MIDI keyboard, in other words.

Understanding Live Mode

Live mode instruments need to stay in Live mode while the audio engine is running
(when Logic Pro is in playback or record mode), because switching a software instrument
track out of Live mode creates a gap (or noise) in the audio stream. Obviously, this is
unacceptable.

Software instruments that are live (ready for playing) require considerably more processing
power than those that are merely playing back existing regions. If selecting a software
instrument track automatically activates Live mode, switching between multiple instrument
tracks would compound the problem, possibly resulting in system overloads.
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The Record button of selected software instrument tracks gives visual feedback of the
current state of a software instrument:

Instrument in live mode

Selected instrument, not
yet in live mode

Switching Instruments to Software Instrument Live Mode

When you select a software instrument track, it does not immediately switch into Live or
Performance mode. You must send a MIDI event before Live mode is activated, but this
takes around 100 milliseconds to engage, which is more than enough time to destroy
the timing of your first played note.

If you require perfect timing for the first played note, you need to send silent MIDI events
in advance; press the sustain pedal, or make a small move of the pitch bender or
modulation wheel, for example. This will turn on Live mode.

Saving Software Instrument Processing Resources

The Bounce function allows the entire instrument track to be recorded as an audio file.
This bounced audio file can then be used (as an audio region) on a standard audio track,
allowing you to reassign the available processing power for further software instrument
tracks. For more details, see Bouncing Your Project.

You can also make use of the Freeze function to capture the output of a software
instrument track, again saving processing power. For details, see Freezing Tracks in the
Arrange Area.
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Tuning Software Instruments

The File > Project Settings > Tuning > Software Instrument Pitch parameter remotely
controls the main tuning parameter for all software instruments (the ES1 or EXS24 mkil,
for example) by +50 cents.

Project Settings: Seventh Demo Twenty-3 IN5S

By default, it is set to concert pitch A at 440 Hz. Simply drag the slider to the value you
want. As you do, the cent and Hz values update.

Note: Some Audio Units instruments do not recognize this remote command.

Logic Pro allows all software instruments to be globally tuned to different tempered
scales, including Hermode Tuning. (See What Is Hermode Tuning?) However, there may
be occasions when you want individual software instruments to be exempt from this
global tuning system.

To exempt individual software instrument tracks from following the global Hermode
Tuning scale
Open Tuning project settings by doing one of the following:

+ Choose File > Project Settings > Tuning (or use the Open Tuning Project Settings key
command).

+ Click the Settings button in the Arrange toolbar, then choose Tuning from the pop-up
menu.
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2 Click the Hermode Tuning (HMT) button.

A No HMT checkbox appears in the Track Parameter box of all instrument channel strips.

3 Select this checkbox to prevent the selected software instrument track from following
the global Hermode Tuning scale.

This feature is ideal for an EXS drum kit that you don't want tuned like your melodic
software instrument parts, for example.

Working with ReWire Applications

Logic Pro acts as a host for ReWire applications such as Propellerhead Reason.
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Important: Start Logic Pro first, then start your ReWire application(s).

When these applications are open alongside Logic Pro, synchronized audio information
is routed out of them into aux channel strips in the Logic Pro Mixer, where it can be
combined with other tracks, run through effects, and bounced to new audio files.

In essence, the output of these ReWire programs is handled in much the same way as
you handle internal Logic Pro audio data. Synchronization is automatic, so you don't really
need to do much to ReWire the applications, beyond setting up aux channel strips, if
desired.

In addition to routing the outputs of ReWire applications into Logic Pro, you can also
directly play, record, and play back the software instruments available in these programs.
Propellerhead Reason, for example, is the software equivalent of a rack of synthesizers
and samplers.

You can directly play each synthesizer in the Reason rack, and can record these parts as
MIDI regions on Logic Pro tracks, much as you would with Logic Pro’s internal, or external
MIDI, instruments.

To access a ReWire instrument
1 Select an External MIDI track in the Arrange area.
2 Double-click the ReWire application name in the Library tab (Reason, for example).
—
= =1 T

Bounce Regions Bounce Colors | Motes Lists Media
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| [ (Multi Instr.)
fi7 GM Device
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The ReWire application opens, and a list of all available ReWire instruments appears in
the Library.

3 Click an instrument track in the Library.

To manually set up an aux channel strip for ReWire use
1 Click the Mixer button at the bottom of the Arrange window.
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Choose Options > Create New Auxiliary Channel Strips in the Mixer’s local menu bar.

Create as many aux channel strips as required, with the appropriate Format, Input, and
Output settings. For this example, create a stereo channel strip, routed to Input/Outputs
1-2.

Choose the ReWire channel in the Input menu of the aux channel strip.
Individual RW Channel entries are available in the Channel menu. These can be assigned

individually, to allow each ReWire channel to be routed to a particular aux channel strip
in the Logic Pro Mixer. This provides extended mixing and processing options.

To set the ReWire behavior
Open Audio preferences by doing one of the following:

+ Choose Logic Pro > Preferences > Audio (or use the Open Audio Preferences key
command).

+ Click the Preferences button in the Arrange toolbar, and choose Audio from the pop-up
menu.

In the Devices pane, choose one of the following from the ReWire Behavior pop-up menu:

Process Buffer Range: [ Medium 0 ]

ReWire Behavior: [ Playback Mode (Less CPU Load) ! 4

Maximum Scrub Speed: [ Normal 0 ]

Scrub Response: [ Normal + ]

": Apply Changes ""

* Playback Mode (Less CPU Load): Use this mode when streaming channels via ReWire.
This setting requires less processing power, and should be used when playing back
tracks in ReWire applications.

+ Live Mode (Higher CPU Load): Use this mode when you want to play a ReWire instrument
(an instrument running in an external ReWire application) in real time. This setting
requires more system resources, but reduces latency, ensuring that the ReWire
instrument is playable.

Working with External Audio Effects

External audio effects units can be used similarly to the internal Logic Pro effects. You do
this with the 1/0 plug-in, in conjunction with a multi-input/output audio interface.

To integrate and use an external effects unit in Logic Pro
Connect an output (or output pair) of your audio interface with the input (pair) on your
effects unit.
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2 Connect the output (or output pair) of your effects unit with an input (pair) on your audio
interface.

Note: These can be either analog or digital connections if your audio interface and effects
unit are equipped with either, or both.

3 Click an Insert slot of the channel strip you want to process with the external effects unit,
then choose Utility > I/0.

Aux 1

& View + Show Channel Strip = Show Insert =

Eypass

/0

0 dB

4 In the I/O plug-in window, choose both the Output and Input (shown as numbers) that
your effects unit is connected to.

5 Adjust the Input or Output volume as required.

6 Click the Latency Detection (Ping) button If you want to detect, and compensate for, any
delay between the selected output and input.

When you start playback, the signal of the audio channel strip is processed by the external
effects unit.

Some audio interfaces feature their own routing software, which you may need to use
to set up the chosen inputs and outputs for this type of use. Consult the documentation
provided by your audio interface manufacturer.

Most hardware effects units are MIDI-controlled. If this is the case with your effects unit,
you can connect its MIDI input and output cables to your MIDI interface. This allows you
to choose effects presets, and may also allow you to remotely control, record, and
automate the parameters of the effects unit from Logic Pro.

Using Plug-ins from Other Manufacturers
Logic Pro can act as a host for (compliant, correctly installed and authorized) Audio Units
effect and instrument plug-ins from other manufacturers.
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Important: Logic Pro cannot act as a host for plug-ins in VST or RTAS format. There are,
however, utilities such as the VST to Audio Units Adapter (http://www.fxpansion.com),
that “wrap” Mac OS X versions of VST plug-ins to create virtual Audio Units. Once wrapped,
most of these plug-ins behave, and can be used, just like Audio Units.

Loading Presets
Many plug-ins from other manufacturers use a proprietary storage format for their presets
(the equivalent of Logic Pro plug-in settings).

In most cases, a separate Preset (or similarly named) menu will be available in the plug-in
interface. Once loaded, you can save any of these presets as a Logic Pro setting.

In all cases, the global Compare, Copy, and Paste options of the plug-in window header
will work as they do with the native plug-ins of Logic Pro.

Working with the Audio Units Manager

Logic Pro uses the Apple AU Validation Tool to ensure that only plug-ins that fully comply
with the Audio Units specification are used in Logic Pro. This minimizes problems that
may be caused by third-party Audio Units plug-ins.

The validation process takes place automatically when:

+ Logic Pro is first opened.

+ An updated version of Logic Pro is installed.

+ You install new Audio Units plug-ins, or update existing ones.
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You can see the results of the validation scan (for all Audio Units and “wrapped” VST
plug-ins) in the Compatibility column of the Audio Units Manager window.

Important: The first thing you should do is check the manufacturer’s website for updated
versions of Audio Units plug-ins that fail validation.

To open the Audio Units Manager
Choose Logic Pro > Preferences > Audio Units Manager in the main menu bar (or use the
Audio Units Manager key command).

Manually Enabling Plug-ins

Audio Units plug-ins that fail the validation test can be manually activated by selecting
the checkboxes in the Logic column—but be aware that these plug-ins can cause
problems.
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If you encounter problems with manually activated failed plug-ins, click the Disable Failed
Audio Units button in the Audio Units Manager window.

Warning: Use of plug-ins that have failed the validation can negatively affect the test
results of subsequently scanned plug-ins. They can also prevent Logic Pro from opening,
cause it to quit unexpectedly, or even lead to data loss (destroyed project files).
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Disabling Plug-ins

The Audio Units Manager also allows you to disable Audio Units plug-ins that you don't
want to use in Logic Pro, even if they pass the validation scan. Simply deselect the
corresponding checkbox in the Logic column to disable any plug-in. You can store your

choice of Audio Units plug-ins by clicking the Done button.

=Nz

Choose which Audio Units to make available in Logic Pro:

Audio Units Manager

showing 21 outof 21 (O
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Name
AUAudicFilePlayer
AlBandpass
AlDelay
AlDistortion
AUDynamicsProcessor
AUFilter
AUGraphicEQ
AUHighShelfFilter
AlHipass
AlLowpass
AlLowShelfFilter
AUMatrixReverb
AlUMultibandCompressor
AlUNetReceive
AUNetSend
AlParametricEQ
AlPeaklimiter
AUPitch
AlURogerBeep
AlUSampleDelay
DLSMusicDevice

Manufacturer
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple
Apple

( Disable Failed Audio Units )  Reset & Rescan Selection )

Click the Reset & Rescan Selection button to rescan a selection of plug-ins after installing
plug-ins/updaters or moving components in the Finder, while Logic Pro or the Audio Units
Manager is open. They will be activated automatically, if they pass the validation scan.

Note: If you press Control-Shift while opening Logic Pro, the Audio Units Safe mode will
be used. Only plug-ins that pass the validation test will be available; manually activated

Type
generator
effect
effect
effect
effect
effect
effect
effect
effect
effect
effect
effect
effect
generator
effect
effect
effect
effect
effect
effect
instrument

Version
1.6.0
1.6.0
1.6.0
1.6.0
1.6.0
2.1.0
1.6.0
1.6.0
1.6.0
1.6.0
1.6.0
1.6.0
1.6.0
1.6.0
1.6.0
1.6.0
1.6.0
16.1
1.6.0
1.6.0
1.6.0

Compatibility
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated
successfully validated

plug-ins that failed the validation test will not be available.

Chapter 10 Working with Instruments and Effects

(Coone )

309






Adding Prerecorded Media 11

Prerecorded media plays an important role in modern audio production. Combining
existing audio loops and other files provides a quick method for laying down project
foundations. Logic Pro comes with a large collection of audio loops, offering a great
starting point for many of your projects. This chapter explains how you can add
prerecorded media in Logic Pro, including audio and MIDI files, Apple Loops, and other
common loop formats.

This chapter covers the following:

+ Learning About File Formats Supported by Logic Pro (p. 311)
+ Accessing Media Files in the Browser (p. 313)

+ Finding Apple Loops in the Loop Browser (p. 319)

+ Adding and Removing Audio Files (p. 329)

+ Adding MIDI and Project Files (p. 337)

Learning About File Formats Supported by Logic Pro
Logic Pro allows you to access any digitally stored audio recordings (audio files) on your
hard disks, in the most common Mac, and several other, file formats.

Audio files imported into a Logic Pro project can be at any supported bit depth and
sample rate. Logic Pro supports bit depths of 16, 20, and 24 bits, and sample rates of 44.1,
48, 88.2, 96, 176.4, and 192 kHz. Logic Pro can use the file's sample rate, or can perform
a real-time sample rate conversion. See Setting the Project Tempo.

In addition to audio files, Logic Pro can also import MIDI and project information.
The following describes all file formats supported by Logic Pro:

WAVE and AIFF Files

Wave (WAV) and Audio Interchange File Format (AIFF) audio files are very similar. They
can be stored at different bit depths (16 and 24 bit are supported by Logic Pro), in mono,
stereo, or surround, and at sample rates up to 192 kHz.
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Logic Pro also supports Broadcast Wave files, which can contain timestamp information.
Files that provide timestamp information can be recognized by a clock symbol, shown
alongside the audio region name in the Audio Bin.

The file extension of broadcast wave files is .wav, allowing them to be read by any
application that supports the standard wave file format. In such programs, the additional
Broadcast Wave file information is ignored.

Core Audio Format Files

Core Audio Format (CAF) files are containers that support integer and float PCM formats,
A-law, u-law, and a number of others including AAC and the Apple Lossless Audio Codec
(ALAQ). Unrestricted file sizes are possible, at high sample rates and bit depths.

Sound Designer Files

Sound Designer | and Il (SDII) audio files are similar in structure to AIFF files, and can
contain timestamped region information. Use of Sound Designer format files can make
transfers between Logic Pro and Digidesign Pro Tools software more convenient.

MP3, Apple Lossless, and AAC Files

MP3 and AAC files contain compressed audio information. They are usually far smaller
than equivalent WAV, AIFF, or SDI files. This reduction in file size is due to different
encoding techniques that “throw away” some of the audio information. As a result, MP3
and AAC files do not sound as good as their WAV, AIFF, or SDII audio counterparts,
depending on the source audio material.

Apple Lossless files also contain compressed audio information. As the name suggests,
the compression used (ALAC) does not discard audio information in the same fashion as
MP3 files. The sound of the compressed audio file is identical to the original recording.

Apple Loops

Apple Loops are audio files that contain additional identification information: time and
date, category, mood, key and tempo, amongothers. They also contain a number of
transient markers, which break them down into small time slices. The main advantage of
Apple Loops audio files is their ability to automatically match the tempo and key of a
Logic Pro project.

A second Apple Loops file type is also supported by Logic Pro. These contain MIDI note
information that triggers a musical phrase or riff. The motif will be played, as is, when
these types of Apple Loops are added to an audio track. When added to an instrument
track in Logic Pro, however, the MIDI note information can be edited, as you would with
any MIDI region.
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ReCycle Files

ReCycle (REX, RCY) files are generated in Propellerhead ReCycle software. These are similar
to Apple Loops audio files, in that they contain a number of slices, and match the project
tempo. When imported, a small folder that contains several regions—one for each slice—is
created. Each of these slice regions can be handled like any audio region. ReCycle files,
unlike Apple Loops files, do not follow the project key.

Standard MIDI Files

Standard MIDI files (SMF) are a standard file format used in MIDI sequencers. They can
be read and saved in Logic Pro. SMFs may contain note, lyric, controller, and SysEx data.
They are added to MIDI or software instrument tracks in Logic Pro.

Note: Logic Pro can also import GarageBand (Mac, iPad, iPhone), OMF Interchange, AAF,
OpenTL, and XML files. These file types are usually used to exchange projects, however,
and are therefore outside the scope of this chapter. Full details on importing these file
types can be found in

Accessing Media Files in the Browser

You first need to locate your audio and other files, before you can add them to your
projects. The Browser is your first port of call for browsing, previewing, and searching for
prerecorded media.

Note: While all supported media types can be accessed in the Browser, Apple Loops are
best handled in the Loop Browser. See

To access the Browser in the Arrange window
Click the Media button in the Arrange toolbar, then click the Browser tab (or use the
Toggle File Browser key command, default assignment: F).
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Navigating in the Browser
You can switch the Browser between two views: List view and Column view.

TN LN NS

List view Column view

« List view displays folders and their contents in a list. You open a folder by double-clicking
it.

+ Column view exposes the contents of a folder in new frames to the right of the selected
folder. You only need to click a folder once to open it.

To switch between List view and Column view
= (Click the List button to access List view. Click the Column button to access Column view.

List button Column button

Navigation in the Browser is much like using the Mac OS X Finder. The method of
navigation is the same for all file types. The bookmark buttons, Path pop-up menu, and
Back and Forward buttons aid navigation.
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To navigate in the Browser using the bookmark buttons
= (Click one of the bookmark buttons: Computer, Home, or Project.

T i e
] Igg_l e =

+ Computer: Shows all volumes (hard disks, CDs, or DVDs) in, or attached to, the computer.
+ Home: Shows all folders in your home folder.

* Project: Shows the contents of your project folder.

To navigate in the Browser using the Path pop-up menu
1 Click the Path pop-up menu to display the path taken to the current folder or file.

Impulse Responses
Audio

Library

Macintosh HD
MacBook Pro

=1 02 Medium Spaces 2007-04-03 | Folder

2 C(lick one of the entries in the Path pop-up menu to navigate back to the clicked folder.

To step backward or forward through the navigation history
= (Click the Back button or the Forward button.

| Bim | Loops

|_“'|§P | | Apple

J | [ Folder

Searching for Files in the Browser
The Browser tab features a very sophisticated (and fast) search feature. You can use it to
find any type of file supported by Logic Pro, on local or network attached storage devices.

To perform a basic search in the Browser

Click the Path pop-up menu (alone, or in conjunction with the bookmark buttons) to
determine what you want to search: a particular folder, the entire hard disk, user root,
the computer, and so on.

—_
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Restricting the search to a particular folder or volume speeds things up.

2 Type the search term into the search field and press Return.

Tip: For example, typing in “80s,” with Macintosh HD chosen in the Path pop-up menu,
results in a number of Apple Loops files being displayed in the view area.

To sort the search results
= Click any of the column titles to sort the file list by name, date, or size.

You can resize columns by dragging the vertical lines between column titles.

To clear a search term
= (Click the small X icon at the right side of the search field.

To view recent search terms
1 Click the magnifying glass icon at the left side of the search field.
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Choose any search term from the menu to display the search results.

To clear all recent search terms
Click the magnifying glass icon at the left side of the search field, then choose Clear Recent
Searches from the pop-up menu.

To perform an advanced search
Click the Path pop-up menu (alone, or in conjunction with the Computer, Home, and
Project buttons) to determine what you want to search.

Click the plus (+) icon to the right of the search field.

This expands the search area. The pop-up menus shown in the expanded search area are
used to narrow down, or restrict, your search to specific file types, file formats, date, size,
and other criteria.

Bin | Loops | Library [ Browsar
[« » | [ Macintosh HD HIEIE I EN
J\_ ___':1 Volume
"1 (G~ bl @
Match m of the following conditions:
[ File Type Slis %[ Audio -1+
Name [ path I

By default, the Match pop-up menu specifies that all of the advanced search conditions
that you specify must be met, in order to display matching files. You can set the Match
pop-up menu to “any” if you want to display all files that match one of the specified
conditions.

Click the File Type pop-up menu, and choose Format.

Note that the right pop-up menu updates (AIFF is displayed) to reflect the left pop-up
menu selection.

Click the + icon to the right of the pop-up menu displaying AIFF.
A further set of search condition pop-up menus is shown below.

Click the File Type pop-up menu in this second row of search conditions, and choose
Length.

The updated right field and pop-up menu displays 30.0 sec.
Highlight the 30.0 field, and type 8.
Now click the search field, input the search term, and press Return.

A much shorter list of AIFF files, with a length of 8 seconds, and a name that contains the
search term is shown.
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To remove a single advanced condition row
Click the minus (=) icon beside the row.

This feature is handy when you've been a little too specific in your searches, and have
received no search results.

Note: The row is hidden and deactivated, rather than removed completely. It can be
restored by clicking the + icon to the right of the row.

To return to a basic search, when several advanced condition rows are shown
Click the —icon to the right of the search field.

| 4 » | [ Macintosh HD (=2 e al|

B g Volume

NG ) %

Match | all 5 | of the following conditions:

| File Type i s 2 | | Audic HN-1+]
{ Farmat s s ) [ear e
| Length +| | greaterthan 1 |[45 |[sec i | @@
Name I path I

All advanced condition rows are hidden.

To restore all advanced search condition rows
Click the plus + icon to the right of the search field.

Refining Your Searches Using Conditions

Searching for a particular file in the Browser can be much faster than navigating to it. You
can define up to ten advanced condition rows to refine your searches. The search rows
offer the following conditions.

First menu Second menu Additional pop-up menus/fields

Comment contains, does not Input field
contain, is, is not, starts
with, ends with

File Type is, is not Pop-up menu, in which you can choose between
Audio, Movie, Project
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First menu Second menu

Format is, is not

Additional pop-up menus/fields

Pop-up menu, in which you can choose between
the following options: AIFF, Apple Loops,

WAV (BWF), Apple Lossless, AAC, MP3, CAF,
Sound Designer |, Sound Designer I, Logic Project,
MIDI File, ReCycle, OMF File, AAF File, Open TL File,
XML File, Notator SL Song

Note that AIFF format searches do not include
Apple Loops.

is, is not, is less than, is
greater than

Length

+ Numerical input field
+ Additional pop-up menu in which you can
choose between seconds, minutes, and hours

Modified Date is, is not, after, before Input field
Name contains, does not Input field
contain, is, is not, starts
with, ends with
Sample Rate is, is not, is less than, is  Pop-up menu, in which you can choose between
greater than the following options: 44.1 kHz, 48 kHz, 88.2 kHz,
96 kHz, 176.4 kHz, 192 kHz
Size is, is not, is less than,is  + Input field
greater than + Additional pop-up menu, in which you can
choose between bytes, kilobytes, megabytes,
gigabytes, terabytes
Bit Depth is, is not, is less than, is  Pop-up menu, in which you can choose between

greater than 8 Bit, 16 Bit, and 24 Bit

Finding Apple Loops in the Loop Browser

The Loop Browser only displays Apple Loops format files. You can search for Apple Loops,
using keywords for instrument, genre, mood, and other descriptors. You can also browse
for Apple Loops in the Loop Browser.

In comparison with standard audio loops, Apple Loops have a significant advantage: they
can contain additional information that Logic Pro uses for a variety of purposes, including
automatic time and pitch shifting, indexing, and searching.

Two important data types that Apple Loops may include are metadata tags and transient
markers. Logic Pro uses metadata tags to help locate files when using the Search features
of the Loop Browser. Transient markers indicate where beats occur in the file. Logic Pro
uses this information, in conjunction with the metadata tags, to match the file’s tempo
and key to the project tempo and key, thus ensuring the best possible playback quality.
This functionality allows you to play back several Apple Loops simultaneously, and have
them sound good, even if they have different tempos and keys.
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To access the Loop Browser in the Arrange window

= (Click the Media button in the Arrange toolbar, then click the Loop tab (or use the Toggle
Loop Browser key command, default assignment: O).

Understanding Green and Blue Apple Loops

The Loop Browser contains two types of Apple Loops: those featuring a blue sound wave
icon and those with a green note icon.

Green and blue Apple
Loops in the Loop
Browser

Both contain audio data, and both can contain additional information for time stretching,
transposition, indexing, and searching.
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Green and blue Apple Loops can be added to audio tracks, or directly to an empty Arrange
area or track. In the Arrange area, they look like normal audio regions, but can be easily
identified by the Apple Loops symbol in the upper-right corner. They differ from standard
audio regions in that they follow the project key and tempo.

Stereo Apple Loop Mono Apple Loop
symbol symbol

| i.nng Crash Cymbal 03 &

You can drag blue (audio) Apple Loops directly into a blank Arrange window (with no
tracks), or to a blank area below existing tracks. An audio track and corresponding channel
strip are automatically created, and the Apple Loops region (that is the full length of the
file) is placed on the track. In addition, the Apple Loops file is added to the Audio Bin,
and a corresponding region is automatically created.

Green Apple Loops are known as Software Instrument Apple Loops (SIALs). They differ from
the blue (audio) Apple Loops in that they also contain a MIDI region plus software
instrument and effect settings.

When Software Instrument Apple Loops are placed on instrument tracks, the region shown
in the Arrange area can be edited just like other MIDI regions, including individual note
editing.

\j‘ﬂs Ballad Drums 01

Green Apple Loop placed on
a software instrument track

If dragged onto a blank instrument track (one with an empty channel strip), the
corresponding instrument and effect(s) settings are automatically inserted.

You can also drag Software Instrument Apple Loops directly into a blank Arrange window
(with no tracks), or to a blank area below existing tracks. An instrument track and
corresponding channel strip are automatically created, and the Apple Loops file is loaded
(the instrument is inserted into the instrument channel, along with any effects, and the
Apple Loops region is placed on the track).
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When you place Software Instrument Apple Loops on audio tracks, they are imported as
audio regions (and behave like blue Apple Loops). The processing load is reduced when
green Apple Loops are added to audio tracks.

Note: Blue Apple Loops will not play if placed on instrument tracks.

Setting Limitations Before Browsing for Apple Loops

When thousands of loops are installed on your hard disks, finding a particular Apple Loops
file can be a rather daunting prospect. Fortunately, a number of options allow you to
restrict your searching or browsing results with a number of key criteria.

These can be used in conjunction with each other, and directly affect the results of the
browsing and search features available in the Loop Browser.

To limit the loop display to a particular Jam Pack or other category

= Choose a setting from the View menu. You can choose between:

+ Show All: Choose this default option to display all Apple Loops on your system. This
option is handy if you are unable to locate a loop that you know is installed and indexed
on your system, but do not know what Jam Pack it belongs to.

« My Loops: Choose this option to display all Apple Loops in the
~/Library/Audio/Apple Loops/User Loops/Single Files folder (~ denotes the username).

+ Shared Loops on my Mac: Choose this option to display all Apple Loops in the
/Library/Audio/Apple Loops/User Loops/Single Files folders. This setting is only visible
if Apple Loops are shared with GarageBand on your system.

*+ GarageBand: Choose this option to display all Apple Loops installed with GarageBand.

« Jam Pack x: Choose this option to display all Apple Loops from a specific Jam Pack. Jam
Packs are professionally created genre or instrument-specific Apple Loops collections,
available from Apple.

+ Vendor x: Choose this option to display all Apple Loops from a specific third-party
vendor.

+ Other: Choose this option to display all loops that you manually added to the loop
library by dragging them into the Loop Browser.

To limit the Loop Browser display to a particular scale
Open the Scale pop-up menu, and choose from Any, Minor, Major, Neither, and Good for
Both.

Use of these options limits the search for Apple Loops to the selected scale type, within
the chosen category. For example, if Country, Acoustic, and Relaxed categories were
selected, you would be presented with 20 or so files that matched your choices. Selection
of the Minor Scale setting would reduce this list to ten possible Apple Loops, making the
task of auditioning and selecting the most appropriate material faster.
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To limit the Loop Browser display to a particular time signature
Choose a time signature from the Signature pop-up menu.

Browsing for Apple Loops
There are three browsing views available in the Loop Browser: Column view, Music view,
and Sound Effects view.

To switch between browsing views
Click one of the view buttons at the top-right corner of the Loop Browser.

Loops.

View: | Show All i | signature: | 4/4 & u::l!im
3

Scale: | Any Q-

"
gl

Reset @ Agoustic Bass All Drums.

Favorites @ Electric Kits

All Clean Piano Beats

The left button activates Column view, the middle button activates Music view, and the
third button Sound Effects view.

Music view displays a matrix of 54 buttons, each featuring a musically related category.
Sound Effects view offers effect-related category buttons such as Explosions, Foley, or
People.

Music view Sound Effects view
Loops.
View: [ Show All o) [aa 3] [m ] mx View: | Show All H [4r4 ] [m A el
5 | Scate: [Any i (o D 1 | Seate: [ Any i @ b
- Reset € Acoustic Bass All Drums - Reset € FX Ambience Textures
Favorites 48 Electric Guitars Kits Favorites 49| Stingers People Animals
All Clean Piano Beats All Electric Sports Transportation
Rock/Blues. Distorted Elec Piano Shaker Jingles Acoustic Foley Work/Home
Electronic Dry Organ Tambourine Rock/Blues. Clean Machines Sei-Fi
world Processed Synths. Percussion Electronic Distorted Weapons Explosions
Urban Crooving Strings. Bell World Dry Misc. Impacts
lazz Melodic Horn Timpani Urban Processed Voeals Vinyl
Country Relaxed Woodwind Cymbal lazz Relaxed Male Rattler
Cinematic Intense Brass Vinyl Country Intense Female Gong
Orchestral Cheerful Mallets » Cinematic Cheerful Choir >
" Name Tvempo [ kev [ Boats | Mateh | Fav | " Name Tvempo [ kev [ Boats | Mateh | Fav |

Chapter 11 Adding Prerecorded Media 323



Column view offers a standard Mac OS X column file directory that is hierarchically
separated into All, By Genres, By Instruments, By Moods, and Favorites search criteria.

Category columns

To browse for Apple Loops in Column view
1 Click any of the category folders shown in the left column.

In this example, By Genres is chosen.
2 Click Electronic in the second column.
3 C(lick Beats in the third column.
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The value in brackets indicates the number of files that fall into this subcategory (Beats).
The files are shown in the file list below.

To browse for Apple Loops in Music view and Sound Effects view
Click any of the category buttons.

The file list displays all Apple Loops that fall into the chosen category. The number of
matching files is shown at the bottom of the Loop Browser.

Click another category button.

The file list updates to display all Apple Loops that fall into both categories.

Click another category button to further refine categorization.

The number of files that match all three criteria (Guitars, Acoustic, and Country) is further

reduced.

Note: A second click on any chosen category button deselects it.
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As you can see from this example, the use of multiple category buttons makes it easy to
restrict the number of Apple Loops that are shown in the file list. This, in turn, makes the
task of finding an Apple Loops file that has a particular vibe or flavor much simpler.

To clear all category selections
Click the Reset button to clear all selected category buttons.

Scale: | Any H

Reset &3 Acol

Favorites 3 Elect

You can replace a displayed category via the shortcut menu that opens when you
Control-click (or right-click) any category button.

To customize Music view or Sound Effects view
Control-click (or right click) any category button, then choose from:
* Genre: This submenu offers musical categories, such as Rock/Blues and Electronic.

* Instruments: Bass, FX, Vocals, and the Textures and Jingles settings are available, among
others.

« Descriptors: The items in this submenu cover the mood of Apple Loops, and include
Dark, Relaxed, Grooving, and others.

Auditioning Apple Loops
Regardless of the browsing (or searching) method used to find Apple Loops, you can
preview the results in the Loop Browser.

To audition Apple Loops

Click any filename in the Search Results list.

It starts playing automatically in a continuous loop.

Click another filename, and it starts playback.

The Apple Loops file that was playing stops. Only one Apple Loops file can be auditioned

at a time.

To adjust the playback level
Drag the level fader at the bottom of the file view area.

To adjust the playback key
Open the “Play in” pop-up menu to the right of the level fader at the bottom of the file
view area, and choose a key.

Chapter 11 Adding Prerecorded Media



This defaults to the project key, but you can also choose to audition the loop in its original
key or any key from C to B.

To stop playback
Click the speaker icon to the left of the selected Apple Loops filename.

Sorting Apple Loops
You can sort the results of your Apple Loops search or browsing using the following
categories:

+ Name column: Displays Apple Loops by name.

+ Tempo column: Displays Apple Loops by tempo.
+ Key column: Displays Apple Loops by key.

+ Beats column: Displays Apple Loops by beats.

* Match column: Displays Apple Loops as a percentage match between the project tempo
and the Apple Loops original tempo. For example, an Apple Loops file with an original
tempo of 100 bpm offers a match of 94% for a project tempo of 104 bpm.

* Fav column: Displays an active checkbox for those Apple Loops that are marked as
Favorites, and therefore part of your Favorites category.

To sort Loop Browser results

Do one of the following:

Click any of the column titles to sort the list of results by that column type.

Click the arrow in any selected column title to sort the list in ascending or descending
order (alphabetical, tempo, key, beat, match percentage, or favorite).

| World | Processed | Synths | 3 | |

| Name [ Tempo [ Key | Beats F.| Fawv I :
© | Picked Steel String 10 120 C 8 100%% ||
I Spacious Guitar 02 119 C 4 99% | [
' Acoustic Picking 18 120 C 16 99% [ |
[ Acoustic Noodling 07 116 C 4 96% [ ]
© Latin Jam Guitar D6 113 (2 8 93% [ |
| Latin Jam Guitar 05 113 (< 8 93% [
*| Latin Jam Guitar D4 113 = 8 93% [

Tip: You can freely swap column positions by dragging the column name field, and
moving it left or right. Column widths can be resized by dragging the vertical lines that
separate the column name fields.
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Creating a Collection of Your Favorite Apple Loops
The Fav (Favorites) column offers a checkbox for every displayed loop. Simply select this
box to add the loop to the Favorites category.

| Name |Tempo|K!y |Bea‘ls|Ma‘|ﬂ|!|Fav||
' Picked Steel String 10 120 (2 8 100% | [ ]
" Spacious Guitar 02 119 C 4 99% | [
" Acoustic Picking 18 120 (2 15 99%
. Acoustic Noodling 07 116 (< 4 96%
' Latin Jam Guitar 06 113 (2 8 93%
! Latin Jam Guitar 05 113 (< 8 93%
* | Latin Jam Guitar 04 1132 L 8 93%

This feature is ideal for compiling a collection of Apple Loops that you use regularly. As
a producer of dance floor music, you may often construct projects by starting with drum
loops. You could conceivably have a basic four on the floor kick pattern, eighth and
sixteenth note hi-hats, two or four beat snare or clap patterns, and so on, and use these
favorite loops as a groove construction kit—at least while creating your shell arrangement.

These loops can be replaced or added to easily as your project advances, but the use of
favorites may form a great starting point for many of your songs.

Searching for Apple Loops

The search field is used to find Apple Loops by name or partial name. It works in
conjunction with the options discussed in Setting Limitations Before Browsing for
Apple Loops.

Search menu

View: | Show All + ||signature: [4/4 3| [ 0 W] P |
,_ Scale: | Any + | (Qr swingl | ) Cancel button
" | Resat @| Acoustic | Bass | All Drums |

To search for an Apple Loops file
Enter a search term into the search field, and press the Return key.

The search term can be alphabetical or numerical. Any files that match your search term
are displayed in the file list.

The Cancel button to the right (which appears as soon as any text is entered) clears any
entered text. It also clears the search history.

The Search menu to the left (the magnifying glass) retains a history of recently used search
terms. Click it to select a previous search term.
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Adding and Removing Audio Files
You can add audio directly to the Arrange area, or to the Audio Bin, using any of the
methods covered in this section.

+ The Audio Bin acts as a central repository for all audio files added to the project, whether
or not they are used in the Arrange area. This is useful for keeping all takes associated
with the project in one location, even if not all are actually used in the final production.

+ When you add audio files to the Arrange area, they are automatically added to the
Audio Bin—and they appear as audio regions in your arrangement. These regions have
a default length that encompasses the entire audio file. You can resize, cut, and move
these regions in the Arrange area.

All methods outlined in this section can be used to import WAV, AIFF, CAF, MP3, SDI|,
AAC, Apple Lossless, and Apple Loops files.

Apple Loops offer a few special features when added to your arrangement. For details
see

ReCycle files are handled differently. See

Adding Audio Files to Your Arrangement
You can use any of the following methods to add audio files directly to your arrangement:

+ Shift-click at any position on an arrange audio track with the Pencil tool.
+ Use the Import Audio File command.

+ Simply locate (browse to or search for) the specific filenames in the Browser, Audio Bin,
or Loop Browser—or the Mac OS X Finder—and drag them into the Arrange area.
Double-clicking a filename in the Browser adds the file at the current playhead position
on the selected arrange track.

To add audio files to your arrangement using the Pencil tool

Select the Pencil tool in the Arrange area.

Shift-click an audio track at the appropriate Arrange area position.

Browse to and select the file that you want to insert in the Open File dialog.
Click the Play button to preview the selected audio file.

The Play button is renamed Stop. Click it to halt playback.

Click the Open button to add the file to the selected track, at the clicked position, in the
Arrange area.

To add audio files to your arrangement using the Import Audio File command
Select an audio track in the Arrange area.

Choose File > Import Audio File (or use the corresponding key command).

Browse to and select the file that you want to insert in the Open File dialog.
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Click the Play button to preview the selected audio file.
The Play button is renamed Stop. Click it to halt playback.

Click the Open button to add the file to the selected track, at the playhead position, in
the Arrange.

To add an audio file to your arrangement by dragging
Drag the file directly onto an audio track in the Arrange area from either the Browser,
Loop Browser, or the Finder.

You can drag audio files onto all track types, but playback is only possible on audio tracks.

Note: You can drag audio files directly into a blank Arrange window (with no tracks), or
to a blank area below existing tracks. An audio track and corresponding channel strip are
automatically created, and an audio region (that is the full length of the file) is placed on
the track. In addition, the file is added to the Audio Bin, and the corresponding region is
automatically created.

To add multiple audio files to your arrangement by dragging
Shift-click contiguous files, or Command-click noncontiguous audio files in the Audio Bin,
Finder, or Browser.

Drag them to the Arrange area position, and release the mouse button.

Note: If adding files from the Audio Bin, you can also use the Audio File > Add File to
Arrange menu item. The playhead position determines where the first audio region is
created.

Select any of the following options shown in the Add Selected Files to Arrange dialog:

Add Selected Files to Arrange
O Create new tracks
@ Use existing tracks

O Place all files on one track

|:| Copy audio file names to track names

':' Create new audio regions

(Cancel ) (oK)

« Create new tracks: Creates new tracks (and audio channel strips) for each dragged file.

+ Useexisting tracks: Sequentially places the dragged files (as regions) onto existing tracks,
starting with the currently selected track. For example, if three audio files are dragged
into the Arrange area (where track 4 is selected), the first file is placed on track 4, and
the following two files are placed on tracks 5 and 6.

* Place all files on one track: All files are placed sequentially (one after the other) on the
track they are dragged to.

Chapter 11 Adding Prerecorded Media



+ Copy audio file names to track names: Uses the filenames to rename tracks. This option
is only available when used in conjunction with the “Create new tracks” and “Use
existing tracks” functions.

+ Create new audio regions: Adds the files to the Arrange area, and creates a new audio
region for each. A numeric value is appended to each audio region in the Arrange area,
and a new region is created for each file in the Audio Bin. For example, a region called
folk-04 will become a new region called folk-04.1. The original region will be retained
in the Audio Bin (and Arrange area, if used).

Adding and Removing Project Audio Files

The Audio Bin acts as a central repository for all audio files added to the project, whether
or not they are used in the Arrange area. This is useful for keeping all takes associated
with the project in one location, even if not all are actually used in the final production.

All audio file addition methods covered above will automatically place the files in the
Audio Bin. For methods that add files directly to the Arrange area, a region associated
with the file is automatically created in the Audio Bin.

The Audio Bin also provides functions that allow you to add files to your project (into the
Audio Bin), and from the Audio Bin into the Arrange area.

To use the Browser or Finder to add audio files to your project
Shift-click contiguous files, or Command-click non-contiguous audio files in the Finder
or Browser.

Drag them into the Audio Bin, and release the mouse button.

Note: If adding files from the Browser, you can also choose Add Selected Audio File to
Bin in the action menu.

To use the Audio Bin to add one or more files to your project
Choose Audio File > Add Audio File (or use the corresponding key command, default
assignment: Control-F).
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The dialog below opens.

2 Browse to and select an audio file.
You can audition it by clicking the Play button.
3 Click the Add button.
The file is shown in the file view area below.
4 Browse to, and select, another audio file, and click the Add button.
5 Repeat the process until all desired files are in the file view area.
6 If you accidentally add a file, select it in the file view area, and click the Remove button.

Note: You can also add all files in a folder by selecting the folder and clicking the Add All
button. If you accidentally add all files from the wrong folder, press the Remove All button
to remove them from the list. This does not remove them from the hard disk.

7 Click Done to add the selected files to the Audio Bin.

Note: Files that have already been added to the Audio Bin are dimmed, and cannot be
selected. This helps to avoid confusion, and duplication.

332 Chapter 11 Adding Prerecorded Media



To remove one or more files from the current project
Select the filenames in the Audio Bin.

Press Delete.

The file is deleted from the project, but not from the hard disk. The only way that you can
totally remove an audio file from a project is in the Audio Bin. Removing an audio region
in the Arrange area (Eraser tool, pressing Delete) does not remove it from the project—it
merely removes the reference to the audio file.

Warning: Take extreme care when using the Audio File > Delete File(s) command (or
key command, default assignment: Control-Delete). This not only deletes the selected
file from the project, but also from the hard disk. Deleted audio files are moved to the
Trash—where they remain until you empty the Trash.

Importing Compressed Audio Files
Logic Pro allows you to directly play back the following compressed audio file formats:

« AAC
« Compression format: MPEG-4 AAC

« Sample rates: 8 kHz, 11.025 kHz, 12 kHz, 16 kHz, 22.05 kHz, 24 kHz, 32 kHz, 44.1 kHz,
48 kHz, 64 kHz, 88.2 kHz, or 96 kHz

+ MP3
+ 441 kHz files
« Stereo files encoded at 48 or higher kbps, mono files encoded at 32 or more kbps
+ iTunes/Logic encoded files
+ Apple Lossless files
These files are not automatically converted when imported into Logic Pro. The compressed
audio file is added to the Arrange area, and a region that encompasses the complete

audio file is created. You can edit this region in the same fashion as a normal audio region
in the Arrange area. You can cut it, loop it, rename it, and so on.

Note: It is not possible to assign fades to compressed audio files, nor can you destructively
edit them.
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Audio regions that point to compressed audio files are denoted by the following symbol:

Compressed audio file
symbol

To convert compressed AAC, MP3, and Apple Lossless audio files
Do one of the following:

= Select the audio regions pointing to an audio file in the Arrange area, then choose Audio
> Convert Regions to New Audio Files in the local Arrange area menu (or use the Convert
Regions to New Audio Files key command, default assignment: Option-Command-F).

The part of the audio file spanned by the audio region is converted to a new audio file.

= Select the audio files in the Audio Bin, then choose Audio File > Copy/Convert File(s) in
the local Audio Bin menu (which is also available by Control-clicking the Audio Bin or
using the corresponding key command).

Important: Compressed audio files protected by the DRM (Digital Rights Management)
scheme cannot be opened in Logic Pro. Depending on the type of music you buy from
the iTunes Store, you may have the option of buying DRM-free songs. Some songs are
only available in a DRM-protected format, while others are available in both formats.

Overview Calculation
When you add an audio file to your project, Logic Pro automatically creates an overview
of the audio file. This is a graphic file that is used to display the waveform.

Waveform overview
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The calculation of audio file overview data is shown in a window. This calculation occurs
in the background, allowing you to continue working in Logic Pro.

Progress
Creating Overview for "Prima mstr 01-09-05#1.alf"

=

Remaining Time 00:06 Elapsed Time 00:00

E Faster overview calculation (may affect Logic's performance)

Selecting the “Faster overview calculation” option considerably speeds up the calculation,
at the cost of slowing down other operations, but not blocking user interaction completely.
Logic Pro remembers the state of the “Faster overview calculation” option between
projects.

You can manually refresh the overview of selected files with Options > Audio > Refresh
Overview(s) in situations where you have replaced file recordings (and used regions), or
made edits in an external sample editor.

Adding ReCycle Files to Your Project

ReCycle is the name of a software application from manufacturer Propellerhead, which
mainly serves as an editing and production tool for loops (repeatedly cycled audio files).
ReCycle uses specific file formats that can be imported, and used directly by Logic Pro,
or ReCycle files can be converted to Apple Loops.

Note: You need to install the REX Shared Library © Propellerhead Software when using
ReCycle files within Logic Pro. For more information on ReCycle files, see the Propellerhead
website.

Logic Pro can import the following ReCycle file formats:

+ Old ReCycle file: These files have the suffix .rcy. The abbreviation for this file type is
RCSO.

+ Old ReCycle export file: These files have the suffix .rex. The abbreviation for this file type
is REX.

+ ReCycle 2.0file: These files have the suffix .rx2. The abbreviation for this file type is REX2.
To import a ReCycle file into the Arrange area
1 Select the ReCycle file you want to import by doing one of the following:

+ Choose File > Import Audio File and select a ReCycle file instead of an AIFF, SDII, MP3,
or WAV audio file.

+ Shift-click an audio track with the Pencil tool and select a ReCycle file.

+ Drag a ReCycle file from the Finder onto an audio track.
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2 Choose settings in the Import ReCycle file dialog, then click OK.

ReCycle file import

Slices may owerlap. How should Logic fix this?

Fix Method: | Crossfade

Crossfade Length: [+ 5 &

Number of Additional Audio Tracks: 2 -

A
S

&&=

+ Don't Fix: Imports the file as is. All slices of the file overlap, to match the tempo of
Logic Pro.

+ Add tracks: Distributes the slices across multiple audio tracks, allowing you to adjust
the position or delete slices freely. The Number of Additional Audio Tracks field
determines how many tracks are used for the distribution of the slices. These tracks
are in addition to the original track that the ReCycle file was added to.

+ Crossfade: All slices of the file are imported to the same track, and are automatically
crossfaded. The length of the crossfade is determined by the value (shown in
milliseconds) displayed in the Crossfade Length field.

* Render into single file: This function writes all ReCycle slices into a single audio file. The
current Logic Pro project tempo is used for the rendering process.

* Render to Apple Loop: Imports the ReCycle file as an Apple Loops file.

If you do not import the ReCycle file as an Apple Loops or audio file, Logic Pro creates a
ReCycle file folder on a folder track. This folder contains slices (you can view them as
miniature regions in the folder) of the ReCycle file at appropriate positions.

ReCycle folder
+ [@] [ # ][ W] [Edit v Track v| Hegion v MIDI v Audio v View | Bin | teeps [ ey [ mowser
Snap: | Smart 3 |[brag: | overlap o] [n. +| | @ [Audiorie v edin v View v

18 items selected

P Global Tracks

[ Info
|44100 24Bit @ 12MB H

Name

]
1 2] Audiol ¥ funk quitar.aif [
funk guitar
funk guitar 0 |
2 -=’ (Folder) ™ funk guitar 1
funk guitar 2 |

funk guitar 3
funk guitar 4
funk guitar §
funk guitar 6
funk quitar 7

ReCycle slices

Each of these slices references the same audio file, which can be found in the Audio Bin.

336 Chapter 11 Adding Prerecorded Media



Note: If you move the ReCycle file folder to another audio track, the audio channel strip
destination (of the track inside the folder) does not change accordingly. You need to
open the folder and change the audio channel strip destination manually, to hear the
ReCycle audio data.

To convert a ReCycle file to an Apple Loops file
Do one of the following:
Use the Render to Apple Loop option in the ReCycle file import dialog.

Choose the Convert ReCycle Files to Apple Loops command in the Browser’s Tool menu.

Moving Audio Between Logic Pro and ReCycle
You can transfer data from Logic Pro to ReCycle, and back, without using any file selector
dialogs.

To copy audio regions into the Clipboard for use in ReCycle

Select an audio region in the Arrange area.

Choose Audio > Copy as ReCycle Loop in the Arrange menu.

The data of the selected audio region is copied into the Clipboard.

Use the “Paste as new Document” command in ReCycle to create a new ReCycle document

(containing the audio data selected in the Arrange area).

Note: The size of the transferred audio region is limited to 10 MB, which should be
sufficient for most ReCycle loops (an eight bar stereo loop in 4/4 at 70 bpm uses
approximately 5 MB, for example).

To paste ReCycle loops from ReCycle into the Arrange area
Use the Copy Loop command in ReCycle.
This copies the loop currently being edited in ReCycle into the Clipboard.

Choose Audio > Paste ReCycle Loop in the Arrange menu to paste this loop into the
Arrange area.

The result is the same as the ReCycle file import options.

Adding MIDI and Project Files

You can also add MIDI and project files (such as OMF Interchange, AAF, OpenTL, and XML
files) to your arrangement. These file types are usually used to exchange projects, however,
and are therefore outside the scope of this chapter. Full details on importing these file
types can be found in
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Getting to Know Regions 12

When audio or MIDI files are added to or recorded in the Arrange area, they are displayed
as regions. This chapter describes the similarities and differences between audio and MIDI
regions, and provides advanced information on region handling. Details on using regions
to construct your projects can be found in Creating Your Arrangement.

This chapter covers the following:

+ What Are Regions? (p. 339)

+ MIDI and Audio Regions Compared (p. 342)

+ Handling Regions in the Audio Bin and Sample Editor (p. 344)

What Are Regions?

Audio and MIDI data handling is very similar in the Arrange area, via rectangular blocks
called regions. These blocks are graphical representations of data. Audio regions represent
audio data. MIDI regions represent MIDI data.
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Audio Regions and Audio Files

Audio regions simply refer to (point to) an underlying audio file. Audio regions are merely
used as playback markers (start and end points) that can be as long as the entire audio
file, or may only be a few seconds long, playing a small portion of the audio file that the
(region) start and end markers encompass.

Audio region 1

Audio
region 3

—

Any audio file used in Logic Pro (added to the project, and therefore the Audio Bin) is
automatically linked to at least one audio region that defaults to the length of the entire
audio file.

Audio regions contain a temporal reference point called the anchor. When you move an
audio region, it’s not the start point that is displayed in the help tag (as with MIDI
regions)—it’s the anchor point.

You can freely create as many audio regions as needed. To give you an example of where
this may be useful, imagine a live stereo drum track that runs for the duration of your
project. During the second chorus, the drummer played perfectly, but was a little sloppy
during all other chorus sections.

Logic Pro allows you to create an audio region that points to the second chorus section
of the overall (drum track) audio file, and use this perfect take in multiple places in the
project.

You do this by creating one audio region (that points to chorus 2 in the drum track audio
file), and copying it to each position that the chorus occurs in the Arrange area.

A great benefit of working with audio regions, rather than audio files, is that they use
very little memory, whereas multiple copies of the same section of the audio file would
require a lot of hard disk storage space.
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It is, of course, possible to directly edit, copy, move, and manage audio files. You do this
in the Sample Editor and Audio Bin. Details can be found in Managing Audio Files.

MIDI Regions and Events

MIDI regions actually contain MIDI data events. They are not related to information stored
in external files. MIDI regions can be saved as individual files, but they can also be, and
generally are, stored with the Logic project.

FM Modul Chords

The MIDI data events stored within MIDI regions can include note, controller, system
exclusive, and other information. These data events represent MIDI performances that
you have recorded or imported into Logic Pro. MIDI performances are generally created
with a MIDI keyboard, but can also be generated with MIDI controllers, MIDI guitars, your
computer keyboard, or the mouse.

MIDI data events can be affected as a group by processing the MIDI region that contains
them. Such processing—which takes place in the Inspector Region Parameter
box—includes transposition, quantization, timing delays, and more.

You can also edit individual events within a MIDI region. You do this by opening the
region in one of the MIDI editors available in Logic Pro. These editors allow you to precisely
alter the position, length, and pitch of MIDI note events. Other MIDI event types can also
be altered in various ways. You can also enter MIDI data with your MIDI keyboard, the
mouse, or computer keyboard in these editors.

Folder Regions
A folder is a region that can contain other regions, much like a folder in the Finder can
contain other folders or files.

One way to visualize a folder is as a project within a project. A folder can contain as many
tracks—featuring regions—as required.

Afolder is placed on a track assigned to a folder in the track list, rather than an instrument
or audio track. Folder regions look like MIDI regions, but have a folder icon before the
folder name.

49 == gasic Drums
o~
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When opened, folders look just like the Arrange area and track list of a project.

Alias and Cloned Regions

Aliases can be created for MIDI regions and folder regions. A MIDI or folder region alias
is like an alias in the Finder. It looks like a region, but contains no actual data. It is just a
reference to the data of the original region—a virtual reflection of the original. You can
easily recognize an alias because its name is written in italics.

FM Modul Chords
=> FM Modof Chords, Track 52, Bar 11

If the data in the original (source) region is altered, all aliases of the region are affected
immediately. Each alias has independent region parameters, however.,

Clones can be created for audio regions (by Option-Shift-dragging). These are comparable
to MIDI region aliases, but differ in that adjustments to the start or end point of any cloned
region affects all other cloned regions in the same way. Adjustments to the source region
do not affect clones.

You can, of course, create independent copies of audio regions (by Option-dragging),
which can be adjusted without affecting other copies or the source region.

See Creating Your Arrangement for further details.

MIDI and Audio Regions Compared

The following overview sums up the main differences between audio and MIDI regions.

Feature MIDI regions Audio regions

Composed of discrete  Yes No. Audio regions are just references to parts of
data audio files.

Can be named Yes Yes
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Feature MIDI regions Audio regions

Quantize parameter Yes Yes, for flex-enabled audio regions.

available

Q-Swing parameter Yes Yes, for flex-enabled audio regions.

available

Loop option available  Yes Yes

Transposition Yes No, but you can use the Time Machine and

parameter available Pitch Shifting functions (in the Sample Editor and
Arrange window). Audio Apple Loops can be
transposed.

Delay parameter Yes Yes

available

Velocity parameter Yes No

available

Gain parameter No Yes

available

Dynamics parameter Yes No

available

Fade In/Speed Up No Yes

parameter available

Gate Time parameter Yes No

available

Curve parameter No Yes

available

Clip Length parameter  Yes No

available

Fade/Slow Down No Yes

parameter available

Score parameter Yes No

available

Follow Tempo No Yes

parameter available

Can be freely Yes Yes

positioned

Left or right corner edit  Yes Yes, and this affects the audio region, but not the
position of the audio waveforms relative to the
time axis of the sequencer.

Can be cut with the Yes Yes, creates a new audio region.

Scissors tool

Can have aliases made  Yes Yes, although these are known as cloned (audio)

of them

regions, to differentiate them from alias (MIDI)
regions.
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Feature MIDI regions Audio regions

Left corner may be No Yes
dragged to conceal
data at beginning

Have a variable musical No Yes, a variable anchor. This affects all regions

reference point derived from a given audio file, and can change
the position of the audio, relative to the time axis
of the sequencer.

Can be turned off with ~ Yes Yes
the Mute function

Can be placedin folders  Yes Yes
Can be soloed Yes Yes

Naturally, some of the Inspector playback parameters (such as Transposition) that can be
applied to MIDI events have no effect on audio signals. Equivalent operations for most
of these are available as destructive edit operations in the Sample Editor.

The fundamental functions (such as a freely determinable position and length, the ability
to create complex arrangements with the aid of folders, and the ability to name, mute,
and solo) are generally available to all types of regions (MIDI regions, audio regions, folder
regions, or copies of these, and alias or cloned regions).

Handling Regions in the Audio Bin and Sample Editor

You can use the Audio Bin to manage your regions and to make rough edits to the region
(or regions) associated with an audio file. The graphic display in the Audio Bin is optimized
for quick and simple organization of audio files and regions.

The finest resolution for positioning the region start and end markers, or the anchor, is
limited to 256 sample steps in the Audio Bin. This is usually adequate, particularly if Edit
> Snap Edits to Zero Crossings is turned on.

On occasion, however, you will need to make very accurate adjustments—down to the
individual sample word level. Drum loops are a good example. The Sample Editor is
best-suited to these types of precision editing tasks.

To open the Sample Editor for a particular region
Double-click the region in the Audio Bin or Arrange area.
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The Sample Editor opens, with the entire region selected.
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Managing Regions in the Audio Bin
The Audio Bin lists all audio files and regions that have been added to, or recorded in,
your project.

This section covers region handling options available in the Audio Bin tab and the Audio
Bin window.

Note: The audio file operations and options of the Audio Bin are discussed in Managing
Audio Files, although some of the basics are covered here.
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The Audio Bin tab is ideal for quickly adding files to the Arrange area, as it doesn't obscure
your workspace. A bar is shown for each audio file, which represents the overall length
of the file. A colored area within the bar represents the region length. Tasks such as
resizing or moving regions within the audio file cannot be performed in the Audio Bin
tab. If you need to make these types of adjustments, use the Audio Bin window.

Audio Bin tab Audio Bin window

The Audio Bin window, which can be freely resized, displays audio files as waveform
graphics. Regions within audio files are highlighted. Further file details, including the full
file path, are shown in the Audio Bin window. Also displayed is the Options menu, which
contains the Strip Silence command.

In short:

+ The Audio Bin tab is best-suited to tasks such as adding audio files and regions while
creating your arrangement.

+ The Audio Bin window is your first port of call for audio file and region management
tasks.

To open the Audio Bin tab
= (Click the Audio Bin tab in the Media area of the Arrange window (or use the Toggle Bin
key command, default assignment: B).
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To open the Audio Bin window
Choose Window > Audio Bin (or use the Open Bin key command, default
assignment: Command-9).

To view a region associated with an audio file
Click the disclosure triangle beside the audio filename.
All regions are listed below the parent audio filename.

+ Regions that are used in the Arrange area are indicated by a colored bar to the right of
the region name. The bar color is derived from the Arrange region color. The length of
the region (colored section) is shown proportionately against the audio file bar.

+ Regions that are not used in the Arrange area are gray.

To see all regions in the Audio Bin
Do one of the following:

Choose View > Show All Regions (or use the corresponding key command).

Option-click the disclosure triangle beside any audio file.
All regions of all audio files in the Audio Bin are displayed instantly.

Choosing View > Hide All Regions (or using the corresponding key command), or a second
Option-click (on any audio file disclosure triangle) hides all regions.

To sort an audio file’s regions

Select an audio file, then choose View > Sort Regions By:

+ Start Point: The regions are sorted according to their time position in the audio file.
+ Length: The regions are sorted according to their respective lengths.

+ Name: The regions are sorted alphabetically. This is the default setting.

To change the length display of regions in the Audio Bin window
Choose one of the following settings in the View > Show Length As menu:

+ None: The length is not displayed.

+ Min: Sec: Ms: Displays the absolute time of the region in hours, minutes, seconds,
and milliseconds.

+ Samples: Displays the number of sample words in the region.

+ SMPTE Time: Displays the SMPTE length, which unlike absolute time, uses frames and
bits in place of milliseconds.

* Bars/Beat: The region is displayed in musical units: bars : beats : divisions : ticks. If the
project tempo, time signature, or division settings are altered, the display is automatically
recalculated.
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To check the number of times a region is used in your arrangement
= Choose View > Show Region Use Count.

Creating and Removing Regions

When you add an audio file to your project, Logic Pro automatically creates a region that
encompasses the entire file length. You can create as many regions as you like from the
same audio file. There are no length limitations to regions, as long as they don't exceed
the length of the source audio file.

Creating multiple regions from the same audio file is beneficial for many tasks, such as
using different portions of a vocal take that spans the length of the project, for example.

You can create regions in the Audio Bin, the Sample Editor, and the Arrange window.
This section concentrates on the Audio Bin and Sample Editor options.

Note: Full details on all Arrange window region editing options are found in

To create a region from an audio file in the Audio Bin
Do one of the following:

= Select an audio file in the Audio Bin, then choose Audio File > Add Region (or use the
Add Region key command, default assignment: Control-R).

= Choose Edit > Copy (Command-C) in the main menu bar, then choose Edit > Paste
(Command-V).

The new region appears below the existing region(s) in the list.

Each region is assigned a unique numerical appendix. For example, organ.wav is the
parent audio file. The automatically created region is simply called organ, and newly
created regions are called organ.1, organ.2, and so on.

To create a region from an audio file in the Sample Editor
= Choose Edit > Create New Region (or press Command-R).

The newly created region appears in the Audio Bin list.

To delete a region from the Audio Bin
= Select one or more regions, and press Delete.

Removing a region does not remove the parent audio file.

To remove an audio file from the current project
1 Select the audio file name (not a region name) in the Audio Bin.

2 Choose Audio File > Delete Files (or use the corresponding key command).

This deletes the file from the project, but not from the hard disk.
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Warning: If any of the deleted regions exist in the Arrange area, they are removed as
well. You should therefore be careful when deleting a region (or parent audio file). The
Undo function is always available, however, should you inadvertently remove a required
region.

Auditioning Regions in the Audio Bin
The playback modes outlined below only apply to regions in the Audio Bin (when the
window has key focus), and have no effect on project playback.

To play an entire region
Highlight the region name in the list.

Control-click (or right-click) the Prelisten button at the bottom of the Audio Bin, and
choose an option from the shortcut menu:

=5

+ Auto-select Channel Strip: The audio channel strip assigned to the selected arrange track
is used for playback.

* Prelisten Channel Strip: The Environment’s Prelisten channel strip is used for playback.
You can access the Prelisten channel strip in the Environment’s Mixer layer. It is located
to the right of the highest numbered audio channel strip.

3 Click the Prelisten button (or press the Space bar) to start playback.

Click the Prelisten button (or press the Space bar) again to stop playback.

To loop region playback
Click the Loop Playback button (featuring the circular arrow symbols) at the bottom of
the Audio Bin. Click the button a second time to stop looped playback.

l[=] -

To play a region from a specific position in the Audio Bin window
Click-hold the region in the region display or with the mouse.

A speaker icon replaces the mouse pointer.
¥ LiveDrums.aif
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Playback starts at the click point. This allows you to play specific sections. Playback stops
as soon as you release the mouse button.

Note: This only works in the Audio Bin window.

Resizing a Region
You can resize regions in the Audio Bin window, the Sample Editor, and the Arrange
window. This section concentrates on the Audio Bin and Sample Editor options.

Note: Full details on all Arrange window region editing options are found in Creating
Your Arrangement.

To resize a region in the Audio Bin window
Click-hold the lower third of the left or right region boundary, and drag to the left or
right.

¥ LiveDrums.aif

To precisely resize a region

Drag the start or end points of regions in the Sample Editor, not the Audio Bin, when
accuracy is required. Make sure that Edit > Snap Edits to Zero Crossings is turned off for
the Sample Editor. (See Snapping Edits to Zero Crossings.)

The small markers on the lower edge of the Sample Editor’s waveform display provide
direct access to the boundaries of the region.

=100

Anchar
[ |
S. Loop

£

Mixer |m Piano Rell | Score | Hyper Editor |

Region markers
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Snapping Edits to Zero Crossings

If Edit > Snap Edits to Zero Crossings is turned on, adjustments to the start or end position
of a region are snapped to the nearest point where the waveform crosses the zero axis.
Put another way, there are certain crossover points in a sample (a drum loop, for example)
that are closely matched in level to other points in a sample. If two closely matched points
are used for the start and end points of the sample, the loop plays back without noticeable
glitches in the audio.

When adjusting the start point, the area preceding the selected point is scanned for a
smooth crossover point. When adjusting the end point, the area that follows the region
is scanned for a smooth crossover point.

To snap audio edits to zero crossings
Click the title bar of either the Audio Bin or Sample Editor to give the window key focus.
Choose Edit > Snap Edits to Zero Crossings (or use the corresponding key command).

Note: The Snap Edits to Zero Crossings option can be set independently for the Sample
Editor and Audio Bin.

Moving a Region Within an Audio File
You can also move an entire region within an audio file in the Audio Bin window.

To move the region area within the audio file
Position the pointer over the center of a region.

When the pointer turns into a two-headed arrow, drag the region to the left or right.

Two-headed arrow cursor

Note: If you want to adjust the boundaries of the region without moving the anchor,
hold down the Option key during the operation. This applies to moving the start or end
point, as well as moving the whole region.

Editing the Audio Region Anchor

The anchor is the temporal reference point of an audio region. When you move an audio
region, it's not the start point that is displayed in the help tag (as with MIDI regions)—it's
the anchor point.
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In many cases, the anchor should be placed on the amplitude peaks, rather than at the
start of the sound’s attack phase. A good example is recordings of brass instruments,
which may take some time to build to a peak. Moving the anchor to these peaks forces
the region to snap to the grid of your arrangement, using the anchor as the pivot point.
The flexible zoom settings allow you to be as precise as needed, going right down to the
level of single bits, at the highest magnification factor.

As another example, to guarantee perfect synchronization between a one-bar drum loop
and MIDI regions, the anchor must be assigned to a well-defined musical point. If the
loop begins with a significant level peak (say a kick drum beat), set the anchor to the
point where the volume of that beat is at its precise peak.

Whenever you record audio or add an audio file, the anchor and region start points are
always at the beginning of the audio file. Moving the region start point also moves the
anchor, as the anchor cannot precede the region’s start position.

You can edit the anchor of a region in the Audio Bin window and Sample Editor. The
anchor is represented by a black indicator (orange in the Sample Editor) below the region
waveform.

| Heavy Loop
| Heavy Loop 8

Anchor

Anchor

To move the anchor in the Sample Editor or Audio Bin window
Grab the small indicator below the region, then move the anchor.

Any changes to the anchor point change the relative position of the audio region in the
project. Given that the start point of a region is the default position for the anchor, you
must also take care when changing the region start point.

Protecting the Anchor Point When Moving the End Position
If you move the start or end point of a region past the anchor point, the anchor point
also moves. This is often not what you want to happen.

Hold down the Option key while moving the end marker to prevent the anchor from
moving.

Note: The anchor can never be to the left of (before) the region start point, so it will move
if you drag the region start past the anchor (to the right), even with Option pressed.
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Updating the Audio Region Arrangement Position

When you change the anchor point in the Sample Editor, you can use the Compensate
Region Position feature to ensure that the position of a given audio region stays at the
same place in the arrangement.

To turn the Compensate Region Position feature on or off
Click the title bar of the Sample Editor, to make sure that it has key focus.

Choose Edit > Compensate Region Position.

+ If Compensate Region Position is active, moving the anchor won't change the audible
result. Moving the anchor in the Sample Editor will lead to the same result as dragging
the region start point in the Arrange area.

+ If Compensate Region Position is not active, moving the anchor changes the position
of audio regions in the Arrange area. The region will shift in relation to the time axis,
while the anchor remains tied to the same bar value, and is marked by a dotted line.

Protecting Audio Regions
You can protect regions against accidental alterations to start and end points, or the
anchor position, by locking them in the Audio Bin window.

To protect region start, end, and anchor positions
In the Audio Bin window, click the padlock icon beside a region to close (lock) it. Click a
second time to unlock the region.

Unprotected region

Protected region

If locked, you can play the region, but can't edit it.

Warning: Don't confuse this function with delete protection. A protected (locked) region
can still be deleted.
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Creating Your Arrangement 13

Once you have added your audio and MIDI regions to the Arrange area, you can edit and
reorganize them to create an overall arrangement, or project. Most arranging and editing
techniques work identically for both audio and MIDI regions. Apple Loops are also handled
in a similar fashion. Where handling differs, variations are pointed out in the appropriate
sections of this chapter. Note that all operations described with a pluralized heading
(regions, for example), apply to one or more selected region(s).

This chapter covers the following:

+ Getting to Know the Arrange Area (p. 356)

+ Snapping Region Edits to Time Positions (p. 358)

+ Using Drag Modes (p. 361)

+ Scrubbing Your Arrangement (p. 363)

+ Using Shortcut Menus (p. 364)

+ Muting Regions (p. 364)

+ Soloing Regions (p. 365)

+ Naming Regions (p. 366)

+ Assigning Colors to Regions (p. 369)

+ Selecting Regions (p. 370)

+ Adding, Recording, and Removing Regions (p. 374)

+ Restoring Removed Regions (p. 375)

+ Moving Regions (p. 376)

+ Resizing Regions (p. 381)

+ Cutting, Copying, and Pasting Regions (p. 387)

+ Adding or Removing Arrangement Passages (p. 388)

+ Creating Region Aliases (p. 394)

+ Creating Region Clones (p. 396)

+ Converting Regions to a New Sampler Track (p. 397)
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+ Creating Multiple Copies of Regions (p. 399)

+ Creating Region Loops (p. 399)

+ Dividing Regions (p. 403)

+ Demixing MIDI Regions (p. 406)

» Merging Regions (General Tools and Commands) (p. 407)
+ Merging MIDI Regions (p. 408)

+ Merging Audio Regions (p. 408)

+ Working with Folders (p. 410)

+ Creating Crossfades and Fades on Audio Regions (p. 414)
+ Setting Region Parameters (p. 419)

Getting to Know the Arrange Area

The Arrange area provides a visual overview of your project structure. It shows when
audio and MIDI regions start to play, and their duration. You control when and how
regions play by moving, cutting, copying, resizing, and joining them in the Arrange area.

Regions are positioned horizontally—on track lanes that run from left to right in the
Arrange area. Their positions along these lanes determine when they play, aligned with
the Bar (and Time) ruler along the top of the window.

The track lanes are stacked vertically, creating a grid of track lanes and particular bar or
time positions.

To view the Arrange area grid
Choose View > Grid in the Arrange area’s local menu bar (or use the corresponding key
command, default assignment: Control-G).

Arrange area with grid

Arrange area without grid

P Global Tracks

11 P Deep Bass
12 W% Add Bass
DistBassLine
7 Vocals

&  RingShifted...

Funky Guitar

+ [@] [&] [@] [ edit v Track v Region v MIDI [r Audio v

+ [ ]| [&] [@] [edit v Track v Region v MDI |

P Global Tracks

11 PW Deep Bass

12 W% Add Bass

4  Distassli

Vacals

ne

RingShifted...

Funky Guitar

You can enhance the grid contrast by altering the color of the Arrange area background.
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To alter the Arrange area background color
1 Open the Display preferences by doing one of the following:

+ Choose Logic Pro > Preferences > Display (or use the Open Display preferences key
command).

+ Click the Preferences button in the Arrange toolbar, then choose Display from the
pop-up menu.

2 Click the Arrange tab, then choose Bright from the Background Color pop-up menu.

3 Alternately, choose Custom from the pop-up menu, then click the color field to the right.
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4 In the Colors window that opens, create a custom color by using the color palette wheel
and contrast and opacity sliders.

000 Colors
@ 55 |

5 Click the close button at the top-left corner of the window to close the Colors window
and assign your custom Arrange area background color.

Snapping Region Edits to Time Positions

You move and resize regions in the Arrange area because you want them to start and
end at a specific point in time. For example, in a music-based project, you may want to
align the start points of regions with measures and beats.

Logic Pro offers a snap feature that automatically aligns region start and end points to a
selected grid value, when you move or resize them.

Tip: Turn on the View > Grid item in the Arrange area’s local menu bar, as this will help
you to visualize how the Snap pop-up menu items automatically align regions to specific
grid positions.
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To snap regions to a grid
= Choose one of the following values in the Snap pop-up menu (at the top of the Arrange
area):

1= e B e

.plit by Locaters  Split by Playhead Merge Bounce Co

Division
Ticks
Frames

QF

Samples

Snap to Absolute Value

Snap Automation
Automation Snap Offset...

+ Smart: Edit operations snap to the nearest bar, beat, sub beat, and so on, depending
on the current Bar ruler division value, and the zoom level.

+ Bar: Edit operations snap to the nearest bar.
* Beat: Edit operations snap to the nearest beat in a bar.

+ Division: Edit operations snap to the nearest division value. (This is the time signature
shown in the Transport and Bar ruler.)

« Ticks: Edit operations snap to the nearest clock tick (1/3840th of a beat).
+ Frames: Edit operations snap to the nearest SMPTE frame.
* QF (Quarter Frames): Edit operations snap to the nearest SMPTE quarter frame.

« Samples: Edit operations snap to the nearest sample.

Note: Sample-accurate editing is directly tied to the zoom level. If the zoom level is
insufficient, sample-accurate edits are not possible. Make use of the Zoom slider at the
bottom of the Arrange window, and take advantage of the Save and Recall Zoom Setting
key commands to speed up your workflow.

The Snap functionality is relative, which means that the edit operation is snapped to the
nearest bar, beat, and so on, retaining the region’s distance from its original position. For
example, if a region is placed at position 1.2.1.16, and you move this region forward to
around bar 2 (with the Snap pop-up menu set to Bar), the region automatically snaps to
position 2.2.116, rather than 2.1.1.1 (the bar 2 start point). You can override relative snaps
with the Snap to Absolute Value option.
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To snap to an absolute, not relative, position
Choose the Snap to Absolute Value option from the Snap pop-up menu (at the top of
the Arrange area).

A tick appears to the left of this option when it is active. This feature works in conjunction
with the chosen snap grid division.

For example, if Bar is chosen in the Snap pop-up menu, when Snap to Absolute Value is
active, moving a region (from position 1.2.1.16) to around bar 2 results in the region being
snapped to position 2.1.1.1 (the bar 2 start point), rather than its relative position (2.2.1.16).
The Snap pop-up menu setting applies to the following edit operations:

+ Moving and copying regions

* Resizing regions

+ Cutting regions

+ Moving, adding, and resizing markers

+ Setting cycle boundaries

Overriding the Snap Grid

You can temporarily override the snap grid, allowing finer edits and adjustments.
To override the snap grid

Do one of the following:

Hold down the Control key while performing the editing operation:

+ The division value chosen in the Transport bar (1/16, for example) determines the
editing grid scale at lower zoom levels (macroscopic or wide view).

+ At higher zoom levels, (microscopic or close-up view), the editing grid scales by a certain
factor.

Hold down the Control and Shift keys while performing the editing operation:

+ The editing grid switches to ticks if editing at lower zoom levels (macroscopic or wide
view).

+ At higher zoom levels (microscopic or close-up view), the editing grid switches to
samples.

Understanding the Link Between Zoom Level and Snap Value

In cases where the zoom level is so high (microscopic), that the chosen Snap value would
result in extremely large movements or edits, the Snap value is temporarily dimmed, and
Smart snap is used instead.
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In cases where the zoom level is extremely low (macroscopic), and a fine Snap value (such
as Division or Frames) is chosen, normal mouse movements result in larger grid units. In
these situations, either alter the zoom level, or hold down the Control key to actually use
the chosen Snap value.

Using Control-Shift breaks the 1:1 relationship between the mouse and region (or edit
tool) movements. This means that you may need to move the mouse a long way
(horizontally) to make the region (or edit tool) move one pixel. Watch the help tag for
exact numerical readouts.

Imagine you want to shorten a region in a 4/4 bar so that the 4 is played, but not the “4
and” of the last bar.

To shorten a region by one division value when Snap is set to Beat
Horizontally zoom the screen display until you can see quarter notes in the Bar ruler.

Grab the bottom-right corner of a region, and move the mouse to the left, until the region
is shortened by one quarter note.

Press the Control key, and move the mouse carefully to the right, until the region becomes
one division longer.

While you're doing this, the help tag shows the region start position, track number, and
the current length of the region in bars, beats, divisions, and ticks. The three numbers to
the right should be 3 1 0.

Using Drag Modes

Logic Pro provides several drag modes that determine the behavior of regions when you
edit them. You can set the drag mode in the Drag pop-up menu, available in the Arrange
area and several other editors.

Note: The Drag pop-up menu options discussed in this section refer to regions. The
behaviors outlined below (for regions) are identical for dragged events in the editor
windows. The Drag pop-up menu setting of the Arrange area and each editor window
is independent.
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To change the drag mode
= Choose one of the following settings from the Drag pop-up menu (at the top of the
Arrange area):

Shuffle R
Shuffle L

+ Overlap: Allows you to drag one region over another, while preserving the original
region borders. This is the default setting.

+ No Overlap: Shortens the region positioned earlier on the track by the overlap length.
Use in situations where you don’'t want regions to overlap.

+ X-Fade: Crossfades two regions when they are moved to an overlapping position.

Note: This setting works for audio regions and Apple Loops audio regions, but not for
MIDI regions or software instrument Apple Loops regions.

+ Shuffle R and Shuffle L: Aligns regions (to the right or left, respectively) when you move,
resize, or delete them.

When you use Shuffle R (or Shuffle L), moving a region to the right (or left) aligns the
region end point with the start point of the following region, ensuring that there is
no space between the two regions.

Regions that are dragged over each other swap positions.

When deleting regions, the remaining regions (those to the left or right of the deleted
region) are moved to the left or to the right by the length of the deleted region.

If a region is stretched or shortened when either Shuffle option is active, the other
regions on the track are moved to accommodate the new length.

In Shuffle R mode, the left side of the region is stretched or shortened, and the regions
to the left of the edited region are moved. The regions that precede the edited region
can only be moved as far as the project start point. If the stretching of a region results
in preceding regions being forced to the project start point, and exceeding the space
available, the edited region overlaps the existing content.

In Shuffle L mode, the right side of the region is stretched or shortened, and the
regions to the right of the edited region are moved.
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Note: Only one audio region can be played at a time through a track’s channel strip.
When two audio regions overlap each other on a track, the later region has priority.

Scrubbing Your Arrangement

Scrubbing allows you to hear the audio and MIDI signals of regions at the playhead
position, helping you to find a particular sonic event. This makes it easy to zero in on a
particular kick or snare hit, for example, before cutting an audio region.

Note: Before MIDI scrubbing can occur, you need to turn on File > Project Settings > MIDI
> General > Scrubbing with Audio in Arrange.

To scrub your project
Set a zoom level that provides the best view of the section you want to scrub.

Click the Pause button on the Transport bar.

Grab the playhead in the Arrange area or Bar ruler, and move it back and forth through
the parts of the project you want to hear, at the speed you want to scrub the section (or
use the Scrub Rewind and Scrub Forward key commands).

Audio and MIDI data playback is perfectly synchronized when scrubbing.

Note: Scrubbing is automatically activated when you divide regions (with the Scissors
tool) in the Arrange area, making it easier to identify the cut position.

Scrubbing Particular Regions
The following list outlines the relationship between scrubbing and region selection:

« If no regions are selected, all regions are scrubbed.
+ If you select a specific audio region, only it is scrubbed.

+ If you drag to select or Shift-select audio regions on different tracks, only the selected
audio regions are scrubbed.

+ MIDI regions (software and external MIDI) are always scrubbed, regardless of the
selection status (provided that the Scrubbing with Audio in Arrange project setting is
active).

+ The Mute or Solo status of all tracks and regions has an effect on what you hear when
scrubbing, so you can make use of them to scrub audio parts in isolation (or with
particular software or external MIDI instrument tracks).

MIDI-Controlled Scrubbing

The Scrub by MIDI value (-2-) function (available in the Controller Assignments window;
see the Logic Pro Control Surfaces Support manual) is designed to allow scrubbing via
external MIDI control. You can assign any MIDI controller number to this function. Data
bytes over 64 scrub forward, and those under 64, scrub backward.
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Using Shortcut Menus

Many selection, editing, and other commands can be accessed by Control-clicking (or
right-clicking) anywhere in the Arrange area. Make use of this feature to accelerate your
workflow.

Note: To use the Control-click (right-click) feature, choose Logic Pro > Preferences >
General > Editing pane and choose Opens Shortcut Menu from the Right Mouse Button
pop-up menu.

Muting Regions

Often, when arranging, you'll want to test musical ideas by muting certain regions.
To mute or unmute individual or selected regions
Do one of the following:

Select the Mute tool from the Tool menu, then click the regions you want to mute with
the Mute tool.

slors  Lists  Med

@, N,

Select the Pointer tool from the Tool menu, select the regions you want to mute, then
use the “Mute Notes/Regions/Folders on/off” key command (default assignment: M).

Mute tool

Muted regions have three characteristics:
+ A dot precedes the region name.
+ The audio or MIDI data section is displayed in gray.

+ The region is framed in the region color (making it easier to identify tracks or regions
associated with muted regions).

@ Deep Bass

Clicking muted regions with the Mute tool, or selecting them and using the “Mute
Notes/Regions/Folders on/off” key command reverses this state (unmuting).
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Soloing Regions
Soloing allows you to hear one or more selected regions in isolation, making it easier to
identify particular elements that may need to be edited.

To solo a region with the Solo tool
Click and hold the region you want to solo with the Solo tool.

ors.  Lisis  Mec
L Solo tool

HE[ORAS

The region (outlined in yellow) is heard in isolation from the click point until you release
the mouse button, which stops solo playback.

To solo several regions with the Solo tool

Select the regions with the Pointer tool.

Click and hold any of the selected regions with the Solo tool.
To scrub with the Solo tool

Drag horizontally with the Solo tool.

Release the mouse button to end solo scrubbing.

To solo one or more regions using Solo mode

Click the Solo button in the Transport bar (or use the Solo Mode key command, default
assignment: S).

Solo button

Do

When the Solo function is activated, the Bar ruler is shaded in yellow, making it easy to
see that Solo mode is engaged.

+ [& | [#&] (@] [Edit v Track v Region v MIDI v Audic v View =]
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2 Drag to select or Shift-select the regions you want to solo with the Pointer tool. Selected

regions have a yellow outline.

Main Drums

Live Loop

Rude Tube L...

Clicking the Solo button on the Transport bar again (or using the Solo Mode key command)
turns off Solo mode, allowing you to hear all regions again.

On occasion, you may want to lock the solo status of several regions. For example, this
would be especially useful when you want to make changes to the playback parameters
of a region, while listening to a specific group of soloed tracks.

To retain the solo status of several selected regions (can be done in Playback mode)
Select several regions with the Pointer tool.

Option-click the Solo button on the Transport bar (or use the Set Solo Lock Mode key
command, default assignment: Option-S) to lock the soloed status of the selected regions.

The Transport Solo button displays a padlock icon to indicate Solo Lock mode.

Solo button indicating
Solo Lock mode

The Reselect Solo-Locked Regions key command (default assignment: Shift-Option-S)
selects all currently solo-locked regions. This command is very useful if you want to remove
several regions from your solo-locked selection.

Naming Regions
Identifying regions by name can make arranging much easier. This can be done on a
per-region basis, or you can name several regions simultaneously.
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To name a region with the Text tool
1 Select the Text tool.

—

Text tool

2 C(lick a region with the Text tool.
A text input box appears.

(=] [RIMI(S]

3 Typein aname and press Return, or click another region or the Arrange area background
to exit the text input box.

To name a region using the Region Parameter box
1 Double-click the top line of the Region Parameter box in the Inspector.

XN F—

A text input field appears, allowing you to edit the region name.

2 Type in a name and press Return, or click anywhere outside the text input box.
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To assign the same name to multiple regions
Select a group of regions (drag to select or Shift-click) with the Pointer tool.

Do one of the following:
+ Select the Text tool, then click any of the selected regions with the Text tool.

+ Double-click the top line of the Region Parameter box (displaying x selected, with x
indicating the number of selected regions).

A text input box appears.
Type in a name and press Return, or click another region or the Arrange area background
to exit the text input box.
All regions are assigned the same name.
To assign a name with incrementing numbers to multiple regions
Select a group of regions (drag to select or Shift-click) with the Pointer tool.
Do one of the following:
+ Select the Text tool, then click any of the selected regions with the Text tool.

+ Double-click the top line of the Region Parameter box (displaying x selected :x indicates
the number of selected regions).

A text input box appears.

3 Type in a name, ending with a number.

Press Return or click another region or the Arrange area background to exit the text input
box.

All selected regions are assigned the same name, but are incrementally numbered.
To make all regions end with the same number

Select a group of regions (drag to select or Shift-click) with the Pointer tool.

Do one of the following:

+ Select the Text tool, then click any of the selected regions with the Text tool.

+ Double-click the top line of the Region Parameter box (displaying x selected: x indicates
the number of selected regions).

A text input box appears.

3 Type in a name, ending with a number followed by a space.

Press Return or click another region or the Arrange area background to exit the text input
box.

All selected regions are assigned the same name and end with the same number. This is
useful for identifying takes made on a particular date; for example, bassline 030806.

You can name regions after the track on which they are placed.
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To assign regions the name of their parent track
Select the track name in the track list.

All regions on the track are automatically selected.

Choose Region > Name Regions by Tracks/Channel Strips (or use the corresponding key
command, default assignment: Shift-Option-N) in the Arrange area.

The track name is assigned to all selected regions.

Assigning Colors to Regions

Color is useful for identifying sections of your arrangement, or particular track types.
Newly recorded or added regions initially adopt the color of the track channel strip.
By default:

+ Audio channel strips are blue.

+ Software instrument channel strips are green.

+ ReWire and external MIDI channel strips are red.

+ Auxiliary, Input, and Output channel strips are yellow.

To change the color of one or more regions

Select the regions (drag to select or Shift-click, for example).

Note: If you select all regions on a particular track, and no regions on other tracks are
selected, coloring them alters the hue of all selected regions. This also changes the color
of the selected track’s channel strip.

Open the Color palette by doing one of the following:
+ Click the Colors button in the Arrange toolbar.

+ Choose View > Colors in the Arrange area (or use the Open Color Palette key command,
default assignment: Option-C).

|00 = Seventh Demo Twenty-3 ARR - Calor
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3 Click a color.

If you want to create a custom color:
a Double-click any color square in the Color palette to open the Colors window.

b Create a custom color using the color wheel and contrast and opacity sliders.
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¢ Click the OK button to replace the color square in the Color palette, and close the Colors
window.

Note: While custom colors are memorized for all projects, you can always reset the Color
palette to its original colors. To do this, Control-click the palette, then choose Reset Colors.

To assign channel strip colors to regions
Select the regions.

Tip: If all regions are on a single track, click the track name in the track list to select all
regions.

Choose Region > Color Regions by Channel Strips/Instruments in the Arrange area (or
use the corresponding key command, default assignment: Shift-Option-C).

The colors of all selected regions are replaced with the colors of the corresponding channel
strips.

Tip: This feature is handy after copying or moving regions between tracks, when you
may find that the Arrange area resembles a patchwork quilt.

Selecting Regions

You need to select a region before you can perform any edits, functions, or operations
on it. You can select a single or multiple regions, including regions on different tracks
and of different types. When selected, a black bar runs across the upper portion of the
region to indicate its selected status.

Logic Pro provides a number of sophisticated selection methods. For more information
on this, see Using Selection Techniques.
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Selecting Parts of a Region
You can select and edit parts of one or more regions, using either of the following:

+ The Marquee tool, which looks like a crosshair

=]

Marquee tool

+ The Bar ruler marquee stripe, a thin marquee stripe shown at the top of the Bar ruler

Marquee stripe

+ [ | [[&] [@] [Edit v Track v| Region v| MIDI [v| Audio v | View |

F Clobal Tracks
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17 RingShifted...

18 Funky Guitar

19 _ Dist Line Gu___

Only the area that falls inside the marquee is selected. In other words, you can use the
Marquee tool or marquee stripe to make selections inside, or across portions of, existing
regions; your selection is determined completely by the selected marquee area. Within
the selected area, you can perform almost all Arrange editing options, including
deletions, moves, cuts, and copies.

Note: When using the Marquee tool or marquee stripe on a region, the selected area
becomes a new region once an operation is applied.

If your selected area falls between musically relevant values, the marquee selection
rectangle snaps automatically to the nearest musically relevant position. The snap
resolution is determined by the current Snap pop-up menu setting.

To make a marquee selection using the Marquee tool
1 Select the Marquee tool.

Chapter 13 Creating Your Arrangement 371



372

2 Drag the marquee rectangle to make selections—independent of existing region

boundaries.

To make a marquee selection using the marquee stripe
Click the note icon at the right end of the Bar ruler, and choose the Marquee Stripe setting
from the pop-up menu.

Drag in this area of the Bar ruler to create a marquee stripe selection area (also shown
on selected arrange tracks).

To remove a marquee selection
Click outside the marquee selection.

To add or remove individual tracks from the marquee selection
Shift-click track names in the track list.

To change the marquee start or end point
Do one of the following:
Using the Marquee tool:

+ Hold down the Shift key to alter the current marquee selection, from either the left or
right side, or up or down.

Using the marquee stripe:
+ Use the Left Arrow key or Right Arrow key to modify the marquee end point.

There are the default Select Previous (or Next) Region/Event, or set Marquee End to
Previous (or Next) Transient key commands, which behave as described above,
depending on the type of region selected (when the marquee stripe is visible).

+ Hold down the Shift key while using the Left Arrow key or Right Arrow key to move
the marquee start point.

There are the default Toggle Previous (or Next) Region/Event, or set Marquee Start to
Previous (or Next) Transient key commands, which behave as described when the
marquee stripe is visible.
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To move the entire marquee selection
Do one of the following:

Press Shift-Left Arrow key, the default Select First, or Shift Marquee Selection Left key
command.

Press Shift-Right Arrow key, the default Select Last, or Shift Marquee Selection Right key
command.

To snap to the finest possible resolution in the chosen Snap mode
Hold down the Control and Shift keys while making your marquee selection.

This action snaps to ticks or samples when editing MIDI or audio regions, depending on
the current zoom level. See

To snap to the division value shown in the Transport bar
Hold down the Control key while making your marquee selection.

This action snaps to ticks or samples when editing MIDI or audio regions, depending on
the current zoom level. See

To set locators with a marquee selection
Choose Region > Set Locators by Regions in the Arrange area (or use the Set Locators by
Regions/Events/Marquee key command, default assignment: Control-=).

This action sets the locators to the marquee selection boundaries, rather than the whole
region.

To remove all parts of regions outside the marquee selection
Use the “Crop Regions outside Locators or Marquee Selection” key command (default
assignment: Control-C).

This action removes all unselected areas from regions which are partly marquee-selected.

Playback with an Active Marquee Selection

Playback starts at the left border, and ends at the right border, of an active marquee
selection. If you create a marquee selection while Logic Pro is running, however, playback
does not stop at the end of the marquee selection.

Recording with an Active Marquee Selection
If you start recording when a marquee selection is active, the following happens:

+ Autopunch mode is automatically activated, and the autopunch locators are set to
match the marquee selection. The marquee selection is removed (replaced by the
autopunch locators).

+ All tracks within the marquee selection are record-enabled; all other tracks are
record-disabled.
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Using the Marquee Selection to Create Track Automation Nodes

When you edit automation data that is spanned by a marquee selection, two automation
nodes are automatically created at the left border, and two at the right border, of the
marquee selection. This provides a quick way to define and create automation data by
converting the marquee selection into automation nodes.

Adding, Recording, and Removing Regions
Adding and recording regions is essential for project creation.

For full details about the region and file import options available in Logic Pro, see Adding
Prerecorded Media.

For details about the various recording techniques that are possible in Logic Pro, see
Recording in Logic Pro.

As you work on a project, you may decide that a region no longer fits into your
arrangement. You can remove regions by deleting them from the Arrange area.

To remove a region from your arrangement
Do one of the following:

Click the region with the Eraser tool.

—
@ b
(ists Media |

Eraser tool

Select the region with the Pointer tool, then choose Edit > Delete (or press the Delete
key).

To remove multiple regions from your arrangement
Select the regions with the Pointer tool.

Do one of the following:

+ Click one of the selected regions with the Eraser tool.

+ Choose Edit > Delete (or press the Delete key).
To remove all muted regions from your arrangement

Select all muted regions by choosing Edit > Select Muted Regions in the Arrange area
(or use the Select Muted Regions/Events key command, default assignment: Shift-M).

Chapter 13 Creating Your Arrangement



2 Do one of the following:
+ Click one of the regions with the Eraser tool.

+ Choose Edit > Delete (or press the Delete key).

To delete all selected regions, and automatically select the next one
1 Select the region (or regions) you want to delete.

2 Use the Delete and Select Next Region/Event key command.
All selected regions are deleted, and the next region is automatically selected.

Note: Removing audio regions and MIDI regions from the Arrange has different
consequences. See

Restoring Removed Regions
Although handled similarly for most editing operations, audio and MIDI regions are treated
differently when removed from the Arrange window.

+ Audio regions are only removed from the arrangement, not from the project. They
remain in the Audio Bin, and can be restored from there, or with the Undo function.

+ MIDI regions are deleted. They can be restored by using the Edit > Undo History function.

When you remove an audio region that you have recorded since opening the project,
Logic Pro asks if you also want to delete the corresponding audio file. This avoids the
unnecessary use of hard disk space that would occur if bad takes and unwanted recordings
were retained.

Delete
Delete recorded audio file from disk? Can't undo this operation!
Filename: Audio 1#01wav
Region: Audio 1#01

@ Delete
O Keep

(Cancel ) (0K

If the recording was made beforehand (a prerecorded file), and imported into the current
project, this dialog does not appear. This prevents you from accidentally deleting valuable
recordings (that may be used in other projects).

Note: When you remove a prerecorded audio file from your project (by pressing the
Delete key in the Audio Bin), all regions that point to the file are also removed. The only
way to restore the file to the project is by manually adding it to the Audio Bin.
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To restore a deleted audio region
Do one of the following:

Choose Edit > Undo History, and click the appropriate step.

Manually add it back into the Arrange area from the Audio Bin.

Moving Regions
You can move regions horizontally on tracks, and vertically between tracks. You can also
move regions between two Arrange windows, or even between different projects.

To move one or more regions
Select the regions and drag them to a new position.

Dragged regions automatically snap to increments defined by the setting in the Snap
pop-up menu. (See Snapping Region Edits to Time Positions.) If dragged over other
regions, the setting in the Drag pop-up menu has an impact on behavior.

To move regions precisely (overriding the Snap pop-up menu setting)
Do one of the following:

Hold down the Control key while dragging regions, to move them in steps of one division
(in sixteenths, for example).

Hold down the Control and Shift keys while dragging regions, to move them by single
ticks or samples. (Remember that the maximum resolution depends on the zoom setting.)

Limiting Region Movements

You can limit the initial movement of regions to either the horizontal or vertical axis. To
do so, select the Logic Pro > Preferences > General > Editing > Limit Dragging to One
Direction In Arrange checkbox. If your first movement is to the left or right after grabbing
a region, you can only move it on the horizontal plane. If you want to move it between
tracks, release the mouse button, reselect the region, and drag it up or down.

=ls)s] Preferences
‘@ @ B oE o= &
GCeneral Audic MIDI Display Score Video Automation Control Surfaces Sharing

[ Project Handling | Editing | Cycle | Catch | Caps Lock Keys |

Right Mouse Button: [ Opens Shortout Menu
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Limit Dragging to One Direction In: D Fiano Roll and Score
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Note: You can override this direction-limiting preference by holding down the Shift key
while moving regions.

Changing the Playback Position of Regions Numerically
You can edit the playback position of a region (and its length) numerically. You do this
in the Event List, configured to view regions at the Arrange level. (See

)
To move regions by adjusting positions in the Event List
Open the Event List by doing one of the following:

+ Choose Window > Event List in the main menu bar (or use the Open Event List key
command, default assignment: Command-0).

+ Click the Lists button at the top-right corner of the Arrange toolbar, and click the Event
tab (or use the Toggle Event List key command, default assignment: E).

+ Drag the Event tab, which changes to the Event List as you drag it.

+ Choose Options > Open Event Float (or use the Open Event Float key command). This
opens a new single line Event List, set to the Arrange level view.

Click the Hierarchy button in the top-left corner of the Event List (not applicable to the
Event Float window—a miniature Event List) to move up one level in the hierarchy.

N =l

W Filter = Create |

Edit the region’s Position value. As you select regions in the Arrange area, the Event List
(or Event Float) window updates to reflect this selection.

Tip: You can instantly move a region start point to the beginning of a bar by entering a
value and pressing Return. For example, typing in 9 moves the selected region to the
beginning of bar 9. Typing in 112 moves the region to bar 112. Typing in 1 space 1 space
2 moves the region to bar 1, beat 1, sub-beat 2.

You can display the start position of regions as SMPTE values in the Event List and Event
Float windows. This is especially handy if you work with video or film.

To display region positions in SMPTE values
Do one of the following:

Click the note icon button to the left of the first (or only, in the case of the Event Float
window) region event.

The icon changes to a clock, and the SMPTE position and length of the event is shown.
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= Choose the View > Event Position and Length in SMPTE Units setting in the Event List (or
use the corresponding key command, default assignment: Shift-R).

This setting allows you to set the required SMPTE positions when synchronizing music
to picture.

You can also display, and adjust, the end points of regions as a SMPTE value.

To display, and adjust, the end points of regions as a SMPTE value
= Choose View > Length as Absolute Position in the Event List (or use the corresponding
key command, default assignment: Control-A).

Moving Regions to the Current Playhead Position

You can use the Pickup Clock (Move Event to Playhead Position) key command to move
the selected region (or the first of several selected regions) to the current playhead
position. If more than one region is selected, all subsequent regions are moved.

Note: If you use this command on audio regions, the anchor of the region is placed at
the current playhead position. (See Editing the Audio Region Anchor.)

Moving Audio Regions Back to Their Original Record Positions

You can move any selected audio region back to its original recorded position by choosing
Audio > Move Region to Original Record Position (or using the corresponding key
command, default assignment: Shift-Command-R).

Note: This command only works if the audio file includes a timestamp. Examples of
timestamped files include those recorded in the current project, and imported Broadcast
Wave or SDII files. Timestamped files are indicated by a clock symbol in both the Audio
Bin window and tab.
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Nudging Regions with Key Commands
By predefining a nudge value, you can move selected regions according to this value.
Set the nudge value using the following key commands:

+ Set Nudge Value to Tick

+ Set Nudge Value to Division

+ Set Nudge Value to Beat

+ Set Nudge Value to Bar

+ Set Nudge Value to SMPTE Frame

+ Set Nudge Value to 0.5 SMPTE Frame
+ Set Nudge Value to 5 SMPTE Frames
+ Set Nudge Value to Sample

+ Set Nudge Value to 1 ms

+ Set Nudge Value to 10 ms

To nudge selected regions using a predefined value
Hold down the Option key and press the Left or Right Arrow key.

You can also use the following key commands to nudge (move to the right or left) selected
regions by the corresponding grid amount:

+ Nudge Region/Event Position Right by SMPTE Frame

+ Nudge Region/Event Position Left by SMPTE Frame

+ Nudge Region/Event Position Right by 1/2 SMPTE Frame
+ Nudge Region/Event Position Left by 1/2 SMPTE Frame

+ Nudge Region/Event Position Right by 5 SMPTE Frames
+ Nudge Region/Event Position Left by 5 SMPTE Frames

+ Nudge Region/Event Position Right by SMPTE Bit

+ Nudge Region/Event Position Left by SMPTE Bit

+ Nudge Region/Event Position Right by Tick

+ Nudge Region/Event Position Left by Tick

+ Nudge Region/Event Position Right by Division

+ Nudge Region/Event Position Left by Division

+ Nudge Region/Event Position Right by Beat

+ Nudge Region/Event Position Left by Beat

+ Nudge Region/Event Position Right by Bar

+ Nudge Region/Event Position Left by Bar
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+ Nudge Region/Event Position Right by Nudge Value
+ Nudge Region/Event Position Left by Nudge Value

+ Nudge Region/Event Position Right by Sample

+ Nudge Region/Event Position Left by Sample

+ Nudge Region/Event Position Right by 1 ms

+ Nudge Region/Event Position Left by 1 ms

+ Nudge Region/Event Position Right by 10 ms

+ Nudge Region/Event Position Left by 10 ms

The selected regions are shifted one step right (+1) or left (-1), by whatever unit is referred
to in the particular command name.

Shifting the Playback Position of Regions

The Delay parameter in the Region Parameter box of the Inspector allows you to shift
the playback position of regions on a track. Positive values correspond to a delay (laid-back
playing style or dragging), and negative values cause a pre-delay (driving or rushing the
music).

To delay or advance all selected regions on a track
Set the Region Parameter box Delay parameter to the desired value.
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Gate Time:
| ClipLength: [
Score: E
| =

B Advanced Quantization

ELEE 1

It is possible to show the delay amount in milliseconds or note values, depending on the
“Delay in ms” setting.

To show the delay amount in milliseconds
Do one of the following:
Choose View > “Delay in ms” in the Arrange area (or use the corresponding key command).

Control-click (or right-click) the Inspector’s Region Parameter box, then choose “Delay in
ms” from the shortcut menu.
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The Delay parameter in the Inspector is mainly used for creative musical purposes, such
as rhythmically offsetting musical parts (regions). It can also be used to fix timing problems
that may occur for a variety of reasons. Some examples of these are:

+ The attack phase of the sound is too slow. A good musician will automatically
compensate for this by playing the notes slightly early. With very slow sounds, you may
need a pre-delay of over 100 ms to even them out.

+ The sound generator is reacting too slowly to the incoming note-on messages. Older
multi-timbral sound generators often take tens of milliseconds before outputting a
voice.

+ The delay in output is not constant, as it is dependent on the order of notes arriving
at the external MIDI sound generator. You should therefore try pre-delaying rhythmically
important tracks by as little as one tick—it can work wonders on timing.

Moving Regions to a Track

The Region > Move Selected Regions to Selected Track command (also available as a key
command, default assignment: Shift-Command-T) moves all selected regions (from
different tracks) onto the selected track. The time positions of all regions are retained.

Moving Regions Between Projects

If you move a region from one project into the Arrange area of another, the region is
automatically copied, in much the same way that Mac OS X automatically copies files
when dragged and dropped between hard disks.

Resizing Regions

You can reduce or extend the length of any region by dragging the start or end point of
the region, thus determining what part of the source (audio file or MIDI events) is played
back in your project.

The data in regions is never deleted when they are reduced in length; playback simply
stops at the end of the region.

To resize a region
Select the Pointer or Pencil tool, then place the mouse pointer over the lower-left or
lower-right corner of the region.

The pointer changes to a Resize pointer.

Drag the corner to the left or right.
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Note: If Hyper Draw or automation is activated, you need to grab the left or right side of
the region title area.

To simultaneously resize two adjacent regions
Select the Pointer or Pencil tool, then place the cursor over the upper-left or upper-right
corner of two side-by-side regions.

The cursor changes to the Junction pointer.

Note: If there is a gap between the regions, the Loop tool is shown when the mouse
pointer is moved over the upper-right corner of the earlier region.

Drag to the left or right.
Both regions are resized accordingly, with no gaps between them.

Note: You cannot make an audio region longer than the underlying audio file when using
either of the resize operations described above.

Adjusting the Start Point of Audio Regions

Adjusting the start point of an audio region may also move the region anchor point, thus
affecting its temporal reference point, and making it play back out of sync with other
tracks. It is better, and simpler, to move the entire region to the right, if you want playback
to start later.

If you want to remove the early portion of the region, you have several options, such as:
+ Marquee selection and muting

+ Cutting and muting or deleting

+ Creating a new region, and resizing it in the Audio Bin window

+ Using the Sample Editor to resize, and replace, the Arrange region
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To resize an Arrange audio region from the Sample Editor
= Directly edit the start and end markers in the Region row at the bottom of the Sample
Editor.

Mixer Sample Editor | Piano Roll Score Hyper Editor

This action affects the size of the corresponding Arrange region immediately.

To resize and replace an Arrange audio region from the Sample Editor
1 Select the portion of the audio file in the Sample Editor by dragging directly across the
waveform display.

2 Choose Edit > Selection > Region in the Sample Editor (or use the corresponding key
command).

This allows you to define an audio passage as a selection, and then convert it to a region,
in place of the originally selected region.

To resize the Sample Editor selection from the Arrange area
1 Select the region in the Arrange area (presumably of a different length than the current
Sample Editor selection).

2 Click the Sample Editor title to make sure that the Sample Editor has key focus.
3 Choose Edit > Region > Selection in the Sample Editor (or use the corresponding key
command).

If Audio > Search Zero Crossings is turned on, any length adjustments to audio region
start or end points snap to the nearest zero crossing point of the waveform.

The disadvantage of this option is that altered start or end points never land exactly on
the selected musical grid. If this causes a problem, you can simply turn off the Audio >
Search Zero Crossings setting. The primary reason for turning on this setting is that it
prevents clicks and pops at region start and end points.
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Adjusting the Start or End Point of MIDI Regions

You can move the left corner beyond the first event in a MIDI region. This action hides
events from the beginning of the MIDI region, but these hidden events will continue to
play back.

If you actually want to remove the information from the start of a MIDI region, you need
to cut it and mute or delete the new start segment (new MIDI region).

The hide facility is useful in situations in which you might want to trigger MIDI controller
events (such as sustain) before the musical phrase begins, but do not want to use a MIDI
region that doesn't fit into the current Arrange area grid (based on bars), as this would
make arrangement far more complicated.

The Clip Length setting in the Inspector’s Region Parameter box determines whether:
+ Notes sounding when the region ends are abruptly cut off (active).
+ Notes should be played to their normal end point (inactive: default), regardless of

where the region ends.

The point of this function is to allow you to alter the length of the last notes in a region
directly from the Arrange area, by adjusting the length of the MIDI region. Clip length
has no effect on folder regions.

Making Multiple Regions the Same Length
You can change the length of multiple regions to the same absolute amount, making
them the same length, even if they were originally a different size.

To make all selected regions the same absolute length
Hold Option-Shift while changing the length with the Pointer tool.

Setting Region Start and End Points to the Playhead Position
You can move the start or end point of a selected region to the current playhead position
with the following key commands:

+ Set Region/Event/Marquee Start to Playhead Position
+ Set Region/Event/Marquee End to Playhead Position

Note: The anchor point is also moved when using Set Region/Event/Marquee Start to
Playhead Position on an audio region.

Adjusting Region Lengths to Fit Other Regions
On occasion, you may want to reduce or extend the length of all regions on a track, or
between locators, ensuring that they directly adjoin each other without gaps.
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To reduce the length of overlapping regions on a track
Select the overlapping regions on a track, or select all regions on a track by clicking the
track name in the track list.

Choose Region > Remove Overlaps (or use the corresponding key command).

This function searches all selected regions on a track for overlaps. If an overlap is found,
the earlier (in time) region is reduced in length, thus removing the overlap.

You can extend selected regions, making them end exactly at the start point of the next
region on the track.

Note: You cannot make an audio region longer than the underlying audio file.

To extend regions (removing gaps between regions)
Select the regions you want to extend.

Choose Region > Trim Region End to Next Region (or use the corresponding key
command).

The selected regions are increased in length, making them end exactly at the start point
of the next region on the track.

You can limit the length change to all selected regions within the locator boundaries.

To extend selected regions between locators
Set the left and right locator positions by doing one of the following:
+ Drag from left to right across a portion of the Bar ruler.
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+ Set the value in the Transport bar’s Locator fields.
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Select the regions within the locator boundaries.

Tip: You can quickly select all regions inside the locators by choosing Edit > Select Inside
Locators (or using the corresponding key command, default assignment: Shift-L).

Choose Region > Trim Regions to Fill within Locators (or use the corresponding key
command).

This function lengthens all selected regions (within the locator boundaries), closing the
gaps between them. The last region on each track (within the locator boundaries) is not
affected.

Time Stretching the Contents of a Region When Changing Length

In normal use, the position of events within MIDI regions is not affected by changes to
the region length. Similarly, changes to audio region lengths have no impact other than
starting and stopping playback at particular project positions.

You can, however, time stretch or compress the contents of regions when altering their
length.

To time stretch or compress the position of events within a MIDI region
Option-drag the end of a MIDI region.

The events within the region are stretched or compressed, proportionately, by the amount
that the MIDI region is altered in length.

You can make a rhythmic MIDI region play in half-time by stretching it to twice the original
length, or in double-time by shortening it to half the original length.

To time stretch or compress audio regions
Option-drag the end of an audio region.

This action stretches or compresses the audio by the amount that the region is altered
in length, and replaces the original region with a new PCM audio file (in the original file
format, or AIFF, if the original was not PCM).

Note: The current setting in the Snap pop-up menu has an impact on length changes.

You can make an audio region play at half-speed by stretching it to twice the original
length, or at double-speed by shortening it to half the original length.
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You can choose the time stretching and compression algorithm used for this function in
the Arrange area’s Audio > Time Stretching Algorithm menu. Details on each algorithm
are found in Using the Sample Editor’s “Time and Pitch Machine.

Time Stretching Multiple Regions

Modifier keys have an impact on how time stretching or compression works when multiple
regions are selected. The following table outlines all modifier options, and their impact
(or otherwise) when multiple region lengths are changed:

Modifier T

None Same absolute length change; no time correction

Shift Same absolute end position; no time correction

Option Same absolute length change, with time correction

Option-Shift Same absolute region length, with time correction

Control Can be used after clicking for finer resolution length changes, but

cannot be used in conjunction with Option; no time correction

MIDI Region-Specific Length Change Operations
The following functions apply only to MIDI regions.

To round a MIDI region start point to a bar
Use the MIDI > Set Region Start to Bar command (or use the corresponding key command)
to round the start point of the selected MIDI region to the nearest bar.

The MIDI > Set Optimal Region Sizes Rounded by Bar command (or the corresponding
key command, default assignment: Shift-Command-B) reduces or increases the length
of a selected MIDI region, making it just large enough to contain the events (or regions,
if a folder) within it. The region borders are rounded to the nearest bar.

Hold down the Option key when using this function to round the region borders to the
nearest denominator value (or use the Set Optimal Region Sizes Rounded by Denominator
key command).

Cutting, Copying, and Pasting Regions

You can select, remove, or replicate one or more regions from one part of an arrangement
to another. In fact, you can use the Cut, Copy, and Paste commands between the
arrangements of two projects, if you wish.

To cut aregion
Select the region, then choose Edit > Cut (or use the Cut key command, default
assignment: Command-X).

This action removes the region from the Arrange area and places it in the Clipboard.
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To copy a region (method 1)
Option-drag the region to the desired Arrange position.

If Hyper Draw or automation is activated, you need to grab the region name area in order
to copy it.

To copy a region (method 2)
Select the region, then choose Edit > Copy (or use the Copy key command, default
assignment: Command-C).

This action copies the selected region to the Clipboard.
Set the playhead position by clicking the Bar ruler.

Choose Edit > Paste (or press Command-V) to paste the contents of the Clipboard into
the Arrange area. The paste occurs on the selected track at the playhead position.

If several regions are selected, their relative time and track positions are retained.

Copied regions are actually true, independent replicas of original regions. Changes made
to a parent region does not affect child copies.

If, instead, you do want this type of behavior—in which changes to the parent region
affect child regions—make use of the Loop function (see ), or
create cloned or alias regions (see ).

When you copy an audio region, a new region is automatically created in the Audio Bin.
The new region retains the name of the original, with a sequential number added. For
example, kickingloop.1 will be the name of a region copy if the original region is called
kickingloop. A second copy will be named kickingloop.2, a third kickingloop.3, and so on.

To paste a region at the same position as the copied region
Select the track you want to paste the region into, then choose Edit > Paste at Original
Position (or use the corresponding key command).

Logic Pro inserts the copied region into the selected track, at the same position as the
source region. This is useful if you want to copy a region to the same spot on a different
track, to independently process or thicken the part, for example. This function is also ideal
for creating layered MIDI or software instrument parts.

Adding or Removing Arrangement Passages

There are times when you will want to remove an entire passage from an
arrangement—for example, a chorus or verse, which encompasses the regions of all tracks
between bars 16 and 20. All existing regions, bar changes, tempo changes, and global
score symbols (from bar 21 onward) are moved four bars to the left, closing the gap left
after the Cut operation.
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You can also insert a gap into your arrangement—creating several blank bars, for use as
a middle eight, to create space for another chorus or verse, or perhaps a bridge. As with
cutting time, all existing tempo changes and so on are moved accordingly (to the right
by the number of inserted bars).

You can also use the standard Edit menu commands—Cut, Copy, and Paste—to remove
or reuse a section of your arrangement, such as a chorus, from one location to another.

You can also limit changes to a few selected regions. If you do this, rather than moving

all regions within a project section, you are asked if you want to move global events such
as bar changes, tempo changes, and score symbols. This global edit is performed on all
regions, when used.

Important: The Arrange toolbar features a number of section editing buttons that can
be used to perform some of the operations described below. Whenever these toolbar
buttons are used, the operation affects all regions that fall between the locators, regardless
of the selection status of regions in this area. If you want to perform these operations on
selected regions within the locators, you should not use the Arrange toolbar buttons.
Instead, use the appropriate Region > Cut/Insert Time menu command (or key command),
after making your region selection.

To insert a gap into the arrangement using the locators (the cycle length)
Set the left and right locator positions by doing one of the following:

+ Drag from left to right across the relevant portion of the Bar ruler.

+ Set the values in the Transport bar’s Locator fields.

Select the regions you want to move by the cycle length. If no selection is made (or if
you use the Insert Silence button in a customized Arrange toolbar), all regions that fall
between the locators are affected.

Choose Region > Cut/Insert Time > Insert Silence Between Locators (or use the
corresponding key command).

+ For selected regions that are longer than the cycle length: This action cuts them at the
left locator position, and moves the second region (newly created from the cut) to the
right of the right locator position, creating a gap between the regions.

+ For selected regions that fall wholly within the locators: Regions which began at the
left locator position now begin at the right locator position.

+ For a combination of partially and wholly selected regions that fall within the
locators: The encompassed section is cut, and moved to the right locator position.

You can also remove empty space between selected regions, creating seamless joins
between them.
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To remove gaps between regions
1 Select the regions.

(Live Drums

Kick Snare

Hi Hat
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2 Do one of the following:

+ Choose Region > Shuffle Regions Left within Selection (or use the corresponding key
command).

The first selected region on each track remains unchanged. All subsequently selected
regions move to the left, until they meet the first region, as the following shows.
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+ Choose Region > Shuffle Regions Right within Selection (or use the corresponding key
command).
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The first selected region on each track moves to the right, until it meets the next selected
region, as the following shows.

Chapter 13 Creating Your Arrangement 391



392

To remove a section of your arrangement using the locators
Set the locators to span the section you want to remove (bars 5 to 8, for example).

Do one of the following:

+ To cut all regions that fall between the locators: Click the Cut Section button in the
Arrange toolbar, or use the Region > Cut/Insert Time > Snip: Cut Section Between
Locators (or use the corresponding key command).

+ To cut selected regions that fall between the locators: Choose Region > Cut/Insert
Time > Snip: Cut Section Between Locators (or use the corresponding key command).
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Any regions that span the cycle area (for example, a 16-bar long region that starts at bar
1 and ends at the start of bar 17) are cut.

The section between the locators (bars 5 to 8) is deleted from all selected regions. (In
fact, it is copied to the Clipboard and removed from the arrangement.)

All regions to the right of the right locator are moved to the left by the length of the cycle
(4 bars). This includes newly created regions that result from the operation.

In the case of the 16-bar region example, from above, it is cut into two regions:

+ One spans bars 1 to 4.

+ The other is now an 8-bar long region that is placed from bar 5 to the start of bar 13.

Tip: The Snip command is ideal for situations in which you want to remove an entire
section of your arrangement, such as a chorus.

To insert a cut section into your arrangement
Set the locators to span the section you want to remove (bars 5 to 8, for example).
Do one of the following:

+ To cut all regions that fall between the locators: Click the Cut Section button in the
Arrange toolbar, or use the Region > Cut/Insert Time > Snip: Cut Section Between
Locators (or use the corresponding key command).
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+ To cut selected regions that fall between the locators: Choose Region > Cut/Insert
Time > Snip: Cut Section Between Locators (or use the corresponding key command).

Set the playhead to the position where you want to insert the cut section.

4 Either click the Insert Section button in the Arrange toolbar (to affect all tracks, regardless
of selection), or choose Region > Cut/Insert Time > Splice: Insert Snipped Section at
Playhead.

All selected regions are cut at the left locator, and a passage of one cycle length is inserted.
Regions currently in the Clipboard are then pasted at the playhead position.

Tip: The Splice command is perfect when you want to insert a part (a chorus, for example)
at another point in your arrangement. To ensure all tracks are shifted, including tempo,
time signature changes, and markers, make sure you select everything beforehand (using
Command-A or Shift-).

To repeat a section of your arrangement using the locators
1 Set the locators to span the section you want to repeat (bars 5 to 8, for example).

2 Select the regions that you want to repeat. If no selection is made (or if you use the Repeat
Section button in the Arrange toolbar), all regions that fall between the locators are
affected.
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3 Choose Region > Cut/Insert Time > Snip: Repeat Section Between Locators (or use the
corresponding key command).
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The portions of all regions that are wholly, or partially, encompassed by the locators are
copied and pasted to the right locator position.
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Creating Region Aliases

An alias in Logic Pro is like an alias in the Finder. It looks like a region, but contains no
actual data. It is just a reference to the data of the original region—a virtual reflection of
the original.

Understanding the Parent-Alias Region Relationship
If the data in the original region is altered, all aliases of the region are affected immediately.
Aliases are useful in the following situations:

« If ariff or phrase reoccurs throughout an arrangement, it's quicker to use aliases, rather
than creating copies of the original region.

+ If a part is not quite right, you only need to alter the original, and the correction takes
effect automatically throughout the whole arrangement.

If, however, you want to alter a detail at one point in the arrangement (a pitch-shifted
verse, for example), you can turn that particular alias into an independent region (a region

copy).

Aliases do have a level of independence from their parent region:

+ Aliases have their own set of region parameters.

+ Aliases can be individually named. Alias region names are shown in italics. If you name
an alias region, its parent region name is shown below the alias name (provided that
the zoom level is adequate).

M Modual Chords
=> FM Modul Chords, Track 38, Bar 11

FM Modul Chords

Any changes made to the parent region name are reflected on all alias regions.

Note: MIDI region aliases cannot be edited. If you double-click an alias, Logic Pro assumes
that you either want to edit the original, or turn the alias into a real region. You are asked
whether you want to create and edit a real copy, or to edit the original.

Creating MIDI Region Aliases
Aliases can be created for MIDI regions and folders. The term region refers only to MIDI
regions and folders in this section.

Note: Only cloned audio regions (or independent region copies) can be created for audio
regions. (See Creating Region Clones.)
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To create an alias
Do one of the following:

Option-Shift-drag the region to the position for the alias.

Select the track you want to create the alias on, position the playhead, select the region
you want to create an alias from, then choose MIDI > Alias > Make (or use the Make Alias
key command).

The alias appears on the selected track, beginning at the current playhead position.

If several regions are selected, their relative time and track positions are retained. The
selected track is the destination track for the first region along the timeline.

You can also use the Repeat Regions command. (See Creating Multiple Copies of Regions.)

Reassigning MIDI Region Aliases

You can assign a new original region to an existing alias. This is exceptionally handy for
arranging tasks where the structure is right, but the part is wrong. You can copy a region
to the appropriate position on a new track, create an alias, mute the existing region, and
click Play, or use the far simpler method below:

To reassign an alias
Select both the alias and the intended new original region.

Choose MIDI > Alias > Re-Assign (or use the Reassign Alias key command).

Searching for Original or Alias Regions
If you forget where the original is for a certain alias, you can search for it.

To find and select the original region of an alias
Select the alias, then choose MIDI > Alias > Select Original (or use the Find Original of
Alias key command).

To find any aliases you’ve made from a region
Choose MIDI > Alias > Select All Aliases of Region (or use the corresponding key command,
default assignment: Shift-A).

All existing aliases are found, and selected.

Selecting and Deleting Orphan Aliases
If you delete a source region that one or more aliases was derived from, Logic Pro asks if
you want to convert the aliases to independent MIDI regions, or keep the aliases.

+ Click Cancel to cancel the procedure.

+ Click Convert to change all alias MIDI regions into real copies.
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+ Click Keep to delete the parent region, and retain all (orphaned) alias regions. Although
such orphan aliases serve no useful purpose, Logic Pro doesn’t automatically delete
them, as you might decide to reassign them to new originals at a later stage.

If your project file contains several unneeded aliases, you can quickly tidy up by selecting
and deleting all orphan aliases.

To select all orphan aliases
Choose MIDI > Alias > Select All Orphan Aliases (or use the corresponding key command).

To delete all orphan aliases
Choose MIDI > Alias > Delete All Orphan Aliases (or use the corresponding key command).

Converting an Alias into a Real Region

You can use MIDI > Alias > Convert to a Region Copy (or the Convert Alias to a Region
Copy key command) to make a real region from an alias; its contents are identical to those
of the original region referenced by the alias, but its playback parameters are those of
the alias. As a real region, you can freely edit it (or the original parent region, without
affecting the new real region).

Note: You can also double-click an alias to open a dialog that asks whether you want to
create and edit a real copy, or edit the original.

Creating Region Clones
You can create another version of an audio region in the Arrange area—a cloned
region—which is comparable to a MIDI region alias.

To create a cloned region
Hold Option-Shift while dragging an audio region.

Whenever you adjust the start or end point of any of these cloned regions, all other cloned
regions are adjusted in the same way.

To make several cloned regions independent of each other

Select the (cloned) regions and choose Audio > Convert Regions to New Regions (or use
the corresponding key command, default assignment: Option-Command-R) in the Arrange
area.

Cloned regions that are made independent in this way can have their start or end point
altered without affecting all other cloned regions.

To convert several selected regions into audio files
Choose Audio > Convert Regions to New Audio Files (or use the corresponding key
command, default assignment: Option-Command-F).
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2 In the dialog that appears, set the sample rate, bit depth, file format, stereo conversion,
and dither type for the destination files.
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The new audio files are created in the same folder as your original audio file. The files are
also added to the Audio Bin, and all references to these new arrange regions are changed
to correspond with the newly created files.

These newly created files can be edited independently, allowing you to reverse, time
stretch, and more, without affecting other regions based on the same original file.

Converting Regions to a New Sampler Track

You can convert one or multiple regions or tracks into one-note/one-sample zones of a
new EXS instrument. This EXS instrument is set up on a new software instrument track,
which contains trigger notes to play the zones at their original positions.

To convert a region, or regions, to a new sampler track
1 Select one or more audio regions in the Arrange area.

2 Choose Audio > Convert Regions to New Sampler Track (or use the corresponding key
command).
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The dialog that appears looks something like the following:

¥ Seventh Demo Twenty-3 ARR - Arrange

3 Choose whether you want to create zones from regions or transient markers:
+ Regions: Converts the entire selected region, or regions, into an EXS zone.

« Transient Markers: Converts only those sections between transient markers into an EXS
zone.

Note: If you create zones from transient markers, a transient detection process is
performed on the audio region(s), if not previously done.

4 Enter the EXS instrument name in the text input field. The default is the name of the first
region selected.

5 Choose settings from the Trigger Note Range pop-up menus—the lowest and highest
note for the one-note zones created in the new sampler instrument.

6 Click OK to perform the conversion.

A new software instrument track is created, below the selected track, on which the EXS24
is inserted. MIDI regions with ascending trigger notes are created on this track. The new
track and regions are selected, while the processed regions are muted and deselected.

-

_ﬁ@lmgiﬂtv Track * Region » MIDI v Awdic

Global Tracks

Marker 9

4 “-'." Live Loop

Live Drums
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Note: The EXS instrument is saved to the project folder, independent of the File > Project
Settings > Assets > “Copy EXS instruments to project folder” setting. The EXS samples,
however, are only saved to the project folder if the File > Project Settings > Assets >
“Copy EXS samples to project folder” setting is turned on.

Creating Multiple Copies of Regions
You can make multiple copies of both audio and MIDI regions using the Repeat Regions
command.

To make multiple copies of a region
Select the region you want to make multiple copies of.

Choose Region > Repeat Regions in the Arrange area’s local menu bar (or use the Repeat
Regions/Events key command, default assignment: Command-R).

Set the following parameters in the Repeat Regions/Events window:

Repeat Regions/Events

Mumber of Copies: I I.I
Adjustment: | Auto £
As: @ Copies
o Aliases or Clones
Co )

+ Number of Copies pop-up menu: Choose the number of copies you want (excluding the
original).

+ Adjustment pop-up menu: Choose whether you want to position the region copy at the
end of the selected regions (Auto), or snap the region copy to the chosen grid setting
(Bar, Beat, Division, 1/96, Seconds, Frames, Quarter Frames).

+ As buttons: Select whether the repeats are copies, aliases (MIDI regions), or clones
(audio regions) of the original.

Creating Region Loops

The Loop function allows you to repeat a region automatically, without needing to copy
it. A looped region repeats until it encounters another region on the same track, or the
project ends. A loop also terminates at the end marker of a folder, if the looped region
is inside a folder. (See Working with Folders.)
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Loop repeats are displayed as extended segments of the original region, but are displayed
with less color. Each segment is the same length as the original region, and changes if
the length of the original region is changed.

Tip: If you want to create polyrhythmic structures, try experimenting with the length of
the original region.

To loop a region with the Loop parameter
1 Select the region in the Arrange area.
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2 Select (turn on) the Loop option in the Region Parameter box of the Inspector (or use the
“Loop Regions/Folders on/off” key command, default assignment: L).

The region is looped until it encounters another region on the same track (or the project
or folder ends).

To turn off the Loop parameter
= Select the Loop option in the Region Parameter box (or use the “Loop Regions/Folders
on/off” key command, default assignment: L).

To loop a region with the mouse
1 Move the pointer to the end of the region that you want to loop.

The pointer changes into a circular arrow (the loop length editing tool) when positioned
in the upper area of the region.
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2 Drag the end of the region to the right to set the length of the looped region.

PR S
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The loop repeats are shown as segments (of the same length as the original region) within
the overall looped region. The Loop parameter in the Region Parameter box is
automatically activated.

Note: Deactivating the Loop parameter resets the manually created loop length. The
next time the Loop parameter is used, the region is repeated until it encounters another
region on the same track or the end of the project (or folder) is reached.

The pointer only turns into the circular arrow (and offers the loop length editing functions),
when the track is of sufficient height. Use any of the zooming options to resize, if necessary.

If you want to select the looped region (to move it, for example), click in the lower half
of the looped area, or Shift-click in the upper loop area.

Note: Most of the other tools can also be used to set the loop length—they also take on
the circular arrow shape when held over the top-right area of regions. You should use
the Pointer tool, however, because clicking the wrong spot on a region when the Eraser
tool is selected will delete the region, rather than set the loop you intended to create.

Loop repetitions are merely pointers to the original region. They cannot be transposed
and don't have any playback parameters in the Region Parameter box, shown in the
Inspector. Only a real region (or a copy) offers playback parameters and can be transposed.
If you want to use different playback settings for each of the loop repetitions, you need
to turn them into real copies.

To convert an existing loop into a real copy
Select the original region.

Choose Region > Loops > Convert to Real Copies (or use the Convert Loops to Real Copies
key command, default assignment: Control-L).

New regions replace the loop repeat segments.

The advantage of real copies is that they can be independently resized. This may be useful
in situations when you want to resize a few loop copies among hundreds that span the
song length.

To convert a loop into aliases or clones
Select the original region.
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Choose Region > Loops > Convert to Aliases (or use the Convert Loops to Aliases key
command).

MIDI region loop repeats are converted into aliases. Audio region loop repeats are
converted into cloned audio regions.

As such, any alterations to the length of the original region affect all aliases and cloned
regions.

Dividing Regions

You can divide one or more selected regions with the Scissors tool.
To divide one or more regions

Select the regions you want to divide.

Select the Scissors tool.

Click-hold the regions you want to divide.

1 1 0 0 0
01:02:24:00.00 O01:00:01:21.12

The help tag shows the current divide position.
Release the mouse button.
All selected regions are cut at the position shown in the help tag.

When selecting a cut point with the Scissors tool, you can move backward and forward
in steps of one division. The grid is based on the Snap pop-up menu setting.

To make finer resolution divisions (overriding the current Snap value)
Do one of the following:

Hold down the Control key after you select the region with the Scissors tool to divide in
the division value (1/16th, 1/32nd, and so on, as shown in the Transport bar).

Hold Control-Shift to divide regions with even more precision (ticks or samples).

The newly created segments of an audio region are named after the original, with a
sequential number appended to the end of the name.

Divided MIDI regions are named after the original, with no sequential numbering. Each
MIDI region resulting from the division is independent and contains data.
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To divide a region into several portions with the same length
= Hold down the Option key while cutting a region with the Scissors tool.

A plus symbol appears next to the Scissors tool, and the help tag shows Divide Multiple.

[:I‘T:_“iiﬂ Drums.5 @D | Main Drums.7 G0 ('Main Drums.9 @

For example, to divide a 16-bar region into eight 2-bar regions, cut the region at the start
of bar 3, while holding down the Option key.

To divide regions at the locator positions
1 Set the left and right locator positions where you want them.

2 Select the regions you want to divide within the locator boundaries.

© v Region v MIDI v Audic v View | Snap: | Smart : | Drag: | Overlap

horus Interlude

(Main Drums @ [

3 Choose Region > Split > Split Regions by Locators (or use the Split Regions/Events by
Locators or Marquee Selection key command).

« v Region ¥ MIDI v Audic v View v| Snap: | Smart i | Drag: [ Overlap

Verse 3 Interlude

| Main Drums.5 0
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All selected regions located wholly, or partly, between the locators are cut at the left and
right locator positions. All regions created between the locator positions as a result of
the Split operation are then automatically selected.

Tip: You can achieve the same effect by defining a cycle with the mouse in the Bar ruler,
while holding down the Command key.

To divide regions at the playhead position
Select the regions you want to divide.

Choose Region > Split > Split Regions by Playhead (or use the Split Regions/Events by
Playhead Position key command).

All selected regions are split exactly at the playhead location.

Tip: To cut at the nearest bar, use the Split Regions/Events by Rounded Playhead Position
key command.

Handling Overlapping Notes in Divided MIDI Regions
If any notes in a divided MIDI region overlap other notes by more than a 1/16 note, you
are asked if you want to keep, shorten, or split the notes.

+ Click Keep to leave all notes unaltered. The MIDI region is cut as expected, but you can
end up with notes in the left half (earlier region) that are much longer than the MIDI
region containing them. Such notes play normally, unless Clip Length is activated. (See
Adjusting the Start or End Point of MIDI Regions.)

+ Click Shorten to truncate all overlapping notes, so that they end at the point where
the original MIDI region was divided.

+ Click Split to divide overlapping notes across the two MIDI regions; two notes are
created, with the same pitch and velocity as the original, and with the same total length
as the original note.

Important: The Audio > Snap Edits to Zero Crossings setting in the Arrange area’s local
menu bar has no effect when dividing audio regions, using any of the methods outlined
above. Audio > Snap Edits to Zero Crossings, when activated, only applies to alterations
of the start or end point of a region, not divide operations. If you want to automatically
divide an audio file into multiple regions, use the Strip Silence function.

Dividing Audio Regions with Strip Silence

The Audio > Strip Silence function in the Arrange area’s local menu bar opens a window
which allows you to slice an audio recording into different audio regions. This division is
based on analysis of amplitude levels within the audio file. A detailed description of this
function can be found in Removing Silent Passages from Audio Regions.
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Demixing MIDI Regions
You can split MIDI regions (or Standard MIDI File Formats 1 or 0) by event channels or
note pitches.

To split MIDI regions by event channels
Select the MIDI regions you want to split.
Do one of the following:

+ Choose MIDI > Separate MIDI Events > by Event Channel (or use the Separate MIDI
Region by MIDI Channel key command).

+ Control-click (or right-click) the MIDI region, then choose MIDI > Separate by MIDI
Channel from the shortcut menu.

Logic Pro searches the selected MIDI regions for events with different MIDI channels.

+ A separate MIDI region, containing all matching events, is created for every MIDI channel
that is found.

+ Each of these regions is created on a track with an instrument channel that matches
the MIDI channel.

+ If no such tracks exist, new tracks are created for each channel.
To split MIDI regions by note pitches

Select the MIDI regions you want to split.

Do one of the following:

+ Choose MIDI > Separate MIDI Events > by Note Pitch (or use the Separate MIDI Region
by Note Pitch key command).

+ Control-click (or right-click) the MIDI region, then choose MIDI > Separate by Note Pitch
from the shortcut menu.

Logic Pro searches the selected MIDI regions for notes with different note numbers.
+ A different MIDI region of the same length is created for every note number found.
« Tracks are created for these MIDI regions, and all are assigned to the same channel

strip as the original MIDI region.

This feature is especially useful for separating drum parts that have been recorded into

Logic Pro from a drum machine where all notes are on the same MIDI channel. Each note
region can then be assigned to another channel strip, or perhaps some can be deleted,
to thin out the original drum pattern.
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Merging Regions (General Tools and Commands)
You can merge two or more selected regions (of the same type—audio or MIDI) into a
single region, making region handling easier, or as a creative option.

To merge two or more regions with the Glue tool
Select the Glue tool.

—

Glue tool

Click the regions that you want to merge. (If necessary, use the Shift key during selection.)

Deep Bass

To merge two or more regions with the Merge Regions command
Select the regions you want to merge with the Pointer tool.

Choose Region > Merge > Regions (or use the Merge Regions/Notes key command).
This action merges all selected regions, even those on different tracks, into a single region.

To create several merge files, each on their own track
Select the regions that you want to merge on each track with the Pointer tool.

Shift-clicking, dragging to select, or Command-A may be useful for this step.
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2 Choose Region > Merge > Regions per Tracks (or use the “Merge Regions per Tracks” key

command).

The selected regions are combined into one region per track. For example, if tracks 1 to
4 have regions that you want to merge, you can make your region selections in each
track lane, press Shift-J, and four merged regions are created—one for each track.

Merging MIDI Regions

When you merge MIDI regions:
+ All events from each individual MIDI region retain their original time positions.

+ The new (merged) MIDI region adopts the name and track of the first (along the timeline)
of the original MIDI regions.

+ The Transposition, Velocity, and Dynamics region parameters—if not identical in all
selected regions—are normalized before the merge. This means that all parameter
values are written as data changes for each region before the merge. The parameters
of the newly created (merged) MIDI region are all set to neutral (default) values.

+ If one of the region parameters (the Transposition value, for example) is set identically
in all selected regions, that value is preserved in the Region Parameter box for the
merged region, and the events remain unchanged from their original values.

Note: Be aware that the individual MIDI channels of events (if applicable) are replaced
by the MIDI channel of the current track Instrument channel strip.

Merging Audio Regions
Merging audio regions is a nondestructive operation because Logic Pro always creates a
new file for the merged audio material (sometimes called a mixdown).

This new audio file is stored (in the project folder) on your hard disk and is automatically
added to the Audio Bin. The merged region replaces the original regions.
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No Mixdown Situation

If there are several regions (mono or stereo) in a row on the same track that have been
cut out of one region with the Scissors tool, no mixdown happens. In this situation, a
single region is created over the entire area. This delivers the desired result, without using
any additional disk space.

Note: Logic Pro can recognize associated regions, even if there are gaps between them.
The determining factor is that the relative position of the regions in the Arrange area
corresponds to the relative position of the regions in the underlying audio file.

No mixdown occurs when you try to mix two regions on tracks that are panned to opposite
sides, as the two resulting mixdown files would be identical to the original audio files (in
the areas used for the regions).

Genuine Mixdown with Clipscan

If you combine audio data (in regions) from two or more tracks, the current pan and
volume values for the individual tracks will define the pan and volume settings in the
new audio file.

If you want to combine both sides of a stereo audio file (@ mono channel on each of two
tracks), first set the pan controls of the component mono sides to hard left and hard right,
respectively.

Following the digital clipping scan (Clipscan) and completion of the mixdown, Logic Pro
replaces the previously selected regions with one region that contains the entire
mixed-down audio file.

You can use the Edit > Undo function (Command-Z) to restore the original audio regions,
if you change your mind about the mixdown. If you do so, you are asked if you want to
keep, or delete, the newly created mixed audio file. If you keep it, it remains in the Audio
Bin, and can be further used and processed.

During a mixdown, the 32-Bit resolution Clipscan function ensures that the highest
possible level is maintained, without clipping.

Mixdown of Audio Regions on a Track

If several overlapping audio regions are selected on a single track, no mixdown occurs.
You are asked to create a new audio file, which is named after the first region on the
track. The selected regions are then mixed together, with no changes to volume, and
without clip scanning.

If there are empty sections between two regions, these are added into the new audio file
as silent passages.

Audio Crossfades in Digital Mixdown
The Digital Mixdown supports crossfades between selected regions.
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The Crossfade parameters are defined in the General Audio preferences pane, which can
be opened either by choosing Logic Pro > Preferences > Audio > General (or use the
Audio Crossfade Options for Merge key command).

Crossfades for Merge and Take Comping

1 [ 1 1 [ [

Crossfade Time: r—g » (v 20 4)ms
1 1 1 1 1 [

Crossfade Curve: g 3y [» O 4]

There are two faders:

* Crossfade Time [ms]: This is the length of the entire crossfade. To turn off the crossfade,
set this value to zero.

+ Crossfade Curve: To obtain a linear crossfade, set this value to zero. Other values (positive
or negative), produce various exponential fades. The fade-outs and fade-ins are always
symmetrical, to avoid deviations in level. The preset values are Time = 0 ms, Curve =0
(linear).

Working with Folders

A folder is a region that can contain other regions, much like a folder in the Finder can
contain other folders or files. In principle, you can edit folders as you would edit MIDI
regions.

One way to visualize a folder is as an arrangement within an arrangement. A folder can
contain as many tracks, featuring regions, as required. A closed folder looks like a MIDI
region, but is placed on a track assigned to a folder in the track list, rather than a channel
strip.

ferse 1 Bridgy Choru) Vers|Chorus | Verse Interlude | | | Marker 10

= Drums&Percussion

Chapter 13 Creating Your Arrangement



When opened, folders look just like the Arrange area and track list in a project.
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All regions in the folder are routed to, and played by, the channel strips set in the folder’s
track list, just as they would at the top level of the Arrange window.

Note: If you drag a folder to a track that is set to an instrument channel strip, its entire
contents (all MIDI regions within the folder) are played by that instrument. This usually
only makes sense if the folder contains tracks for a given instrument or instrument type,
such as a drum kit or generic string sound. This technique provides a quick way of listening
to a string arrangement, if some of the intended sound sources are unavailable, for
example.

For example, a brass section folder could contain trumpet, saxophone, and trombone
tracks, or perhaps 14 tracks of drum instruments, which you may want to treat as a single
drum pattern region.

In the same way, your entire project, including all tracks and regions, could itself be a
folder, appearing as a gray beam in an arrangement. In this way, you could arrange several
projects for a concert.

This is not all that folders can do. You can use folders to represent song choruses and
verses, for example. As in the Finder, you can place as many folders as you like within
other folders, and within yet more folders (for the instrument groups within the different
parts of the song, as an example), with no limit to the number of levels you can create.

Another possible use might be to store different arrangements of a project in different
folders, allowing you to switch between them rapidly.

Packing and Unpacking Folders
You can pack selected regions into a folder, or create an empty folder and add regions
toit.

To pack selected regions into a folder
Select the regions.

Choose Region > Folder > Pack Folder (or use the corresponding key command, default
assignment: Shift-Command-F).

If all selected regions are located on different tracks, a new folder track is created.
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If all selected regions are located on the same track, the folder is created on that very
track, and not on a separate folder track.

Note: When moving a folder with just one content track between tracks of matching
type, the content always plays back via the channel strip of the hosting track.

If no region is selected, Logic Pro creates an empty folder. It contains no regions—just
tracks assigned to all channel strips from the current level.

To unpack a folder

Select the folder.

Choose one of the following commands:

+ Choose Region > Folder > Unpack Folder.

The Arrange window updates to display the contents (the tracks and regions) of the
folder.

+ Choose Region > Folder > Unpack Folders (Create New Tracks), or use the “Unpack
Folder to New Tracks” key command, default assignment: Command-U.

Logic Pro creates new tracks on the same level that the folder was located on (below
the former folder track).

+ Choose Region > Folder > Unpack Folders (Use Existing Tracks), or use the “Unpack
Folder to Existing Tracks” key command.

The regions contained within the folder are placed on tracks assigned to appropriate
channel strips.

Entering and Exiting Folders

Once you have packed a folder, you will generally enter and exit it to alter data, as your
arrangement grows. You can easily differentiate when you are inside or outside of the
folder display in the Arrange window:

+ When at the top Arrange level (outside the folder), the folder itself is visible on a track,
the Arrange window title bar shows the project name, and the Hierarchy button is
dimmed.

+ When inside a folder, the folder track can’t be seen, the Arrange title bar shows the
project name followed by the folder name (Untitled: Chorus Folder, for example), and
the Hierarchy button is available.

To enter a folder
Do one of the following:
Double-click the folder region.

Select the folder you want to enter, then use the Go Into Folder or Region key command.
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You should ensure that the folder is selected before using the command. If a MIDI region
is selected, the Event List editor (showing the MIDI region content) is opened.

Double-clicking a folder track name in the track list opens the Mixer.

To exit a folder
Do one of the following:

Double-click the (folder) Arrange area background (or use the Go Out of Folder or Region
key command).

Click the Hierarchy button at the left end of the Arrange area’s local menu bar. The help
tag shows Leave Folder.

You move one level up the display hierarchy, and the contents of the Arrange window
(showing the closed folder) are visible.

Adding and Removing Regions from Folders

You can easily add regions to, or remove regions from, an existing folder. This is fairly
commonplace as you will often experiment with your arrangement, and find that you
need to add or remove parts.

To move regions into a folder
At the top level of the Arrange hierarchy (outside the folder) drag the regions onto the
folder, at the desired position.

|+ |[@] [ # | [0 [Edit | Track v| Region v| MIDI v Audio ~| View v| Snap: [ Smart +| Drag: [ Over
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If the folder does not already contain a track that uses the same channel as the source
region, Logic Pro creates one. If it does, this channel is used. When you enter the folder,
you see the dragged regions at the drop position.

D{( D[ Deep|Deeg | D{(D]( Dee | Deep Bass Deep|(Deep Bass
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To drag individual regions out of folders
Open a second Arrange window by choosing Window > Arrange in the main menu bar
(or using the Open Arrange Window key command, default assignment: Command-1).
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Enter the folder that you want to remove the region from in one of the two Arrange areas.

Drag the region from the folder into the other Arrange area.

You can also cut a region from a folder, using the Edit > Cut command. This transfers the
region to the Clipboard. You can then copy the region to the desired Arrange area position
using the Edit > Paste command.

Creating an Alias Folder

You can create a copy of a folder that contains aliases and clones of the regions in the
original folder. The advantage is that, within this folder, you can (for example) mute
regions, and alter program, instrument, or playback parameters. This provides you with
an alternate mix folder—don't forget that folders can be muted and soloed, like other
regions—allowing you to quickly switch between different arrangement versions.

To create an alias folder
Select a folder.
Choose MIDI > Alias > Make but Copy Folder.

Creating Crossfades and Fades on Audio Regions

You will often create fade ins or fade outs on audio regions, including Apple Loops audio
files, or use crossfades to smoothly segue between two adjacent (or overlapping) audio
regions on a track.

The latter type of fade, the crossfade, can be performed automatically on overlapping
audio regions using Logic Pro.

To enable automatic crossfades
Choose the X-Fade setting from the Drag pop-up menu. (See )

You can also create crossfades manually—as well as fade ins and fade outs—using the
Fade tool, the Fade parameters in the Inspector’s Region Parameter box, or the shortcut
menu of an existing fade area.

Tip: You should make use of both methods, as each has advantages. When combined,
the process of creating and editing fades is quicker and easier.

You can simultaneously adjust the fade parameters for all selected audio regions.

Note: These fade parameters are nondestructive (they don't change the original audio
file), as opposed to the fade functions available in the Sample Editor.
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Creating Fades

A fade in starts at the beginning of an audio region, and a fade out occurs at the end of
the region. Fades are only visible if you are sufficiently zoomed in to see the waveform
in the audio region. You can either use the Fade tool or the parameters in the Inspector’s
Region Parameter box to create fades.

To create a fade in or fade out with the Fade tool
1 Select the Fade tool.

= |

Fade tool

2 Do one of the following:

+ Drag over the start or end point of an audio region.

[Vocals 1 @ (Vocals L

This creates a fade in or fade out. The length of the fade drag area determines the
length of the fade, so a longer drag area results in a longer fade time, and a shorter
drag area, a quick fade.

+ Drag over the end point of one audio region and the start point of the following region.

This works, even if the two sections don't directly adjoin each other.

To create a fade in or fade out using the Inspector’s Region Parameter box
1 Select one or more regions.
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2 Set the value for the Fade In or Fade Out setting in the Region Parameter box. Use the
mouse as a slider, or double-click and type in the value.

R + [@ ][ # ][] [Edit | Track v Region v MIDI v Audic

» Global Track
Loop: || one Treeks Marker 9

Delay:
Cain:
Fadeln £: :m% (Vocals 5 @
Curve:
Fade *: Qur
Curve:

ELd

RingShifted...

As you do so, a fade is created at the beginning or end of the selected regions.

Note: The fade value determines the length of the fade, so a higher value results in a
longer fade time, and a lower value, a shorter fade.

Editing and Deleting Fades
You can change an existing fade, the fade curve shape, the fade type, and the fade
playback speed. You can also delete fades.

Changing an Existing Fade
You can change an existing fade with the Fade tool, or by modifying the parameters in
the Inspector’s Region Parameter box.

To change an existing fade
Do one of the following:

= Drag over the start or end point of a fade with the Fade tool.

Viocals 5
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= Select a region, then edit the Fade In or Fade Out value in the Region Parameter box.

¥ Vocals 5

Gain:
Fade In %: 2500
Curve: @
Fade 5: Out %
Curve:

+ [ [ #|[@] [Edit v Track v Region = MIDI v Audic

o

» Global Track +
ohal Tracks Marker 9

Vocals 5 @

RingShifted...

When you change an existing fade, the curve shape of the previous fade is retained.

Changing the Fade Curve Shape
You can change the fade curve shape with the Fade tool, or by modifying the parameters
in the Inspector’s Region Parameter box.

To adjust the fade curve shape

Do one of the following:

Drag the curve line with the Fade tool.

Select a region, then edit the Curve value in the Region Parameter box.

In the example below, a positive curve is shown for both the fade in and fade out.

Viocals 1 00

In the example below, a negative curve is shown for the fade in, and a linear fade (no
curve) is shown for the fade out.

Vocals 1 @
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Changing the Fade Type
You can choose between four different fade types, in the Inspector’s Region Parameter
box or in the Arrange area:

+ Out (Fade Out): Creates a standard fade out whenever the Fade tool or Fade parameter
is used.

+ X (Crossfade): Crossfades the selected region with the following region when you use
the Fade tool or Fade parameter.

* EgP (Equal Power Crossfade): Results in an Equal Power crossfade. This minimizes volume
dips between audio regions, resulting in a more even crossfade between regions that
may be slightly different in level.

« XS (S-Curved Crossfade): Delivers an S-curved crossfade. The fade curve, as the name
suggests, is S shaped.

To change the fade type
Do one of the following:

= Open the Fade Type pop-up menu in the Region Parameter box, then choose a fade type.

= Control-click (or right-click) the fade or crossfade, then choose a fade type from the

shortcut menu.

Note: The latter three options can only be applied to two consecutive regions. Also note
that the Fade In (and corresponding Curve) parameters are made redundant when any
of the X, EqP, or X S options is chosen.

Changing the Fade Playback Speed

Logic Pro offers Speed Up and Slow Down parameters in the Inspector’s Region Parameter
box or in the shortcut menu of an existing fade area, allowing you to speed up or slow
down the playback speed of fades. In the Region Parameter box, the Speed Up and Slow
Down parameters share pop-up menus with the Fade In and Fade parameters.

| ¥ Vocals 5 ¥ Vocals 5

Lougl_l

L1

Delay:
Gain:
Fade In 5: 2875

Curve:

4k

¥ Fade

Chapter 13 Creating Your Arrangement



To change the playback speed
Do one of the following:

Choose the Speed Up parameter, and modify the value accordingly.
Choose the Slow Down parameter, and modify the value accordingly.
Deleting a Fade

You can delete a fade with the Fade tool, or by modifying the parameters in the Inspector’s
Region Parameter box.

To delete a fade

Do one of the following:

Control-click an existing fade area, then choose Remove Fade from the shortcut menu.
Option-click an existing fade area with the Fade tool.

Set the Fade In or Fade Out parameter in the Region Parameter box to 0.

Deleting Fade Files

Use of the Options > Audio > Delete All Fade Files command deletes the fade file. No
information will be lost by doing this, because Logic Pro automatically creates a new fade
file the next time playback is started, based on the fade parameters of each audio region.

Fading Apple Loops
You can apply fades to Apple Loops audio files. Fade parameters are displayed in the
Region Parameter box when an Apple Loops audio file is selected.

Setting Region Parameters
The parameters displayed in the Inspector’s Region Parameter box depend on the region
type selected in the Arrange area. Some parameters are:

+ Available for audio and MIDI regions
+ Only available for audio regions
+ Only available for MIDI regions

Note: The MIDI region parameters also apply to folders, and globally affect all MIDI regions
within them.

Common Audio and MIDI Region Parameters
The following common parameters are available when either audio or MIDI regions are
selected.

*+ Quantize: All note events contained in the MIDI region are time-corrected to the
(quantize) grid format chosen in the menu. Full details on all quantization functions
available in Logic Pro are found in Quantizing Audio and MIDI.
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+ Q-Swing: This percentage value alters the position of every second point in the current
quantization grid. Values over 50% delay the beats. Values under 50% pre-delay them.
The most practical settings fall between 50% and 75%, imparting a swing feel to strictly
quantized (or tightly played) audio or MIDI regions.

+ Loop: The playback of all region types can be continuously repeated by selecting the
Loop checkbox, or through use of the Loop tool. (See )

+ Delay: The playback of all region types can be delayed or advanced (this can be a
positive or negative value) by ticks, or a musical format variable; for example, 1/96,
1/16, 1/192, and so on. (For more information, see

)

« Advanced Quantization: Q-Strength: This percentage value determines how far a note
is shifted toward the nearest grid position. 100% results in full quantization; 0% leaves
the note at its recorded position.

+ Advanced Quantization: Q-Range: Q-Range is a very musical quantization strategy that
requires a certain amount of technical musical prowess. It is ideal for recordings that
already have the right groove, but are too hurried or laid-back in places. It allows you
to retain the original feel, but positions the rhythmic center precisely in the groove. A
value of 0 means that every note is quantized. If you enter negative Q-Range values,
only notes that fall outside the set range are moved to ideal quantization grid positions,
while notes closer to an ideal position remain unquantized. This moves the most poorly
played notes (those outside the range) to perfect timing positions on the quantization
grid, or at least towards these positions, depending on the Q-Strength setting.

MIDI Thru: MIDI Region Defaults

If no region is selected, the upper line of the Region Parameter box displays MIDI Thru.
Any live MIDI input (in Stop mode, as well as during recording or playback) is played with
the settings chosen here. When you record a new MIDI region, the settings in the MIDI
Thru Parameter box are carried across to the new MIDI region’s Parameter box. The MIDI
Thru Parameter box can be viewed as an adjustable default Parameter box.

The MIDI Thru parameters can be adjusted when no regions are selected. Click the Arrange
window background to deselect all regions.

Note: The Set Track and MIDI Thru Parameters by Region/Folder key command allows
you to set the MIDI Thru parameters to match those of a selected MIDI region. This action
also selects the region’s track.
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Editing Several Regions Simultaneously

If several regions are selected, the number of selected regions is displayed, in place of a
region name. If you alter any region parameter, all selected regions are affected. If a given
parameter is set differently in the individual regions, an asterisk (*) appears in the
parameter field. You can alter this parameter for all selected regions, and the value
differential will be retained (relative alteration). If you want to set all selected regions to
the same value, hold down Option-Shift while changing the value (absolute alteration).

Audio Region Parameters
Audio region parameters vary, depending on the type of audio region selected: basically,
this is broken down into standard audio regions and Apple Loops.

The Fade and Gain parameters are only available when standard audio regions are selected.

* Gain: This parameter adjusts the volume of individual audio regions by the chosen
amount.

* Fade In/Speed Up: This parameter allows you to switch between Fade In and Speed Up
parameters, where you apply fade values for volume and playback, respectively.

+ Curve: This parameters adjusts the fade-in curve shape.

+ Fade/Slow Down: This parameter allows you to switch between Fade Out and Slow
Down parameters, where you apply fade values for volume and playback, respectively.

+ Curve: This parameters adjusts the fade-out curve shape.

When Apple Loops (either green or blue) are added to audio tracks, the Transposition
and Follow Tempo parameters are shown.

« Transposition: This parameter adjusts the pitch of the Apple Loops audio region up or
down by the chosen amount.

* Follow Tempo: This parameter (on by default) allows Apple Loops to follow the project
tempo.

MIDI Region Parameters
If you select a MIDI region (on a software or external MIDI track), the Region Parameter
box displays the following MIDI region-specific parameters.

These parameters are also shown when a green Software Instrument Apple Loops file is
added to a track routed to an instrument channel. (The Apple Loops instrument is loaded
into the Instrument slot of the channel strip.)

« Transposition: All note events contained in the MIDI region are transposed up or down
by the selected amount during playback. Even complete folders can be instantly
transposed in this way. If several individual MIDI regions within the folder have already
been transposed, the relative differences between them are retained.
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If you want to transpose by octaves, click the arrows to the right of the Transposition
parameter. A pop-up menu opens that allows direct octave transpositions.

To guard against drum notes and so on being transposed, an instrument channel’s
Parameter box contains a No Transpose checkbox. If you select this option, the Transpose
parameter is ignored in all MIDI regions played by this instrument channel strip
(including green Apple Loops added to tracks routed to instrument channels).

Velocity: All notes in the relevant MIDI region are offset by the selected value. Positive
values add to the originally recorded velocity, and negative ones subtract from it,
although naturally it is impossible to go outside the limits defined by the MIDI Standard
(0-127). If you select a velocity offset that exceeds the maximum or minimum possible
value for a particular note, that note will play at the extreme possible range. For example,
a setting of +20 will cause a note with a velocity of 120 to play at 127.

Dynamics: This parameter also affects the velocity values of notes, but instead of adding
or subtracting a fixed amount, the differences between soft and loud notes (the
dynamics) are increased or decreased. This works in a similar way to a compressor or
expander. Values above 100% expand the dynamics, thereby increasing the difference
between loud and soft, while values below 100% compress the dynamics, reducing
the differences between loud and soft.

The Fixed setting causes all notes to be transmitted at a velocity value of 64. When
used in conjunction with the Velocity parameter (see above), it is possible to set any
fixed velocity value.

Gate Time: The term gate time stems from the technology used in analog synthesizers,
and refers to the time between pressing and releasing a key. This parameter affects
the absolute note duration or length. This should not be confused with the musical
note value, which normally refers to the amount of time until the next note. The practical
effect is to make the notes in the region more staccato or legato. The parameter range
is related to the original note lengths. Fix produces extreme staccato. Values below
100% shorten the note lengths. Values above 100% lengthen the notes. The “legato”
setting produces a completely legato effect for all notes, no matter what their original
lengths, eliminating all space between notes in the affected region. If this is used on a
folder, all notes in all MIDI regions in the folder are affected.

Clip Length: The point of this function is to allow you to alter the length of the last
notes in a region directly from the Arrange area, by adjusting the length of the MIDI
region. When turned on, any notes sounding when the region ends are abruptly cut
off. When turned off, notes are played to their normal end point, regardless of where
the region ends.

Score: The point of this function is mainly to prevent the score display of particular
regions—namely those that only contain MIDI events that can't be displayed in the
score, such as controller or SysEx data. When turned off, the MIDI region is not displayed
in the score at all.
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+ Advanced Quantization: Q-Flam: Notes with the same time position (chords) are spread
out by this parameter. Positive values produce an ascending (upward) arpeggio; negative
values a descending (downward) arpeggio. The position of the first note (either the
bottom or top note, assuming all notes start at the same position) in the arpeggio is
unaltered.

+ Advanced Quantization: Q-Velocity: This parameter (expressed as a percentage)
determines the amount that the velocity values of quantized notes are affected by the
velocity values of a template MIDI region. At a value of 0%, the notes retain their original
velocity. At 100%, they adopt the velocity values of the template. Negative values alter
the velocity, making the deviation from the template even greater.

+ Advanced Quantization: Q-Length: This parameter (also expressed as a percentage
value) determines how the lengths of quantized notes are affected by the equivalent
note lengths (notes at the same position) of a template MIDI region. A value of 0% has
no effect, while at 100%, the notes adopt the exact note lengths of the template region.
Negative values alter note lengths further, resulting in a more significant deviation
from the template.

Fixing MIDI Region Parameters
You can normalize the MIDI region parameter settings of all selected MIDI regions and
folders with the MIDI > Region Parameters > Normalize Region Parameters command.

This means that all settings are actually written as data, and playback parameters revert
to normal values. The audible result remains the same. The Loop parameter and extended
MIDI region parameters are not affected. Use of this function is effectively like saying
“make these MIDI region/instrument parameter values permanent.” In most circumstances,
it is better not to do this, as leaving the original data untouched provides more flexibility.
This includes unlimited opportunities to change your mind about MIDI region edits.

Normalize and MIDI Channels

Like the Merge function and the Glue tool, the Normalize function is intelligent in the
way it handles stored MIDI channel numbers. If all stored events have the same MIDI
channel number, the channel is changed to that of the instrument assigned to the current
track. If the events are on different channels, Logic Pro asks whether or not you want to
convert the event channels.

The following Normalize options are also available in the MIDI > Region Parameters menu:
+ Normalize without Channel: Leaves the stored channel number untouched.
+ Normalize without Channel & Delay: Leaves the stored channel number and Delay

parameters untouched.

If the playback instrument has a channel setting of All, or you're dealing with a completely
different type of Environment object (a channel splitter used as A-Playback, for example),
the stored MIDI channel numbers are also unaffected by the usual Normalize function.
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Note: If you're editing MIDI regions that appear as notation on a polyphonic staff style,
it is recommended to use the Normalize without Channel function, as the event channel
is used to assign notes to individual polyphonic voices in the Score Editor.
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Recording in Logic Pro 14

This chapter covers all aspects of audio and MIDI recording in Logic Pro. You'll learn how
to make use of several workflow features—including take recording, multitrack recording,
and replace recording. You'll also learn about Logic Pro’s MIDI step input features, which
allow you to insert MIDI notes when not in a real-time recording mode.

This chapter covers the following:

+ Checking Hardware Connections and Settings for Recording (p. 426)

+ Setting the Project Sample Rate (p. 426)

+ Setting the Project Bit Depth (p. 427)

+ Setting Up the Metronome for Recording (p. 429)

+ Enabling Software Monitoring for Recording (p. 431)

+ Setting the Monitoring Level for Recording (p. 433)

» Defining the Recording Folder (p. 433)

+ Naming Audio Recordings (p. 434)

+ Choosing the Recording File Type (p. 434)

+ Setting the Recording Format (p. 436)

* Record-Enabling Tracks (p. 437)

+ Getting to Know Audio Recording (p. 438)

+ Audio Take Recording (p. 439)

+ Audio Multitrack Recording (p. 445)

+ Audio Punch Recording (p. 445)

+ Audio Replace Recording (p. 448)

+ Deleting Audio Recordings (p. 449)

+ Getting to Know MIDI Recording (p. 450)

+ MIDI Take Recording (p. 450)

« MIDI Multitrack Recording (p. 455)

+ MIDI Merge Recording (p. 459)
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« MIDI Replace Recording (p. 460)

+ Retrospective Recording of MIDI Regions (p. 461)

+ Switching Instruments to Software Instrument Live Mode (p. 462)
« Filtering MIDI Events When Recording (p. 462)

+ Turning MIDI Thru Off When Recording (p. 463)

+ Using Advanced Recording Commands (p. 464)

+ Coloring Takes While Recording (p. 464)

» Marking a Good Take While Recording (p. 466)

= MIDI Step Input Recording (p. 467)

Checking Hardware Connections and Settings for Recording
Prior to recording, make sure that any sound source you plan to use in your recording
session—a mixer, CD player, or microphone, for example—is connected to the audio

inputs of your system and is working properly.

You should also check the hardware settings that are important for recording—such as
the system memory requirement, I/0 buffer size, and so on.

For details about hardware connections and settings, see Setting Up Your System.

Setting the Project Sample Rate
You should set the required sample rate when starting a project. The sample rate is the
number of times per second the audio signal is sampled. Recording at a sample rate of
44. kHz is recommended for most situations.

To set a project’s sample rate
Do one of the following:

Choose File > Project Settings > Audio (or use the Open Audio Project Settings key
command, default assignment: Option-P), and choose the desired sample rate in the
Sample Rate pop-up menu.
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= (Click the Sample Rate display in the Transport bar, and choose the desired sample rate
from the pop-up menu.

Note: If you can't see the Sample Rate display, you need to either turn off the Autopunch
button in the Transport bar or select the “Sample Rate or Punch Locators” checkbox in
the Customize Transport Bar dialog. To select the checkbox, control-click (or right-click)
the Transport bar, choose Customize Transport Bar from the shortcut menu, select the
“Sample Rate or Punch Locators” checkbox, then click OK.

When you add audio files to your project, their sample rate is automatically matched to
the project sample rate—if the “Convert audio file sample rate when importing” option
is selected in the File > Project Settings > Assets tab.

The Importance of the Project Sample Rate

Digital audio plays at a different speed when played at a nonmatching sample rate. For
example, when a file that was created at a sample rate of 96 kHz is played back at a rate
of 48 kHz, it will play back at half the speed. This is because only half of the available
samples are played back in the same time frame.

In general, any bounces created for use within a project should be at the project’s
original sample rate. You will gain nothing by bouncing at 96 kHz but then importing
and converting to 44.1 kHz.

Setting the Project Bit Depth

You should set the required bit depth when starting a project. The bit depth is the number
of digital bits each sample contains. Recording at a bit depth of 24 bits is recommended
for most situations and is the default setting in Logic Pro.

If you have suitable audio hardware, 24-bit recordings offer a significant improvement
in the available dynamic range. 24-bit files use one and a half times the disk space of
comparable 16-bit files.

To turn on or off 24-bit recording
1 Open Audio preferences by doing one of the following:

+ Choose Logic Pro > Preferences > Audio (or use the Open Audio Preferences key
command).

+ Click the Preferences button in the Arrange toolbar, then choose Audio from the pop-up
menu.
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2 Click the Devices tab, then click the Core Audio tab.
3 Turn on or off the 24 Bit Recording option.
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Setting Up the Metronome for Recording
If you would like to hear the metronome—which makes a regular click—while recording,
you can set this up in the Metronome project settings window.

MIDI Click object settings KlopfGeist settings

To open the Metronome project settings window
Do one of the following:

Choose File > Project Settings > Metronome (or use the Open Metronome Project Settings
key command).

Click the Settings button in the Arrange toolbar, and choose Metronome from the pop-up
menu.

Control-click (or right-click) the Metronome button in the Transport bar, and choose
Metronome Settings from the pop-up menu.
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The Metronome Project Settings window combines all settings for:

* KlopfGeist: This is a software instrument metronome sound source found in the plug-in
menu of Instrument slots. Logic Pro automatically creates instrument channel strip 256
(with KlopfGeist inserted) when the Software Click Instrument (KlopfGeist) checkbox
is selected. Deselect the checkbox to turn off the option. Theoretically, any other
Logic Pro or third-party instrument could be deployed as a metronome sound
source—using instrument channel strip 256. For more information about the KlopfGeist
instrument, see the Logic Pro Instruments manual.

+ MIDI Click object: The Environment’s MIDI Click object (see ) is used
to create note events at bar, beat, and division intervals. These can be sent to either a
MIDI port or the internal speaker. To turn off the MIDI metronome output, choose “Off”
in the MIDI Port pop-up menu.

You can use these click sources in isolation or in combination with one another.

To set up the metronome for recording
Define when you want to hear the metronome click—on every bar, beat, or division—by
selecting the corresponding Bar, Beat, and Division checkboxes.

Turn on the “Click while recording” option. Also set the “Only during count-in” and “Click
while playing” options to meet your needs. It is suggested that you leave the “Polyphonic
Clicks” option enabled, as this allows for overlapping clicks.

Click the Recording button at the top of the Project Settings window, to open the
Recording pane.

[=Y=X=] # REC - Project Settings

& & a‘//em

Synchronization Metronome  Recording Tuning Audic MIDI Score Video Assets

General

When Beginning: @Cnunt—In [ 1 Bar 4 ]

(") Record Pre-Roll [~ 0 - Seconds

|:| Allow tempo change recording

[ Auto-Colorize Takes

Select the Count-in radio button.

Open the pop-up menu and choose the desired count-in period that will precede
recording:

+ None: The recording begins with no count-in.
* n Bars: The recording begins after n bars of count-in.

* n/4: The count-in time signature may be set here. These settings are useful when the
count-in—and, presumably, the recording—falls across a bar line.
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For details about the Metronome project settings, see Metronome Settings.

Enabling Software Monitoring for Recording

The Software Monitoring function allows you to monitor incoming audio through any
effect plug-ins that are inserted into an armed audio channel strip. Audio inputs must be
assigned on the record-enabled channel strips for software monitoring to function.

It is important to note that the effect plug-ins are monitored but not recorded, which
can be useful during a recording session. For example, during vocal recording many
singers prefer to hear their performance with a little reverb, but the track is recorded
dry—without effects.

To monitor a track with effect plug-ins during recording
1 Open Audio preferences by doing one of the following:

+ Choose Logic Pro > Preferences > Audio (or use the Open Audio Preferences key
command.

+ Click the Preferences button in the Arrange toolbar, and choose Audio from the pop-up
menu.

2 Click the Devices tab and then the Core Audio tab.

3 Select the Software Monitoring option.

[zRaka] Preferences
La] @ = = @
Ceneral | Audio MIDI Display Score Video Automation Control Surfaces Sharing
_[ Devices | General | 1/0 Assi | sample editor | MP3 | Reser |
Core Audio
[¥] Enabled
System Memory Reguirement: 66,0 MB
Output Device: [ Built-in Audio 3
Input Device: [ Built-in Audio 3|
1/0 Buffer Size: [ 256 + | samples

Resulting Rounderip Latency: 15,1 ms

: [ T S T " H B B
Recording Delay: 14 ki 1] 4 | Samples

E Universal Track Mode

[#] 24-8it Recording

Software Monitoring
independent Monitaring Level

for Record Enabled Channel Strips

4 Insert the desired effect plug-in into the audio channel strip, and start recording.
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The effect will be part of the monitor mix, but it will not be recorded.

Using Auto Input Monitoring for Recording

If Auto Input Monitoring is turned on, you will hear the input signal only during the actual
recording—before and afterwards you'll hear the previously recorded audio on the track,
while Logic Pro is running. This helps you to judge punch-in and punch-out points when
you are punch recording. If Auto Input Monitoring is turned off, you will always hear the
input signal.

To turn on auto input monitoring
Do one of the following:

Choose Options > Audio > Auto Input Monitoring from the main menu bar (or use the
Toggle Auto Input Monitoring key command).

Control-click (or right-click) the Record button in the Transport bar, and choose the Auto
Input Monitoring setting from the pop-up menu.

Your individual recording situations will determine whether or not to use auto input
monitoring. Consider the following examples:

+ Singers cannot hear themselves while Logic Pro is in playback mode—all they can hear
is the old recording. In this case, turn off Auto Input Monitoring.

+ The recording cannot be heard in playback mode. In this case, turn on Auto Input
Monitoring to hear audio on the track.

Using the Input Monitoring Buttons Before Recording
You can use the Input Monitoring buttons to monitor audio tracks that are not armed.
This is useful for setting audio levels or practicing parts before you commit to recording.

Simply enable the Input Monitoring button on an audio track—or a channel strip in the
Inspector or Mixer. This works when Logic Pro is stopped or playing.

:

i
— 0

=
=) (]

Chapter 14 Recording in Logic Pro



Tip: You can leave the Input Monitoring button turned on before, after, and during
recording. When the Input Monitoring button is turned on, the Record Enable button
and the Auto Input Monitoring feature do not affect software monitoring—that is, you
can always hear incoming audio. When you are punch recording, however, you should
use the Auto Input Monitoring feature rather than the Input Monitoring buttons.

Avoiding Latency Issues with Input Monitoring

Note that input monitoring always involves some latency. Latency is entirely dependent
on the audio hardware’s capabilities and the driver settings. In certain configurations, it
may be best to not monitor through Logic Pro at all, and thus obtain the best possible
timing. Route the signal you want to record directly to headphones or the monitoring
amplifier for monitoring purposes—and to the audio interface inputs, for recording. You
won't accidentally overdrive your A/D converters, because the input level meters of
Logic Pro display a clip warning if an overload occurs.

Setting the Monitoring Level for Recording

If the Independent Monitoring Level (for Record Enabled Channel Strips) option in the
Logic Pro > Preferences > Audio > Devices > Core Audio tab is enabled, an independent
monitoring level is available when an audio channel strip is record enabled. After you
arm the track, set the fader to the desired level. The original playback level will be restored
when the channel strip’s Record button is disabled.

Note: The Volume fader controls only the playback (or monitoring) level, not the recording
level. You must set recording levels externally—on your mixer, or at the original sound
source. Take care when you set the input levels, because digital audio will clip when
overloaded. Clipping results in a particularly harsh, metallic distortion, so unless you have
a penchant for heavier musical styles, overloading the inputs isn't recommended (see
Understanding a Channel Strip’s Peak Level Display).

Defining the Recording Folder
Although MIDI data is stored directly within the project file, audio data is not. Before you
record, therefore, you should define a target folder on your hard disk for audio data.

When you save a project with its assets, Logic Pro saves your project file in a project folder.
The project folder contains an automatically created Audio Files folder—which is used
as the default recording folder.

Note: The recording path to this folder is “relative,” meaning that it moves with the
project, making it possible to move the project folder in the Finder or use the Save As
command.
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You can set a different recording folder for each project. You can also define different
paths for each audio hardware system that is running.

Note: When you manually set a recording path outside the current project folder, the
recording path is “absolute.” This means that the recording path for the audio data always
remains the same, even after you use the Save As command to save it as a new project
or when you move the project file in the Finder.

To define the recording folder
Open the Recording project settings by doing one of the following:

+ Choose File > Project Settings > Recording (or use the Open Recording Project Settings
key command, default assignment: Option-*).

+ Click the Settings button in the Arrange toolbar, and choose Recording from the pop-up
menu.

+ Control-click (or right-click) the Record button in the Transport bar, and choose
Recording Settings from the pop-up menu.

Click the Set button, browse to the desired recording folder, and click Choose.

Core Audio

Recording Folder: No Recording Path

Naming Audio Recordings

When you are recording, the track name is used as the default filename. Subsequent
recordings made on this track are assigned an ascending numerical suffix. “Audio 1" is
named “Audio 1_01,” “Audio 1_02,” and so on. If the track is not named, the name of the
channel strip that the track is routed to is used. You can rename tracks in the Arrange
track list and Mixer (see and

).

Choosing the Recording File Type
You should choose the preferred file type—AIFF, WAV, or CAF—for audio data before
recording.

To choose the recording file type
Open Audio preferences by doing one of the following:

+ Choose Logic Pro > Preferences > Audio (or use the Open Audio Preferences key
command).
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+ Click the Preferences button in the Arrange toolbar, and choose Audio from the pop-up
menu.

2 C(lick the General tab.
3 Choose the file type in the Recording File Type pop-up menu.

ape Preferences
[a] @ [ o = lir] &
General | Audio  MIDI Display Score Video Awtomation Control Surfaces Sharing

[ Devices | General | 1/0 Assignments | sample Editor | MP3 | Reset |

E Display audio engine overload message

Track Mute/Soler | Fact iRamnta Fhannal Srinel 1_]
| AIFF
Sample Accurate Automation WAVE (EWF) :]
T T T T T 1
Dim Level: u (v -20 «)dB

There is a maximum recording size according to file type, as follows:
+ AIFF: The AIFF file format cannot handle audio file recordings larger than 2 GB:

+ For 16-bit, 44.1 kHz stereo files, this equals a recording time of about 3 hours and
15 minutes.

+ For 24-bit, 96 kHz, 5.1 surround files, this equals a recording time of about 20 minutes.

+ WAVE (BWF): The WAVE file format cannot handle audio file recordings larger than
4 GB:

+ For 16-bit, 44.1 kHz stereo files, this equals a recording time of about 6 hours and
30 minutes.

+ For 24-bit, 96 kHz, 5.1 surround files, this equals a recording time of about 40 minutes.

+ CAF: If the size of your recording exceeds the above limits, choose the CAF (Apple
Core Audio Format) file format, which can handle the following recording times:

+ About 13 hours and 30 minutes at 44.1 kHz
» About 6 hours at 96 kHz
« About 3 hours at 192 kHz

The bit depth and channel format—mono, stereo, or surround—do not affect the
maximum recording size of CAF files.
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Setting the Recording Format

Logic Pro allows you to set the recording format of channel strips, as follows:

Mono Stereo Left Right Surround

« Mono: One circle represents a mono input format. The level meter shows a single
column.

+ Stereo: Two interlocked circles represent a stereo input format. The level meter divides
into two independent columns.

+ Left: Two circles, the left one filled, indicate a left channel input format. When this input
format is chosen, only the left channel of a stereo audio file is played back. The level
meter shows a single column.

* Right: Two circles, the right one filled, indicate a right channel input format. When this
input format is chosen, only the right channel of a stereo audio file is played back. The
level meter shows a single column.

« Surround: Five circles indicate the surround channel input format. The level meter
divides into multiple, linked columns (the number matches the project surround format).

To switch the recording format of a channel strip
= Select the channel strip’s Format button and hold down the mouse button, then choose
the desired format from the pop-up menu.

HE (M
o)1z
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Record-Enabling Tracks

You can make recordings only on record-enabled—or armed—tracks, irrespective of
which arrange track is selected in the track list. There are a number of ways to enable
tracks for recording. You can enable tracks individually, or you can enable tracks
collectively—if they each have unique inputs. You can also enable several tracks that are
routed to the same channel strip. On occasion, you may need to enable audio and MIDI
tracks simultaneously. Each track or channel strip has its own Record Enable button, which
is used to arm that track or channel strip for recording.

Note: If the Record Enable button is not visible in the track list, choose View > Configure
Track Header (or use the corresponding key command), and select the Record Enable
checkbox. If this checkbox is selected and the button is still not visible, activate the relevant
audio hardware in Logic Pro > Preferences > Audio > Devices.

Record-Enabling Audio Tracks

You can activate the Record Enable buttons only of audio tracks that have a unique input.
Simultaneous arming of multiple tracks that use the same input (chosen in the Input slot)
is not possible.

If several arrange tracks are routed to the same channel strip (“Audio 1,” for example),
the new audio file will be recorded to the selected track (routed to “Audio 1”). If none of
these tracks are selected, but they are record-enabled, audio will be recorded to the first
(the top) of these tracks.

Space is reserved on the hard disk for armed tracks, which will no longer be available for
Undo files. For this reason, Logic Pro automatically disarms audio tracks when you are
editing in the Sample Editor, or if the hard disk is nearly full.

To enable one or more audio tracks for recording
Do one of the following:

Click the Record Enable button on the desired track (or tracks) in the track list.

1“Audin1 [1] Iglﬁ"ﬁl

Record Ready

Click the Record Enable button on the desired channel strip (or channel strips) in the
Mixer.

Select the desired track (or tracks) in the Arrange area and use the Record Enable Track
key command, default assignment: Control-R.

Chapter 14  Recording in Logic Pro 437



438

To disable a record-enabled audio track
Do one of the following:

Click the (red) Record Enable button a second time—in either the track list or Mixer.
Use the Record Enable Track key command, default assignment: Control-R.

To disable all record-enabled audio tracks
Option-click the (red/flashing) Record Enable button of any record-enabled audio track.

Record-Enabling MIDI Tracks

You can enable one or more software instrument tracks for recording.

To enable one or more software instrument tracks for recording

Do one of the following:

Click the Record Enable button on the desired track (or tracks) in the track list.

Click the track header of a software instrument track that is not record-enabled.

Note: This action turns off the record-ready state of any other software instrument tracks
that are already record-enabled.

To disable a record-enabled software instrument track

Do one of the following:

Click the (red) Record Enable button in the track list.

Use the Record Enable Track key command, default assignment: Control-R.

Record-Enabling Audio and MIDI Tracks Simultaneously

There may be occasions when you want to simultaneously record audio and software
instrument tracks—perhaps to capture a live band recording with the keyboard player
using one or more Logic Pro software instruments.

Important: You can activate the Record Enable buttons only of audio tracks or channel
strips that have a unique input.

To enable multiple audio and software instrument tracks for recording
Click the Record Enable button on the audio tracks you want to record to.

Click the Record Enable buttons on the software instrument tracks you want to record
to.

Getting to Know Audio Recording

You have the following possibilities to choose from when recording audio material:

« Take recording: You can record a single audio take using basic recording commands,
and you can record multiple audio takes over the same section of the project. See Audio
Take Recording.
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* Multitrack recording: You can record audio to multiple tracks simultaneously. See Audio
Multitrack Recording.

* Punch recording: You can record audio at defined project positions—which is done by
setting manual or automatic punch-in and punch-out locators. See Audio Punch
Recording.

* Replace recording: You can replace an original recording, or a portion of it, with a new

recording—which is generally combined with punch recording. See Audio Replace
Recording.

Audio Take Recording

You can approach audio take recording in the following ways:

* By recording a single audio take: Creates a single audio region on the selected arrange
track.

* By recording multiple audio takes: Creates multiple audio regions over the same section
of the project, all packed into a single take folder.

* By recording additional audio takes: Creates a take folder or the addition of new
recordings to existing take folders.

To facilitate your workflow—in particular when editing audio take recordings at a later
stage—use Logic Pro’s take coloring and take marking features. See Coloring Takes While
Recording and Marking a Good Take While Recording.

Recording a Single Audio Take

When you record a single audio take—in other words, you make a basic audio
recording—recording starts at the playhead position and ends when you click the Stop
button (or press the Space bar). The following occurs on your system, and in Logic Pro:

+ An audio file is created on the hard disk.

+ An audio region, which represents the entire recorded audio file, is automatically created
on the selected arrange track.

+ The audio file and the audio region are added to the Audio Bin.

To record a single audio take
Set the playhead to the point where you want recording to start.
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2 Click the Record button in the Transport bar (or use the corresponding key command,
default assignment: *).

Record :

You will hear the count-in, if it is defined in File > Project Settings > Recording. During
recording, a progress indicator displays the remaining recording time and the elapsed
time.

3 Click the Stop button in the Transport bar (or press the Space bar) to stop recording.
The recording appears as a single audio region on the selected arrange track, with the

audio region displaying a graphical overview of the waveform. You can play the new
recording while the overview is being created.

+ [& | [&] [ H ]| [Edit v Track v Region v MIDI v Audio v View v

P Global Tracks

(Audio 1#05 O

Note: If you paused recording by clicking the Pause button in the Transport bar, you can
resume recording by clicking either the Pause or Play button. Recording resumes at the
current playhead position but in a new audio region. You can later select the regions,
then merge them using the Glue tool.

Recording Multiple Audio Takes
You can record multiple audio takes over the same section of your project. This allows
you to later choose the best take, or take regions, to create your final composition.
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Imagine a guitar solo being performed and recorded multiple times over the same section
of a project. The first recording appears as a single take region on the selected arrange
track—just like recording a single audio take. When a recording takes place over this
existing audio region, a take folder is created—occupying a single audio arrange
track—and both regions are added to this folder. Each subsequent recording over the
same section is added to the take folder. At the top of the take folder appears a composite
of the sections of take regions, which represent a combination of the multiple
takes—usually the best performances that can be used as the final version of your take.

Composited take
sections

1= Audio 3#01.4 0 -
i:dio S#DI.S.

Last recorded take

First recorded take

To repeatedly record over the same section of a project, you need to turn on Cycle mode
and define a cycle area. For details, see Using Cycle Mode.

To record multiple audio takes
Turn on Cycle mode by doing one of the following:

+ Click the Cycle button in the Transport bar (or use the Cycle Mode key command,
default assignment: Q).

VR

+ Click in the top part of the Bar ruler.

= Track = Region +* MIDI » Awdic * Viev
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2 Set a cycle area by doing one of the following:

+ Drag the left and right locators in the top part of the Bar ruler.

1 v MIDI v Audio ¥ View ¥|

+ Use the locator fields in the Transport bar.

3 Click the Record button in the Transport bar (or use the corresponding key command,
default assignment: *).

Note: Recording automatically starts at the beginning of the defined cycle area, so you
don't need to set the playhead position.

Record as many cycle passes as you wish. When the second cycle pass ends and the third
cycle pass begins, a take folder is created on the selected audio arrange track. Each
subsequent cycle pass is then added to this take folder.

4 Click the Stop button in the Transport bar (or press the Space bar) to stop recording.

The selected audio arrange track contains a closed take folder, with each of the recorded
audio takes inside.

(¥ Audio 3: Audio 3201 O Bo
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5 Open the take folder by doing one of the following:

+ Click the disclosure triangle in the top-left corner of the take folder (or use the
Un/disclose Take Folder key command).

Audio 3: Audio 3#01 O (===~

Audio 3#01.4 0

= Audic 3#01.3 0

Audio 3#01.2 0

el il tosliol S Bl il ol
Audic 3#01.10

+ Double-click the take folder.

Recording Additional Audio Takes
After recording single or multiple audio takes to a single arrange track, you can continue
to record additional takes on the same track.

+ You can record over an existing region, or regions.

* You can record over an existing take folder, or take folders.

Although this is not a recording function per se, you can also drag and drop other
recordings onto an existing take folder. Depending on the size of the recording, it will
be added as either a new take or a new comp, and the take folder will be resized
accordingly.

Note: Take folders are created only when a recording has been made. If you attempt to
drag a region onto another region that was originally imported (not recorded), this will
not create a take folder. You can, however, “pack” a take folder from any selected
regions—recorded or imported. For details, see Packing Regions into a Take Folder.

Recording over an Existing Audio Region
A take folder is automatically created when you record over an existing audio region.

To record over an existing audio region

1 Set the playhead to a position where the new recording will overlap the existing region
by a length that exceeds the count-in or pre-roll duration—which you have set in File >
Project Settings > Recording.

2 Click the Record button in the Transport bar (or use the corresponding key command,
default assignment: *).

Chapter 14  Recording in Logic Pro 443



444

An overlapping audio region is created in real time along the track until you stop recording.
Stop recording by clicking the Stop button in the Transport bar (or press the Space bar).

The result is a closed take folder that contains both audio recordings on a single audio
arrange track. The longer of the two regions determines the take folder size.

When you record over multiple existing audio regions, a take folder is also created with
all regions packed inside.

Recording over an Existing Audio Take Folder
When you record over an existing take folder, the new recording is added to the take
folder and is selected for playback.

To record over an existing audio take folder
Set the playhead to a position where the new recording will overlap the existing take
folder.

Click the Record button in the Transport bar (or use the corresponding key command,
default assignment: *).

An overlapping audio region is created in real time along the track until you stop recording.

Stop recording by clicking the Stop button in the Transport bar (or press the Space bar).
The new audio recording is automatically added to the take folder.

The following will be taken into account:

+ If the new recording starts earlier or ends later, the take folder extends to match the
size of the new recording.

+ If the new recording starts later or ends earlier than the start and end points of the take
folder, a new comp is created consisting of the former take or comp supplemented by
the new recording.

When you record over multiple existing audio take folders—placed one after the other
on a track lane—the new recording is split between the take folders. Each section is
assigned as a new take in each take folder. Earlier take folders are extended in length
until they reach the start point of the ensuing take folder (if there is a gap between take
folders).
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Audio Multitrack Recording

You can record audio to multiple tracks simultaneously. This is done by record-enabling
the required arrange tracks, then starting to record. This allows you to record several
instruments at once, placing each instrument on a separate arrange track.

To record to multiple tracks simultaneously
Click the Record Enable button on each arrange track you want to record to.

Important: You cannot record-enable tracks that are set to the same input. Each track
needs to be set to a different input.

Set the playhead to the point where you want recording to start.

Click the Record button in the Transport bar (or use the corresponding key command,
default assignment: *).

Stop recording by clicking the Stop button in the Transport bar (or press the Space bar).

You now have a new audio region on each of the record-enabled tracks.

(Audio 64010

[Audio 7#010

(Audio B#01 0

Audio Punch Recording

Punch recording is a technique that allows you to overwrite a portion of a previously
recorded track, during playback, without touching any of the recording before or after
that portion. You punch in to interrupt playback and make the recording, then punch
out to return to playback mode.

Logic Pro offers two methods of punch recording:

* Punchon thefly: Involves the use of a key command to start recording while in playback
mode.
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+ Autopunch: Involves the use of predefined punch-in and punch-out points to start and
stop recording.

Note: Only record-enabled tracks are affected by punch recording.

Audio Punch Recording on the Fly

A useful and common recording practice is to switch in and out of recording while listening
to the previously recorded material, sometimes referred to as "punching in on the fly."
This facilitates repairing mistakes or creating alternate takes for a particular section. To
ensure transition between playing and recording occurs without any audible gaps, you
must enable "Punch on the Fly" mode.

Itis useful to understand that when Punch on the Fly mode is turned on, recording occurs
in the background from the moment you start playback. This requires there be twice the
number of available channel strips than the number enabled for recording. There's no
need to keep track of this number yourself. Logic Pro will display a dialog if you exceed
the number of channel strips needed.

Tip: It is recommended that you leave Punch on the Fly mode turned on. It is only
necessary to turn it off if you are recording more than the number of channel strips
available (in a new project that's more than 128 tracks), or if your hard disk is unable to
accommodate recording a large number of tracks.

To record on the fly
Turn on Punch on the Fly mode by doing one of the following:

+ Control-click (or right-click) the Record button in the Transport bar, and choose Punch
on the Fly from the pop-up menu.

+ Choose Options > Audio > Punch on the Fly in the main menu bar (or use the Toggle
Punch on the Fly key command).

Click the Play button in the Transport bar, then use the Record Toggle key command
(default assignment: Shift-*) at the point where you want to start recording.

Audio recording starts immediately.

Click the Stop button in the Transport bar, or use the Record Toggle key command a
second time to stop recording.

If you use the latter option, recording ends, but playback continues.

Note: You can also use the Record Toggle key command when Logic Pro is not in Punch
on the Fly mode. However, this will cause a delay when you switch between playback
and record modes, accompanied by a dropout of all audio tracks.
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Preprogrammed Audio Punch Recording

Autopunch describes the automatic activation and deactivation of recording at predefined
positions. The advantage of the Autopunch feature is that you can concentrate on your
playing, rather than on controlling Logic Pro. Another advantage is that starting and
stopping recordings can be set far more precisely than would be possible if punching on
the fly.

The Autopunch feature can be used for audio, software instrument, or MIDI tracks.

To record in Autopunch mode
1 Turn on the Autopunch button in the Transport bar.

g @™

The left and right autopunch locators serve as punch-in and punch-out points. The
autopunch recording area is indicated by a red stripe in the middle third of the Bar ruler.

If both Cycle and Autopunch modes are active, you see a pair of locators in the autopunch
area. Two stripes are shown in the Bar ruler: the top (green) one represents the cycle
area, and the bottom (red) one represents the autopunch area. These can be adjusted
independently.

Silap. | iliaik w | Lbiag | L

2 Set the autopunch area by doing one of the following:

+ Use the autopunch locator fields in the Transport bar to set the autopunch area
numerically. Note that the Sample Rate or Punch Locators setting in the Customize
Transport Bar dialog must be active before you can see and set the autopunch locators
(to the right of the standard locators).

01:00:00:15.16

1 2 1 209

+ Alter the Autopunch range graphically in the Bar ruler, just as you would with the cycle
area.

3 Place the playhead at any position before the punch-in point.
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4 Click the Record button in the Transport bar (or use the corresponding key command,

default assignment: *).

Stop recording by clicking the Stop button in the Transport bar (or press the Space bar).

A region that exactly matches the length of the autopunch stripe will be created. Any
audio input received before the punch-in or after the punch-out points streams through
Logic Pro as usual, but is not recorded.

Logic Pro will begin recording approximately one bar before the punch-in locator. This
allows the start point of the region to be adjusted later, enabling you to hear the lead-in,
if desired.

You can also recover the beginning of the recording if the performer slightly anticipates
the autopunch area. Any such adjustments to the lead-in portion of the region do not
change the position of the recording, relative to the time axis of the project.

Recording automatically begins at the punch-in locator, following the count-in, even if
the playhead is positioned after the right locator when recording starts.

If Autopunch is enabled during recording, the Record button will flash while the playhead
is outside the area encompassed by the punch-in and punch-out locators. This indicates
that no recording is currently taking place.

Combining Cycle and Autopunch Recording

If you want to improve a difficult part of a certain passage, you can use a combination
of the Cycle and Autopunch functions. Cycle mode recording allows you to practice as
many times as you like before performing the final take. On each cycle pass, only events
or audio that falls within the area defined by the autopunch locators is recorded. This
allows you to make use of the preceding song section to “get into the groove.”

Recording with Skip Cycle
If Skip Cycle is turned on, the cycle area is bypassed during recording.

Audio Replace Recording

In Replace mode, a new recording replaces the original recording, or a portion of it. The
newly recorded data is stored in a new region, as with standard recording. In addition,
any existing region on the destination track is cut at the punch-in and punch-out points
of the recording, and data between these points is deleted.
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To record in Replace mode
Turn on the Replace button in the Transport bar.

JC

Click the Record Enable button on the arrange track you want to record to.
Set the playhead to the point where you want recording to start.

Click the Record button in the Transport bar (or use the corresponding key command,
default assignment: *).

Stop recording by clicking the Stop button in the Transport bar (or press the Space bar).

When you are cycle recording in Replace mode, existing regions (or portions of them)
are deleted only during the first cycle pass—from the punch-in point to either the
punch-out point or the end of the cycle. When the second cycle pass begins, recording
continues, but no further regions (or portions of them) are deleted. If you want to replace
the end of an existing region, you don't need to stop recording before the second cycle
pass begins—the start of the existing region remains intact.

When you are recording over an existing take folder in Replace mode, you can have either
of the following outcomes:

« Ifa comp is active: Recording takes place on a newly created take lane and the comp
is updated with the newly recorded material.

« Ifatakeis active: Recording takes places in the active take lane, replacing any previously
existing take regions. Any comps that reference this take will continue to do so, using
the newly recorded material.

Deleting Audio Recordings
You can delete an audio region with files recorded in the current session, and you can
delete an audio region with files that are imported from an earlier session.

To delete an audio region that you have recorded since opening the project
Select the audio region, and press the Delete key.

A dialog asks if you also want to erase the corresponding audio file. This saves hard drive
space used by bad takes and unwanted recordings.

To delete an audio recording that was made before the current session
Select the audio region, and press the Delete key.
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This will remove only the audio region from the arrangement, not the audio file (from
the Audio Bin). No dialog appears. This prevents you from accidentally deleting recordings
that may be used in other projects. If you actually want to delete the corresponding audio
file, you can do so by choosing Audio File > Delete File(s) in the Audio Bin. The deleted
audio files remain in the Trash until emptied.

Getting to Know MIDI Recording

You have the following possibilities to choose from when recording MIDI material:

+ Take recording: You can record a single MIDI take, or you can record multiple MIDI takes
over the same section of the project. See MIDI Take Recording

* Multitrack recording: You can record MIDI to multiple tracks simultaneously. See MIDI
Multitrack Recording.

+ Merge recording: You can record over an existing MIDI region, merging the recordings
as one. See MIDI Merge Recording.

* Replace recording: You can replace an original recording, or a portion of it, with a new
recording. See MIDI Replace Recording.

MIDI regions are recorded in real time, or using a number of “step input” methods, on
software instrument and external MIDI tracks. For details about these methods, see MIDI
Step Input Recording.

MIDI Take Recording

You can approach MIDI take recording in the following ways:

* By recording a single MIDI take: Creates a single MIDI region on the selected arrange
track.

* By recording multiple MIDI takes: Creates multiple MIDI regions over the same section
of the project, all packed into a single take folder.

* Byrecording additional MIDI takes: Creates a take folder or the addition of new recordings
to existing take folders.

Recording a Single MIDI Take
When you record a single MIDI take, a MIDI region is automatically created on the selected
arrange track.

To record a single MIDI take
Select the instrument or external MIDI track that you want to record on.
Note: These track types are automatically record-enabled when selected.

Set the playhead to the point where you want recording to start.
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3 If you would like to hear the metronome while recording, Control-click (or right-click) the
Metronome button in the Transport bar, and make sure the Click While Recording
command is chosen in the pop-up menu.

4 (lick the Record button in the Transport bar (or use the corresponding key command,
default assignment: *).

You will hear the count-in, if defined in File > Project Settings > Recording.
5 Stop recording by clicking the Stop button in the Transport bar (or press the Space bar).

The recording appears as a single MIDI region on the selected arrange track, with the
data appearing instantaneously.

(#default
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While recording, you can change the record track by selecting a new track with the mouse,
or using the Select Previous Track or Select Next Track key commands (default
assignments: Up Arrow or Down Arrow).

Note: If you paused recording (by clicking the Pause button in the Transport bar), you
can resume recording by clicking either the Pause or Play button. Recording resumes at
the current playhead position.

Recording Multiple MIDI Takes

You can record multiple takes of a performance over the same section of a project. The
first recording appears as a single MIDI region on the selected arrange track, as with single
take recording. When a recording occurs over this existing MIDI region, a take folder is
created (occupying a single instrument arrange track), and both regions are added to
this folder. Each subsequent recording over the same section is added to the take folder.

To record multiple MIDI takes
1 Open the Recording project settings by doing one of the following:

+ Choose File > Project Settings > Recording (or use the Open Recording Project Settings
key command, default assignment: Option-*).

+ Click the Settings button in the Arrange toolbar, and choose Recording from the pop-up
menu.

+ Control-click (or right-click) the Record button in the Transport bar, and choose
Recording Settings from the pop-up menu.
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2 Open the Overlapping Recordings pop-up menu and choose “Create take folders.”

3 Turn on Cycle mode by doing one of the following:

+ Click the Cycle button in the Transport bar (or use the Cycle Mode key command,
default assignment: Q).

+ Click in the top part of the Bar ruler.

© Track v Region v MIDI v Audio v Viev
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4 Set a cycle area by doing one of the following:

+ Drag the left and right locators in the top part of the Bar ruler.

1 v MIDI v Audio ¥ View ¥|

5 Click the Record button in the Transport bar (or use the corresponding key command,
default assignment: *).

Record as many cycle passes as you wish. When the second cycle pass ends and the third
cycle pass begins, a take folder is created on the arrange track. Each subsequent cycle
pass is then added to this take folder.

Note: Each previous take track is automatically muted during recording. When you stop
recording, you can listen to the individual takes in the take folder by selecting them.

6 Stop recording by clicking the Stop button in the Transport bar (or press the Space bar).

The result is a closed take folder that contains each of the recorded MIDI takes on a single
arrange track.

12 BEMEY Inst 3 &l

=]
| o]

7 Open the take folder by doing one of the following:

+ Click the disclosure triangle in the top-left corner of the take folder (or use the
Un/disclose Take Folder key command).

= #default.2
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+ Double-click the take folder.

Recording Additional MIDI Takes
After recording single or multiple MIDI takes to an arrange track, you can continue to
record additional takes on the same track.

* You can record over an existing region, or regions.
+ You can record over an existing take folder, or take folders.

Note: You need to choose File > Project Settings > Recording, then open the Overlapping
Recordings pop-up menu and choose “Create take folders.”

Recording over Existing MIDI Regions
A take folder is automatically created when you record over an existing MIDI region.

To record over an existing MIDI region

Set the playhead to a position where the new recording will overlap the existing region
by a length that exceeds the count-in (which you have set in File > Project Settings >
Recording).

Click the Record button in the Transport bar (or use the corresponding key command,
default assignment: *).

An overlapping MIDI region is created in real time along the track until you stop recording.
Stop recording by clicking the Stop button in the Transport bar (or press the Space bar).

The result is a closed take folder that contains both MIDI recordings on a single arrange
track. The longer of the two regions determines the take folder size.

Recording over multiple existing MIDI regions will merge the regions—per track—before
creating the take folder. All existing MIDI regions will appear as the first take, and new
recordings will appear as the second take, third take, and so on.

Recording over Existing MIDI Take Folders
Recording over an existing MIDI take folder will add a MIDI take to it.

Recording over multiple existing MIDI take folders will flatten them individually, and
merge them per track, before creating a new take folder that spans the combined length
of all take folders. All material that existed prior to recording will appear as the first take,
with subsequent recordings appearing as the second take, third take, and so on.

Note: All takes that were not playing in the take folders (which existed prior to recording)
are lost unless you choose Edit > Undo right away.
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Only the actual recording of MIDI events qualifies them as overlapping. For example,
imagine that you are recording over existing take folders 1, 2, and 3. You don't play any
MIDI events before the start, or after the end of take folder 2. This will result in the new
recording being added as a further take of take folder 2. Logic Pro will even tolerate
note-off events in the first bar of take folder 3, without merging take folders 2 and 3.

Note: MIDI take folders do not have the comping functionality available to audio take
folders. The MIDI Take Folder pop-up menu does not include the New Comp or “Flatten
and Merge” commands.

MIDI Multitrack Recording

Logic Pro offers two possibilities when recording multiple MIDI tracks:
+ To record multiple MIDI tracks simultaneously

+ To record multiple MIDI tracks successively (in Cycle mode)

Recording Multiple MIDI Tracks Simultaneously

You may occasionally want to record multiple MIDI tracks at the same time. Often this
will be data recorded from an external sequencer, or played from a keyboard that is split
across multiple MIDI channels.

You can also simply play the same MIDI channel information from your keyboard, but
record it to multiple tracks. One reason you would do this is to create layered instrument
parts.

To record to multiple tracks simultaneously
1 Click the Record Enable button on each arrange track you want to record to.

Note: Selecting an external MIDI or instrument track that is not record-enabled will turn
off the record-enabled status of all other external MIDI or instrument tracks.
Record-enabled audio tracks are not affected.

2 Set the playhead to the point where you want recording to start.

3 Click the Record button in the Transport bar (or use the corresponding key command,
default assignment: *).

4 Stop recording by clicking the Stop button in the Transport bar (or press the Space bar).
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You now have a new MIDI region on each of the record-enabled tracks.

There are two operating modes available for simultaneous recording of multiple MIDI
tracks: layer recording and multiplayer recording.

+ When layer recording: Incoming MIDI events are sent to all record-enabled MIDI tracks.
You can listen to all selected instruments before, and during, recording.

« A MIDI region is created on the selected track after recording.
« Aliases of the MIDI region on the selected track are recorded on the other tracks.

The advantage of this approach is that any subsequent edits to the “parent” MIDI region
will affect all aliases, ensuring that all layered tracks remain identical.

+ When multiplayer recording: Incoming MIDI events are distributed to the various
record-enabled tracks, in accordance with transmitted MIDI channel numbers.

+ The channel of the incoming event must correspond to the channel of a
record-enabled track for this functionality to work.

+ If no track with a corresponding channel number is found, the event will be routed,
and recorded, onto the selected track.

You should ensure that each of your MIDI controllers transmit on different channels. If
this is not possible, simply use different inputs on your MIDI interface and change the
MIDI channel of each input, using a transformer object between the Physical Input and
Sequencer Input (see Physical Input Objects and Sequencer Input Objects).

To switch from the Layer recording mode (default) to the Multiplayer recording mode
Choose File > Project Settings > Recording, and select the “Auto demix by channel if
multitrack recording” option.

Recording Multiple MIDI Tracks Successively
You can record several MIDI regions on individual tracks when in Cycle mode.
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To record several MIDI tracks in Cycle mode
1 Open the Recording project settings window by doing one of the following:

+ Choose File > Project Settings > Recording (or use the Open Recording Project Settings
key command, default assignment: Option-*).

+ Click the Settings button in the Arrange toolbar, and choose Recording from the pop-up
menu.

+ Control-click (or right-click) the Record button in the Transport bar, and choose
Recording Settings from the pop-up menu.

2 Open the Overlapping Recordings pop-up menu and choose “Create tracks in Cycle
record.”

Create take folders
Merge with selected regions
Merge only in Cycle record

¥ Create tracks in Cycle record

This will automatically create a new take track for each cycle repetition. Each previous
track plays while you are recording.

S Insts

When you stop recording, you can work with each newly recorded region independently
of the others.
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You also have the option to mute each previous track while recording.
To record several MIDI tracks, and mute each previous track, in Cycle mode
1 Open the Recording project settings by doing one of the following:

+ Choose File > Project Settings > Recording (or use the Open Recording Project Settings
key command, default assignment: Option-*).

+ Click the Settings button in the Arrange toolbar, and choose Recording from the pop-up
menu.

+ Control-click (or right-click) the Record button in the Transport bar, and choose
Recording Settings from the pop-up menu.

2 Open the Overlapping Recordings pop-up menu and choose “Create tracks and mute in
Cycle record.”

¥ Create tracks and mute in Cycle record

This will automatically create a new independent take track for each cycle repetition.
Each previous track is automatically muted while recording.

S Insto
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When you stop recording, you can work with each newly recorded region independently
of the others.

MIDI Merge Recording
You can incorporate newly recorded data into an existing (and selected) MIDI region,
with the intention of combining the recordings.

To combine several recording takes into one MIDI region
1 Open the Recording project settings by doing one of the following:

+ Choose File > Project Settings > Recording (or use the Open Recording Project Settings
key command, default assignment: Option-*).

+ Click the Settings button in the Arrange toolbar, and choose Recording from the pop-up
menu.

+ Control-click (or right-click) the Record button in the Transport bar, and choose
Recording Settings from the pop-up menu.

2 Open the Overlapping Recordings pop-up menu and choose “Merge with selected regions.”

Create take folders

¥ Merge with selected regions
Merge only in Cycle record
Create tracks in Cycle record
Create tracks and mute in Cycle record

To limit merge recording to Cycle mode
1 Open the Recording project settings by doing one of the following:

+ Choose File > Project Settings > Recording (or use the Open Recording Project Settings
key command, default assignment: Option-*).
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+ Click the Settings button in the Arrange toolbar, and choose Recording from the pop-up
menu.

+ Control-click (or right-click) the Record button in the Transport bar, and choose
Recording Settings from the pop-up menu.

2 Open the Overlapping Recordings pop-up menu and choose “Merge only in Cycle record.”

¥ Merge only in Cycle record

Create tracks in Cycle record
Create tracks and mute in Cycle record

MIDI region recording will behave as usual, with new regions created for each recording.
When the Transport bar’s Cycle button is turned on, however, all MIDI region recording
will result in a single, merged region.

MIDI Replace Recording
You can incorporate newly recorded data into an existing (and selected) MIDI region,
with the intention of replacing the recording—in part, or in full.

To replace the events in a MIDI region recording
1 Open the Recording project settings by doing one of the following:

+ Choose File > Project Settings > Recording (or use the Open Recording Project Settings
key command, default assignment: Option-*).

+ Click the Settings button in the Arrange toolbar, and choose Recording from the pop-up
menu.

+ Control-click (or right-click) the Record button in the Transport bar, and choose
Recording Settings from the pop-up menu.
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2 Open the Overlapping Recordings pop-up menu and choose “Merge with selected regions.”

Create take folders

¥ Merge with selected regions
mﬁ!’g‘h-._.w‘ i e -l
Create tracks in Cycle record
Create tracks and mute in Cycle record

3 Click the Replace button in the Transport bar.

Tip: You can also use the Merge/Replace combination in conjunction with the Autopunch
and Cycle functions.

Retrospective Recording of MIDI Regions

If you played a great solo while playback was running, but you weren't in record
mode—don’t worry. Simply use the “Capture as Recording” key command (default
assignment: Control-*). All events you played (after the last playhead change) will be
added to the recorded MIDI region—just as if you had been in record mode.

Note: If you move the playhead before executing this command, the next incoming event
will delete all previously played events, and your solo will be lost forever.
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Switching Instruments to Software Instrument Live Mode
When you select a (software) instrument track, it does not immediately switch into live
or performance mode. You must send a MIDI event before live mode is activated, which
takes around 100 ms to engage, and this is more than enough to destroy the timing of
your first played note.

If you require perfect timing for the first played note, you need to send silent MIDI events
in advance—you can press the sustain pedal and make a small move of the pitch bender
or modulation wheel, for example. This will turn on live mode. For details, see
Understanding Live Mode.

Filtering MIDI Events When Recording

The MIDI protocol can contain a broad range of MIDI messages, beyond note-on and
note-off messages. These include controller information such as pitch bend, modulation,
and aftertouch (pressure) commands.

There may be situations where you don't want to record all information being sent by
your MIDI controllers. In this case, you can use several “MIDI filters” that allow you to
define what event types will be accepted or rejected at the sequencer input.

To filter incoming MIDI events
Open the MIDI project settings by doing one of the following:
+ Choose File > Project Settings > MIDI.

+ Click the Settings button in the Arrange toolbar, and choose MIDI from the pop-up
menu.

2 Click the Input Filter tab.

aoD Project Settings: 43984REC

A8 @ 7 & =
Synchronization Metronome Recording Tuning Awdio MIDI Score Video Assets
[ General | input Fitter | chase |
I:‘Notes

|:| Frogram Change

[] pitch Bend

|:| Control Changes

I:‘ Aftertouch

|:| Folyphonic Aftertouch

I:‘ System Exclusive
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3 Select the checkboxes that correspond to the MIDI event types you would like to filter at
the Logic Pro sequencer input.

Turning MIDI Thru Off When Recording

When an External MIDI instrument track is selected in the Arrange area, its Record Enable
button is automatically turned on, and the instrument will pass events through the
computer (MIDI Thru function). You can turn off the MIDI Thru function by deactivating
the Record Enable button.

However, there are situations where you may want to record to a track that is not
automatically routed to a MIDI port, such as when you are performing a system exclusive
(SysEx) dump from a device. Although many MIDI devices require a bidirectional—in and
out—MIDI connection to allow this type of communication, some devices react strangely
to incoming data, sent from Logic Pro’s MIDI Thru function. This can result in loss of data,
devices not responding, and other unexpected behaviors.

If you want to record a memory dump from a device that is problematic when connected
bidirectionally, disable the instrument’s MIDI Thru function.

To assign an instrument with a permanently disabled MIDI Thru function
1 Open the MIDI project settings by doing one of the following:
+ Choose File > Project Settings > MIDI.

+ Click the Settings button in the Arrange toolbar, and choose MIDI from the pop-up
menu.

2 C(lick the General tab.

[CReN=] “ REC - Project Settings

£ @ 7/ me s

Synchronization Metronome Recording Tuning Audic MIDI | Score Video Assets

JGeneral | input Fitter | Chase |

Miscellaneous

Send After Loading Praject: |:| Used instrument MIDI settings
|:| All fader values

E Scrubbing with Audio in Arrange

MIDI Thru

[ SysEx with MIDI Thru function

Instrument Without MIDI Thru Function: [ HNo Output . ]
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3 Open the Instrument Without MIDI Thru Function pop-up menu, and choose the desired

instrument.

Using Advanced Recording Commands
You can use several advanced recording commands to speed up the recording process.

* Record/Record Toggle: When this command is used while recording (to toggle between
playback and record mode), recording is temporarily suspended, but playback continues.
Use it again to resume recording from the current playhead position.

* Record/Record Repeat: When this command is used while recording, the running recording
is deleted, the playhead is moved back to the (recording) start position, and a new
recording begins immediately.

+ Discard Recording and Return to Last Play Position: When this command is used [while
recording], the running recording is deleted and the playhead is moved back to the
last play position. Unlike when you use Record/Record Repeat, you will need to manually
begin a new recording, using any Record command.

To access these advanced recording commands
Do one of the following:

Control-click (or right-click) the Record button in the Transport bar, and choose either
“Record/Record Toggle” or “Record/Record Repeat” from the pop-up menu (or use the
corresponding key commands).

¥ Record
| Record /Record Togale
&l | Record /Record Repeat
St Punch on the Fly

¥ Auto Input Monitoring

Customize Transport Bar...

-

For the “Discard Recording and Return to Last Play Position” feature, use the default key
command: Command-Period.

Coloring Takes While Recording

When Logic Pro is recording, you can color take regions in an open or closed take folder,
and you can color audio takes automatically—just as you would do with standard regions
or folders. (You can also do this when Logic Pro is not recording.)

The following task describes how to color take regions manually while recording.
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To color a take in an open or closed take folder while recording
= (Click the desired color in the Color palette, which you access in one of the following ways:

+ Choose View > Colors in the Arrange window (or use the Open Color Palette key
command, default assignment: Option-C).

+ Click the Colors button in the Arrange toolbar.

You can also color audio takes automatically while recording.
To color audio takes automatically while recording
1 Open the Recording project settings by doing one of the following:

» Choose File > Project Settings > Recording (or use the Open Recording Project Settings
key command, default assignment: Option-*).

+ Click the Settings button in the Arrange toolbar, and choose Recording from the pop-up
menu.

+ Control-click (or right-click) the Record button in the Transport bar, and choose
Recording Settings from the pop-up menu.

2 Select the Auto-Colorize Takes checkbox.
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When this setting is selected, audio take folders use the color chosen from the Color
palette for the first take, but different colors for each of the following takes in that take
folder. All colors used in an audio take folder are chosen from the same color row in the
Color palette, advancing by a predefined number of columns after each take.

io 3: Audio 3#01 O [ ===~

Audic 3#01.4 O

Audio 3#01.3 0

Audic 3#01.2 O

Audio 3#01.1 0

= Audio 3#01 O

Marking a Good Take While Recording

You can mark a good take during recording.

To mark a good take while recording
Use the “Select Previous Section for Realtime Comping” key command.

This places a tag in the current take, at the position the key command was used. All audio
that preceded the use of the key command is tagged as a good take, which will be used
in the final comp.

(¥ Audio 3: Audio 3#03.2 0 Bo

Audio 3#03.10

Audio 34030
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MIDI Step Input Recording
The Step Input features allow you to insert MIDI notes when Logic Pro is not in a real-time
recording mode.

You can use Step Input to create note runs that may be too fast for you to play, or to
replicate sheet music that's too difficult for you to play. You can use one or more of the
following for step entry:

+ The Step Input Keyboard

+ Step Input Keyboard key commands

+ A MIDI keyboard

+ The computer keyboard (Caps Lock Keyboard)

Notes are inserted at the current playhead position when using all non-real-time input
modes. You can and should combine methods to make full use of the features that each
option offers. For example, you can set the note length in the Step Input Keyboard window,
insert notes via a MIDI keyboard, and position the playhead with key commands.

Use the mouse while familiarizing yourself with the Step Input Keyboard. It is best to also
learn the Step Input key commands, which provide a number of navigation and note

entry options—such as “Step forward,” “Step backward,” and “Rest” insertion—that are
not available to the Step Input Keyboard. See Using Step Input Keyboard Key Commands.

Activating MIDI Step Input Mode
MIDI Step Input mode is available in the Event List, Piano Roll, and Score Editors.

To activate Step Input mode
= (lick the MIDI In button next to the local menu bar of the Event List, the Piano Roll Editor,
or the Score Editor.

(@ & [ @% [ E

Click the button again to exit Step Input mode.
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Using the Step Input Keyboard
You can open the Step Input Keyboard window by choosing Options > Step Input
Keyboard.

Sustain Inserted Notes
Chord button button Channel pop-up menu

Note length buttons

Dot button

Velocity buttons Quantize button

I 439B4REC

D pep| e | P mpm 1| | cvammer [ 2)
(o]

Triplet button

+ Keys: Click to insert a note of the desired pitch. The insert range bar above the keyboard
updates to display the selected octave.

+ Note length and velocity buttons: Determine the length or velocity of the inserted note.
There are eight velocity values—represented by the traditional volume indicators ppp,
pp, p, mp, mf, f, ff, and fff. These correspond to MIDI velocity values 16, 32, 48, 64, 80,
96, 112, and 127, respectively.

« Triplet button: Click to make the next three notes you enter a triplet group. The rhythmic
value of the triplets is based on the currently selected note value.

+ Dot button: Works in a similar way to the Triplet button. A pair of complementary notes
will be inserted—a dotted eighth and a sixteenth note, for example.

« Sustain Inserted Notes button: Lengthens the selected (usually the most recently inserted)
note by the selected note length value (the active note length button).

* Quantize button: Quantizes the start of the next inserted note to the nearest bar or
beat line. Positioning of the playhead is critical when you use this option.

« Channel pop-up menu: Determines the MIDI channel of an inserted note. The channel
settings of individual notes usually have no effect on the playback channel, and therefore
the sound, of the MIDI region. The channel settings of individual notes are mainly used
for polyphonic score display.

+ Chord button: When the Chord button is active, you can insert notes of different pitches
and lengths. These are “stacked” at the same position, resulting in a chord. The playhead
does not advance until the Chord button is deactivated.

To insert a note with the Step Input Keyboard
Open the MIDI region in the editor you wish to work in.
Move the playhead to an insert location.

Set the buttons for note length, velocity, and other parameters.
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4 C(lick a key in the Step Input Keyboard to insert a note of the key’s pitch.

A note of the chosen pitch, note length, and velocity is inserted, and the playhead
automatically advances to the end of the inserted note. The next note can be inserted
immediately, following the step above.

Chord mode prevents the playhead from moving after the insertion of a note, allowing
you to insert as many notes as desired at the same bar position.

To insert several notes at the same bar position
= Turn on Chord mode by clicking the Chord button at the far left of the window (or use
the Chord Mode key command), then follow the procedure outlined above.

Before you insert the last note into the chord, click the Chord button again (or use the
Chord Mode key command) to deactivate Chord mode, and the playhead will advance
as usual after note insertion.

Using Step Input Keyboard Key Commands

Note input using Step Input key commands follows the same principles as note input
using the Step Input Keyboard, but there is one difference. Whereas you use Step Input
key commands for all functions, when you use the Step Input Keyboard you use the
mouse for some functions—such as choosing pitch, velocity, note length, and so on.

All step input key commands are user-definable. They can be found in the Step Input
Keyboard folder of the Key Commands window.

Note: You can also enter note data in real time with the computer keyboard (see

).

Note Length and Velocity

Note Length and Velocity are determined before a pitch command is used to actually
insert a note. The currently selected values can be seen in the Step Input Keyboard
window.

Pitch Key Commands

The 12 “Note C”" to “Note B” key commands insert a note of the selected pitch—with the
set length and velocity—at the current playhead position in the selected MIDI region.
Use the Chord Mode key command if you want to insert chords. You can disable Chord
mode with the same key command.

Rather than assigning key commands to all 12 pitches, you also have the option of defining
key commands for the 7 pitches of the C major scale. These can be used in conjunction
with the “Next note will be sharp” and “Next note will be flat” key commands, allowing

you to insert the other pitches.
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When you are creating a system for these key command assignments, consider the
following approaches:

+ Lay out these commands on the computer keyboard to resemble a piano keyboard (C
D EF G A B in one row, next to each other, and C# D# F# G# A# above these at
corresponding positions).

+ Assign alphabetical keys to pitches of the C major scale—in accordance with their note
names—especially when you are defining key commands for only the 7 pitches of the
C major scale as discussed above.

Octave Range Key Commands

The octave of an inserted note depends on the current position of the insert range bar.
There is a small horizontal bar that spans one octave above the piano keyboard in the
Step Input Keyboard. The chosen note will always be inserted inside the range indicated
by this bar.

This bar continuously changes its position in accordance with the last inserted note: The
center of the insert range bar is always aligned with the last inserted note. The next note
is inserted within this octave range—unless the range bar is moved with key commands
or with the mouse.

For example, if you insert a G immediately after inserting a C, the G will be placed below
the C. Inserting the C places the insert range bar between G (the left end) and F# (the
right end), with the C in the center. Regardless of which note you choose next, it will
always be inserted inside this range. The range bar will move, however, as further notes
are inserted, with the range bar center always aligned to the most recently inserted note.

Further key commands allow you to place the range bar in different octaves: Octave 0
to Octave 6, and also Octave +1/—1/+2/-2, which moves the range bar up or down 1 or
2 octaves. The range bar can also be moved with the mouse.

Rests, Stepping Forward and Backward, Corrections
The Rest key command moves the playhead forward (in accordance with the currently
set note value) without inserting a note, thereby creating a rest.

The Step Forward and Step Backward key commands also move the playhead forward
or back by the length of the selected note value.

The Delete key command deletes the most recently inserted note and moves the playhead
back to the position where the note (previously) began. This allows for quick
corrections—another note can be inserted immediately, replacing the erased one.
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Triplets, Dotted Note Groups

The “Next three notes are triplets” key command is self-explanatory. The rhythmic value
of the triplets corresponds to the currently selected note value in the Step Input Keyboard
window. If an eighth note is selected, an eighth-note triplet will be created. After three
notes have been inserted, binary values will be inserted, unless the command is reused.

The “Next two notes are a dotted group” key command works in a similar way, but it has
a special feature. When you use this key command, a pair of notes that complement each
other will be inserted—a dotted eighth and a sixteenth note, for example.

Interaction with Other Key Commands

When Step Input mode (the MIDI In button) is activated in the Score Editor, Piano Roll
Editor, or Event List, the Step Input key commands have priority over all other key
commands.

This means that you can assign keys or key combinations to these functions even if these
keys or key combinations are already assigned to other functions. As long as Step Input
mode is active, these key assignments will apply; if Step Input mode is turned off, other
assignments for the same keys will have priority.

Note: Because you can use key assignments that are already in use for other functions,
avoid using keys that are assigned to functions that you might also want to use when
working in Step Input mode. For example, the Space bar is used for Play/Stop/Continue,
so assigning it to Rest could be problematic.

Using a MIDI Keyboard for Step Input
Note input via MIDI works in the same way as input via the Step Input Keyboard (see

). One difference, of course, is that you press keys on your
real-world MIDI keyboard, rather than clicking onscreen keyboard notes.

MIDI note velocity information—how hard you strike the keys on your MIDI keyboard —is
sent when you use MIDI Step Input.

You can insert chords by simply playing the chord on the MIDI keyboard. You don't need
to turn on Chord mode to insert a chord.

Itis recommended that you keep the Step Input Keyboard window open when first using
these functions, to make the learning process easier. After you are familiar with it, you
can leave the Step Input Keyboard window closed, because it is just an aid for MIDI step
input, not a requirement.

It is also recommended that you use the Input key commands (see
) to quickly switch values such as the note length, or to determine
the insert position.
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Using the Caps Lock Keyboard for MIDI Step Input

The Caps Lock Keyboard enables you to use the computer keyboard as a real-time virtual
MIDI keyboard (referred to as Musical Typing in GarageBand). You can also use it for MIDI
Step Input. This makes it ideal for situations where no external MIDI or USB keyboard is
available, such as when you're traveling with your portable Mac computer.

The Caps Lock Keyboard spans more than ten octaves and even includes support for
sustain and velocity information.

To enable the Caps Lock Keyboard
Press the Caps Lock key on your computer keyboard.

A green dot on the key indicates that it is active.

Note that many keys have different functions that override their usual key command
assignments, while in this mode.

Octave: 2 Velacity: 98 Transparency: — 1)

This is the English version of the Caps Lock Keyboard—another language version may
appear, depending on your Input Menu settings in International preferences.

The Escape key sends an All Notes Off command, should you encounter hanging notes.

The numeric keys (above the QWERTY keyboard) are used to define the octave for the
MIDI keyboard.

The two rows below the numeric keys function as counterparts for MIDI keyboard keys,
starting with the note C, assigned to the alphabetical A key (or Q, as would be the case
with a French keyboard, for example).

See the black and white keys in the figure above for details.

The lowest row of letter keys sets the velocity for MIDI notes. There are preset
values—ranging from pianissimo to forte fortissimo. Each value can be finely adjusted
with the two keys to the right of this row (these are assigned to the comma and period
keys on an English QWERTY keyboard). This keyboard configuration allows you to send
any MIDI velocity value from 1 to 127.
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The Space bar provides a Sustain function—played with your thumbs rather than your
feet. You can trigger new notes or switch between octave or velocity values while notes
are sustained.

The current octave and velocity values of MIDI notes are displayed at the upper edge of
the Caps Lock Keyboard window. A Transparency fader is also available for this window,
making visualization clearer or allowing the window to be “ghosted” over the background.

Caps Lock Keyboard Preferences
The “Enable Caps Lock keys” option allows you to completely enable or disable the Caps
Lock Keyboard functionality.

Preferences

Ll @@ & a == iig] @

Ceneral Awdioc MIDI Display Score Video Automation Control Surfaces Sharing

[ Praject Handling | Editing | Cycle | Catch | Caps Lock Keys |

E Enable Caps Lock keys

|:| Space bar acts as sustain padal

If you want to use the Space bar to start, stop, or continue Logic Pro playback—rather
than as the Sustain function for the Caps Lock Keyboard (when active) —you can deselect
the “Space bar acts as sustain pedal” option.

Additional Caps Lock Keyboard Information

Due to technical limitations of computer keyboards, you can play a maximum number
of six notes simultaneously, and there are additional limitations regarding timing precision
and playing certain unusual note clusters.

The original intention of this feature, however, was to be a useful aid for composing on
a train or plane—not a full-on replacement for a real MIDI keyboard.
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Editing Audio Take Recordings 15

Imagine a scenario where you have recorded multiple performances of a vocal solo over
the same section of a project. In this chapter, you'll learn how to select the best parts
from the different performances, piecing them together into a single master take. This
process of combining multiple take recordings into a single perfect composition is referred
to as comping and is achieved by using the Quick Swipe Comping feature. In this chapter,
you'll also learn how to drag or cut the contents of take folders.

This chapter covers the following:

+ Getting to Know Take Folders (p. 476)

+ Previewing Take Folder Recordings (p. 476)

+ Toggling Take Folder Editing Mode (p. 478)

+ Creating Comps (p. 480)

+ Editing Comps (p. 481)

+ Resizing Take Regions (p. 486)

+ Cutting Take Folders and Take Regions (p. 487)

* Moving Take Folders and Take Regions (p. 490)

+ Duplicating Comps or Creating New Comps (p. 492)

+ Renaming Takes or Comps (p. 494)

+ Deleting Takes or Comps (p. 497)

+ Exporting Takes or Comps to New Tracks (p. 501)

* Moving Takes or Comps to New Tracks (p. 505)

+ Flattening and Merging Take Folders (p. 509)

+ Unpacking Take Folders (p. 512)

» Packing Regions into a Take Folder (p. 516)

+ Opening Take Folders in the Sample Editor (p. 517)
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Getting to Know Take Folders

You will typically encounter the following elements in an open audio take folder:

Quick Swipe Comping

Disclosure triangle| | button

Take Folder pop-up
menu
Comp sections

Take

e E

e —

Take lane |Take folder
« Take folder: Contains multiple take performances, which are recorded over the same
section of the project.

+ Take lane: Contains a single take, which can be made up of one or more take regions.
The most recently completed take is located on the top take lane, just underneath the
take folder, and is selected by default.

« Take: Represents one or more take regions.
« Composite (comp) sections: Reflects the current comp selections.
« Disclosure triangle: Allows you to open or close the take folder.

+ Take Folder pop-up menu: Allows you to access the majority of take folder editing
commands.

* Quick Swipe Comping button: Allows you to define the take folder’s editing mode.

Previewing Take Folder Recordings
The simplest way to preview take folder recordings is to open the take folder. You can
then select the individual takes for playback.
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To open a take folder and preview the recordings
1 Open the take folder by doing one of the following:

+ Click the disclosure triangle in the top-left corner of the take folder (or use the

Un/disclose Take Folder key command).

¥ Global Tracks

+ Double-click the take folder.

oustic: Take 4 O

2 During playback, do one of the following:

+ Option-click the header area of takes if the active take folder is in Quick Swipe Comping

editing mode.

+ Click the header area of takes if the active take folder is not in Quick Swipe Comping

editing mode.

This allows you to preview the recordings on each individual take lane.

Note: You can open multiple take folders by Option-clicking the disclosure triangle in
the upper-left corner of one of the selected take folders.

You can also preview recordings in a closed take folder.

To preview recordings in a closed take folder

= During playback, click the arrow in the top-right corner of the take folder, then choose a
take from the pop-up menu.

—————

P Acoustic: Take 4 O 3 &
¥ Take 4: Take 4

Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1

Create New Comp

Rename Take

Delete Take

Flatten

Flatten and Merge

Export active Take to New Track
Move active Take to New Track
Unpack

Unpack to Mew Tracks

¥ Quick Swipe Comping
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The following key commands enable you to step through take recordings in an open or
closed take folder:

+ Select Previous Take or Comp: Moves back through the selection of takes and comps as
listed in the take folder’s pop-up menu.

+ Select Next Take or Comp: Moves forward through the selection of takes and comps as
listed in the take folder’s pop-up menu.

Note: These commands also work for multiple take folder selections.

Toggling Take Folder Editing Mode
You can switch individual take folders between two different editing modes. The active
editing mode determines the types of edits that can be made in the take folder.

The editing modes are as follows:

* Quick Swipe Comping: Activates quick swipe capabilities in the chosen take folder,
allowing you to create and edit comps.

The following provides an indicator of when a take folder is in Quick Swipe Comping
mode:

Quick Swipe Comping on

(» Acoustic: Take 4 O

* Quick Swipe Comping off: Turns off quick swipe capabilities in the chosen take folder,
allowing you to cut, drag, and move take folder and take region elements.

The following provides an indicator of when a take folder is not in Quick Swipe Comping
mode:

Quick Swipe Comping off

(> Acoustic: Take 4 O
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To toggle take folder editing mode
Do one of the following:

= (Click the arrow in the top-right corner of the take folder, then choose Quick Swipe
Comping from the pop-up menu (or use the Toggle Take Folder Quick Swipe Comping
Mode key command, default assignment: Option-Q).

(» Acoustic: Take 4 ©

¥ Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1

Create Mew Comp

Rename Take

Delete Take

Flatten

Flatten and Merge

Export active Take to New Track
Move active Take to New Track
Unpack

Unpack to New Tracks

Quick Swipe Comping |

= Click the Quick Swipe Comping button in the top-right corner of the take folder.

Take Folder Editing Mode
button
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Creating Comps
You can use quick swipe comping techniques to select the best parts from several take
recordings, combining these parts into one master take.

Note: Quick swipe comping is possible only if your chosen take folder is in Quick Swipe
Comping mode. For details, see Toggling Take Folder Editing Mode.

To combine sections of different take regions into a comp
= Select take region sections by dragging over them with the Pointer or Pencil tool.

Selecting a section in one take region automatically deselects the same section in another
take region.

(" Acoustic: Comp 2 O (¥ Acoustic: Cdmp 2 O
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The comp sections, located in the top lane of the take folder, reflect the combined
selections from all take regions. The vertical lines in the waveform overview indicate the
transitions between the different take region sections.

For details about how to edit your comps, see Editing Comps.

Editing Comps

You can edit comps by changing the start or end points of take region sections, by moving
a selected comp area to the left or right, or by alternating selected comp areas between
take lanes.

The tasks outlined in this section are possible only if your chosen take folder is in Quick
Swipe Comping mode. For details, see Toggling Take Folder Editing Mode.

Important: Before performing any edits on a comp, you should save it. Any subsequent
changes will automatically create a new comp. For details, see Duplicating Comps or
Creating New Comps.

To edit sections of different take regions
Do one of the following:

Place the pointer over the start or end point of a take region’s selected area, then drag
when the pointer turns into the length change icon.

| ¥ Acoustic: Comp 2 O

Chapter 15  Editing Audio Take Recordings 481



482

Extending a take region section (dragging the start point to the left or the end point to
the right) automatically shortens adjacent sections on other take regions. Shortening a
take region section (dragging the start point to the right or the end point to the left)
automatically extends adjacent sections on other take regions. This ensures that you do
not create silence between different take region sections.

Place the pointer over the start or end point of a take region’s selected area, then Shift-drag
when the pointer turns into the length change icon.

| ¥ Acoustic: Comp 2 O

Shortening a take region section (dragging the start point to the right or the end point
to the left) does not extend adjacent sections on other take regions. This allows you to
create silence between different take region sections.
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To move a selected comp area to the left or right
= Place the pointer over the center of a take region’s selected area, then drag when the
pointer changes to a two-headed arrow.

Acoustic: Comp 2 Acoustic: Comp 2

This moves the selection area, while at the same time extending or shortening any adjacent
take region selections.
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To alternate selected comp areas between take lanes
= Click an unselected area of a take region to make that particular area active and part of
the comp.

| ¥ Acoustic: Comp 2 O

This automatically deselects the same area in another take region. This is a quick way to
compare a comp area on one take region with the same comp area on another take
region.

You can remove take region sections, or entire take regions, from the comp sections at
the top of the take folder.
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To remove a take region section from the comp sections
= Shift-click the take region section.

To remove an entire take region from the comp sections
= Shift-click the take region header area.

Acoustic: Comp 2 [ ) Acoustic: Comp 2

Note: If the take region does not contain any comp selections, all unselected areas in
other take regions are selected in the take region you click.
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Resizing Take Regions

You can edit the start and end points of take regions, which allows you to remove the
bad part of an otherwise good take. You can do this when a take region is bordered by
an adjacent take region. Resizing a take region in this situation may also impact the length
of the adjacent take region.

To resize take regions, you need to make sure your chosen take folder is not in Quick
Swipe Comping mode. For details, see Toggling Take Folder Editing Mode.

To edit a take region’s start or end point
= Place the pointer over the lower-left or lower-right edge of the take region, then drag

when you see the Resize pointer.

| ™ Acoustic: Comp 2 O | ¥ Acoustic: Comp 2 O

You can also edit adjacent take region borders using the Junction tool.
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To edit a take region’s start or end point when bordered by another take region
= Place the pointer over the top-left or top-right edge of the take regions, then drag when
you see the Junction pointer.

Extending a take region (dragging the start point to the left or the end point to the right)
automatically shortens the adjacent take region. Shortening a take region (dragging the
start point to the right or the end point to the left) automatically extends the adjacent
take regions. This ensures that you do not create silence between different take region
sections.

Cutting Take Folders and Take Regions
You can cut take folders and take regions, and therefore have multiple take folders or
multiple take regions on the same take lane.

For cutting activities, your chosen take folder must not be in Quick Swipe Comping mode.
For details, see Toggling Take Folder Editing Mode.
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To cut a take folder
= Click the take folder using the Scissors tool.

B ¥ Acousi[===] &

5

Take 4 0

| 5

S

This cuts the take folder at the clicked position, while also cutting all takes inside the take
folder at the same position. Your track lane contains multiple take folders and your take
lanes contain multiple take regions, all of which can be edited independently of each
other.

To cut multiple take folders
= Select multiple take folders, then click any one of them using the Scissors tool.

This cuts all selected take folders at the clicked position, while also cutting all takes inside
the take folders at the same position. Your track lanes contain multiple take folders and
your take lanes contain multiple take regions, all of which can be edited independently
of each other.
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To cut a take region
= Click the take region using the Scissors tool.

You now have multiple take regions on the same take lane.
You can also make cuts of equal intervals across a single take region.

To make multiple cuts across a take region
= QOption-click the take region using the Scissors tool.
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The first cut occurs at the clicked position, with all further cuts occurring at equal intervals
up to the take region end point.

Another possibility is to slice or trim a take region at comp section borders.

To slice a take region at comp section borders
Control-click (or right-click) the take region, then choose “Slice at Comp Section Borders”
from the shortcut menu.

To trim a take region to active comp sections

Control-click (or right-click) the take region, then choose “Trim to Active Comp Sections”
from the shortcut menu.

You can also divide take folders and take regions using the following key commands:

+ Split Regions/Events by Locators or Marquee Selection

+ Split Regions/Events by rounded Playhead Position

+ Split Regions/Events by Playhead Position

Moving Take Folders and Take Regions
You can move take folders and take regions around—within the same take lane, between
take lanes, and to other tracks.

Whether or not you have chosen Overlap or No Overlap in the Drag menu, take regions
inside take folders will always behave as if No Overlap is selected.

Note: For tasks that involve moving take folders and take regions, your chosen take folder
must not be in Quick Swipe Comping mode. For details, see
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To move a take folder or take region within its own lane
Do one of the following:

= Drag the take folder or take region to the new position.

[ ¥ Acoustic: Comp 2 O

= Take 30

Rl it e s Sl ol Bl el el AL

= Select the take folder or take region, then use one of Logic Pro’s nudge key commands.
You can also move take regions between take lanes.

To move take regions between take lanes
= Drag the take region to another take lane.

¥ Acoustic: Comp 2 O [=]-] ¥ Acoustic: Comp 2 O Acoustic: Comp 2 (=] &
[-= Take 40 = Take 30 [-= Take 40
e w e w
\= Take 30 "
|
R PR o= g

w——

Note: Empty take lanes are automatically removed.
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To create a new take lane for a take region
= Drag the take region onto the take folder, at a position where it will overlap with a take
region in the currently active take.

Note: If the dragged take region does not overlap with a take region in the currently
active take, it will be added to the take lane of the active take.

A new take lane is created directly under the take folder, and the take region is added as
a new take.

(¥ Acoustic: Take 4 ©

| ¥ Acoustic: Comp 2 O

Take 4 0 Take 4 0

Take 30 Take 3
Take 20 Take 2
Take 10 Take 1

Duplicating Comps or Creating New Comps
After creating a comp, it's a good idea to save it so that you can easily return to it at a
later point.
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To save the current comp
Click the arrow in the top right of the take folder, then choose Duplicate Comp from the
pop-up menu (or use the Duplicate Comp key command).

[ ¥ Acoustic: Comp 20

Duplicate Comp

Rename Comp

Delete Comp

Delete all other Comps

Flatten

Flatten and Merge

Export active Comp to New Track
Move active Comp to New Track
Unpack

Unpack to New Tracks

[ ey e TF " quu' MFE MFI"

This saves the current comp, adding it to the list of comps in the pop-up menu.

You can also create a new comp from the currently active take.
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To create a new comp from the active take
= Click the arrow in the top right of the take folder, then choose Create New Comp from
the pop-up menu (or use the Create New Comp key command).

("W Acoustic: Take 1 O
Acoustic: Take 1 4 Take 4: Take 4

Take 3: Take 3
Take 2: Take 2
+ Take 1: Take L

Comp 1: Comp 1
Comp 2: Comp 2

Create New Comp

Rename Take

Delete Take

Flatten

Flatten and Merge

Export active Take to New Track
Move active Take to New Track
Unpack

Unpack to New Tracks

+ Quick Swipe Comping

This saves the current take as a new comp named Comp X: Comp X, adding it to the list
of comps in the pop-up menu.

By default, new comps are saved as Comp X: Comp X. For details about renaming, see
Renaming Takes or Comps.

Renaming Takes or Comps
You can rename both takes and comps.
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To rename a take

1 Click the arrow in the top right of the take folder, then choose the take you want to
rename from the pop-up menu.

(¥ Acoustic: Take 1 ©

Take 4O

Take 30

Take 20

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1
Comp 2: Comp 2

Create New Comp

Rename Take

Delete Take

Flatten

Flatten and Merge

Export active Take to New Track
Mowve active Take to New Track
Unpack

Unpack to Mew Tracks

¥ Quick Swipe Comping

2 Click the arrow in the top right of the take folder, then choose Rename Take from the
pop-up menu (or use the “Rename Take or Comp” key command).

(¥ Acoustic: Take 1 ©

Take 30

Take 20

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
+ Take 1: Take 1

Comp 1: Comp 1
Comp 2: Comp 2

Create New Comp

Rename Take

Delete Take

Flatten

Flatten and Merge

Export active Take to New Track
Move active Take to New Track
Unpack

Unpack to New Tracks

¥ Quick Swipe Comping
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3 Type the new name in the dialog that opens, then click OK.

Tip: You can also click a take region with the Text tool, and type a new name in the text
input field that appears.

To rename a comp
1 Click the arrow in the top right of the take folder, then choose the comp you want to
rename from the pop-up menu.

Duplicate Comp.

Rename Comp

Delete Comp

Delete all other Comps

Flatten

Flatten and Merge

Export active Comp to New Track
Move active Comp to New Track
Unpack

Unpack to New Tracks

¥ Quick Swipe Comping
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2 C(lick the arrow in the top right of the take folder, then choose Rename Comp from the
pop-up menu (or use the “Rename Take or Comp” key command).

Acoustic: Comp 2

Export active Comp to New Track
Move active Comp to Mew Track
Unpack

Unpack to New Tracks

¥ Quick Swipe Comping

3 Type the new name in the dialog that opens, then click OK.

Deleting Takes or Comps

You can delete takes or comps from take folders at any time. When deleted, they no
longer appear in the take folder’s list of takes and comps. Any comp selections using
deleted takes are also removed.
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To delete a take

1 Click the arrow in the top right of the take folder, then choose the take that you want to
delete from the pop-up menu.

(¥ Acoustic: Take 1 ©

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
Take 1: Take 1 |

Comp 1: Comp 1 :
Comp 2: Comp 2

Create New Comp

Rename Take

Delete Take

Flatten

Flatten and Merge

Export active Take to New Track
Mowve active Take to New Track
Unpack

Unpack to Mew Tracks

¥ Quick Swipe Comping

2 Delete the take by doing one of the following:

+ Click the arrow in the top right of the take folder, then choose Delete Take from the
pop-up menu (or use the “Delete Take or Comp” key command).

(¥ Acoustic: Take 1 O
Take 4: Take 4

Take 3: Take 2
Take 2: Take 2
¥ Take 1: Take L

Comp 1: Comp 1
Comp 2: Comp 2

Create Mew Comp
Rename Take
Delete Take

Flatten and Merge

Export active Take to New Track
Move active Take to New Track
Unpack

Unpack to New Tracks

+ Quick Swipe Comping
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+ Click the take using the Eraser tool.

+ Press the Delete key.

To delete a comp
1 Click the arrow in the top right of the take folder, then choose the comp that you want
to delete from the pop-up menu.

| ™ Acoustic: Comp 2 ©

Comp 2: Comp 2

Duplicate Comp

Rename Comp

Delete Comp

Delete all other Comps.

Flatten

Flatten and Merge

Export active Comp to Mew Track
Move active Comp to New Track
Unpack

Unpack to New Tracks

¥ Quick Swipe Comping
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2 Click the arrow in the top right of the take folder, then choose Delete Comp from the
pop-up menu (or use the “Delete Take or Comp” key command).

(" Acoustic: Comp 2 O

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1
Comp 2: Comp 2

Duplicate Comp

Delete Comp |

Delete all other &

Flatten

Flatten and Merge

Export active Comp to Mew Track
Move active Comp to Mew Track
Unpack

Unpack to Mew Tracks

¥ Quick Swipe Comping

You can also delete all comps in a take folder except the currently active comp.

To delete all but the current comp
1 Click the arrow in the top right of the take folder to open the pop-up menu, then choose
the comp that you want to keep.

(" Acoustic: Comp 2 O

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1
Comp 2: Comp 2

Duplicate Comp

Rename Comp

Delete Comp

Delete all other Comps

Flatten

Flatten and Merge

Export active Comp to New Track
Mowve active Comp to New Track
Unpack

Unpack to Mew Tracks

¥ Quick Swipe Comping
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2 C(lick the arrow in the top right of the take folder, then choose “Delete all other Comps”
from the pop-up menu.

("% Acoustic: Comp 2 O

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1
+ Comp 2: Comp 2

Duplicate Comp

Rename Comp

Delete Comp

Delete all other Comps

Flatten

Flatten and Merge

Export active Comp to New Track
Move active Comp to New Track
Unpack

Unpack to New Tracks

+ Quick Swipe Comping

All comps, with the exception of the currently active comp, are deleted.

Note: This command is available only when a take folder contains more than one comp
and when a comp is active.

Exporting Takes or Comps to New Tracks
You can export an active take or comp from a take folder to a new track, leaving the
original take folder content intact.
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To export an active take to a new track
1 Click the arrow in the top right of the take folder to open the pop-up menu, then choose

the take you want to export.

(¥ Acoustic: Take 1 ©

Take 4O

Take 30

Take 20

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
Take 1: Take 1 |

Comp 1: Comp 1 :
Comp 2: Comp 2

Create New Comp

Rename Take

Delete Take

Flatten

Flatten and Merge

Export active Take to New Track
Mowve active Take to New Track
Unpack

Unpack to Mew Tracks

¥ Quick Swipe Comping

2 C(lick the arrow in the top right of the take folder, then choose “Export active Take to New
Track” from the pop-up menu (or use the “Export Active Take or Comp to New Track” key

command).

(¥ Acoustic: Take 1 0

Take 40

Take 20

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
v Take 1: Take 1

Comp 1: Comp 1
Comp 2: Comp 2

Create New Comp

Rename Take

Delete Take

Flatten

Flatten and Merge

Export active Take to New Track |,
Move active Take to New Track V]
Unpack

Unpack to New Tracks

¥ Quick Swipe Comping
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This copies the active take to a new track, which is created below the take folder track.
The exported take can be made up of one or more take regions. The content of the
original take folder remains intact.
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To export an active comp to a new track
1 Click the arrow in the top right of the take folder to open the pop-up menu, then choose
the comp you want to export.

(" Acoustic: Comp 2 O

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1
Comp 2: Comp 2

Duplicate Comp

Rename Comp

Delete Comp

Delete all other Comps.

Flatten

Flatten and Merge

Export active Comp to Mew Track
Move active Comp to New Track
Unpack

Unpack to New Tracks

¥ Quick Swipe Comping

2 Click the arrow in the top right of the take folder, then choose “Export active Comp to
New Track” from the pop-up menu (or use the “Export Active Take or Comp to New Track”
key command).

(¥ Acoustic: Comp 2 O
Take 4: Take 4

Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1
Comp 2: Comp 2

Duplicate Comp
Rename Comp

Delete Comp

Delete all other Comps.
Flatten

Flatten and Merge

Export active Comp to Mew Track |
Move active Comp to New Track
Unpack

Unpack to New Tracks

¥ Quick Swipe Comping
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This copies the active comp to a new track, which is created below the take folder track.
The content of the original take folder remains intact.

Moving Takes or Comps to New Tracks
You can move an active take or comp from a take folder to a new track, which removes
the take or comp from the original take folder.
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To move an active take to a new track
1 Click the arrow in the top right of the take folder to open the pop-up menu, then choose

the take you want to move.

(¥ Acoustic: Take 1 ©

Take 4O

Take 30

Take 20

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
Take 1: Take 1 |

Comp 1: Comp 1 :

Comp 2: Comp 2

Create New Comp

Rename Take

Delete Take

Flatten

Flatten and Merge

Export active Take to New Track
Mowve active Take to New Track
Unpack

Unpack to Mew Tracks

¥ Quick Swipe Comping

2 C(lick the arrow in the top right of the take folder, then choose “Move active Take to New
Track” from the pop-up menu (or use the “Move Active Take or Comp to New Track” key

command).

(¥ Acoustic: Take 1 0

Take 40

Take 20

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
¥ Take 1: Take 1

Comp 1: Comp 1
Comp 2: Comp 2

Create Mew Comp

Rename Take

Delete Take

Flatten

Flatten and Merge

Export active Take to New Track

Move active Take to New Track |

Unpack
Unpack to New Tracks

+ Quick Swipe Comping
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This moves the active take to a new track, which is created below the take folder track.
This take is no longer available in the original take folder.

Take 40 Take 4

o b et ol s Ll sl sl

Take 30 Take 3

o et ol s Gl sl sl

-~ Audio 2

To move an active comp to a new track
1 Click the arrow in the top right of the take folder to open the pop-up menu, then choose
the comp you want to move.

[ ¥ Acoustic: Comp 20

e * Comp 2: Comp 2

Duplicate Comp
Rename Comp
Delete Comp

camodn il e il ﬂ!l!‘h!all “ cn
Flatten

Flatten and Merge
Export active Comp to New Track
ik 4 Mowe active Comp ta Mew Track
e —— Unpack
ir Unpack to Mew Tracks
¥ Quick Swipe Comping
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2 C(lick the arrow in the top right of the take folder, then choose “Move active Comp to
New Track” from the pop-up menu (or use the “Move Active Take or Comp to New Track”

key command).

| ¥ Acoustic: Comp 2 O

= Take 40 m
= Take 30 ﬁ

}

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1

+ Comp 2: Comp 2

Duplicate Comp

Rename Comp

Delete Comp

Delete all other Comps

Flatten

Flatten and Merge

Export active Comp to New Track
Move active Comp to New Track |
Unpack

Unpack to New Tracks

+ Quick Swipe Comping

Chapter 15  Editing Audio Take Recordings



This moves the active comp to a new track, which is created below the take folder track.
This comp is no longer available in the original take folder.

. Audio 2

Flattening and Merging Take Folders

You can flatten a take folder, which replaces the take folder with multiple regions that
represent the current comp selections. All take region sections not used in the current
comp are deleted.
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To flatten a take folder
1 Click the arrow in the top right of the take folder to open the pop-up menu, then choose
the comp you want to keep.

(" Acoustic: Comp 2 O

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1
Comp 2: Comp 2

Duplicate Comp

Rename Comp

Delete Comp

Delete all other Comps.

Flatten

Flatten and Merge

Export active Comp to Mew Track
Move active Comp to New Track
Unpack

Unpack to New Tracks

¥ Quick Swipe Comping

2 C(lick the arrow in the top right of the take folder, then choose Flatten from the pop-up
menu (or use the Flatten Take Folder key command).

(W Acoustic: 20
Acoustic: Comp 2 Take 4: 4

Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1
Comp 2: Comp 2

Duplicate Comp
Rename Comp

Delete Comp

Delete all ather Comps
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Export active Comp to New Track
Mowve active Comp to Mew Track
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¥ Quick Swipe Comping
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This replaces the take folder with multiple regions that represent the current comp

'tump [ Comp "C-Jmp "C-Jm' t-:tmp "C-J

selections.

You can also flatten a take folder and merge the results. This replaces the take folder with
a single region that represents the current comp selections. All take region sections not
used in the current comp are deleted.

To flatten and merge a take folder
Click the arrow in the top right of the take folder to open the pop-up menu, then choose

the comp you want to keep.
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Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1
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Duplicate Comp
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Delete Comp
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Flatten and Merge

Export active Comp to New Track
Mowve active Comp to New Track
Unpack

Unpack to Mew Tracks
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2 C(lick the arrow in the top right of the take folder, then choose “Flatten and Merge” from

the pop-up menu (or use the “Flatten and Merge Take Folder” key command).

(¥ Acoustic: Comp 2 O

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1
Comp 2: Comp 2

Duplicate Comp

Rename Comp

Delete Comp

Delete all other Comps

Flatten

Flatten and Merge

Export active Comp & New Track
Move active Comp to New Track
Unpack

Unpack to New Tracks

¥ Quick Swipe Comping

The take folder is replaced with multiple regions that represent the current comp
selections, and all take region sections not used in the current comp are deleted. The
new regions are then merged to create a new audio file in the Arrange area. The newly
created audio file matches the size of the take folder—independent of the start position
of the first region or the end position of the last region.

If you want to flatten a take folder without deleting the original take folder and its unused
content, see Exporting Takes or Comps to New Tracks.

Unpacking Take Folders

You can unpack take folders using the original channel strip for all new tracks, or you can
unpack take folders using different channel strips for each new track. Both methods
replace the selected take folder—or take folders—with new audio tracks for each take
and each comp. The first audio track reflects the active comp, followed by the takes and
remaining comps in the order they appear in the take folder’s pop-up menu.
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To unpack take folders
Do one of the following:

Choose Region > Folder > Unpack Take Folder in the Arrange area’s local menu bar (or
use the corresponding key command, default assignment: Control-Command-U).

Control-click (or right-click) the take folder header area, then choose Folder > Unpack
Take Folder from the pop-up menu.

Click the arrow in the top-right corner of the take folder, then choose Unpack from the
pop-up menu.

(" Acoustic: Comp 2 O

Take 4: Take 4
Take 3: Take 3
Take 2: Take 2
Take 1: Take 1

Comp 1: Comp 1
Comp 2: Comp 2

Duplicate Comp

Rename Comp

Delete Comp
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Export active Comp to New Track
Mowe active Comp to Mew Track
Unpack

¥ Quick Swipe Comping

Note: The latter option affects only the chosen take folder, not all selected take folders.
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This command—Unpack Take Folder, or Unpack—uses the original channel strip for all
new tracks. All takes and comps, with the exception of the currently active comp, are
muted. This ensures that the playback result remains unchanged. Any edits made to one
of these tracks will be reflected in all others.

| Guitar

| Guitar

| Guitar

| Guitar

| Guitar

To unpack take folders to new tracks
Do one of the following:

Choose Region > Folder > “Unpack Take Folder to New Tracks” in the Arrange area’s local
menu bar (or use the corresponding key command, default
assignment: Control-Shift-Command-U).

Control-click (or right-click) the take folder header area, then choose Folder > “Unpack
Take Folder to New Tracks” from the pop-up menu.
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Click the arrow in the top-right corner of the take folder, then choose “Unpack to New

Tracks” from the pop-up menu.

| ™ Acoustic: Comp 2 ©

Note: The latter option affects only the chosen take folder, not all selected take folders.
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This command—"“Unpack Take Folder to New Tracks,” or “Unpack to New Tracks”—uses
different channel strips for each new track, but automatically assigns the original channel
strip setting to all of them. None of the takes or comps is muted. Edits can be made to
each of the tracks independently of the others.

i

! Audio 2

! Audio 3

| Audio 4

! Audio 5

! Audio &

Packing Regions into a Take Folder
You can select multiple regions and pack them all into a single take folder. Each region
appears as an individual take in the resulting take folder.

To pack selected regions into a take folder
Do one of the following:

Choose Region > Folder > Pack Take Folder in the Arrange area’s local menu bar (or use
the corresponding key command, default assignment: Control-Command-F).

Control-click (or right-click) the selected regions, then choose Folder > Pack Take Folder
from the pop-up menu.
Note the following when packing regions into a take folder:

+ If the selected regions are located on different tracks, the newly created take folder is
placed on the topmost track. This may change the playback result, because the take
folder uses a single channel strip, whereas previously the tracks may have used different
channel strips.
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+ If the selected regions are placed one after the other on a single track, the newly created
take folder defaults to one automatically created comp.

+ If only one region is packed into a take folder, it is selected as the take and no comp
is created.

Opening Take Folders in the Sample Editor

Although you can open take regions in the Sample Editor, the take regions are locked,
making it impossible to move the anchor or redefine start or end points. If you want to
perform fine edits of start and end points, you can do this in the Arrange area, when
zoomed in. The timing of individual sections can be adjusted after the take folder has
been “flattened.”
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Flex Time Editing 1

Flex Time editing— similar to what is often referred to as elastic audio in other
applications—is a nondestructive form of audio editing in Logic Pro. It is a process that
allows you to correct a single note or the timing of an entire region, all within the Arrange
window. Flex Time editing greatly simplifies the process required for altering the timing
of audio material. It allows you to compress or expand the time between specified points
in an audio region without the need for more traditional processes like cutting, nudging,
and crossfading. This chapter introduces you to the techniques used for Flex Time editing
as well as the track-based settings that determine how the timing of your audio will be
altered —either by using time compression or expansion algorithms, by manipulating
invisibly sliced segments, or by speeding up or slowing down the material.

You edit the timing of audio material using flex markers. When you move a flex marker,
it time compresses or expands the area around it. The initial boundaries within which
this is done is determined by the transient markers. Transient markers denote significant
points—or transients—in an audio file. The audio on a track is analyzed for transients the
first time you enable that track for Flex Time editing. Any detected transients in the file
are marked with transient markers. You manipulate flex markers either in the Arrange
area’s Flex view, or invisibly using the Flex tool. You can create single or multiple flex
markers in an audio file, allowing you to manipulate the position of single notes or
complete phrases.

This chapter covers the following:

+ Turning on Flex View (p. 520)

+ Choosing Flex Modes (p. 520)

+ Getting to Know the Flex Modes (p. 523)

+ Getting to Know Transient, Flex, and Tempo Markers (p. 525)

+ Working with Flex Markers (p. 526)

+ Time Stretching Using Marquee Selections (p. 532)

+ Time Stretching Using Region Borders (p. 533)

+ Snapping Flex Markers to Transient Markers (p. 534)

+ Splitting Audio Regions at Transient Marker Positions (p. 535)
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+ Using the Flex Tool (p. 535)
+ Using Varispeed to Alter Playback Speed and Pitch (p. 539)

Turning on Flex View
To edit the timing of your audio files, you need to turn on Flex view in the Arrange area.

To turn on Flex view
Do one of the following:

Choose View > Flex View in the Arrange area’s local View menu (or use the Hide/Show
Flex View key command).

Click the Flex View button in the Arrange toolbar (if visible).

2 (0]

Turning on Flex view displays the Flex Mode button in the track header of each audio
track in the Arrange area.

P Our Song - Arrange

==y - = E E] £
‘ = = = = =] i i
gs  Auto Zoom Automation Flex ° Setlocators Repeat Section CutSection InsertS

+ [@| [ #)|[H]|[Edit v Track v Region v MIDI v Audiac v View

Acoustic

Flex Mode button

This button determines which flex mode, if any, is used for processing the audio material
on the selected track. For details, see Choosing Flex Modes.

Choosing Flex Modes

Flex modes are track-based settings that determine how the audio will be altered —either
by using time compression or expansion algorithms, by manipulating invisibly sliced
segments, or by speeding up or slowing down the material. Your first step is to assign a
flex mode to the audio track, which affects the entire contents of the track.
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To assign a flex

mode to an audio track

Do one of the following:

= (Click the Flex Mode button in the arrange track list, then choose a mode from the pop-up

menu.

¥ Global Tracks

L Cuitar track

t [@][#][ W] [ Edit v Track v R

Monophonic
Polyphonic

Tempophone
Speed

= Select the Flex Mode parameter in the Track Parameter box, then choose a mode from
the pop-up menu.

¥ Guitar track

Icon: e
Core Audio: Audio |
| MIDI Channel: 1 s
Freeze Mode: Pre Fader

* slicin,

Rhythmic
Manophonic

| [ Setting é Polyphonic

Tempophane
| Insarts Speed
A II—Y =
The flex mode you choose is assigned to all audio regions or audio take folders across
the track.
(S & E H

[Edit * Track v Region = MIDI * Audic * View v Snap: [ Smart 3| Drag:

Note: When you

set the flex mode for a track, the Freeze Mode parameter in the Track

Parameter box switches from Pre Fader to Source Only. For details about the Freeze

feature, see Free

zing Tracks in the Arrange Area.
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After assigning a flex mode to an audio track, you have the option of isolating individual
regions—or take regions in the case of take folders—from the effects of the chosen flex
mode algorithm. You do this by turning off the flex mode for the individual regions or
take regions.

To turn off the flex mode for individual regions, or take regions, on an audio track
Select a region or take region on the chosen track, then deselect the Flex checkbox in
the Inspector’s Region Parameter box.

This disables all Flex Time editing properties on the region or take region.

®O6 [ Flex Time Editing - Arrange

R = r—— 3
() B = = E O =] =5 2% ] £ EX
Inspactor Preferences Settings | Auto Zoom Automation Flex Set Locators Repeat Section Cut Section Insert Section | Split by Locators  Split by Playhead

¥ Acoustic Guitar 2 + [@|[&] [ A |[Edit v Track v| Region v| MIDI v Audio v View v] Snap: [ Smart 4] Drag: [©
Quantize: off (3840) % 5 ] :
Q-Swing:

Il
Loop: [ ] P Global Tracks

[Acoustic Guitar 2 0 Acoustic G

Delay:
Cain:
Fade In $:
Curve:
Fade $: Out $
Curve:
Flex:
-

.Mm,,Er%m

a

rarTary

Flex checkbox

Note: Flex markers are disabled, but not deleted, and the region plays at its original speed.
You can also choose a flex mode and assign it to all audio tracks in the Arrange area.

To assign the same flex mode to all tracks
Do one of the following:

Hold down the Shift key while you open the Flex Mode pop-up menu in the arrange track
list and choose a mode.

Hold down the Shift key while you open the Flex Mode pop-up menu in the Inspector’s
Track Parameter box and choose a mode.

When you assign a flex mode to an audio track for the first time, all audio files on that
track are passed through a transient detection process. Audio files on the track are scanned,
transients in the audio material are detected and marked, and all information about
transient positions is stored in the audio files.

Note: Transient markers are identical in all audio regions that refer to the same section
of an audio file, and they are consistently present when you use that audio file in multiple
projects.
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Getting to Know the Flex Modes

Flex modes determine how the audio material is processed, and each flex mode is best
suited to a specific type of audio material. Rhythmic, Monophonic, and Polyphonic flex
modes are named based on the type of material they are best suited for. Slicing,
Tempophone, and Speed are so named to indicate the specialized process they apply.
When you choose one of these flex modes from the Flex Mode pop-up menu, the
parameters for that flex mode appear below it in the Inspector’s Track Parameter box.
You adjust these parameters by selecting a checkbox or by dragging the value vertically.

* Acoustic Guitar @ [@|[ #|[H|[Edit v Track v Region v MIDI v Audio v View

¥ Cuitar track

Icon: ek
Core Audio: Audio 1 @ Acoustic
MIDI Channel: 1
Freeze Mode: Saurce Only
Q-Reference: |¥]

Flex Mode: Rhythmic
Loop Length: 50 %

Decay: 0.5 s
Loop Offset 8 ms
T

Flex mode and Flex mode
parameters

You can choose from the following flex modes, and their respective parameters, for track-
and region-based Flex Time editing in Logic Pro:

Off
Disables all Flex Time editing properties on the audio track.

Note: If an audio track in this flex mode contains Apple Loops, they will follow the project
tempo unless the Follow Tempo checkbox is unselected in the Region Parameter box.

Slicing

Slices the audio material at transient markers, then shifts the audio while playing each
slice at its original speed. No time compression or expansion is applied to the shifted
audio. Any gaps that occur as a result of shifting the audio can be filled using the decay
function. Slicing is a good choice for drums and percussion.

* Fill Gaps: Turns the decay function on or off, allowing you to fill any gaps that occur
between sounds as a result of shifting the audio.

+ Decay: Sets the decay time between sounds, because no time stretching takes place
to compensate for the gaps.

+ Slice Length: Shortens each slice by a percentage value. Shortening slices can be helpful
for removing unwanted pre-attack sounds from the following slice, or to create a gated
effect.
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Rhythmic

Rhythmic flex mode time stretches the material, looping audio between slices in order
tofill any gaps. This mode is most suitable for nonmonophonic material, such as rhythmic
guitars, keyboard parts, and Apple Loops.

+ Loop Length: Sets the length of the looped section at the end of a slice that is used for
time expansion.

+ Decay: Defines a decay value for the looped area.

+ Loop Offset: Allows you to move the looped area up to 100 ms to the left, preventing
pre-attack sounds from the following transient to appear in the looped and crossfaded
area.

Monophonic

Monophonic flex mode is designed to be used on melodic instruments only playing a
single note at a time, and is therefore good for solo vocals and monophonic solo
instruments—melody and bass lines, for example. When you use this flex mode, your
recording should be relatively dry, without audible reverberation. Otherwise, you may
want to try using Polyphonic.

Monophonic flex mode comes with a single parameter— percussive—that preserves the
area around transient markers to protect the percussive part of the sound. If selected,
allows better timing for all kinds of percussive monophonic tonal material, such as plucked
strings (guitar, bass) or tonal percussion. If unselected, prevents glitches on transient
markers in nonpercussive tonal material, such as bowed strings or wind instruments.

Polyphonic

Polyphonic flex mode time stretches material based on a process called phase vocoding—a
process which uses phase information to time stretch an audio signal without touching
its pitch. It is the most processor-intensive of all the flex modes, but it delivers high sonic
quality with suitable polyphonic material. It is recommended for complex polyphonic
material and is good for all kinds of chords—such as guitar, piano, and choir—and also
complex mixes.

Polyphonic flex mode comes with a single parameter—complex—that enables more
internal transients in the audio material.

Tempophone

Tempophone flex mode emulates the effect of a historical tape-based time-stretching
device known as a tempophone, and results in a mechanical sound with many artifacts
similar to those produced with granular synthesis techniques. It is intended to be used
creatively for special effects.

* Grain Size: Sets the size of the grains that are played or repeated in their original speed
and crossfaded to create time compression or expansion.
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+ Crossfade: Adjusts the crossfade length from 0.00, which produces hard artifacts, to
the full grain length of 1.00, which tends to sound softer.

Speed

Speed flex mode time stretches material by playing the source material faster or slower,
including pitch change. Because of the pitch shifting, this flex mode is mainly useful for
percussive material, but it can be used on all material for interesting creative effects.

Getting to Know Transient, Flex, and Tempo Markers
You will encounter some or all of the following marker types when working on flex-enabled
audio regions:

Flex marker Quantize flex marker

130 130

[ Acoustic Guitar @ Acoustic Guitar Acoustic Guitar__ ¥ (Achustic Guitar 2

Tempo marker
(region end)

Transient marker Tempo marker

« Transient markers: Displayed as faded gray lines in the background of an audio region,
transient markers denote significant points in an audio file. Transient markers are
displayed after the audio on a track is analyzed for transients the first time you enable
that track for Flex Time editing. For details, see Using Transient Markers to Edit in the
Sample Editor.

* Flex markers: Displayed as white lines with orange handles, flex markers allow you to
alter the timing of audio material. By moving a flex marker, you time compress or
expand the area around it, but within the boundaries of the existing transient markers.
For details, see Working with Flex Markers,

* Quantize flexmarkers: Displayed as white lines, quantize flex markers—or simply quantize
markers—are created automatically during the audio quantization process. Quantize
markers indicate where audio has been time-stretched during the audio quantization
process. When you edit a quantize marker, it's converted to a normal flex marker (with
an orange handle). For details, see Quantizing Audio or MIDI Regions.
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+ Tempo markers: Displayed as blue lines, tempo markers denote a tempo change at that
point in the audio region and continue to maintain that tempo change during
time-stretching activities. A tempo marker located at the end of an audio region indicates
that the region follows the project tempo; changing the tempo does not change the
length of that region. For details, see Moving Flex Markers and Time Stretching.

Working with Flex Markers

Flex markers allow you to alter the timing of audio material. You can create them manually
(as discussed in this section) or they can be created automatically during the audio
quantization process (see Quantizing Audio or MIDI Regions).

You can create single or multiple flex markers in an audio file, which allows you to
manipulate whole or partial areas of the material. The following sections describe the
various ways to create, move, and delete flex markers.

Tip: You may find it useful to use the Zoom function in Logic Pro when creating, editing,
and deleting flex markers.

Creating Flex Markers
You can create flex markers within the body of an audio region, either between or directly
on top of existing transient markers.

Note: Make sure that Flex view is turned on and a flex mode is set for the track. For details,
see Turning on Flex View and Choosing Flex Modes.

To create a flex marker
Click the area in the upper half of the waveform body.

+ If you click in the area on or beside an existing transient marker (note the change of
mouse pointer), the flex marker is created directly on top of the transient marker.

[ Acoustic Guitar 0 | Acoustic Guit
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+ If you click in the area where a transient marker does not exist (note the change of
mouse pointer), the flex marker is created at the clicked position.

| Acoustic Guitar @ / | Acoustic Guitar @

Rhythmic

Note: You can drag a flex marker—and thereby edit the timing of the

material —immediately after you create it. This action alters the timing of the audio
material between that flex marker and the preceding and following flex markers, or the
region start and end positions if there are no preceding and following flex markers.

You can also create multiple flex markers in an audio region.

To create multiple flex markers
Do one of the following:
Click the area in the lower half of the waveform body.

Three flex markers are created, according to where you click:

+ If you click in the area on or beside a transient marker (note the change of mouse
pointer), three flex markers are created in these positions:

[ Acoustic Guitar @

+ On the transient marker
+ On the previous transient marker

+ On the following transient marker
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+ If you click in the area where a transient marker does not exist (note the change of
mouse pointer), three flex markers are created in these positions:

Acoustic Guitar @M

+ At the clicked position
+ On the previous transient marker

+ On the following transient marker

= Drag a selection in the region with the Marquee tool, then click it with the Pointer tool.

+ If you click in the upper half of the selection area, four flex markers are created in these
positions:

« Two at the marquee borders
+ Two outside the marquee selection at the previous and next transient positions

+ Ifyou click in the lower half of the selection area, three flex markers are created in these
positions:

+ One at the clicked position

+ Two at the marquee borders
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Moving Flex Markers and Time Stretching
When you move flex markers, the audio material will be time-stretched, but the results

depend on which flex marker you move and where you move it.

Consider the following two examples:

+ When you move a flex marker to the left: The audio material is time-compressed up to
the preceding flex marker, the preceding tempo marker, or the region start position.
The audio material is time-expanded up to the following flex marker or the following
tempo marker (which can also be the region end position).

Acoullic Guiar @ ¥
Acoustic cui (1] (1] M) [

Rhythmic

When you move a flex marker to the right: The audio material is time-expanded up to
the preceding flex marker, the preceding tempo marker, or the region start position.
The audio material is time-compressed up to the following flex marker or the following

tempo marker (which can also be the region end position).

[ AcouWic Guitar @ ¥ Acoli
fcoulclatar L Scod Acoustic Gui... |1 [R] (M5

Rhythmic

Note: You can reset a flex marker by Control-clicking (or right-clicking) the flex marker,
then choosing Set To Neutral Position from the shortcut menu.
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If you move a flex marker to the left and the flex marker crosses the previous flex marker,
the previous flex marker jumps back to the previous transient marker. This allows you to
extend the Flex Time editing range to the left. The same behavior occurs if a flex marker
crosses a tempo marker.

]

If you move a flex marker to the right and the flex marker crosses the following flex marker,
the following flex marker jumps forward to the next transient marker. This allows you to
extend the Flex Time editing range to the right. The same behavior occurs if a flex marker
crosses a tempo marker.

Acoustic Gui... [1] [R] [r][5

When you move a flex marker, time stretching is highlighted with green, orange, or red.
If you click a flex marker, the area of the waveform that will be affected by time stretching
is highlighted with the relevant color. These colors are also used to represent areas where
the timing has been edited, as follows:

+ Green: Time compression is shown in increasing shades of green, the more the audio
region section is compressed.

+ Orange: Time expansion is shown in increasing shades of orange, the more the audio
region section is expanded.
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Note: Time compression or expansion may lead to reduced sound quality. However,
if Slicing mode is selected, the audio itself is never time-compressed or expanded, so
the sound quality is retained.

* Red: High-speed sections, where time compression equals or exceeds factor
8—time-stretching factor 0.125—turn from green to red and come with a warning.

Moving Flex Markers Without Time Stretching
You can change a flex marker’s position in an audio region without changing the timing
of the audio material before or after the flex marker.

To move a flex marker without time stretching
Hold down the Option key while you drag the flex marker.

When you drag a flex marker, you can press the Option key to turn time stretching off,
or release the Option key to turn time stretching on.

Deleting Flex Markers

When you delete a flex marker, any time alteration that took place in the area around it
is either removed —with the audio material reset to its original position—or reset according
to the time-stretching offset of the previous or following flex marker.

There are a number of methods you can use when deleting one or more flex markers,
including quantize markers.

To delete a flex marker

Do one of the following:

Double-click the flex marker.

Drag across the flex marker with the Eraser tool.

Important: Make sure to use the Eraser tool in the body of the waveform only. Clicking
the region header with the Eraser deletes the entire region.

Control-click (or right-click) the flex marker, then choose Delete Flex Marker from the
shortcut menu.
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To delete multiple flex markers
Do one of the following:

Drag across multiple flex markers with the Eraser tool.

Important: Make sure to use the Eraser tool in the body of the waveform only. Clicking
the region header with the Eraser deletes the entire region.

Control-click (or right-click) the region background, then choose Delete All Flex Markers
from the shortcut menu.

It is also possible to delete only those flex markers that were created manually, leaving
quantize markers intact.

To delete manually created flex markers only
Control-click (or right-click) the region background, then choose Delete Manually Created
Flex Markers from the shortcut menu.

Time Stretching Using Marquee Selections

You can drag a selection in a region with the Marquee tool and then click it with the
Pointer tool to create four flex markers—two at the marquee borders, and two outside
the marquee selection at the previous and next transient positions.

Rhythmic

You can then time stretch the audio material outside of the marquee selection.

To edit the timing of audio material using a marquee selection

1 Drag a selection in a region with the Marquee tool.
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2 Clickin the upper half of the selection area with the Pointer tool, then drag the highlighted
area—between the second and third flex markers—in either direction.

This process allows you to compress or expand the audio material between the first and
second flex markers or between the third and fourth flex markers. Nothing happens to
the audio material between the second and third flex markers.

If you move the marquee selection area to the left and the first flex marker crosses a
previous flex marker, the previous flex marker jumps back to the previous transient marker.
This allows you to extend the Flex Time editing range to the left.

If you move the marquee selection area to the right and the fourth flex marker crosses a
following flex marker, the following flex marker jumps forward to the next transient
marker. This allows you to extend the Flex Time editing range to the right.

Time Stretching Using Region Borders
You can apply equal time stretching across the body of an entire audio region. You do
this using the region borders.

To time stretch audio material using the region border
= Hold down the Option key while you drag the region’s lower-right corner to the left or
to the right.
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This action time stretches the entire contents of the region equally, as follows:

+ It compresses the audio material if you drag the region corner to the left.

[ Acoustic Guitar @ Acoustic Guitar Acoustic Guitar

+ It expands the audio material if you drag the region corner to the right.

Acoustic Guitar @M Acoustic Guitar Acoustic Guitar Acoustic Guitar

Snapping Flex Markers to Transient Markers
You can snap a flex marker’s position in one audio region to a transient marker’s position
in another audio region.

To snap a flex marker in one audio region to the transient marker in another audio
region

1 Click-hold the flex marker, and drag the mouse upward or downward over an adjacent
track.
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A yellow guideline appears in the other track region as you jump from transient to
transient.

Acoustic Gui.. [ 1| [R] [MI[5]
Rhythmic

Release the mouse button to snap the flex marker to the highlighted transient marker.

Splitting Audio Regions at Transient Marker Positions
You can split an audio region into multiple regions at its transient marker positions.

To split a region at transient marker positions
Control-click (or right-click) the region background, then choose Slice at Transient Markers
from the shortcut menu (or use the corresponding key command).

The selected region is split at every transient marker position.

Using the Flex Tool
You can use the Flex tool in the Arrange window'’s Tool menu for quick access to basic
Flex Time editing functionality, without having to turn on Flex view using the View menu.

=)
C & »
Lists Media

M, 4.

Note: If you try to use the Flex tool on a non-flex-enabled region, you are asked to choose
a flex mode for the region. Choosing a flex mode initiates a transient detection process
for any audio files that have not previously been analyzed.
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You can use the Flex tool for the following Flex Time editing activities:

To create flex markers and time stretch
Do one of the following:

= Using the Flex tool, place the pointer over the region body, then drag when you see the
following pointer:

acks

Acoustic Guitar @

Acoustic Gui...

This creates three flex markers, as follows:

+ On the transient marker

+ On the previous transient marker

+ On the following transient marker

The shaded area in the image shows the flex marker positions. You are compressing or

expanding the audio material between the middle flex marker and the other two.

Flex marker Flex marker
(on previous transient) (on next transient)

Bcks

| Acopstic Guitar 00
Acoustic Gui...

Flex marker (on transient)
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= Using the Flex tool, place the pointer over the region body, then drag when you see the
following pointer:

Bcks

Acoustic Guitar @O

Acoustic Gui...

This creates three flex markers, as follows:

+ At the clicked position

+ On the previous transient marker

+ On the following transient marker

The shaded area in the image shows the flex marker positions. You are compressing or
expanding the audio material between the middle flex marker and the other two.

Flex marker Flex marker
(on previous transient) (on next transient)

Flex marker
(at clicked position)
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= Make a selection in the region with the Marquee tool, then drag it.

Flex marker Flex marker
(on previous transient) (on next transient)

Bcks

© Guitar @@
Acoustic Gui...

Flex marker (at left Flex marker (at right
marquee border) marquee border)
This creates four flex markers, as follows:
+ Two at the marquee borders
+ Two outside the marquee selection at the previous and next transient positions

This allows you to edit the time position of the audio material between the first and
second flex markers or between the third and fourth flex markers. Nothing happens to
the audio material between the second and third flex markers.

To move a flex marker without time stretching
= Hold down Option while dragging the flex marker.

Bcks

| Acoustid Guitar 00
Acoustic Gui...

ALk
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To time stretch using region borders
Do one of the following:

= Drag the left or right edge of the region header.

Acoustic Guitar Acoustic Guitar EI:}]

= Hold down Option while dragging the region’s lower-right corner.

Acoustic Guitar Acoustic Guitar

Using Varispeed to Alter Playback Speed and Pitch
You can use the Varispeed mode to speed up or slow down a project between —50% and
+100%—which equals between 50% and 200% of the original tempo.

Note: Varispeed affects the entire project, not just the flex-enabled audio tracks.

Varispeed provides a way to speed up or slow down the entire project, similar to the
original varispeed feature of tape machines. The most practical use for this option is
checking how a project might sound at a faster or slower tempo, and for practicing and/or
recording a performance at a lower speed.
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To turn Varispeed mode on or off
Click the Varispeed button in the Transport bar (or use the Toggle Varispeed key
command).

FICIOE

|

When enabled, the Varispeed button and display glow orange.

Note: If you don't see the Varispeed button and display, Control-click the Transport bar,
choose Customize Transport Bar from the shortcut menu, and select the Varispeed
checkbox in the Display section.

The Varispeed mode has the following controls:

« Varispeed button: Turns Varispeed mode on or off.

« Varispeed display and pop-up menu: The pop-up menu contains three Varispeed modes
and four options for the unit of measurement used to display the change in speed.
When you choose a mode, it appears in the top part of the display, and when you
choose a unit of measurement, it appears in the bottom part. You click the top part of
the display to open the pop-up menu, and you can drag the units in the bottom part
of the display to adjust them.

Speed Only: Use this mode to pitch shift the master output signal to balance the
pitch change caused by varispeed. This mode changes only the speed, not the pitch.

Varispeed (Speed and Pitch): Use this mode to emulate classic tape varispeed, where
the pitch changes to reflect the speed change.

Varispeed and MIDI: This mode emulates classic tape varispeed and simultaneously
transposes non-drum MIDI tracks, quantized to semitones.

Percentage: Displays the unit of measurement according to percentage.

Resulting Tempo: Displays the resulting tempo, dependent on the current tempo,
which changes along with any tempo changes in the project. Note that the Tempo
display in the Transport bar always shows the original tempo value.

Detune (Semitones.Cents): Displays the unit of measurement according to pitch
change.

Tuning Reference (Hz): Displays the unit of measurement according to tuning reference.
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Editing Audio in the Sample Editor 17

You can use the Arrange area or the Sample Editor to make incredibly fine adjustments
to audio files. In this chapter you will see why the Sample Editor is the ideal tool for
removing pops and clicks in audio material, setting accurate crossover points for looped
playback, correcting phase cancelation errors, and much more.

You will also take a look at transient markers, which denote significant points—or
transients—in an audio file. The audio on a track is analyzed for transients the first time
you enable that track for Flex Time editing. Any detected transients in the file are marked
with transient markers.

Finally, you will learn about some audio processing tools—collectively known as the
Digital Factory—that are unique to the Sample Editor. These include time stretching and
pitch shifting, audio quantization, and extraction of pitch and rhythmic information from
audio—which can be applied to other audio or MIDI parts.

Important: Most edits and functions performed in the Sample Editor are destructive. This
means the actual data of audio files is changed. Although you can undo edits and
processing commands, you should get into the habit of working on copies of your audio
files, rather than the originals. It's better to be safe than sorry.

This chapter covers the following:

+ Opening the Sample Editor (p. 542)

+ Getting to Know the Sample Editor (p. 543)

+ Playing Audio Files in the Sample Editor (p. 544)

+ Navigating Audio Files in the Sample Editor (p. 547)

+ Making Selections in the Sample Editor (p. 548)

+ Audio Editing and Processing in the Sample Editor (p. 552)

+ Adjusting the Project Tempo in the Sample Editor (p. 563)

+ Using Sample Editor Loop Functions (p. 563)

+ Undoing Edit Steps in the Sample Editor (p. 564)

+ Creating Manual Backups in the Sample Editor (p. 564)
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+ Customizing Waveform Amplitude Scale in the Sample Editor (p. 566)
+ Customizing the Ruler in the Sample Editor (p. 566)

+ Customizing Waveform Display in the Sample Editor (p. 568)
+ Getting to Know the Sample Editor’s Digital Factory (p. 569)
+ Using the Sample Editor’s “Time and Pitch Machine” (p. 570)
+ Using the Sample Editor’s Groove Machine (p. 575)

+ Using the Sample Editor’s Audio Energizer (p. 577)

+ Using the Sample Editor’s Silencer (p. 580)

+ Using the Sample Editor’s “Audio to Score” (p. 582)

+ Using the Sample Editor's Quantize Engine (p. 585)

+ “Audio to MIDI Groove Template” (p. 587)

+ Using an External Sample Editor (p. 587)

Opening the Sample Editor

There are several ways to open the Sample Editor in Logic Pro.

To open the Sample Editor as a pane in the Arrange window
Do one of the following:

Select an audio region in the Arrange area, then click the Sample Editor button at the
bottom of the Arrange window (or use the Toggle Sample Editor key command, default
assignment: W).

J Mixer | Sample Editor E Piano Roll Hyper Editor

)@ : 00 : 00 : 00.00
1 1

Double-click an audio region in the Arrange area.

To open the Sample Editor as a separate window
Do one of the following:

Select an audio region in the Arrange area, then choose Window > Sample Editor (or use
the Open Sample Editor key command).
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= Drag the Sample Editor button, which changes to the Sample Editor window as you drag
it.

WAMAAARANRAARAAN AR PN W
TR VATAT AT AR ATRR VR VRTRVRVRTAY) /! "ETERIRY

AR AMVARAARAAARARAR AN A
00 ARV A TRV RIRTATRTRTRTRYRVRTRYAY | "R VR

JL Mixer | Sample Editor)  PianoRoll | Mixer “ PianoRoll | Score  Hyper Editor
01:00 : 00 : 00.00 11 m 01:00 : 00 : 00.00 1 1
11 1 1 O | 1

Note: For the Sample Editor to always display the contents of the region selected in the
Arrange area, Content Link mode needs to be enabled. This is done by turning on the
Link button in the upper-left corner of the Sample Editor area or window.

Getting to Know the Sample Editor
This section provides an overview of the Sample Editor’s screen elements.

. - Prelisten button
Transient Editing Mode

Waveform overview button Cycle button Info display Ruler

[[@] [# | [AudioFile v fdit v Functions v Factory v View v| [4h | [He] [@] * ——o— )
Sedna:...LeadVocals Caif 59 2 4135 .alsl.\

Lh Piano Roll fEditor | -
Anchor Playhead 'Region area Waveform display

Amplitude scale

—

+ Waveform overview: Displays a miniature view of the entire audio waveform.
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+ Waveform display: Provides a detailed view of the waveform area selected in the
waveform overview.

« Transient Editing Mode button: Activates or deactivates Transient Editing mode. When
activated, the button glows orange and two further buttons appear to the right. It also
changes the default tool set for the Sample Editor.

* Prelisten button: Starts and stops playback.

+ Cycle button: Loops playback of the selected area.

* Info display: Displays the start point and length of the selected area.
* Playhead: Reflects the current playback position.

* Region area: Indicates the length of the region. Edit this beam to adjust the region
length.

« Anchor: Indicates the absolute start point of the audio file.

+ Amplitude scale: Indicates the amplitude of the audio waveform as a percentage or in
sample units.

* Ruler: Shows the position of the region in the arrangement. If you have not yet added
the audio file to the arrangement, the position marker lines are dotted, indicating no
time connection exists.

Playing Audio Files in the Sample Editor

This section outlines the various playback commands of the Sample Editor. Playback of
audio files in the Sample Editor occurs independently of the project playhead position.
With this in mind, you should simply use the Transport controls to hear the audio file in
the context of your arrangement.

Note: The Mixer’s Prelisten channel strip is used for monitoring in the Sample Editor. You
can access the Prelisten channel strip by clicking the All button in the Mixer's menu bar.
The Prelisten channel strip is located to the right of the highest-numbered audio channel
strip.

Using Basic Playback Commands in the Sample Editor
There are various ways to control audio playback in the Sample Editor.
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To control playback using the Prelisten button
1 Control-click (or right-click) the Prelisten button, and choose an option from the shortcut
menu:

+ Auto-select Channel Strip: The audio channel strip assigned to the selected arrange track
is used for playback.

* Prelisten Channel Strip: The Environment’s Prelisten channel strip is used for playback.
You can access the Prelisten channel strip in the Environment’s Mixer layer. It is located
to the right of the highest numbered audio channel strip.

N

Click the Prelisten button (or use the Play/Stop Selection key command, default
assignment: Space bar) to start playback.

3 Click the Prelisten button (or use the Play/Stop Selection key command, default
assignment: Space bar) to stop playback.

To control playback using the ruler
Double-click the ruler at the point you want playback to begin. A second double-click
stops playback.

To control playback using the waveform overview
Do one of the following:

Click-hold at the point you want playback to begin. The pointer turns into a Prelisten icon.
Release the mouse button to stop playback.

266
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= Double-click at the point you want playback to begin. A second double-click stops
playback.
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To scrub audio

= (Click-hold the ruler and move the pointer.

©006

£ Audio File v Edit v Functions v Factory v \View v
Gl (2] oy

The audio playback will follow the speed and direction of your pointer. This helps you to
quickly locate a particular position within an audio file.

To continuously repeat the selected area

1 Enable the Cycle button.

EEE&"”_

2 Enable the Prelisten button (or use the Play/Stop Selection key command, default

assignment: Space bar).

You can change the start and end points of the selected area during looped playback.
This makes it easy to edit the start or end points of a drum loop, for example, until it loops
perfectly. When you're satisfied with the loop, you can make the selected area a new
region.

Using Playback Key Commands in the Sample Editor
You can use the following key commands to enhance your playback options:

* Play/Stop All: Plays back the whole audio file, regardless of the selected area.

* Play/Stop Region: Toggles between playback of the audio file’s region start and end
points—regardless of the selected area.

+ “Play/Stop Region to Anchor” and “Play/Stop Region from Anchor”: These key commands
allow you to check the region anchor position by listening to the parts just before and
after the anchor.
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Navigating Audio Files in the Sample Editor

The Sample Editor offers a number of navigation features that make it easy to move to
specific parts of an audio file—making selection and editing far simpler, faster, and more
accurate.

Clicking the waveform overview displays the selected area (surrounding the playhead
position) in the waveform display. The scroll bars and zoom controls are used in the same
way as in other windows.

Navigating to a Specific Position in an Audio File
The following commands enable you to quickly navigate to a specific position in an audio
file. They are available in the Sample Editor’s Edit menu, and as key commands.

+ Go to Selection Start (or use the corresponding key command, default
assignment: Control-Shift-Left Arrow)

+ Go to Selection End (or use the corresponding key command, default
assignment: Control-Shift-Right Arrow)

+ Go to Region Start (or use the corresponding key command)
+ Go to Region End (or use the corresponding key command)

+ Go to Region Anchor (or use the corresponding key command, default
assignment: Control-Down Arrow)

Navigating to the Loudest Point in an Audio File

The Sample Editor contains a feature that scans a selected audio file for its loudest point.
When it has located the loudest point, it positions the playhead at this point in the
waveform display.

To navigate to the loudest point in an audio file
Choose Functions > Search Peak (or use the corresponding key command, default
assignment: Shift-P).

Navigating to Silent Passages in an Audio File

The Sample Editor contains a feature that scans a selected audio file, or a selection, for
sections containing silence. When it locates sections containing silence, it moves the
playhead to the start point of the first silent section.

To navigate to silent passages in an audio file
Choose Functions > Search Silence (or use the corresponding key command, default
assignment: Shift-S).

This command can be used repeatedly to select and remove, or to modify, silent sections
in your audio files.
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Making Selections in the Sample Editor

Editing and processing audio in the Sample Editor is possible only after you select an
area within the waveform display. Any editing or processing you carry out will only affect
the selected area.

The start point and length of the current selected area are shown in the info
display—above the waveform overview. The format of the information is based on the
setting chosen in the View menu. For details, see Customizing the Ruler in the Sample
Editor.

Info display
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For tips about how to accelerate selection, see Navigating to a Specific Position in an
Audio File.

Using Basic Selection Techniques in the Sample Editor
You can use basic selection techniques to select an entire audio file, or part of an audio
file, for editing purposes.

To select the entire audio file
Choose Edit > Select All (or use the corresponding key command, default
assignment: Command-A).
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To select a particular section of an audio file
Click-hold the start or end of the area you want to select in the waveform display, then
drag to the right or left.
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Selection from Sample: 559744
to Sample:607872
Count:48128

The start point and length are displayed (as sample words) in a help tag while you make
your selection.

To extend an existing selection area

Do one of the following:

Choose Edit > Select All Previous (or use the corresponding key command).
Choose Edit > Select All Following (or use the corresponding key command).
To define the selected area using a region

Select a region in the Audio Bin or Arrange area.

Choose Edit > Region — Selection.

This function is useful if you want to reselect the entire region for cycled playback—after
performing a number of edits, for example.

The reverse can also be done, allowing you to redefine the length of an existing region
by choosing Edit > Selection — Region.

You can modify selections by changing their start or end points, or you can move the
entire selected area completely.

Note: If you choose Edit > “Snap Edits to Zero Crossings,” any length adjustments to
audio region start or end points will snap to the nearest zero-crossing point of the
waveform. For more information, see Snapping Edits to Zero Crossings.
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To change the start or end point of an existing selection
Do one of the following:

Shift-click in the waveform display to move the start or end point.
Shift-click-drag the start or end point of the selected area in the waveform display.

Using either method, the proximity of your click—to the start or end of the selected
area—determines whether you change the start or end point boundary. The closest one
wins ...

Tip: If you hold down Option-Shift, the more distant selection boundary is changed (rather
than the nearer).

To move the selected area
Option-click (the pointer turns into a two-headed arrow), and drag to move the whole
selection, without changing its length.
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Selection from Sample:563301

Using Transient Markers to Make Sample Editor Selections
You can use transient markers to select part of an audio file for editing purposes.

Note: To do this, you first need to activate Transient Editing mode in the Sample Editor.
For details, see Using Transient Markers to Edit in the Sample Editor.
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To select a section of an audio file between two transient markers
= Double-click the area of the waveform display between the two transient markers.
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You can also use the following commands, available when you choose Edit > Set in the
Sample Editor:

+ Selection Start To Previous Transient: The selection start is extended to the left, up to
the preceding transient marker.

+ Selection Start To Next Transient: The selection start is shortened to the right, up to the
following transient marker.

« Selection End To Previous Transient: The selection end is shortened to the left, up to the
preceding transient marker.

+ Selection End To Next Transient: The selection end is extended to the right, up to the
following transient marker.

« Selection Start and End to Previous Transient: The selection start and end are both moved
to the left, up to the preceding transient marker.

« Selection Start and End to Next Transient: The selection start and end are both moved
to the right, up to the following transient marker.

+ Selection Start and End to Previous Transient and Play: The selection start and end are
both moved to the left, up to the preceding transient marker, then playback begins.

« Selection Start and End to Next Transient and Play: The selection start and end are both
moved to the right, up to the following transient marker, then playback begins.

* Region Anchor to Previous Transient: The region anchor is moved to the left, up to the
preceding transient marker.

* Region Anchor to Next Transient: The region anchor is moved to the right, up to the
following transient marker.
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Audio Editing and Processing in the Sample Editor

The following section covers the use of several standard audio editing and processing
commands or functions. For advanced audio processing options, see Getting to Know
the Sample Editor’s Digital Factory.

Most of the audio editing and processing activities in the Sample Editor are destructive.
Destructive activities modify the data of the original audio file, as opposed to just editing
its playback parameters. You do, however, have the possibility of using the Undo feature
(see Undoing Edit Steps in the Sample Editor).

Tip: While you can undo edits and processing commands, you should get into the habit
of working on copies of your audio files, rather than the originals. For details about creating
and restoring backups in the Sample Editor, see Creating Manual Backups in the Sample
Editor.

Using Edit Key Commands in the Sample Editor

You can use key commands to perform destructive sample editing functions. When doing
so, you will be asked to confirm your actions before making any changes and overwriting
the original audio file. You can, however, bypass this safety feature.

To disable the key command warning
Choose Logic Pro > Preferences > Audio > Sample Editor, and deselect the “Warning
before processing function by key command” checkbox.

Using Edit Commands in the Sample Editor
When you have selected an area of an audio file, you can use the usual Cut, Copy, Paste,
and Delete commands in the Edit menu to cut, copy, paste, or remove the selected area.

+ Cut: Cuts a selected passage out of an audio file, and copies it to the Clipboard. All
following audio sections move forward—toward the start point of the audio file—to
fill the gap.

+ Copy: Copies a selected passage to the Clipboard, leaving the selected area in its original
location. Unlike the other Edit menu commands, the Copy command is nondestructive.

* Paste: Inserts the contents of the Clipboard at the clicked position. All audio data that
follows the paste (insert) point is moved back—toward the end of the audio file—to
make room for the Clipboard contents.

Warning: Anything selected at the time of the paste is deleted—replaced by the
Clipboard contents.

+ Delete: Erases the selection, without placing it in the Clipboard. All data beyond the
deleted passage is moved forward —toward the start point of the audio file—to fill the

gap.
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Using Transient Markers to Edit in the Sample Editor
You can use transient markers to edit selected areas of an audio file, or the entire file, in
the Sample Editor. For this you need to be in Transient Editing mode.

Note: When you are working in Transient Editing mode in the Sample Editor, the
Command-click tool changes default value, from the Hand tool to the Pencil tool.

To turn on Transient Editing mode
Do one of the following:

= Choose Transient Editing Mode from the local View menu in the Sample Editor (or use
the Toggle Transient Editing Mode key command).

= (Click the Transient Editing Mode button in the Sample Editor.

View "Fl il |— +
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When you turn on Transient Editing mode, the audio file is analyzed for transient events,
and all detected transients are marked in the audio file.
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Detected transients

The level of transient detection confidence is based on the clarity of the transients. If an
audio file does not have clear, sharp transients, transients will be detected with a lower
level of confidence. However, you can choose to display more or less transients using the
plus (+) and minus (=) buttons in the Sample Editor. These buttons are visible when you
are in Transient Editing mode.
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« + button: Increases the number of transients in the selected area of the audio file, or
across the entire audio file. You can also use the “Increase Number of Transients” key
command, default assignment: Command-plus (+).
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« — button: Decreases the number of transients in the selected area of the audio file, or
across the entire audio file. You can also use the “Decrease Number of Transients” key
command, default assignment: Command-minus (-).

There may also be situations where you need to add or move transient markers within
audio files. The following explains how to create, move, delete, and detect transient
markers in the Sample Editor.

To create a transient marker in an audio file
= (Click the waveform display with the Pencil tool.

A transient detection process is started for the audio material around the clicked position,
and the transient with the highest energy becomes valid and is marked. If no transient
is found in the catch area, a transient marker is created at the clicked position.
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To move a transient marker in an audio file

= Drag an existing transient marker to another position.
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Note: The new position may or may not snap to zero crossings, depending on whether
“Snap Edits to Zero Crossings” is selected in the Edit menu. You can also Control-click (or
right-click) to open a shortcut menu and choose “Snap Edits to Zero Crossings.”

To delete transient markers from an audio file

Do one of the following:

Double-click individual markers with the Pointer or Pencil tool.

Click individual markers with the Eraser tool.

Drag over multiple markers with the Eraser tool.

Select an area of the audio file and press the Delete key.

This deletes all transient markers in the selected area.

Note: Transient markers are not actually deleted. Instead, their display threshold is set to

maximum, making them invalid. You can revalidate a transient marker using the plus (+)
button.

To detect transient markers in an audio file
Choose Audio File > Detect Transients (or use the “Detect Transients of Audio File” key
command).
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This detects transients across the audio file, overwriting (after you confirm the action)
any manually added or edited transients.

Note: You can also detect transients in factory audio Apple Loops. This saves a copy of
the audio Apple Loop to the project’s Audio Files folder.

Using the Pencil Tool to Edit in the Sample Editor
You can use the Pencil tool to correct clicks and pops in your audio, by drawing in the
waveform display.

You may find it useful to change the viewing mode of the waveform so that it shows the
data structure. For details, see Customizing Waveform Display in the Sample Editor.

To correct pops and clicks with the Pencil
Navigate to the desired section of the waveform.

Tip: Pops and clicks are often the loudest part of an audio file, so you may find the
Functions > Search Peak command useful when looking for them.

Use the zoom controls to magnify the section of the waveform that you want to correct.
Use the Pointer tool to scrub the audio around the pop or click.
This will help you to identify exactly where you need to draw.

Select the Pencil tool and drag from left to right (including up or down movements) to
draw in a new shape for the waveform spike.

The edges of drawn sections are automatically smoothed.

Press Option to affect both sides of stereo waveforms.
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As long as the mouse button is held down, the drawn waveform can be replaced by the
original waveform—by moving the pointer to the left.

Trimming Audio Files in the Sample Editor
The Trim function is used to edit areas of the audio file that are not selected.

You can use the Trim command to remove unimportant passages—generally
silence—from the start and end of your audio files. Trim can also be used to remove
portions of audio files that are not used by regions.

To erase all unselected portions of an audio file
Choose Functions > Trim (or use the corresponding key command, default
assignment: Control-T).

Important: Make sure that the areas you are about to delete do not contain any regions
that you may need. Regions outside the selected area will be lost. Portions of regions
that fall partly outside the selected area are also removed, resulting in a length reduction
of the region. If any such regions are being used in the Arrange area, a warning dialog
will give you the option of canceling the trim command.

Silencing an Audio File Selection in the Sample Editor

You can use the Silence command to set all amplitude values to 0, rather than removing
(with Cut, Delete, or Trim) all data from the selected area of an audio file. This function is
generally used to silence unwanted background noise in quiet passages.

To silence the selected area of an audio file
Choose Functions > Silence (or use the corresponding key command, default
assignment: Control-Delete).

Changing the Level of Audio Files in the Sample Editor
You can use the Change Gain command to change the level of an audio file. Typically
used on an entire audio file, this command can also be used to boost portions of it.

To raise or lower the level of the selected audio file (or area) by a specific amount

1 Choose Functions > Change Gain.
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2 Choose the desired settings in the Change Gain dialog:

oD Change Gain

( Search Maximum )

Maximum: ===y % ===y di

Change Relative: [+ 0.00 <)% (= 0.0 +|dB

Results in Absolute: ———— % ———— dé

Change

+ Set the required level change in the Change Relative fields by clicking the up or down
arrows in either field, or by directly typing values in either field. You can use the
percentage or decibel field to indicate the amount of increase or decrease you want.

+ Click the Search Maximum button to search for the highest peak level. This automatically
sets a value that is used to alter the level of the audio file. The “Results in Absolute”
fields display the maximum level that will be achieved by changing the gain—by the
amount shown in the Change Relative fields.

3 Click Change to perform the gain change.

Important: You should never make a gain change that results in a value over 100%,
because this will result in digital clipping.

Normalizing Audio Files in the Sample Editor
Normalization is a process that raises the maximum level of a digital signal to a specified
amount—typically to its highest possible level without introducing distortion.

Tip: The start and end points for the section being normalized should generally not fall
within a continuous section of audio, as this will result in abrupt increases in volume after
normalization. The start and end points should therefore be located in sections that occur
just after, or before, musical gaps.

To normalize the selected area of an audio file
= Choose Functions > Normalize (or use the corresponding key command, default
assignment: Control-N).

Logic Pro locates the point with the highest volume in the selected area, and determines
how far this is from the maximum possible level. The level of the selected area is then
raised by this amount. The dynamic relationships of sample levels within the audio passage
remain unaltered.
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You can set the desired maximum level in the Function Settings window, which you can
open by choosing Functions > Settings (or by clicking the Settings button in the Normalize
dialog).

a oD Function Settings

Normalize

Peak at: (v 70,7045 «)% (v -300 &)dB

Fade

In Out
— 1 |

Set the desired maximum level (as a percentage or in decibels) in one of the “Peak at”
fields.

Tip: You should not choose 100% (0 dB) in these fields, as this may result in clipping
should you wish to increase the gain of the overall signal afterward, say with an EQ. A
good rule of thumb is to leave yourself at least 3-to-6 dB of headroom, to allow for further
audio processing tasks, such as mixing and effects processing.

These settings are automatically stored in Logic Pro preferences when Logic Pro is closed,
and they apply to all projects.

Fading Audio Files in the Sample Editor

You can destructively fade in or out on an entire audio file, or a selected area.

* Fade In: Volume is set to 0 at the start point of the selected area, and the fade-in occurs
over the length of the selection.

* Fade Out: Volume is set to 0 at the end point of the selected area, and the fade-out
occurs over the length of the selection.

The fade-in or fade-out time is determined by the selected area within the audio file.

To create a fade-in or fade-out
Use any of the selection techniques outlined earlier in the chapter to determine the length
of the fade-in or fade-out area.

Do one of the following:

+ Choose Functions > Fade In (or use the corresponding key command, default
assignment: Control-l) to create a fade-in.

+ Choose Functions > Fade Out (or use the corresponding key command, default
assignment: Control-O) to fade passages out automatically.
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Tip: If you use the Silence function (see Silencing an Audio File Selection in the Sample
Editor) to remove unwanted background noise from silent passages, small jumps in
volume can sometimes appear at the silence start and end points. If this happens, zoom
in and select a small area surrounding—just before and after—the start point of the
signal, and then use the fade-in function.

To adjust the fade curves
1 Open the Function Settings window by choosing Functions > Settings.

2 Edit the Curve value to change the shape of the fade-in or fade-out curve.
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3 Select the S Curve checkboxes if you want to create s-shaped curves.

aoD Function Settings

Normalize

Peak at: [+ 100,0000 «1% (v 000 «)dB

Fade
—In ___Out
Curve: | L] | Curve: | 10 a
DSCurve ESCur\ne
Co )

These settings are automatically stored in Logic Pro preferences when Logic Pro is closed,
and they apply to all projects.

Tip: The Arrange window’s Fade tool offers a further, flexible, nondestructive fade option
(see Creating Crossfades and Fades on Audio Regions).

Reversing an Audio File Selection in the Sample Editor

The Reverse command is most commonly used on an entire audio file—to reverse a
cymbal sound, for example. It can also be used as a creative option on selected portions
of audio files. For example, the reverb tail at the end of a file can be reversed, copied, and
pasted to the beginning of the file.

To reverse the selected area of an audio file
Choose Functions > Reverse (or use the corresponding key command, default
assignment: Shift-Control-R).

Reversing the Phase of an Audio File in the Sample Editor

You will find the Invert command extremely useful for correcting phase cancelation errors,
or when several out-of-tune signals (or several signals processed through chorus effects)
are to be mixed down to mono.

To reverse the phase of all selected audio material
Choose Functions > Invert (or use the corresponding key command).

All negative amplitude values become positive, and vice versa.

Note: This doesn’t audibly change the file, if heard in isolation.
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Tip: You can also use the Invert function to decode mono/stereo recordings, but it's far
easier to use the Direction Mixer plug-in for this task. For more information about this
plug-in, see the Logic Pro Effects manual.

Removing DC Offsets in the Sample Editor

Some audio interface hardware can layer direct current (DC) over the audio signal. This
results in a vertical shift in the waveform position, which can be clearly seen in the Sample
Editor.

During playback, this can cause crackling sounds at the start and end of the audio region.

To center the waveform around the zero amplitude line
Choose Functions > Remove DC Offset.

Adjusting the Project Tempo in the Sample Editor

Just like automatic tempo matching functions in the Arrange area, the Functions > “Adjust
Tempo by Selection and Locators” command adjusts the project tempo, in accordance
with the current locator positions and selected area in the Sample Editor.

Although this operation is similar to the Arrange function (see Setting the Project Tempo
to Match an Audio Region), it applies only to the selected area of the audio file in the
Sample Editor, rather than to the overall length of the region.

Using Sample Editor Loop Functions

The Sample Editor Loop functions, available from the Edit menu, are ideal for use with
the EXS24 mkll sampler. For details about the EXS24 mkll, see the Logic Pro Instruments
manual.

You can also use these functions to generate audio files that contain the loop settings in
the file header. This allows you to make full use of these files in any application that can
read the loop information in the file header.

To use the Sample Editor Loop commands
Choose either of the following selection commands from the Edit menu:

+ Sample Loop — Selection: The loop area (defined by the loop start and end points) is
used to select a portion of the overall audio file.

+ Selection - Sample Loop: The selected area is used to set the loop start and end
points.

Choose Edit > Write Sample Loop to Audio File.

The new loop values will be written to the file header.
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Undoing Edit Steps in the Sample Editor
Most Sample Editor functions are destructive, changing the files stored on your hard
drive. You can, of course, use the Undo feature if things do not go your way.

To compare (or undo) your edits with the original audio file
Choose Edit > Undo (or use the corresponding key command, default
assignment: Command-Z2).

To cancel a destructive edit that is taking place
Press Command-Period.

The audio file will be retained in its original state, even if it appears that a portion of the
editing function has occurred.

You can configure the Sample Editor’s undo functionality in the Logic Pro > Preferences
> Audio > Sample Editor pane. For details, see Audio Sample Editor Preferences.

Creating Manual Backups in the Sample Editor

Although the Undo History and standard Undo functions are available, it's good working
practice to create backups before processing or editing. This provides a safety copy of
your precious audio recordings should something unexpected happen, due to a processing
error or other unforeseen event.

You can make manual backups of the file you're editing, or replace it with a backup
version at any time—using a variety of functions.

To duplicate the audio file you're working on
Choose Audio File > Create Backup (or use the corresponding key command, default
assignment: Control-B).

This creates a copy of the audio file (with the extension .dup) in the same folder as the
source file.

To revert to a backup file
Choose Audio File > “Revert to Backup” (or use the corresponding key command, default
assignment: Control-Option-Command-B).

This function completely replaces the current audio file with the backup (provided one
exists, of course).

Important: You cannot reverse this function with Undo.

To save a copy with a different name—to the location of your choice
Choose Audio File > Save A Copy As.
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2 Choose the desired settings in the Save A Copy As dialog:
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You can set the desired sample rate, bit depth, file format, stereo conversion, and dither
type for the destination file. The dialog also features an “Add resulting files to Bin” option,
allowing you to add the file to the Audio Bin, following the save.

3 Browse to the location (such as a hard drive and folder) that you want to store the audio
file in, then type a name for the audio file in the Save As field.

4 Click Save.

To save the selected area as a new audio file
= Choose Audio File > Save Selection As (or use the corresponding key command, default
assignment: Shift-Command-S).

The Save Selection As dialog includes the same file conversion choices as the Save A Copy
As dialog—and you can choose to add the file to the Audio Bin, following the save.
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Customizing Waveform Amplitude Scale in the Sample Editor
You can customize the waveform’s amplitude scale (plotted along the vertical axis) in the
Sample Editor, so that it is displayed in percentage units or sample units.

Percentage units

Sample units

To display the amplitude scale in percentage units
= Enable the View > Amplitude Percentage setting.

To display the amplitude scale in sample units
= Enable the View > Amplitude Sample Value setting.

Tip: You can also open the amplitude scale shortcut menu by Control-clicking the
waveform amplitude scale itself.

Customizing the Ruler in the Sample Editor
The ruler in the Sample Editor can be displayed according to the following two modes:

+ With reference to the time axis of the project (absolute mode)
+ With reference to the beginning of the audio file (relative mode)

You can also customize the ruler so that it is displayed in samples, Min:Sec:Ms, SMPTE
Time, or Bars/Beats.

Switching the Ruler Between Absolute and Relative Mode

The scale units in the ruler are displayed with solid white lines when you view the time
scale according to its absolute position. When you view the time scale according to its
relative position, the scale units are dotted (indicating that no time connection exists).
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To enter relative display mode
Do one of the following:

= Open the Sample Editor from the Audio Bin (double-click the region in the Audio Bin).

= (lick the Link button to activate Link mode in the Sample Editor, and select a region in
the Audio Bin.

[ @] [ # | [ AudioFile +| Edit v Functions v  Factory v View v| [4h| [ 4 | [&] & ——O—— )

Sedna:...LeadVocals Caif 6 3 4240 130 o

The start position of the section is automatically assigned to the 0 value, or a value of 1
111 if set to Bars/Beats. The scale unit lines are dotted.

To enter absolute display mode
Do one of the following:

= Open the Sample Editor from the Arrange window.

|\ . . " "
[@] [ # | [ AudioFile ~ Edit v Functions v Factory v View v| [ab|[ o | *——o—
Sedna:..:LeadVocals Caif 57 2 1 1 13 0 0.

l Mixer |s-pkmwr| Piana Roll | Score | Hyper Editor |

= Activate Link mode in the Sample Editor, and select a region in the Arrange area.
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Time is measured from the start of the project, which is assigned a value of 0, or a value
of 1111 if set to Bars/Beats. In this viewing mode, the absolute (project) time is shown
in the ruler.

Changing the Sample Editor Ruler’s Time Scale Display

Any changes you make to the ruler’s time scale display will also affect the info display.
To change the time scale

Choose one of the following scaling units from the View menu:

+ Samples: Displays the number of sample words.

+ Min:Sec:Ms: Displays the absolute scale in hours, minutes, seconds, and milliseconds.
« SMPTE Time: Displays the SMPTE scale in hours, minutes, seconds, and frames.

* Bars/Beats: Displays the scale in bars, beats, divisions, and ticks—just like the Bar ruler
in other windows.

Tip: You can also access these options via a shortcut menu by Control-clicking the ruler.

Customizing Waveform Display in the Sample Editor

You can switch the waveform from its usual representation to one that shows the structure
of the recorded digital data. This viewing mode is useful when you are eliminating clicks
and pops from your recordings, for example.

Waveform displayed as
Normal waveform display |sample bits

Macintosh HD:.-70s Rock Piano 18.caf Macintosh HD:..:70s Rock Piano 18.caf

S =

= S —

To display the waveform as sample bits

= Enable the View > “Show as Sample & Hold” setting.
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Note: You need to zoom the waveform display to high magnification levels for this to
work.

Getting to Know the Sample Editor’s Digital Factory
The Sample Editor has a number of audio processing tools, collectively known as the
Digital Factory .

The Digital Factory tools can be accessed through the Factory menu, which contains four
machine menu items in the upper part and three other items that are functions in the
lower part. When you choose a machine menu item, a window appears with tabs for the
four machines, and when you choose one of the three functions, a smaller window appears
with tabs for the three functions.

Machines Functions
@00 = Seventh Demo Twenty-3 HYP - Factory & 00 = Seventh Demo Twenty-3 HYP - Factory
[ Time and Pitch Machine | Groove Machine | Audio Energizer | silencer | [ Audic to MIDI Groove Templa... | Audio 1o Score | Quantize Engine |
preces: (s Sow )
(T Granulation: (=130 ms
Tempo Attack Range: (= 1 Sims
Original Destination Smooth Release: [+ 1 )%
Tempo Change: (~ oo000 1% Velacity Threshold: (= 100 <)
Tempo: (v 1300000 ) (v 1300000 <) bpm sacis Quantize
Length in Samples: (- 116992 O (v 116892 &)
Time Correction: (= o Sims
Length in SMPTE: (-~ 00:00:02;18.77 -) (- 00:00:02;18.77 )
LengthinBars: (~ 1 1 2 237 -) (v 1 1 2 237 4)
Pitch
Destination Cancel (Cuse )
Transposition: = o <) cent
] Harmanic Correction
Harmanic = 0 <) Cent

Because each tool has its own tab, you can easily switch between machines or functions
by clicking the corresponding tab.
The Digital Factory tools have a number of common aspects, as follows:

+ Digital Factory processes affect only the selected area of an audio file. The selected
area of the audio file is replaced with the processed audio material.

+ You can play the audio file while a Factory process is taking place—which slightly slows
down processing. A progress bar is displayed during processing.

Chapter 17  Editing Audio in the Sample Editor

569



Using the Sample Editor’s “Time and Pitch Machine”

You can use the “Time and Pitch Machine” to radically alter the time structure of audio

files, including time compression or expansion, and pitch transposition. When changing
the pitch, you can also correct any alteration of the formants—the vocal characteristics
of the pitch-shifted audio. Pitch shifting without formant correction causes a phenomenon
commonly known as the Mickey Mouse effect.

In the “Time and Pitch Machine,” time and pitch functions can be carried out together,
or can be performed independently of one another.

The Technology of the “Time and Pitch Machine”

The “Time and Pitch Machine” analyzes the spectral components and dynamics of the
digital audio material and processes the result. The algorithm endeavors to retain as
much spectral and dynamic information as possible, and minimizes phase variations.
In stereo files, the phase relationship between the left and right channels is fixed, and
not altered. Doubled sound events are kept to a minimum.

You should bear in mind, however, that apart from resampling (transposition), the “Time
and Pitch Machine” has to achieve the “physically impossible”: When a sample is
lengthened, information needs to be invented. Equally, when a sample is shortened,
information has to be cut out. The process of lengthening is more difficult than
shortening, and if you have a choice, it's better to speed up a drum loop than to slow
it down.

There’s always a small deviation between the set stretch factor and the actual result.
However, this deviation is only a few milliseconds or fractions of a bpm. Also, because
the absolute deviation is independent of the length of the processed section, it is no
greater in longer files.

Opening the Sample Editor’s “Time and Pitch Machine”
You need to select an area within an audio file before you can open the “Time and Pitch
Machine.”

To open the “Time and Pitch Machine”
1 Select the area of the audio region in the Sample Editor that you want to process through
the “Time and Pitch Machine.”

2 Choose Factory > “Time and Pitch Machine” (or use the corresponding key command,
default assignment: Control-P).
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The “Time and Pitch Machine” contains Mode and Algorithm, Tempo, and Pitch parameters.

[-X=Xz] ™ Seventh Damo Twenty-3 HYP - Factory

JTmle and Pitch Machine | | | sitencer |

-

Tempo

Original Destination
Tempo Change: (v -7ge23  a)%
Tempo: (v 1300000 <) (1200000  “)bpm
Length in Samples: [~ 116992 BEG 126741 &)

Length in SMPTE: (~ 00:00:02;18.77 - [~ 00:00:02;24.57 «|

LengthinBars: (~ 1 1 2 237 +) (v 1 2 0 217 &)

Pitch

Destination

Transposition: = 0 <) Cent

[[] Harmonic Correction
Harmanic (= 0 <) Cent

Mode and Algorithm

Tempo parameters

Pitch parameters

You don't need to enter, or adjust, all of the “Time and Pitch Machine” parameters. Most
are linked, so an adjustment to the Tempo parameter will result in changes to the Length

values, and vice versa.

Setting Mode and Algorithm in the “Time and Pitch Machine”
The “Time and Pitch Machine’s” Mode and Algorithm menus define the operating mode
and algorithm used when performing the time stretch or pitch shift.

200 o Seventh Deme Twenty-3.logic - Factory
| Time and Pitch Machine | Groove Machine | Audio Energizer | Silencer |
Agarithm:

* Mode menu: You can choose between Free and Classic in the Mode menu.

+ Free: In Free mode (the more common mode setting), you can make all pitch and

tempo adjustments independently of one another.

+ Classic: In Classic mode, pitch and tempo are linked, so transposing a selected region
also affects its tempo. The resulting effect simulates the sound of changing tape
speed. The pitch increases as the tape speeds up, and it decreases as the tape slows

down.
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« Algorithm menu: You can choose the algorithm that is best suited to the audio material
you want to process:

.

Version 5: Inherited from Logic 5, this algorithm can be used on most types of audio
material. It imparts a particular color on processed audio, which may be a useful
creative option.

Any Material: |s able to handle most types of audio material.

Monophonic: A specialized algorithm for monophonic material—an individual voice,
or brass or woodwind instrument, for example.

Pads: Use on polyphonic material with harmonic content—choirs or string sections
are good examples.

Rhythmic Material: Use on rhythmic material—can be drums and percussion, but
less obviously rhythm guitar, clavinet, and piano comp parts.

Beats Only: Perfectly maintains the timing of percussive material. This algorithm
should be your first choice for all kinds of dry drum loops.

Universal (default): This high-quality algorithm is able to handle any kind of audio
material and is generally recommended for most time-stretching tasks. The following
two algorithms can, however, deliver better results in cases where the audio material
exactly matches the outlined specifications.

Complex: Choose this algorithm to obtain natural-sounding results when
time-stretching complex musical material —orchestral music or final mixes.

Percussive: Perfectly maintains the timing of rhythmic material, making it a good
choice for drum loops and percussive, nonharmonic signals. In comparison to the
Beats Only algorithm, the Percussive algorithm is better suited for percussive material
that has been processed through a reverb (or contains a long tail). This may also
apply to percussive playing styles, such as staccato electric piano or clavinet parts.
Beats Only may be the better alternative for dry drum recordings.

Support of Third-Party Algorithms
Logic Pro allows you to access the pitch shift and time stretch algorithms of the following
third-party plug-ins in the “Time and Pitch Machine”:

+ Serato: Pitch 'n Time LE

+ iZotope: Radius

Note: These algorithms can be accessed in the “Time and Pitch Machine” only if the
corresponding Audio Unit plug-ins are installed and authorized on your system.
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Setting Tempo Parameters in the “Time and Pitch Machine”

The Tempo section is divided into two columns: The Original column displays the current
values of the selected area in the audio file, and the Destination column is where you set

the desired tempo parameters.

Tempo
Original Destination
Tempo Change: FvMT‘I %
Tempo: [+ 120,0000 & (v 120,0000 < bpm
Length in Samples: (- 30426 3 [+ 30426 a)

Length in SMPTE: ("~ 00:00:00:21.36 - (~ 00:00:00:21.36 - |

Length in Bars: (- .13 36 <) (= .1 3 36 &)

+ Tempo Change: Determines the tempo alteration, displayed as a percentage (no original

value is shown).

+ Tempo: Displays the tempo in bpm (beats per minute). Make sure to set the right

length in bars, or the correct original tempo will not be shown on the left.

+ Length in Samples: Displays the length of the selected area in samples.

+ Length in SMPTE: Displays the length of the selected area in SMPTE time format.

+ Length in Bars: Displays the length of the selected area in musical values (bars, beats,
divisions, and ticks). If you have already adjusted the project tempo to match the region
that you're about to edit, the original value will automatically be set correctly. If not,

you need to manually enter the original length here.

Setting Pitch Parameters in the “Time and Pitch Machine”

The pitch parameters determine the amount of transposition in cents, and also the

strength of harmonic correction, if used.

Pitch
Destination
Transposition: A o & | Cent

D Harmonic Correction

Harmaonic v o & | Cent

(I‘rzll'mn ) ( Process and Paste )

« Transposition: Transposition of the sound material in 1/100 semitone units (cents). A
value of 100 results in an upward transposition by one semitone. A value of —1200

results in the audio material being transposed down an octave.
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* Harmonic Correction: When audio is transposed, not only is the fundamental pitch

transposed, but all of the formants are shifted as well—as though the whole instrument
or singer is being reduced or enlarged. This, of course, is not natural. Voices transposed
up will sound like Mickey Mouse, or like Darth Vader if transposed down. These artifacts
can be circumvented by using Harmonic Correction.

Select the Harmonic Correction checkbox to leave the formants in the transposed
material unchanged. This means that the original timbre (or the physical size of the
resonance body) is maintained, resulting in a more natural-sounding transposition. The
only trade-off is that calculation takes more time.

Note: The quality of Harmonic Correction is heavily dependent on the source material,
because the algorithm has to make intelligent decisions between tonal and atonal
components of the recording, and handle them separately. This is not an exact science
and is more accurate on monophonic material than on complex stereo material, but
you can certainly use it on a complete mix. The phase correlation of stereo recordings
is maintained.

You can also use Harmonic Correction to shift the formants without transposition. In
this way, you alter the physical size of the sound source’s resonance body—to give
female voices a male character and vice versa, for example—while keeping the pitch
in tune.

This effect (sometimes known as gender-bending) allows you to change sounds so
that they appear to have been made by unusually small or large instruments. It is useful
for beefing up thin or brittle sounding parts, such as guitars, or instruments and vocals
that were recorded through a microphone with a limited frequency response.

As a usage example on a vocal part: If you set Harmonic Shift to —300, and the
Transposition value to 0, the sonic character of the singer will be changed as though
transposed three semitones down—but without an actual transposition in pitch. This
means that a musical C remains a C, but the timbre of the vocal becomes darker.

Harmonic: If Harmonic Correction is turned on, you can also use the Harmonic (Shift)
parameter to independently alter timbre. The units are shown in 1/100 semitone units
(cents).

« If you select the same value in both the Harmonic and Transposition fields, no
correction occurs, and the result is as if Harmonic Correction is turned off.

« If you set Harmonic to 0, the formants don't change. This prevents the unwanted
side effects of traditional pitch shift algorithms.

Tip: If you need to find the exact transpose value by trial and error, turn off Harmonic
Correction. As soon as you've found the right transposition value, do an independent
Harmonic Correction, with the same value, in a second step.
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Using the Sample Editor’s Groove Machine
You can use the Groove Machine to alter the feel, swing, or groove of digital audio material,
in percentage steps. In other words, this tool can quantize straight audio!

You can also strictly quantize audio that “grooves a little too much” with the Quantize
Engine (see Using the Sample Editor’s Quantize Engine).

Opening the Sample Editor’s Groove Machine
You need to select an area within an audio file before you can open the Groove Machine.

Important: Before you open the Groove Machine you should ensure that the tempo of
Logic Pro exactly matches that of the selected audio material, or the Groove Machine
won't work accurately. You can, however, set the tempo and length directly in the Groove
Machine, using the “Corresponds with Tempo” and To Bar Length parameters.

To open the Groove Machine
1 Select the area of the audio region in the Sample Editor that you want to process through
the Groove Machine.

2 Choose Factory > Groove Machine (or use the corresponding key command).

Note: Any changes you make to the settings will be reflected in the graphical display.
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Setting Groove Machine Parameters
Here are the parameters in the Groove Machine:

+ Swing: Sets the swing factor. At 50% there is no change—you generally achieve the
best results with values around 55% to 65%.

« Based on Period: You can determine whether the audio material should be quantized
on the basis of 1/8-note, or 1/16-note swing.

« Down Beat Level and Off Beat Level: Determine whether the down beats, or off beats,
in the audio material should be raised or lowered. Positive values increase the level,
and negative values reduce the level. Bear in mind that raising the level of normalized
audio material can cause distortions—particularly on the down beats, which are usually
louder.

+ Corresponds with Tempo: If you change this value, you will set the project tempo at the
current playhead position.

+ ToBarLength: Defines the length of the selected audio material in musical values—bars,
beats, divisions, and ticks.
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Using the Sample Editor’s Audio Energizer

You can use the Audio Energizer to increase the perceived volume of audio material while
altering the sound as little as possible, and without causing clipping. Digital distortion,
which would be the inevitable result of simply increasing the level, is prevented when
you use this algorithm.

You could compare the effect to an analog tape that has been saturated with a high
recording level. The distortion factor and effect on the audio material is much lower than
that of analog tape saturation, however.

For example, consider that you have processed a normalized audio file (audio data which
is already at the maximum dynamic range) using the Audio Energizer, and you are playing
it back through an audio channel strip. The channel strip’s meter will show a higher level,
indicating increased average energy in the signal, but the peak level display will not
change. This demonstrates that the maximum signal level has not been altered.

Note: If the material contains anomalies such as noise, these will also be increased and
can become audible. If necessary, you can process the energized audio file with the
Silencer—make sure to use a low setting—or use the Denoiser effect plug-in.

Opening the Sample Editor’s Audio Energizer
You need to select an area within an audio file before you can open the Audio Energizer.

To open the Audio Energizer
Select the area of the audio region in the Sample Editor that you want to process through
the Audio Energizer.

Chapter 17  Editing Audio in the Sample Editor

577



2 Choose Factory > Audio Energizer (or use the corresponding key command).
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Setting Audio Energizer Parameters
Here are the parameters in the Audio Energizer:

@00 m Seventh Demo Twenty-3 HYP - Factory

[ Time and Pitch Machine | Groove Machine | Audio Energizer | Silencer |

ST a 1 1 1 1 1 1 1 1 LT 50 +UX

o ( 1
YGELE TG 1 1 1 1 1 1 1 1 1 [ SRR
LEEIE a 1 1 1 1 1 1 1 1 T 10 +i=s
___Gain

* Factor: Sets the amount of average level boost. A value of 0% means no alteration,
while higher values produce an increase in energy. The setting you make here will

depend on the audio material, situation, and personal taste.
+ Begin by trying values in the 40% to 100% range.

+ Values below 10% will have little effect.

+ Values over 100% can lead to undesirable alterations in the sound, depending on

the material.

+ Values over 200% are not recommended with normalized files, because they will
have detrimental effects on the sound and its dynamics. They can also greatly increase
the required computation time. On non-normalized audio data, however, even high
values can be effective because the overall level is initially increased to its maximum,

without affecting the dynamic range.

+ Attack and Decay: These parameters control the steepness of the algorithm’s filter. Try
values of 2-to-4 times the default, if the result sounds too digital or raw. This can happen
if smaller elements among the main events in the signal are boosted. For example, the

reverb portion of a sound can become louder.

Chapter 17  Editing Audio in the Sample Editor

579



Using the Sample Editor’s Silencer
You can use the Silencer to perform two different functions, either separately or together.
These are:

+ Spike Reduction: |dentifies, and reduces, signals such as pops and clicks.
* Noise Reduction: Lowers the level of any noise in the signal, such as tape noise.

The Silencer function is optimized for normalized data. Low-level material should be
normalized before processing.

Tip: Don't forget that pops and clicks can also be manually removed using the Pencil
tool, if the Silencer doesn't produce satisfactory results (see Using the Pencil Tool to Edit
in the Sample Editor).

Opening the Sample Editor’s Silencer
You need to select an area within an audio file before you can open the Silencer.

To open the Silencer
1 Select the area of the audio region in the Sample Editor that you want to process through
the Silencer.

2 Choose Factory > Silencer (or use the corresponding key command).

[cX=Xz] ™ Seventh Demo Twenty-3 HYP - Factory
[ I ¥ | sitencer |
Spike Reduction
Sensitivity: (J = = = = -
off  Aue Low High
Method: - @ . . Spike Reduction

S
Gentle

Noise Reduction

Strength: * 3 g Y g i Noise Reduction
Off Min Max.
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Applying Spike Reduction in the Silencer

The aim of Spike Reduction is to identify and reduce signals such as pops, clicks, or digital
spikes, in order to reconstruct a hypothetical original signal. You use the following
parameters to do this.

@00 o Seventh Demo Twenty-3.logic - Factory

[ Time and Pitch Machine | Groove Machine | Audio Energizer [ Silencer |

Spike Reduction

Sensitivity: Q 7 : 7 : 7 i
Off Auto Loma High

Method: * i u i i i
GCantle Aggressive Re-

Note: When you are applying Spike Reduction, it is recommended that you turn off the
Noise Reduction function. This ensures that only the Spike Reduction function is used.

« Sensitivity slider: Determines the threshold level used for the recognition of spikes in
the audio file.

+ Off: No edits will occur.

« Auto: Threshold is controlled automatically.

+ Low: Most signal peaks are identified as spikes.

* High: Relatively small signal spikes are identified.

Note: You may need to experiment with the parameters. If the Sensitivity slider is set
to High (or close to it), there’s a danger that very sharp transients in the main signal
will be identified as spikes. Depending on the audio material, it's sometimes impossible
for the Silencer to distinguish between signals you want to keep and signals you want
to eliminate. This is particularly the case if the decision between spike or main signal
is merely a matter of taste—with some click-like bass drum sounds, for example. The
attack phase of these sounds can have similar characteristics to static on vinyl records.

+ Method slider: Determines how the identified spike points in the original signal are
processed.

* Gentle: Weakest algorithm, only slightly smoothing the original signal.
+ Aggressive: Strongest algorithm, with a very noticeable impact on the audio.

* Re-build: Replaces the (often unusable) original signal with an artificially generated
estimate of the original signal, at the identified points. This synthesized signal is
created by analyzing the audio material surrounding these points.

Applying Noise Reduction in the Silencer

The purpose of Noise Reduction is to reduce the noise components of the signal, and
also to affect the main signal, particularly the high frequency elements.
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The process of Noise Reduction is single-ended, meaning it affects material that is already

recorded, and there is no need to decode the signal during playback. Even noise present
in the original signal can be processed.

Nolse Reduction

MLl | 1 1 "P‘ 1 1 1
Off Min. Max.

Note: When you are applying Noise Reduction, it is recommended that you turn off the
Spike Reduction function. This ensures that only the Noise Reduction function is used.

« Strength slider: Determines the strength of the reduction level used on noise in the
audio file.

+ Off: No edits will occur.
+ Min: Smallest possible edit, with values closer to Min having a small effect.
+ Max: Maximum possible reduction of the noise component.

Note: The “correct” value depends on the quality of the material, and your own personal
taste. Good-quality material should be edited using Min, or values close to it. You will
probably notice only minor changes in the sound. Bad-quality (noisy) material should
be processed at higher values, or even Max. If the setting is too high, the treble
component of the signal will be reduced.

Using the Sample Editor’s “Audio to Score”
You can use “Audio to Score” to transform a monophonic audio recording into musical
notation by creating a MIDI region that corresponds to the recorded melody.

Note: Good results can be achieved using clearly identifiable, monophonic audio material.
This function is best-suited to producing melody notes from a clearly sung non-legato
vocal line. It works best on unprocessed audio—that is, audio without effects.
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Opening the Sample Editor’s “Audio to Score”
You need to select an area within an audio file before you can open “Audio to Score.”

To open “Audio to Score”
Select the destination MIDI or software instrument track in the Arrange area.
The MIDI region generated by the “Audio to Score” function will be placed on this track.

Select the area of the audio region in the Sample Editor that you want to process through
“Audio to Score.”

Choose Factory > “Audio to Score” (or use the corresponding key command, default
assignment: Control-S).

[ch=Xs=] [ Seventh Demo Twenty-3 HYP - Factory
ettt mmesFempine] st 10 Score plwmmisnianinen)
Preser

Granulation: [~ 120 | ms
Attack Range: [+ 1 | ms
Smooth Release: [+ 1 - %
Velocity Threshold: ([~ 100 il
Time Correction: [~ [} | ms

Please make sure to process clean monophonic material.
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Setting “Audio to Score” Parameters

Here are the parameters in Audio to Score. You may need to experiment with differen