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New Features

The following list informs you about the most important improvements in Cubase and provides
links to the corresponding descriptions.

New Features in Version 11.0.0

Highlights

Imager

° This new plug-in helps you to get a better, cleaner mix. You can place audio tracks in the
stereo field independently in up to four bands, allowing you to expand or reduce the stereo
width of your sound. The individual scope and correlation displays help you to get your
panning absolutely perfect. The plug-in is described in the separate document Plug-in
Reference. See Imager.

Squasher

° This dynamic plug-in combines up and down compression for up to three bands. Use it to
help your lead sounds cut through the mix, tame aggressive bass lines, or enhance subtle,
spacey reverberation. The plug-in is described in the separate document Plug-in
Reference. See Squasher.

SpectraLayers One

° This compact version of the acclaimed visual audio editing tool allows you to visualize and
accurately clean up your audio. Thanks to the state-of-the-art source separation engine,
you can separate the vocal part from any kinds of audio tracks. Its advanced ARA
technology allows a spectrogram view of audio tracks with the ideal balance of selection,
editing, and display tools for surgical editing tasks like improving dialogue and location
sounds straight from a field recorder, with no need for any third-party application. The tool
is described in the separate document SpectraLayers One. See Spectralayers One.

VariAudio 3

° Ultimate control of your audio, with more creative tools and Smart Controls to speed up
your workflow. See Pitch Editing and Time Correction with VariAudio.

Sampler Track Improvements

° The sampler track comes with a number of great new features. The new slicing mode chops
up your loops so they're ready-to-play with just a click. There are now two global LFOs
available to add motion and interesting effects. You can go for a vintage feel or the highest
fidelity with the sample engine’s new quality modes. And the new mono legato glide is
perfect for typical 808 basslines and more. See Sampler Tracks.

Pitchbend and Controller Editing Improvements

° You can select whether you want ramps or steps as the default type for new controller
events. See Controller Lane Setup Menu.

° You can copy all of your CC edits to another track. See Controller Lane Context Menu.

° You can set your pitchbend steps to semitones to always be perfectly in tune. See
Pitchbend Controller Lanes.

° You can create ramps and curves in the CC and pitchbend lanes, just like you are used to
with automation. See Creating Smooth Transitions between Continuous Controller Events.

° You can delete MIDI notes with a simple, fast double-click. See Deleting Note Events.



https://steinberg.help/cubase_artist_plugin_reference/v11/en/_shared/topics/plug_ref/imager_r.html
https://steinberg.help/cubase_artist_plugin_reference/v11/en/_shared/topics/plug_ref/squasher_r.html
https://steinberg.help/spectralayers-manuals/spectralayers-one/spectralayers-one-7/

New Features

Scale Assistant in the Key Editor

° The Scale Assistant is a superb addition to your songwriting toolkit. You can set your
song's scale in the Key Editor and follow its lead, quantize a solo to scale or play live in
perfect tune. You can change the view to only see the notes of the set scale. You can even
let the Scale Assistant analyze your MIDI recording and suggest the right scale. Now there
are no more excuses for wrong notes. See Scale Assistant in the Key Editor.

File Format Presets

° Create and restore file format presets from your favorite or most used file format settings.
See Saving File Format Presets.

Variable DPI on Windows 10

° Cubase now supports more scaling settings for Windows 10, such as 125 %, 150 %, and
200 %. Even plug-ins that do not support HiDPI can now be scaled based on the scaling
factor of Windows. See General.

More New Features

SuperVision

° This plug-in is a fully customizable multimeter audio analyzer for professional productions.
SuperVision lets you choose from several different modules for level, spectral, phase, and
waveform analysis. This plug-in suite allows you to create your own custom layout with up
to nine module slots with individual display settings for each module to give you a
supremely accurate visual picture of your sound. It is described in the separate document
Plug-in Reference. See SuperVision.

Unlimited Audio, MIDI, and Instrument Tracks

° You can now add an unlimited number of audio tracks to your project. See Add Track Dialog
- Audio.

° You can now add an unlimited number of instrument tracks to your project. See Add Track
Dialog - Instrument.

° You can now add an unlimited number of MIDI tracks to your project. See Add Track Dialog
- MIDL.

Range Editing Improvements for Combine Selection Tools mode

° If Combine Selection Tools is activated and you split a selection range, the newly created
events are automatically selected. See Splitting Selection Ranges.

Marker Lines

° Vertical marker lines are shown on all tracks to indicate marker positions on all tracks
throughout the entire project. See Markers.

Last but Not Least

Keyboard Focus Indication for Divided Track Lists

° When working with the Divide Track List feature, it is now clearly indicated which of the
track lists has the keyboard focus. See Keyboard Focus in the Project Window.

Show Version Name in Track List

° The version name of a track version can be shown/hidden in the track list. See Track
Version Names.

Details View for Maximizer Channel Strip Module

° The Maximizer channel strip module now offers a details view in the Channel Settings
window. See Maximizer - Details View.


https://steinberg.help/cubase_artist_plugin_reference/v11/en/_shared/topics/plug_ref/supervision/supervision_r.html

New Features

Support of Multiple Side-Chain Inputs

° For plug-ins that support multiple side-chain inputs, for example, Squasher, you can now
set up an individual side-chain routing for any of these inputs. This allows you to control
each plug-in side-chain input with a different side-chain source. See Side-Chain Routing.

Poly Pressure Lane Handling Improvements

° Selecting and editing poly pressure events on the controller lane is much more intuitive
now. See Adding Poly Pressure Events.

Define the Visible Pitches in the Key Editor

° You can define which pitches are visible in the event display and the piano keyboard display
of the Key Editor. See Showing Specific Pitches in the Key Editor.
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Introduction

This is the Operation Manual for Steinberg’s Cubase. Here you will find detailed information
about all the features and functions in the program.

The screenshots are taken from Cubase Pro.

Platform-Independent Documentation

The documentation applies to the operating systems Windows and macOS.

Features and settings that are specific to one of these platforms are clearly indicated. In all other
cases, the descriptions and procedures in the documentation are valid for Windows and macOS.

Some points to consider:

e The screenshots are taken from Windows.

e Some functions that are available on the File menu on Windows can be found in the
program name menu on macOS.

PDF Documents and Online Documentation

The documentation consists of several documents. You can read them online or download them
from steinberg.help.

You can reach steinberg.help from the program by selecting Help > Cubase Help.

Operation Manual
The main Cubase reference documentation, with detailed descriptions of operations,
parameters, functions, and techniques.

Plug-in Reference
Describes the features and parameters of the included VST plug-ins, VST instruments,
and MIDI effects.

Remote Control Devices
Lists the supported MIDI remote control devices.

MIDI Devices
Describes how to manage MIDI devices and device panels.

Groove Agent SE

Describes the features and parameters of the included VST instrument Groove Agent
SE.

HALion Sonic SE

Describes the features and parameters of the included VST instrument HALion Sonic
SE.

Retrologue
Describes the features and parameters of the included VST instrument Retrologue.

Padshop
Describes the features and parameters of the included VST instrument Padshop.

11
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Introduction
Conventions

Steinberg Library Manager
Describes how you can register and manage your VST Sound libraries.

Conventions

In our documentation, we use typographical and markup elements to structure information.

Typographical Elements

Markup

The following typographical elements mark the following purposes.

Prerequisite
Requires you to complete an action or to fulfill a condition before starting a procedure.

Procedure
Lists the steps that you must take to achieve a specific result.

Important
Informs you about issues that might affect the system, the connected hardware, or
that might bring a risk of data loss.
Note
Informs you about issues that you should consider.
Tip
Adds further information or useful suggestions.

Example
Provides you with an example.

Result
Shows the result of the procedure.

After Completing This Task

Informs you about actions or tasks that you can perform after completing the
procedure.

Related Links
Lists related topics that you can find in this documentation.

Bold text indicates the name of a menu, option, function, dialog, window, etc.

EXAMPLE
To open the Functions menu, click Functions Menu in the top right corner of the MixConsole.

If bold text is separated by a greater-than symbol, this indicates a sequence of different menus
to open.

EXAMPLE
Select Project > Add Track.

12



Introduction
Key Commands

Key Commands

Many of the default key commands, also known as keyboard shortcuts, use modifier keys, some
of which are different depending on the operating system.

When key commands with modifier keys are described in this manual, they are indicated with the
Windows modifier key first, followed by the macOS modifier key and the key.

EXAMPLE
Ctrl/Cmd-Z means: press Ctrl on Windows or Cmd on macOS, then press Z.

13



Setting up Your System

To use Cubase, you must set up your audio, and if required, your MIDI system.

Studio Setup Dialog

The Studio Setup dialog allows you to set up your connected audio, MIDI, and remote control
devices.

e To open the Studio Setup dialog, select Studio > Studio Setup.

Devices Audio System
SIO Driver Yamaha Steinberg USB ASIO ¥
D Release Driver when Application is in Background
Yamaha Steinberg USB ASIO Input Latency 16.485 ms

Output Latency 19.456 ms

f Chord Pads .
SI0-Guard Latency 23.220 ms

@& MIDI Port Setup HW Sample Rate 44.100 kHz

HW Pull Up/Down Off
m Track Quick Controls

VST Quick Controls
u Quick Contro ¥ Advanced Options

@ Record Time Max Set to Defaults

© Time Display Processing Precision 32 bit float
Activate Multi Processing
I video Player

Activate ASIO-Guard
L1 vsT System Link

Audio Priority Normal

[C] Activate Steinberg Audio Power Scheme
Disk Preload 2 Seconds
Adjust for Record Latency

Record Shift samples

The following options are available:

Add Device

Allows you to manually add devices such as a Note Expression Input Device, an
additional Time Display device, or specific remote control devices.

Remove
Allows you to remove manually added devices.

Reset
Resets all remote control devices in the Devices list.

14




Setting up Your System
Setting up Audio

Devices list

Select a device in the Devices list to show its settings in the right section.

Setting up Audio
You must set up your audio equipment before you can use it in Cubase.
IMPORTANT

Make sure that all equipment is turned off before making any connections.

Simple Stereo Input and Output Setup

If you only use a stereo input and output from Cubase, you can connect your audio hardware, for
example, the inputs of your audio card or your audio interface, directly to the input source and
the outputs to a power amplifier and speaker.

Source to be recorded

Multichannel audio interface

USB/FireWire CooocoO0O0O0O0O0OOO Ins

C0000000O000O0 OUIS

Amplifier and speakers

Audio Connections

Your system setup depends on many different factors, for example, on the kind of project that
you want to create, on the external equipment that you want to use, or on the computer
hardware that is available to you. Therefore, the following sections can only serve as examples.

How to connect your equipment, that is, whether to use digital or analog connections also
depends on your setup.

Recording Levels and Inputs

When you connect your equipment, make sure that the impedance and levels of the audio
sources and inputs are matched. Using the correct type of input is important to avoid distortion
or noisy recordings. For example, different inputs can be used, such as consumer line level (-10
dBV) or professional line level (+4 dBu).

Sometimes, you can adjust input characteristics on the audio interface or on its control panel. For
details, refer to the documentation that came with the audio hardware.
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Setting up Your System
Setting up Audio

IMPORTANT

Cubase does not provide any input level adjustments for the signals that are coming into your
audio hardware, since these are handled differently for each card. Adjusting input levels is either
done in a special application that is included with the hardware or its control panel.

Word Clock Connections

If you are using a digital audio connection, you may also need a word clock connection between
the audio hardware and external devices. For details, refer to the documentation that came with
the audio hardware.

IMPORTANT

Set up word clock synchronization correctly, or you may experience clicks and crackles in your
recordings.

Selecting an Audio Driver

By selecting an audio driver, you allow Cubase to communicate with the audio hardware.
Normally, when you start Cubase, a dialog opens that prompts you to select a driver, but you can
also select your audio hardware driver as described below.

NOTE

On Windows operating systems, we recommend that you access your hardware via an ASIO
driver developed specifically for the hardware. If no ASIO driver is installed, contact the
manufacturer of your audio hardware for information on available ASIO drivers. If no specific
ASIO driver is available, you can use the Generic Low Latency ASIO driver.

PROCEDURE

1. Select Studio > Studio Setup.

2. Inthe Devices list, select Audio System.

3. Open the ASIO Driver pop-up menu and select your audio hardware driver.
4. Click OK.

Setting up Audio Hardware

You must select and set up your audio hardware in the Studio Setup dialog before you can use
it.

PREREQUISITE
You have selected a driver for your audio hardware.

PROCEDURE

1. Select Studio > Studio Setup.

2. Inthe Devices list, select your audio hardware driver.

3. Do one of the following to open the control panel for your audio hardware:
e On Windows, click Control Panel.

e On macOSs, click Open Config App.

This button is available only for some hardware products. If it is not available in your
setup, refer to the documentation of your audio hardware.
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Setting up Your System
Setting up Audio

NOTE

The control panel is provided by the manufacturer of your audio hardware and is different
for each audio interface brand and model. However, control panels for the Generic Low
Latency ASIO Driver (Windows only) are provided by Steinberg.

4. Setup your audio hardware as recommended by the manufacturer.

Audio System Page

On the Audio System page you can select an ASIO driver for your audio hardware.

e Toopen the Audio System page, select Studio > Studio Setup and select Audio System in
the Devices list.

Devices Audio System
SI0 Driver Yamaha Steinberg USE ASIO ¥
|:| Release Driver when Application is in Background
Yamaha Steinberg USB ASIO Input Latency 16.485 ms

Output Latency 19.456 ms

E Chord Pads o
SI0-Guard Latency 23.220 ms

S A z
@& MIDI Port setup HW Sample Rate 44,100 kHz

HW Pull Up/Down off
m Track Quick Controls

VST Quick Controls
m Quick Control ¥ Advanced Options

@ Record Time Max Set to Defaults

© Time Display Processing Precision 32 bit float

Activate Multi Processing
I video Player

Activate ASIO-Guard
L] VST System Link

Audio Priority Normal

[] Activate Steinberg Audio Power Scheme
Disk Preload 2 Seconds
Adjust for Record Latency

Record Shift 0 Samples

The following options are available:

ASIO Driver
Allows you to select a driver.

Release Driver when Application is in Background

Releases the driver and allows other applications to play back via your audio hardware
even though Cubase is running.

Input Latency
Shows the input latency of the audio hardware.

Output Latency
Shows the output latency of the audio hardware.
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Setting up Audio

ASIO-Guard Latency
Shows the ASIO-Guard latency.

HW Sample Rate
Shows the sample rate of your audio hardware.

HW Pull Up/Down
Shows the pull up/down status of the audio hardware.

In the Advanced Options section, the following options are available:

Set to Defaults
Allows you to restore the default settings.

Processing Precision

Allows you to set the audio processing precision to 32 bit float or 64 bit float.
Depending on this setting, all channels are processed and mixed in 32-bit floating-
point or 64-bit floating-point format.

NOTE

A processing precision of 64 bit float can increase CPU load and memory consumption.

To show all plug-ins that support 64-bit float processing, open the VST Plug-in
Manager and activate Show Plug-ins That Support 64-Bit Float Processing in the
Display Options pop-up menu.

NOTE

VST 2 plug-ins and instruments are always processed with 32-bit precision.

Activate Multi Processing
Allows you to distribute the processing load evenly to all available CPUs. This way,
Cubase can make full use of the combined power of multiple processors.

Activate ASIO-Guard
Activates the ASIO-Guard. This is only available if Activate Multi Processing is
activated.

ASIO-Guard Level
Allows you to set the ASIO-Guard level. The higher the level, the higher the processing
stability and audio processing performance. However, higher levels also lead to an
increased ASIO-Guard latency and memory usage.

Audio Priority (Windows only)
This setting should be set to Normal if you work with audio and MIDL. If you do not use
MIDI at all, you can set this to Boost.

Activate Steinberg Audio Power Scheme
If this option is activated, all power safe modes that have an impact on real time
processing are deactivated. Note that this is only effective for very low latencies, and
that it increases the power consumption.

Disk Preload
Allows you to specify how many seconds of audio are preloaded into RAM prior to
starting playback. This allows for smooth playback.

Adjust for Record Latency
If this is activated, the plug-in latencies are taken into account during recording.

18



Setting up Your System
Setting up Audio

Record Shift
Allows you to shift the recordings by the specified value.

In the general section, the following options are available:

Reset
Resets the selected remote device.

Apply
Applies the settings.

RELATED LINKS
VST Plug-in Manager Window on page 607

ASIO Driver Setup Page

This page allows you to set up your ASIO driver.

e To open the page where you can set up the ASIO driver, select Studio > Studio Setup and
select the audio driver in the Devices list.

UR22mkll Input 1 UR22mkll Input 1
UR22mkll Input 2 UR22mkll Input 2
UR22mkll Output 1/L UR22mkll Output 1/L
UR22mkll Output 2/R UR22mkll Output 2/R

The following options are available:

Control Panel
Opens the control panel for the audio hardware.

Input Latency
Shows the input latency of the audio driver.

Output Latency
Shows the output latency of the audio driver.

Clock Source
Allows you to select a clock source.

Externally Clocked
Activate this option if you use an external clock source.
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Direct Monitoring
Activate this option to monitor via your audio hardware and to control it from Cubase.
In the Ports section, the following options are available:

Reset

Allows you to reset all port names and visibilities.
I/0

The port input/output status.

Port System Name
The system name of the port.

Show As

Allows you to rename the port. This name is used in the Input Routing and Output
Routing pop-up menus.

Visible
Allows you to activate/deactivate audio ports.

State
The state of the audio port.

In the general section, the following options are available:

Reset
Resets the selected remote device.

Apply
Applies the settings.
Using External Clock Sources

If you are using an external clock source, Cubase must be notified that it receives external clock
signals and derives its speed from that source.

PROCEDURE

1. Select Studio > Studio Setup.

2. Inthe Devices list, select your audio hardware driver.
3. Activate Externally Clocked.

RESULT
Cubase now derives its speed from the external source.

NOTE
For proper audio playback and recording, you must set the sample rate of the project to the

sample rate of the incoming clock signals.

When a sample rate mismatch occurs, the Record Format field on the Project window status line
is highlighted in a different color. Cubase accepts a sample rate mismatch, and playback is
therefore faster or slower.
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Using Several Audio Applications Simultaneously

You can allow other applications to play back via your audio hardware even though Cubase is
running.

PREREQUISITE
Other audio applications accessing the audio hardware are set to release the audio driver.

PROCEDURE

1. Select Studio > Studio Setup.

2. Inthe Devices list, select Audio System.

3. Activate Release Driver when Application is in Background.

RESULT
The application that has the focus gets access to the audio hardware.

Audio Hardware Configuration

Most audio cards provide one or more small applications that allow you to customize your
hardware.

The settings are normally gathered on a control panel that can be opened from within Cubase or
separately, when Cubase is not running. For details, refer to the audio hardware documentation.

Settings include:

e Selecting which inputs/outputs are active.

e Setting up word clock synchronization.

e Turning on/off monitoring via the hardware.

e Setting levels for each input.

e Setting levels for the outputs so that they match the equipment that you use for monitoring.
e Selecting digital input and output formats.

e Making settings for the audio buffers.

Setting up Input and Output Ports

Once you have selected the driver for your audio hardware and have set it up, you must specify
which inputs and outputs to use.

PREREQUISITE
You have selected a driver for your audio hardware.

PROCEDURE

1. Select Studio > Studio Setup.

2. Inthe Devices list, select your audio hardware driver.
3. Make your changes.

4. Click OK.

RELATED LINKS
ASIO Driver Setup Page on page 19
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Audio Bus Setup

Cubase uses a system of input and output busses to transfer audio between the program and
the audio hardware.

e Input busses let you route audio from the inputs of your audio hardware into Cubase. This
means that audio is always recorded through one or several input busses.

e Output busses let you route audio from Cubase to the outputs of your audio hardware. This
means that audio is always played back through one or several output busses.

Once you have set up the internal input and output busses, you can connect your audio source,
for example, a microphone, to your audio interface and start recording, playing back, and
mixing.

RELATED LINKS
Audio Connections on page 26

Monitoring

In Cubase, monitoring means listening to the input signal while recording.
The following ways of monitoring are available:

e Externally by listening to the signal before it reaches Cubase.
e Via Cubase.
e By using ASIO Direct Monitoring.

This is a combination of the other methods.

RELATED LINKS

External Monitoring on page 236
Monitoring via Cubase on page 236
ASIO Direct Monitoring on page 237

Setting up MIDI

You must set up your MIDI equipment before you can use it in Cubase.
IMPORTANT

Turn off all equipment before making any connections.

PROCEDURE
1. Connect your MIDI equipment (keyboard, MIDI interface, etc.) to your computer.

2. Install the drivers for your MIDI equipment.

RESULT
You can use your MIDI equipment in Cubase.
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MIDI Connections

To play back and record MIDI data from your MIDI device, for example, a MIDI keyboard, you
need to connect the MIDI ports.

Connect the MIDI output port of your MIDI device to the MIDI input port of your audio hardware.
This way, the MIDI device sends MIDI data to be played back or recorded inside your computer.

Connect the MIDI input port of your MIDI device to the MIDI output port of your audio hardware.
This way, you can send MIDI data from Cubase to the MIDI device. For example, you can record
your own playing, edit the MIDI data in Cubase, and then play it back on the keyboard and record
the audio that is coming out of the keyboard for a better edited performance.

Showing or Hiding MIDI Ports

You can show the MIDI ports that you want to use and hide those that you do not use on the
MIDI pop-up menus in the program.

PROCEDURE

1. Select Studio > Studio Setup.

2. Inthe Devices list, select MIDI Port Setup.

3. To hide a MIDI port, deactivate its Visible column.
4. Click OK.

Setting up All MIDI Inputs

When you record MIDI, you can specify which MIDI input each recording MIDI track should use.
However, you can also record any MIDI data from any MIDI input. You can specify which inputs
are included when you select All MIDI Inputs for a MIDI track.

PROCEDURE

1. Select Studio > Studio Setup.

2. Inthe Devices list, select MIDI Port Setup.
3. Activate In ‘All MIDI Inputs’ for a port.

NOTE

If you have a MIDI remote control unit connected, make sure to deactivate the In ‘All MIDI
Inputs’ option for that MIDI input. This avoids accidental recording of data from the remote
control when All MIDI Inputs is selected as input for a MIDI track.

4. Click OK.

RESULT
When you select All MIDI Inputs on the Input Routing pop-up menu of a MIDI track in the

Inspector, the MIDI track uses all MIDI inputs that you specified in the MIDI Port Setup.

MIDI Port Setup Page

The MIDI Port Setup page in the Studio Setup dialog displays the connected MIDI devices and
allows you to set up their ports.

e To open the MIDI Port Setup page, select Studio > Studio Setup and activate MIDI Port
Setup in the Devices list.
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Devices MIDI Port Setup

+ A Device /O Port System Name Show As Visible State In "All MIDI
Windows MIDI 2- Steinberg UR22mkll -1 2- Steinberg UR22mkll -1 Active

v Audio System
Yamaha Steinberg USB ASIO

Windows MIDI 2- Steinberg UR22mkIl -1 2- Steinberg UR22mkIl -1 Inactive

Windows MIDI Microsoft GS Wavetable Synth  [[RITageileli SERNTEIT 1ol 83 Inactive

E Chord Pads

® i portseup

m Track Quick Controls
[ vsT Quick Controls

e Record Time Max

e Time Display
D Use System Timestamp for "Windows MIDI' Inputs

E Video Player D Use Device "DirectMusic’
L1 vsT System Link

The following columns are displayed:

Device
The connected MIDI devices.

1/0
The port input/output status.

Port System Name
The system name of the port.

Show As

Allows you to rename the port. This name is used in the Input Routing and Output
Routing pop-up menus.

Visible
Allows you to activate/deactivate MIDI ports.

State
The state of the MIDI port.

In 'All MIDI Inputs'
Allows you to record MIDI data from all MIDI inputs.

NOTE

Deactivate this option if you use remote control devices.

The following options are available:

Use System Timestamp for 'Windows MIDI' Inputs
Activate this option if you have persistent timing problems such as shifted notes. If this
is activated, the system timestamp is used as a time reference.

Use Device 'DirectMusic’

If you do not use a device with a DirectMusic device driver, you can leave this option
deactivated. This enhances the system performance.
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Use System Timestamp for 'DirectMusic’ Inputs

Activate this option if you have persistent timing problems such as shifted notes. If this
is activated, the system timestamp is used as a time reference.

In the general section, the following options are available:

Reset
Resets the selected remote device.

Apply
Applies the settings.

Plug and Play Support for USB MIDI Devices

Cubase supports plug and play of USB MIDI devices. These devices can be plugged in and
switched on while the application is running.

Synchronizers

When using Cubase with external tape transports, you most likely must add a synchronizer to
your system.

IMPORTANT

Make sure that all equipment is turned off before making any connections.

For information on how to connect and set up your synchronizer, refer to the documentation of
your synchronizer.

RELATED LINKS
Synchronization on page 875
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Audio Connections

To play back and record in Cubase, you must set up input and output busses in the Audio
Connections window.

The bus types that you need depend on your audio hardware, on your general audio setup, and
on the projects that you use.

Audio Connections Window

The Audio Connections window allows you to set up input and output busses.

e Toopen the Audio Connections window, select Studio > Audio Connections.

Inputs/Outputs Tab

The Inputs and Outputs tabs allow you to set up and configure input and output busses.

Add Bus Presets No Preset Expand All Collapse All

9 Stereo In Yamaha Steinberg USB ASIO

The following options are available above the bus list:

Add Bus
Opens the Add Input Bus dialog, where you can create a new bus configuration.

Presets
Opens the Presets pop-up menu, where you can select bus configuration presets.
Store allows you to save a bus configuration as preset. Delete deletes the selected
preset.

Expand All/Collapse
Expands/Collapses all busses in the bus list.

The following columns are available for the bus list:

Bus Name
Lists the busses. Click the name of a bus to select or rename it.

Speakers
Indicates the speaker configuration (mono, stereo) of each bus.

Audio Device
Shows the selected ASIO driver.

Device Port

Shows which physical inputs/outputs on your audio hardware are used by the bus.
Expand the bus entry to show all speaker channels. If the bus entry is collapsed, only
the first port that is used by this bus is visible.
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The Device Port pop-up menu displays how many busses are connected to a given
port. The busses are shown in square brackets next to the port name.

Up to 3 bus assignments can be displayed in this way. If more connections have been
made, this is indicated by a number at the end of the port name.

For example, “Adat 1 [Stereo1] [Stereo2] [Stereo3] (+2)" means that the Adat1 port is
already assigned to 3 stereo busses plus 2 additional busses.

Renaming the Hardware Inputs and Outputs

Before you set up busses, you should rename the default inputs and outputs of your audio
hardware. This allows transferring projects between different computers and setups.

For example, if you move your project to another studio, the audio hardware may be of a
different model. But if you and the other studio owner have agreed on identical names for your
inputs and outputs, Cubase corrects inputs and outputs for your busses.

NOTE

If you open a project that was created on another computer and the port names do not match or
the port configuration is not the same, the Missing Ports dialog appears. This allows you to
manually re-route ports that are used in the project to ports that are available on your computer.

PROCEDURE

Select Studio > Studio Setup.

In the Devices list, select Audio System.

Open the ASIO Driver pop-up menu and select your audio hardware driver.
In the Devices list, select your audio hardware driver.

In the Show As column, click on a port name and enter a new name.
Repeat the previous step until you have renamed all required ports.

Click OK.

Nowus~wbdh-=

RELATED LINKS
Re-Routing Missing Ports on page 92
Hiding Ports

You can hide ports that you are not using. Hidden ports are not displayed in the Audio
Connections window.

PROCEDURE

1. Select Studio > Studio Setup.

2. Inthe Devices list, select your audio hardware driver.

3. Inthe Visible column, deactivate the ports that you want to hide.
4. Click OK.
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Activating and Deactivating Ports (macOS only)

On macOS you can specify which input and output ports are active. This allows you to use the
microphone input instead of the line input or to deactivate the audio card input or output.

NOTE

This function is only available for built-in audio, standard USB audio devices, and a certain
number of other audio cards.

PROCEDURE

1. Select Studio > Studio Setup.

In the Devices list, select your audio hardware driver.
Click Control Panel.

Activate/Deactivate ports.

Click OK.

LA

Adding Input and Output Busses

You must add input and output busses to establish the connection between your audio hardware
and Cubase.

PROCEDURE
1. Inthe Audio Connections dialog, click the Inputs or Outputs tab.
2. Click Add Bus.
3. Inthe Add Input Bus dialog, configure the bus.
4. Optional: Enter a name for the bus.
If you do not specify a name, the bus is named according to the channel configuration.

5. Click Add Bus.
The new bus is added to the bus list.

6. For each of the speaker channels in the bus, click in the Device Port column and select a
port of your audio hardware.

Setting the Default Output Bus (Main Mix)

The Main Mix is the default output bus to which each new audio, group, or FX channel is
automatically routed. If only one bus is available, this bus is automatically used as the default
output bus.

PREREQUISITE

Add an output bus.

PROCEDURE
1. Inthe Audio Connections dialog, right-click the output bus that you want to use as default
output bus.

2. Select Set <bus name> as Main Mix.
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RESULT

The selected bus is used as default bus. The Main Mix is indicated by a speaker icon next to its
name.

RELATED LINKS
Inputs/Outputs Tab on page 26

Presets for Input and Output Busses

For input and output bus configurations, you can use different kinds of presets.

e A number of standard bus configurations.
e Automatically created presets tailored to your specific hardware configuration.

On startup, Cubase analyzes the physical inputs and outputs that are provided by your audio
hardware and creates a number of hardware-dependent presets.

e Your own presets.

NOTE

You can create default presets for input and output bus configurations. If you create a new
empty project, these default presets are applied. To create default presets, save your preferred
input and output bus configurations under the name Default. If you have not defined default
presets, the last used input and output bus configuration is applied when creating a new empty
project.

Saving a Bus Configuration Preset

You can save your own input and output bus configuration as presets.

PROCEDURE

1. Select Studio > Audio Connections.

2. Click the Inputs or Outputs tab, and set up your bus configuration.
3. Click Store.

4. Inthe Type in Preset Name dialog, enter a name.

5. Click OK.

RESULT

The preset is available in the Presets menu.

Deleting a Bus Configuration Preset

You can delete bus configuration presets that you no longer need.

PROCEDURE
1. Select Studio > Audio Connections.

2. Click the Inputs or Outputs tab, and from the Presets menu, select the preset that you want
to delete.

3. C(lick Delete.

RESULT
The preset is deleted.
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Monitoring Bus

The default output bus (Main Mix) is used for monitoring. You can adjust the monitoring level in
the MixConsole.

RELATED LINKS
Setting the Default Output Bus (Main Mix) on page 28
MixConsole on page 308

Bus Configurations

After you have set up all the required busses for a project you can edit the names and change
port assignments. The bus configuration is saved with the project.

Removing Busses

You can remove busses that you no longer need.

PROCEDURE
e Inthe Audio Connections window, do one of the following:
e Toremove a single bus, right-click the bus in the list and select Remove Bus.
Alternatively, you can select the bus and press Backspace.

e Toremove multiple input or output busses at the same time, use Shift or Ctrl/Cmd to
select them in the list, right-click them, and select Remove Selected Busses.

Changing Port Assignments

You can change the port assignment of busses.

PROCEDURE
1. Select Studio > Audio Connections.

2. Do one of the following:

e Tochange the assignment of a single bus, open the Device Port pop-up menu, and
select a new port.

e To assign subsequent busses to several selected busses, open the Device Port pop-up
menu for the first selected entry, press Shift, and select a device port.

e To assign the same port to several selected busses, open the Device Port pop-up menu
for the first selected entry, press Shift- Alt/Opt, and select a device port.

Renaming Multiple Busses

You can rename all the selected busses at once using incrementing numbers or letters.

PROCEDURE

1. Select Studio > Audio Connections.

2. Select the busses that you want to rename.
3. Do one of the following:

e Enter a new name for one of the busses, followed by a number.
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e Enter a new name for one of the busses, followed by a space and a capital letter.

4. Press Return.

RESULT
The busses are renamed automatically using either incrementing numbers or letters.

NOTE

The renaming starts from the bus where you edit the name until the bottom, and then continues
from the top until all selected busses have been renamed.

Exclusive Port Assignments

For certain channel types, the port assignment is exclusive.

Once a port has been assigned to such a bus or channel, it must not be assigned to another bus,
otherwise the connection to the first bus will be broken.

The corresponding ports are marked in the Audio Connections window on the Device Port pop-
up menu.
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Project Window

The Project window provides an overview of the project, and allows you to navigate and perform
large scale editing.

Each project has one Project window. The Project window is displayed whenever you open or
create a new project.

e To open a project, select File > Open.

e Tocreate a new project, select File > New Project.

Inspector Visibility =
Y Piano e
m|s
$icioo

- 7.90
.

P Track Versions
» Chords

P Equalizers & K | 16 - 52.1.3.24

» Inserts - | 13 ||5

> Sends
» Fader

User Presets File Browser

» Quick Controls
° .

Editor » ole Editor Sampler Control Chord Pads O

The Project window is divided into several zones:

1 Left Zone
The left zone shows the Inspector that features two tabs:

e The Track tab shows the settings for the track that is selected in the track list.

NOTE

In this documentation we use Inspector to refer to the Track tab of the Inspector.

e The Editor tab shows the settings for the editor that is open in the lower zone.
You can also open the Visibility tab that features the following tabs:
e The Track tab allows you to show/hide individual tracks from the track list.

e The Zones tab allows you to determine and lock the position of certain MixConsole
channels in the lower zone.
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2 Project Zone

The project zone shows the toolbar, the track list with the tracks, the event display with the
parts and events of the project, and the Project window ruler.

On the toolbar, you can activate/deactivate the status line, the info line, the overview line,
and the Transport Bar.

3 Lower Zone

The lower zone shows the Chord Pads, the Editor, the Sampler Control, and the
MixConsole.

4 Right Zone
The right zone shows the VSTi rack, and the Media rack.

RELATED LINKS

Project Zone on page 33

Left Zone on page 47

Lower Zone on page 54

Right Zone on page 60

Project Window Toolbar on page 34

Showing/Hiding Zones

You can show/hide the zones in the Project window according to your needs.

PROCEDURE
e Do one of the following:
e To show/hide the left zone, click Show/Hide Left Zone on the Project window toolbar.

e To show/hide the lower zone, click Show/Hide Lower Zone on the Project window

toolbar.

e Toshow/hide the right zone, click Show/Hide Right Zone on the Project window
toolbar.

NOTE

The project zone is always shown.

RELATED LINKS
Project Window Toolbar on page 34

Project Zone

The project zone is the heart of the Project window and cannot be hidden.

The project zone features the track list and the event display with the ruler. Furthermore, you can
activate/deactivate the status line, the info line, the overview line, and the Transport Bar for the
project zone.
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(o =

Bass Drum In
[ 4
Bass Drum Out

Bass Drums

Snare Top

Snare Bottom

RELATED LINKS

Track List on page 41

Event Display on page 42

Global Track Controls on page 42
Ruler on page 44

Status Line on page 45

Info Line on page 45

Overview Line on page 46
Transport Bar on page 46

Project Window Toolbar

The toolbar contains tools and shortcuts for opening other windows and various project settings
and functions.

e Toshow/hide tools, open the toolbar context menu by right-clicking in an empty area of the
toolbar and activate the tools that you want to display. To show all tools, select Show All.

NOTE
The number of elements that are shown also depends on the size of the Project window and
the screen resolution.
The following options are available:
Activate Project
NOTE

Only available if more than one project is open.

Activates a project.

Project History
Undo/Redo

Undoes/Redoes actions in the Project window.

Constrain Delay Compensation

Constrain Delay Compensation
©

Minimizes the latency effects of the delay compensation.
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Left Divider

Left Divider
Tools that are placed to the left of the divider are always shown.

Media & MixConsole Windows

Open MediaBay
O]

Opens/Closes the MediaBay.
Open Pool Window

Opens/Closes the Pool window.

Open MixConsole

Opens/Closes the MixConsole.

Track Visibility Configurations

Track Visibility Configurations

Configurations ¥

Allows you to create configurations that are useful for switching between different
visibility setups.

Set Track Visibility Agents

Allows you to set a visibility agent to filter the tracks.

Set Track Type Filter

Allows you to filter the tracks by track type. Alt/Opt-click to reset the track type filter.

State Buttons

Deactivate All Mute States

Deactivates all mute states.

Deactivate All Solo States

Deactivates all solo states.

Activate/Deactivate Read for All Tracks

Activates/Deactivates read automation for all tracks.

Activate/Deactivate Write for All Tracks

Activates/Deactivates write automation for all tracks.

Suspend All Read/Write Automation

Suspends all read/write automation.
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Auto-Scroll

Auto-Scroll
-T)

Keeps the project cursor visible during playback.

Select Auto-Scroll Settings

Allows you to activate Page Scroll or Stationary Cursor and to activate Suspend Auto-
Scroll When Editing.

Locators

Go to Left Locator Position
Allows you to go to the left locator position.

Left Locator Position

Shows the left locator position.

Go to Right Locator Position
Allows you to go to the right locator position.

Right Locator Position
4.8 1. 0

Shows the right locator position.

Transport Controls

Go to Previous Marker/Zero

Moves the project cursor to the previous marker/zero position on the timeline.

Go to Next Marker/Project End

Moves the project cursor to the next marker/project end.

Rewind

Moves backward.

Forward

Moves forward.

Activate Cycle

Activates/Deactivates cycle mode.

Stop
O

Stops playback.
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Start

Starts playback.

Transport Record

Activates/Deactivates record mode.

Tool Buttons

Combine Selection Tools

Combines the Object Selection tool and the Range Selection tool.

Object Selection
»

Selects events and parts.

Range Selection

Selects ranges.

Draw

Draws events.

Erase

Erases events.

split

Splits events.

Glue
]

Glues events together.

Mute
X

Mutes events.

Zoom

Zooms in. Hold Alt/Opt and click to zoom out.

Comp
0

Assembles takes.
Line
Creates a series of contiguous events.

Play
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Allows you to play back events.

Color

Allows you to colorize events.

Color Menu

Select Color for Selected Tracks or Events

Opens the Colorize pane that allows you to colorize the selected tracks or events.

Nudge Palette

Trim Start Left

Increases the length of the selected event by moving its start to the left.

Trim Start Right

Decreases the length of the selected event by moving its start to the right.

Move Left

Moves the selected event to the left.

Move Right

Moves the selected event to the right.

Trim End Left

Decreases the length of the selected event by moving its end to the left.

Trim End Right

Increases the length of the selected event by moving its end to the right.

Project Root Key

Project Root Key

Changes the root key of the project.

Snap

Snap to Zero Crossing
Restricts editing to zero crossings, that is, positions where the amplitude is zero.

Snap On/Off

Restricts horizontal movement and positioning to the positions specified by the Snap
Type.
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Snap Type

Grid

I

Allows you to specify to what positions you want events to snap.

Grid Type
Grid Type

Allows you to specify a grid type for the Snap function. This setting only has effect if
Snap Type is set to one of the grid options.

Quantize

Apply Quantize
Q]

Applies the quantize settings.

Quantize Presets

Allows you to select a quantize preset.

Soft Quantize On/Off
%

Activates/Deactivates soft quantize.

AudioWarp Quantize On/Off

Activates/Deactivates AudioWarp quantize.

Open Quantize Panel

Opens the Quantize Panel.

System Performance Meter
System Performance Meter

Shows the meters for average audio processing load and the disk cache load.

Right Divider

Right Divider
Tools that are placed to the right of the divider are always shown.

Window Zone Controls

Show/Hide Left Zone

Shows/Hides the left zone of the window.

Show/Hide Lower Zone

Shows/Hides the lower zone of the window.
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Show/Hide Right Zone

Shows/Hides the right zone of the window.

Set up Window Layout

Allows you to set up the window layout.

Set up Toolbar

Set up Toolbar

Opens a pop-up menu where you can set up which toolbar elements are visible.

RELATED LINKS

Left/Right Toolbar Divider on page 40
Snap Types Menu on page 70
Markers on page 300

Automation on page 579
Synchronization on page 875

Left/Right Toolbar Divider

Toolbox

The left and right toolbar dividers allow you to lock the position of specific tools at the left or at
the right side of the toolbar, so that they are always shown.

All other items are shown in the center of the toolbar. When you reduce the width of the Project
window, these toolbar items are hidden successively. When you increase the width, they are
shown again.

The toolbox makes the editing tools from the toolbar available at the mouse pointer position. It
can be opened instead of the standard context menus in the event display and editors.

:E InZ2 s XQY /%

e To activate the toolbox function, activate Show Toolbox on Right-Click in the Preferences
dialog (Editing—Tools page).

e To open the toolbox, right-click in the event display or editor.
If Show Toolbox on Right-Click is deactivated, the context menu opens.

e To open the context menu instead of the toolbox, press any modifier key and right-click in
the event display or editor.

If Show Toolbox on Right-Click is deactivated, press any modifier key to open the toolbox
instead of the context menu.
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Track List

The track list shows the tracks that are used in the project. When a track is added and selected, it
contains name fields and settings for this track.

[m] S| Lead Voice
(o 4)fe =]

Retrologue 03

5th Percussion Organ

e To decide which controls are visible for each track type, right-click the track list and open the
Track Controls Settings dialog.

RELATED LINKS
Track Controls Settings Dialog on page 99

Dividing the Track List

You can divide the track list into an upper track list and a lower track list. These track lists can
have independent zoom and scroll controls. Dividing the track list is useful if you are working
with a video track and multi-track audio, for example. It allows you to place the video track in the
upper track list and to scroll the audio tracks separately in the lower track list, so that they can be
arranged with the video.

PROCEDURE
e Do one of the following:
e Select Project > Divide Track List.

e Click Divide Track List in the top right corner of the Project window below the ruler.

-

Divide Track List [!]

RESULT
The track list is divided and video, marker, or arranger tracks are automatically moved to the
upper track list. All other track types are moved to the lower track list.

NOTE

The area of the project zone that has the focus, is indicated by a highlighted and solid focus
frame,whereas the non-active area is shown with a dashed frame.

AFTER COMPLETING THIS TASK

e To move any type of track from the lower track list to the upper and vice versa, right-click it in
the track list and select Toggle Track List from the context menu.

e Toresize the upper part of the track list, click and drag the divider between the track list
sections.

e Torevertto asingle track list, click Divide Track List again.

RELATED LINKS
Keyboard Focus in the Project Window on page 65
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Event Display

The event display shows the parts and events that are used in the project. They are positioned
along the timeline.

Global Track Controls

The global track controls allow you to manage the tracks in the track list.

e The global track controls are shown above the track list.

Stereo 1
Stereo 2
Stereo 3

Stereo 4

Stereo 5

1 Add Track
Opens the Add Track dialog.
2 Use Track Preset
Allows you to add a track using a track preset.
3 Number of Visible Tracks
Displays how many tracks are hidden. Click this to show all tracks that are filtered out by the
Visibility tab.
NOTE

If the track was outside the view or hidden, it is now shown. Tracks that are hidden using Set
Track Type Filter are not shown.

4 Set Track Type Filter

Determines which track types are shown in the track list.
5 Set Track Visibility Agents

Allows you to set a visibility agent to filter the tracks.
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6 Find Tracks
Finds and selects specific tracks in the track list.

RELATED LINKS
Opening the Visibility on page 52

Filtering Track Types

You can filter tracks by their track type.

PROCEDURE
1. Click Set Track Type Filter above the track list.
This opens the track types filter.

(2] ia e |9.| I:u: |9‘ |:n“
Filter Track Types X

v All Track Types

v Audio Tracks
Instrument Tracks
Sampler Tracks

MIDI Tracks

FX Tracks
ReWire Tracks
Other Tracks

v
v
v
v Group Tracks
v
v
v

2. Uncheck a track type to hide it.

RESULT
Tracks of the filtered type are removed from the track list and the color of the Set Track Type

Filter button changes to indicate that a track type is hidden.
Finding Tracks

The Find Tracks function allows you to find specific tracks. This is useful if you have a large
project with many tracks or if you have hidden tracks using the Visibility tab.

PROCEDURE
1. Click Find Tracks above the track list to open a selector that lists all tracks.

2. Inthe search field, enter the name of the track.
As you type, the selector updates automatically.

3. Inthe selector, select the track and press Return.

RESULT
The selector closes and the track is selected in the track list.

NOTE

If the track was outside the view or hidden, it is now shown. Tracks that are hidden using Set
Track Type Filter are not shown.
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Ruler

The ruler shows the timeline and the display format of the project.

Initially, the Project window ruler uses the display format that is specified in the Project Setup
dialog.

To select an independent display format for the ruler, click the arrow button to the right of
the ruler and select an option from the pop-up menu.

To set the display format globally for all windows, use Select Primary Time Format pop-up
menu on the Transport panel, or hold down Ctrl/Cmd and select a format in any ruler.

RELATED LINKS
Project Setup Dialog on page 88

Ruler Display Format Menu

You can select a display format for the ruler.

To show the ruler display formats, click the arrow button to the right of the ruler.

! . Bars+Beats
I N

Seconds

Timecode
Samples

60 fps (User)

Time Linear

Bars+Beats Linear

The selection that you make affects the time display formats in the following areas:

Ruler
Info line

Tooltip position values

The following options are available:

Bars+Beats
Sets the ruler to display bars, beats, sixteenth notes, and ticks. By default, there are
120 ticks per sixteenth note. To change this, adjust the MIDI Display Resolution
setting in the Preferences dialog (MIDI page).

Seconds
Sets the ruler to display hours, minutes, seconds, and milliseconds.

Timecode

Sets the ruler to display hours, minutes, seconds, and frames. The number of frames
per second (fps) is set in the Project Setup dialog with the Project Frame Rate pop-up
menu. To display subframes, activate Show Timecode Subframes in the Preferences
dialog (Transport page).

Samples
Sets the ruler to display samples.

fps (User)

Sets the ruler to display hours, minutes, seconds, and frames, with a user-definable
number of frames per second. To display subframes, activate Show Timecode
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Subframes in the Preferences dialog (Transport page). You can also set the number
of frames per second.

Time Linear
Sets the ruler linear to time.

Bars+Beats Linear
Sets the ruler linear to bars and beats.

Status Line

The status line shows the most important project settings.

e To activate the status line, click Set up Window Layout on the toolbar and activate Status
Line.

The following information is shown on the status line:

ord Time 282 hours 49 mins

Record Format 44.1 kHz - 24 bit | Praoje v Equal Power

Audio Inputs/Audio Outputs
These fields are shown if the audio device ports are not connected. Click to open the
Audio Connections dialog and connect the ports.

Max. Record Time
Displays the remaining time for recording, depending on your project settings and the
available hard disk space. Click in this field to display the remaining record time in a
separate window.

Record Format
Displays the sample rate and the bit depth used for recording. Click in this field to open
the Project Setup dialog.

Project Frame Rate
Displays the frame rate used in the project. Click in this field to open the Project Setup
dialog.

Project Pan Law
Displays the current pan law setting. Click in this field to open the Project Setup dialog.

RELATED LINKS
Project Window Toolbar on page 34

Info Line

The info line shows information about the event or part that you selected in the project zone.

o Follow o

To activate the info line, click Set up Window Layout on the toolbar and activate Info Line.

RELATED LINKS
Project Window Toolbar on page 34
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Value Editing Rules on the Info Line

You can edit almost all event or part data on the info line using regular value editing.

If you select several events or parts, the info line is shown in another color and only the
information about the first item in the selection is displayed. The following rules apply:
e Value changes are applied to all selected elements, relative to the current values.

For example, you have selected two audio events. The first event has a length of 1 bar, the
second of 2 bars. If you change the info line value to 3, the first event is resized to 3 bars and
the second event to 4 bars.

e Value changes are applied absolutely to the current values if you press Ctrl/Cmd while
modifying the value on the info line.

In the example above, both events are resized to 3 bars.

NOTE

To change the modifier, select a new modifier in the Info Line category of the Preferences
dialog (Editing—Tool Modifiers page).

Overview Line

The overview line allows you to zoom and navigate to other sections in the project.

To activate the overview line, click Set up Window Layout on the toolbar and activate Overview.

In the overview line, events and parts are displayed as boxes. A rectangle indicates the section of
the project that is displayed in the event display.

e Tozoom the event display in or out horizontally, resize the rectangle by dragging the edges.

e To navigate to another section of the event display, drag the rectangle to the left or right, or
click in the upper part of the overview.

RELATED LINKS
Project Window Toolbar on page 34

Transport Bar

The Transport Bar allows displaying the transport functions in an integrated and fixed zone of
the Project window.

e To activate the Transport Bar, click Set up Window Layout on the Project window toolbar
and activate Transport Bar.

e Toshow/hide tools, open the Transport Bar context menu by right-clicking in an empty area
of the Transport Bar and activate the tools that you want to display. To show all tools, select
Show All.

RELATED LINKS

Common Record Modes Menu on page 235
Audio Record Modes on page 240

MIDI Record Modes on page 247

Left/Right Toolbar Divider on page 40
Project Window Toolbar on page 34
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Left Zone

The left zone of the Project window allows you to display the Inspector and the Visibility tab.
To show/hide the left zone, click Show/Hide Left Zone on the Project window toolbar.
The top of the left zone features the following tabs:

e Inspector
e Visibility

Y 01075dums » &

(m[s|[rR w2x ]

Stereo In

Stereo Out

P Track Versions
P Equalizers

P Inserts

P Sends

P Fader

» Notepad

P Strip

» Quick Controls

RELATED LINKS

Inspector on page 47

Visibility on page 51

Project Window Toolbar on page 34

Inspector

The Inspector allows you to show controls and parameters for either the selected track in the
track list or the event or part that is shown in the editor in the lower zone.

e To show/hide the Inspector, click Show/Hide Left Zone in the Project window toolbar.
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P AudicWarp
P VariAudio

P Hitpoints

P Range

P Process

The following tabs are available:

Track
Opens the Track Inspector for the selected track.

Editor

Opens the Editor Inspector for the event or part that is shown in the editor in the
lower zone.

RELATED LINKS

Opening the Track Inspector on page 48
Opening the Editor Inspector on page 49
Opening the Editor in the Lower Zone on page 57

Opening the Track Inspector

The Track Inspector shows controls and parameters for the selected track in the track list.

PROCEDURE
1. Click Show/Hide Left Zone on the Project window toolbar to activate the Left Zone.
2. Atthe bottom of the left zone, click the Track tab.
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RESULT

The Track Inspector for the selected track opens. If more than one track is selected in the track
list, the controls and parameters for the topmost selected track are shown.

NOTE

In this documentation we use Inspector to refer to the Track tab of the Inspector.

Opening the Editor Inspector

The Editor Inspector shows controls and parameters for the event or part that is shown in the
editor in the lower zone.

PREREQUISITE

The Sample Editor, the Audio Part Editor, the Key Editor, the Drum Editor, or the Score Editor
is shown in the lower zone.

PROCEDURE
1. Click Show/Hide Left Zone on the Project window toolbar to activate the Left Zone.
2. Atthe bottom of the left zone, click the Editor tab.
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P AudicWarp
P VariAudio

P Hitpoints

P Range

P Process

RESULT
The Editor Inspector for the event or part opens.

NOTE

The Editor Inspector only contains information if the lower zone shows an editor. Otherwise, it is
empty.

RELATED LINKS
Opening the Editor in the Lower Zone on page 57

Inspector Sections

The Track tab and the Editor tab of the Inspector are divided into a number of sections that
each contain different controls for the track, event or part.

Not all Inspector sections are shown by default. The available sections depend on the type of the
selected track, event, or part, and on the settings in the setup dialog for the Track tab and the
Editor tab of the Inspector.

e To open/close sections, click their names.
Opening one section closes the other sections.
e To open a section without closing the other sections, Ctrl/Cmd -click the section name.

RELATED LINKS

Track Inspector Settings Dialog on page 96
Inspector Sections on page 97

Audio Track Inspector on page 107
Instrument Track Inspector on page 110
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MIDI Track Inspector on page 117
Sampler Track Inspector on page 114
Arranger Track Inspector on page 130
Marker Track Inspector on page 134
Signature Track Inspector on page 135
Tempo Track Inspector on page 137
Transpose Track Inspector on page 138
Video Track Inspector on page 139
Key Editor Inspector on page 700
Drum Editor Inspector on page 741
Sample Editor Inspector on page 425

Visibility
The Visibility tab allows you to show or hide individual tracks from the track list and to
determine the position of certain MixConsole channels in the lower zone.

e Toopen the Visibility tab, click Visibility.

Visibility H

Stereo In
Drums
Bass Crum Ir
Bass Drum C
Bass Drums
Snare Top
Snare Bottor
Snares
Tom 1
Tom 2
Tom 3
Toms
HiHat

Overhead L

— I

The following tabs are available:

Track
Allows you to show or hide individual tracks from the track list.

Zones

Allows you to determine and lock the position of certain MixConsole channels in the
lower zone.

RELATED LINKS
Opening the MixConsole in the Lower Zone on page 56
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Opening the Visibility

The Visibility tab allows you to show or hide individual tracks from the track list.

PROCEDURE
1. Click Show/Hide Left Zone on the Project window toolbar to activate the Left Zone.
2. Atthe top of the left zone, click the Visibility tab.
3. Atthe bottom of the left zone, click the Track tab.
Visibility H

Drums
Bass Drum In
Bass Drum Out

Bass Drums

Snare Top

Snare Bottom
Snares

Tom 1

Tom 2

Tom 3
Toms

HiHat
Overhead L
COverhead R
Overheads
Close L

Close R
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RELATED LINKS
Showing/Hiding Individual Tracks on page 52

Showing/Hiding Individual Tracks

The Visibility tab shows a list of all tracks of your project. This list allows you to show and hide
individual tracks.

Bass Guitar

Rhythm Guitar 1

Lead Guitar

Rhythm Guitar 2

e Toshow/hide a track in the track list, check/uncheck it by clicking to the left of the track
name.

e To activate/deactivate several tracks at the same time, select them and press Return.
e Toshow a hidden track exclusively, check it by Shift-clicking to the left of the track name.
e To expand or collapse a folder, click the triangle to the left of a folder track.
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NOTE

e The channels of the MixConsole in the lower zone are updated accordingly. This means that
if you hide a track using the Visibility tab, the channel corresponding to that track is also
hidden in the MixConsole in the lower zone.

e If you want to synchronize the track and the channel visibility in a separate MixConsole
window, you must use the Sync Visibility of Project and MixConsole function.

RELATED LINKS
Synchronizing Track and Channel Visibility on page 53

Synchronizing Track and Channel Visibility

You can synchronize the track visibility in the Project window with the channel visibility in a
separate MixConsole window.

PROCEDURE

1. Atthe top of the left zone, select the Visibility tab.

2. Atthe bottom of the left zone, select the Track tab.

3. Click the equals sign to open the Sync Visibility of Project and MixConsole: On/Off menu.

Visibility

J Frx Sync Project and MixConscle

v Peter Sync Track/Channel Type Filters

4. Select Sync Project and MixConsole to synchronize the track visibility with the channel
visibility.

RESULT
The track and channel visibility are synchronized.

NOTE

e You can only synchronize the track visibility in the Project window with the channel visibility
of one MixConsole. If you enable Sync Visibility of Project and MixConsole: On/Off for a
second MixConsole, the first link is lost.

e Ifyou divide the track list, the top part of the list is not affected. Likewise, channels in the left
or right zones of the MixConsole are not synchronized.

RELATED LINKS
Synchronizing Channel and Track Visibility on page 314

Opening the Zones

The Zones tab allows you to determine and lock the position of certain MixConsole channels in
the lower zone.

PROCEDURE
1. Atthe top of the left zone, click the Visibility tab.
2. Atthe bottom of the left zone, click the Zones tab.
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RESULT
The MixConsole opens in the lower zone.

RELATED LINKS
Opening the MixConsole in the Lower Zone on page 56

Lower Zone

The lower zone of the Project window allows you to display specific windows and editors in an
integrated and fixed zone of the Project window. This is useful if you work on single screen
systems and notebooks, for example.

To show/hide the lower zone, click Show/Hide Lower Zone on the Project window toolbar.

The lower zone features the following tabs: Chord Pads, MixConsole, Sampler Control, and
Editor.

2.1.1. 0 22.1.1. 0
[ |
Syn Bass 9 21

Velocity

x MixConsole Sampler Control Chord Pads o

To close the lower zone, click Close Lower Zone B to the left of the tabs.
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RELATED LINKS

Opening Chord Pads on page 55

Opening the MixConsole in the Lower Zone on page 56
Opening Sampler Control on page 57

Opening the Editor in the Lower Zone on page 57
Project Window Toolbar on page 34

Setting up the Lower Zone

In the lower zone, the MixConsole, Editor, Sampler Control, and Chord Pads tabs are shown.
You can change their order, and you can hide tabs that you do not need.

PROCEDURE

1. Click Set up Lower Zone in the bottom right of the lower zone.

MixConsole
Editor
Sampler Control

Velocity Chord Pads

Show All
Reset All
+ v D ————

Setup...

L S

X MixConsole Editor Sampler Control Chord Pads ﬂk

2. Do one of the following:

e Activate/Deactivate the options in the pop-up menu to show/hide tabs in the lower zone.

e Select Setup to open a dialog where you can activate/deactivate the tabs and change
their position.

NOTE

In the Presets section of this dialog you can also save a preset of your configuration.

RESULT
The tabs in the lower zone are shown according to your configuration.

RELATED LINKS
Setup Dialog on page 940

Opening Chord Pads

Chord Pads allow you to play with chords, and to change their voicings and tensions.

PROCEDURE
1. Click Show/Hide Lower Zone on the Project window toolbar to activate the lower zone.
2. Atthe bottom of the lower zone, click the Chord Pads tab.
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» MixConsole Sampler Control Chord Pads

RESULT
The Chord Pads are opened.

RELATED LINKS

Chord Pads on page 810

Setting up the Lower Zone on page 55
Project Window Toolbar on page 34

Opening the MixConsole in the Lower Zone

The MixConsole in the lower zone allows you to perform all basic mixing procedures from within
the lower zone of the Project window, and at the same time to see the context of your tracks and
events.

PROCEDURE
1. Click Show/Hide Lower Zone on the Project window toolbar to activate the lower zone.

2. Atthe bottom of the lower zone, click the MixConsole tab.

a o
B|| aQlnk M 4 8

== link 3 = Link 4 = Link 4 = Link 4 =® Link 4 =® Link 4

R C C C C C

n MixConsole Editor 4 Sampler Control Chord Pads

RESULT
The MixConsole is opened in the lower zone.

56



Project Window
Lower Zone

RELATED LINKS
MixConsole in Lower Zone on page 308
Project Window Toolbar on page 34

Opening Sampler Control

Sampler Control allows you to display and edit the waveform of an audio sample on a sampler
track.

PROCEDURE
1. Click Show/Hide Lower Zone on the Project window toolbar to activate the lower zone.
2. Atthe bottom of the lower zone, click the Sampler Control tab.
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RESULT
Sampler Control is opened.

RELATED LINKS
Sampler Tracks on page 497
Project Window Toolbar on page 34

Opening the Editor in the Lower Zone

The Editor in the lower zone allows you to perform event editing procedures from within the
lower zone of the Project window, and at the same time to see the context of your tracks and
events.

NOTE

By default, double-clicking an audio event/part or a MIDI part in the event display or selecting it
and pressing Return opens the corresponding editor in the lower zone of the Project window.
Using a menu command opens a separate editor window. You can change this in the
Preferences dialog (Editors page).

PROCEDURE
1. Click Show/Hide Lower Zone on the Project window toolbar to activate the lower zone.
2. Atthe bottom of the lower zone, click the Editor tab.

3. Inthe eventdisplay, do one of the following:
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e Select a MIDI part.
e Select an audio event.

e Select an audio part.
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RESULT

Depending on your event or part selection, the lower zone shows either the Audio Part Editor,
the Sample Editor, or one of the MIDI editors.

NOTE

To change the default MIDI editor, select MIDI > Set up Editor Preferences, and select an option
from the Default MIDI Editor pop-up menu.

NOTE

If you open the editor and no event or part is selected, the editor in the lower zone is empty.

RELATED LINKS
Selecting a different MIDI Editor on page 58
Project Window Toolbar on page 34

Selecting a different MIDI Editor

You can display the MIDI part that is opened in the editor in the lower zone in a different MIDI
editor. You can do this without changing the default MIDI editor.

PROCEDURE
1. Onthe Editor tab in the editor in the lower zone, click Select MIDI Editor.
2. Select an editor from the pop-up menu.
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Editor Score Editor

RESULT
The MIDI part is displayed in the selected editor.

NOTE

This selection is temporary. Next time you open the MIDI part, the default MIDI editor is used.

Link Project and Lower Zone Editor Cursors

You can link cursors and zoom factors of the project zone and the Key Editor, Drum Editor, and
the Audio Part Editor in the lower zone.

NOTE

Link Project and Lower Zone Editor Cursors is not available in the Sample Editor.

NOTE

The ruler display format setting is not affected by this function. You can still select different ruler
display formats for the project zone and the editor in the lower zone.
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If you activate Link Project and Lower Zone Editor Cursors B, the cursors and zoom factors are
linked in the event displays of the project zone and the lower zone. This is useful if you edit in
both zones and you want to keep the same position in view.

NOTE

In the Key Commands dialog in the Edit category, you can assign a key command for this.

RELATED LINKS

Ruler on page 44

Ruler Display Format Menu on page 44
Zooming in the Project Window on page 66

Right Zone

The right zone of the Project window allows you to display the VSTi rack and the Media rack.
To show/hide the right zone, click Show/Hide Right Zone on the Project window toolbar.

The top of the right zone features the following tabs: VSTi and Media.
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V5Ti Media

#

VST Instruments VST Effects

Ofe.

Loops & Samples Presets

User Presets File Browser

*

Favorites

NOTE

You can show/hide specific tabs in the right zone by right-clicking a tab and activating/
deactivating the options in the context menu.

RELATED LINKS

VSTi Rack in the Right Zone on page 62
Media Rack in the Right Zone on page 64
Project Window Toolbar on page 34

Opening the VSTi Rack in the Right Zone

You can show the VSTi rack in the right zone of the Project window. This allows you to add and
edit VST instruments, and at the same time to see the context of your tracks and events.

PROCEDURE

1. Click Show/Hide Right Zone on the Project window toolbar to activate the Right Zone.
2. Atthe top of the right zone, click the VSTi tab.
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RESULT
The VSTi rack is opened in the right zone of the Project window.

RELATED LINKS

VSTi Rack in the Right Zone on page 62
VST Instruments on page 589

Project Window Toolbar on page 34

VSTi Rack in the Right Zone

The VSTi rack in the right zone of the Project window allows you to add and edit VST instruments
in the context of the Project window.

The following sections are available:

t 4/00

GrvAgnSEDT

Retrologue

Piano
HALinSncSE

Retrologue

Rack ¥

Prologue

e Track

Shows the associated VST instrument for an instrument track.
e Rack

Shows a VST instrument.

The following controls are available:

Add Track Instrument
EM

Opens the Add Track dialog that allows you to select an instrument and add an
instrument track that is associated to this instrument.

Find Instruments

Opens a selector that allows you to find a loaded instrument.

Set Remote-Control Focus for VST Quick Controls to Previous Instrument

Allows you to set the remote-control focus to the previous instrument.

Set Remote-Control Focus for VST Quick Controls to Next Instrument

Allows you to set the remote-control focus to the next instrument.

Show/Hide all VST Quick Controls
=

Shows/Hides the default quick controls for all loaded instruments.

Settings
[
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Opens the Settings pop-up menu where you can activate/deactivate the following
modes:

e Show VST Quick Controls for One Slot Only shows the VST Quick Controls
exclusively for the selected instrument.

e MIDI Channel follows track selection ensures that the Channel selector follows
the MIDI track selection in the Project window. Use this mode if you work with
multitimbral instruments.

e Remote-Control Focus for VST Quick Controls follows track selection ensures
that the VST Quick Controls remote-control focus follows the track selection.

RELATED LINKS
VST Instruments Window on page 593

Opening the Media Rack in the Right Zone

You can show the Media rack in the right zone of the Project window. This allows you to see the
context of your tracks and events when you drag audio events, MIDI parts, presets, or
instruments into the Project window.

PROCEDURE
1. Click Show/Hide Right Zone on the Project window toolbar to activate the Right Zone.
2. Atthe top of the right zone, click the Media tab.

V5Ti Media

|

#

VST Instruments VST Effects

Ofe.

Loops & Samples Presets

B

User Presets File Browser

*

Favorites

RESULT
The Media rack is opened in the right zone of the Project window.

RELATED LINKS

Media Rack in the Right Zone on page 64
MediaBay and Media Rack on page 537
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Project Window Toolbar on page 34

Media Rack in the Right Zone

The Media rack in the right zone of the Project window allows you to drag audio events, MIDI
parts, or instrument presets into the event display. It lists Steinberg factory content and any
installed Steinberg content sets.

VSTi Media

#

VST Instruments VST Effects

O

Loops & Samples Presets

User Presets File Browser

*

Favorites

The Media rack Home tab shows the following tiles:

VST Instruments
Shows all included VST instruments.

VST Effects
Shows all included VST effects.

Loops & Samples
Shows audio loops, MIDI loops, or instrument sounds ordered by content set.

Presets
Shows track presets, strip presets, pattern banks, FX chain presets, and VST FX presets.

User Presets
Shows track presets, strip presets, pattern banks, FX chain presets, VST FX presets, and
instrument presets that are listed in the User folder.

Favorites
Shows your favorite folders and allows you to add new favorites. The folder content is
automatically added to the MediaBay database.

File Browser

Shows your file system and the pre-defined folders Favorites, This Computer, VST
Sound, Factory Content, and User Content where you can search for media files and
access them immediately.
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RELATED LINKS
Media Rack in Right Zone on page 537
MediaBay and Media Rack on page 537

Keyboard Focus in the Project Window

The different zones in the Project window can be controlled by using key commands. To make
sure that a key command has effect on a specific zone, you must make sure that this zone has
the keyboard focus.

The following Project window zones can have the keyboard focus:
e Project zone

NOTE

If you activate Divide Track List, the area of the project zone that has the focus is indicated
by a highlighted and solid focus frame, whereas the non-active area is shown with a dashed
frame.

Fluets

m| S | Battery 4 01

Loop Addon
Kick

Snare

e Leftzone
e Lower zone

e Rightzone

If a zone has the keyboard focus, the border that surrounds it is highlighted in a specific color.
NOTE

You can change the focus color in the Preferences dialog (User Interface—Color Schemes
page).

RELATED LINKS

Project Zone on page 33

Left Zone on page 47

Lower Zone on page 54

Right Zone on page 60

Project Window on page 32
Dividing the Track List on page 41

Activating Keyboard Focus for a Zone

You can activate the keyboard focus for a zone by clicking with the mouse and by using key
commands.

PROCEDURE
e Do one of the following:

e To activate any zone, click in it.
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e To activate the next zone, press Tab. This allows you to cycle forward through the
zones.

e To activate the previous zone, press Shift - Tab.

NOTE

The editor in the lower zone automatically gets the keyboard focus if you double-click an
event or part in the event display, if you select an event or part and press Return, or if you
use key commands to open the zone.

RESULT
The keyboard focus is activated for this zone and the border of the zone is highlighted.

NOTE

The project zone and the lower zone have separate toolbars and info lines. If you use the toolbar
or the info line for one of these zones, the corresponding zone automatically gets the focus.

RELATED LINKS
Keyboard Focus in the Project Window on page 65

Zooming in the Project Window

You can zoom in the Project window according to the standard zoom techniques.
NOTE

If screen redraws are slow on your system, consider activating Quick Zoom in the Preferences
dialog (Editing page).

Zooming Horizontally

e Select the Zoom tool and click in the event display to zoom in. To zoom out, hold down
Alt/Opt and click.

e Use the horizontal zoom sliders to zoom in and out.

e Click the lower half of the ruler and drag down to zoom in horizontally. Click the lower half of
the ruler and drag up to zoom out horizontally.

e Click H to zoom in horizontally. Click G to zoom out horizontally.

NOTE

If the Grid Type in the Project window toolbar is set to Adapt to Zoom, the horizontal zoom
level affects the grid and snap resolution in the event display.

Zooming Vertically

e Select the Zoom tool, click in the event display, and drag a selection rectangle to zoom in
vertically and horizontally.

NOTE

For this to work, you must deactivate the Zoom Tool Standard Mode: Horizontal Zooming
Only option in the Preferences dialog (Editing—Tools page).
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e Use the vertical zoom sliders to zoom in and out. If you have made any individual track
height adjustments, the relative height differences are maintained.

e Click Shift - H to zoom in vertically. Click Shift - G to zoom out vertically.

RELATED LINKS

Zoom Submenu on page 67

Zoom Presets on page 68

Zooming in on Cycle Markers on page 69

Zoom History on page 69

Link Project and Lower Zone Editor Cursors on page 59
Grid Type Menu on page 71

Zooming in on Audio Contents

You can zoom in vertically on the contents of audio parts and events. This is useful when viewing
quiet audio passages.

PROCEDURE
e C(Click the waveform zoom slider in the top right corner of the event display and drag up.

RESULT
The contents of audio parts and events in your project are zoomed in vertically.

AFTER COMPLETING THIS TASK

To get an approximate reading on the level of the audio events by viewing the waveforms, zoom
out by dragging the slider all the way down again. Otherwise, zoomed waveforms may be
mistaken for clipped audio.

Zoom Submenu

The Zoom submenu contains options for zooming in the Project window.
e Toopenthe Zoom submenu, select Edit > Zoom.
The following options are available:

Zoom In/Zoom Out
Zooms in/out one step, centering on the project cursor.

Zoom Full

Zooms out so that the whole project is visible. The whole project means the timeline
from the project start to the length set in the Project Setup dialog.

Zoom to Selection
Zooms in horizontally and vertically so that the current selection fills the screen.

Zoom to Selection (Horiz.)
Zooms in horizontally so that the current selection fills the screen.

Zoom to Event

Zooms in to show the currently selected event. This option is available in the Sample
Editor and in some MIDI editors.
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Zoom In Vertically/Zoom Out Vertically
Zooms in/out one step vertically.

Zoom In Tracks/Zoom Out Tracks
Zooms the selected tracks in/out one step vertically.

Zoom Selected Tracks
Zooms in vertically on the selected tracks and minimizes the height of all other tracks.

Undo Zoom/Redo Zoom
These options allow you to undo/redo the last zoom operation.

RELATED LINKS
Zoom Submenu on page 430

Zoom Presets

You can create zoom presets that allow you to set up different zoom settings. For example, one
where the whole project is displayed in the Project window and another with a high zoom factor
for detailed editing. The Zoom Presets pop-up menu allows you to select, create, and organize
zoom presets.

e To open the Zoom Presets pop-up menu, click the button to the left of the horizontal zoom
control.

.Zoom Full

Zoom to Locators

Add

Organize...

e To save the current zoom setting as a preset, open the Zoom Presets pop-up menu and
select Add. In the Type in Preset Name dialog that opens, type in a name for the preset and
click OK.

e Toselect and apply a preset, select it from the Zoom Presets pop-up menu.

e Tozoom out so that the whole project is visible, open the Zoom Presets pop-up menu and
select Zoom Full.
This displays the project from the Project Start Time to the Project Length that is set in the
Project Setup dialog.

e Todelete a preset, open the Zoom Presets pop-up menu and select Organize. In the dialog
that opens, select the preset in the list and click Delete.

e Torename a preset, open the Zoom Presets pop-up menu and select Organize. In the
dialog that opens, select a preset in the list and click Rename. In the dialog that opens, type
in a new name for the preset. Click OK to close the dialogs.
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IMPORTANT

Zoom presets are global for all projects. They are available in all projects that you open or create.

Zooming in on Cycle Markers

You can zoom in on the area between cycle markers in the project.

PREREQUISITE
You have created at least one cycle marker for the project.

PROCEDURE

e Click the button to the left of the horizontal zoom control to open the Zoom Presets pop-up
menu, and select a cycle marker.

The middle part of the pop-up menu lists any cycle markers that you have added to the
project.

RESULT
The event display is zoomed in to encompass the marker area.

RELATED LINKS
Markers Window on page 301

Zoom History

You can undo and redo zoom operations. This way, you can zoom in several steps and then easily
go back to the zoom stage at which you started.

You can undo and redo zoom operations in the following ways:

e To undo zoom, select Edit > Zoom > Undo Zoom or double-click with the zoom tool.

e Toredozoom, select Edit > Zoom > Redo Zoom or press Alt/Opt and double-click with the
zoom tool.

Snap Function

The Snap function helps you to find exact positions when editing in the Project window. It does
this by restricting horizontal movement and positioning to certain positions. Operations affected
by Snap include moving, copying, drawing, sizing, splitting, range selection, etc.

e To activate/deactivate Snap, activate/deactivate Snap E on the toolbar.
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Setting the Snap Point

You can set the snap point at any position of the audio event.

PROCEDURE

1. Select an event.

2. Place the project cursor at a position within the selected audio event.
3. Select Audio > Snap Point to Cursor.

RESULT

The snap point is set at the cursor position. The snap point for an event is displayed as a vertical
line in the Project window.

NOTE

You can also set the snap point in the Sample Editor.

RELATED LINKS
Adjusting the Snap Point on page 438

Snap to Zero Crossing

When splitting and sizing audio events, sudden amplitude changes can cause pops and clicks. To
avoid this, you can activate Snap to Zero Crossing to snap to points where the amplitude is zero.

e To activate Snap to Zero Crossing, activate Snap to Zero Crossing & on the toolbar.

Snap Types Menu

You can select between different snap types to determine the snap point.

e To open the Snap Type pop-up menu, click Snap Type on the toolbar.
The following snap types are available:

Grid

If this option is activated, the snap points are set with the Grid Type pop-up menu. The
options depend on the display format that is selected for the ruler.

If you select Seconds as ruler format, time-based grid options are available.
If you select Bars+Beats as ruler format, musical grid options are available.

Grid Relative

If this option is activated, events and parts are not magnetic to the grid. Rather, the
grid determines the step size for moving the events. This means that a moved event
keeps its original position relative to the grid.

For example, if an event starts at the position 3.04.01, Snap is set to Grid Relative, and
Grid Type is set to Bar, you can move the event in steps of one bar to the positions
4.04.01, 5.04.01, and so on.

NOTE

This only applies when dragging existing events or parts. When you create new events
or parts, this Snap Type works like Grid.
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Grid Type

Events

If this option is activated, the start and end positions of other events and parts become
magnetic. This means that if you drag an event to a position near the start or end of
another event, it is automatically aligned with the start or end of the other event.

For audio events, the position of the snap point is also magnetic. This includes marker
events on the marker track.
Shuffle

Shuffle is useful when you want to change the order of adjacent events. If you have
two adjacent events and drag the first one to the right, past the second event, the two
events change places.

.3.80 (=4.2.2.80)

The same principle works when changing the order of more than two events.

Cursor

This grid type lets the project cursor become magnetic. Dragging an event near the
cursor causes the event to be aligned with the cursor position.

Grid + Cursor
This is a combination of Grid and Cursor.

Events + Cursor
This is a combination of Events and Cursor.

Events + Grid + Cursor
This is a combination of Events, Grid, and Cursor.

Menu

Allows you to specify a grid type that determines the grid and snap resolution in the event
display.

NOTE

This setting only has an effect if Snap Type is set to one of the grid options.

e To open the Grid Type pop-up menu, click Grid Type on the toolbar.
If you select Bars+Beats as ruler format, the following grid types are available:

Bar
Sets the grid and snap resolution to bars.

Beat
Sets the grid and snap resolution to beats.

Use Quantize
Sets the grid and snap resolution to the value that is activated in the Quantize Presets
pop-up menu.

Adapt to Zoom

Sets the grid and snap resolution to the horizontal zoom level. The more you zoom in
on the event display, the finer the resolution. High zoom levels allow you to snap to
64th notes, low zoom levels allow you to snap to bars.

71



Project Window
Cross-Hair Cursor

NOTE

Adapt to Zoom is only available if Bars+Beats is set as ruler display format.

NOTE

You can assign key commands to the grid types in the Key Commands dialog in the Edit
category.

If you activate Time Linear in the ruler context menu, the distances between the grid lines are
still constant but based on musical values such as bars and beats.

If you select Seconds as ruler format, the following grid types are available:
1ms

Sets the grid and snap resolution to 1 ms.
10 ms

Sets the grid and snap resolution to 10 ms.

100 ms
Sets the grid and snap resolution to 100 ms.

1000 ms
Sets the grid and snap resolution to 1000 ms.

RELATED LINKS

Snap Types Menu on page 70

Zooming in the Project Window on page 66
Ruler Display Format Menu on page 44

Cross-Hair Cursor

The cross-hair cursor is displayed when working in the Project window and in the editors,
facilitating navigation and editing, especially when arranging large projects.

e You can set up the cross-hair cursor in the Preferences dialog (Editing—Tools page).

You can set up the colors for the line and the mask of the cross-hair cursor, and define its
width.

The cross-hair cursor works as follows:

e When the Object Selection tool or one of its subtools is selected, the cross-hair cursor
appears when you start moving/copying a part/event, or when using the event trim handles.

Cross-hair cursor when moving an event.

e When the Object Selection tool, the Split tool, or any other tool that makes use of this
function is selected, the cross-hair cursor appears as soon as you move the mouse over the
event display.

e The cross-hair cursor is only available for tools where such a function is of any use. The Mute
tool, for example, does not use a cross-hair cursor, as you have to click directly on an event
to mute it.
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NOTE

If the Key Editor, Drum Editor or the Audio Part Editor is open in the lower zone of the Project
window and Link Project and Lower Zone Cursors is activated, the cross-hair cursor is shown in
the editor in the lower zone and in the Project window.

Edit History Dialog

The Edit History dialog contains a list of all your edits. This allows you to undo all actions in the
Project window as well as in the editors.

e To open the Edit History dialog, select Edit > History.

# Action Time State Details

4 Move Selected Tracks 10:24:39 AM  Executed Track: Groove Agent SE
5 Move Selected Tracks 10:25:07 AM Executed Track: Reverse Cymbal, 1
6 Colorize Events 10:25:20 AM Executed Track: Reverse Cymbal

7 Colorize Events 10:25:26 AM Executed Track: Kick

8 Colorize Events 10:25:31 AM Executed Track: Kick

9 Colorize Events 10:25:35 AM Executed Track: Kick

10 Colorize Events 10:25:40 AM Executed Track: Groove Agent SE

11 Add Track 1:21:26 PM  Executed Track: Sampler Track

Action
Shows the name of the action.
Time
Shows the time when this action was performed.

State
Shows the state of the action.

Details
Shows further details, and allows you to enter new text.

Separator
Move the separator upwards to undo your actions. To redo an action again, move the
separator down.

NOTE

e You can also undo applied audio processes. However, we recommend to modify or delete
these using the Direct Offline Processing window.

e All offline processing that you have applied permanently to the audio using the Make Direct
Offline Processing Permanent function cannot be undone. Therefore, it is not shown in the
Edit History dialog.

RELATED LINKS
Direct Offline Processing on page 392
Applying Offline Processing Permanently on page 398
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Setting the Number of Maximum Undo Steps

You can limit the number of maximum undo steps. This is useful if you run out of memory, for
example.

PROCEDURE
1. Inthe Preferences dialog, select General.

2. Setthe number in the Maximum Undo Steps field.

Color Handling

You can colorize events and tracks in Cubase. This allows for an easier overview in the Project
window.

RELATED LINKS

Color Picker on page 80

Project Colors Setup Dialog on page 77

Event Colors Menu on page 663

Setting Event Colors to Track Colors on page 77

Colorizing Events on the Fly on page 76

Colorizing Selected Events or Parts on page 76

Resetting the Track Color on page 75

Colorizing Single Tracks on page 75

Colorizing Selected Tracks on page 74

Color Handling on page 74

User Interface - Track & MixConsole Channel Colors on page 969
Automatically Assigning Colors to New Tracks/Channels on page 145

Colorizing Selected Tracks

You can colorize selected tracks.

PROCEDURE

1. Inthe Project window, deselect all events or parts.

2. Select the tracks that you want to colorize.

3. Onthe Project window toolbar, select Select Color for Selected Tracks or Events.

The Colorize pane opens.

NOTE

If you want to select colors by names instead, activate the Select Colors by Name option in
the Project Colors Setup dialog (Options page).

4. Selecta color.

RESULT
The selected tracks are colorized, and the events and parts get the track color.

NOTE

If you assign a different color to individual events or parts with the Color tool, events or parts no
longer follow color changes of the track.
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RELATED LINKS
Colorizing Events on the Fly on page 76
Options Tab on page 79

Colorizing Single Tracks

You can colorize single tracks via the Inspector or the track list. This is useful if you want to
ensure that no other tracks, events, or parts are colorized accidentally.

PROCEDURE
1. Do one of the following:

e Select the track that you want to colorize, and in the Inspector, click Colorize Selected
Track.

Inspector Visibility =

v k@

EIE @orize Selected Track
@

e  Ctrl/Cmd -click the left area of the track list.
The Colorize pane opens.

NOTE

If you want to select colors by names instead, activate the Select Colors by Name option in
the Project Colors Setup dialog (Options page).

2. Selectacolor.

RESULT
The track is colorized, and any events or parts on that track get the same color.

NOTE

If you assign a different color to individual events or parts with the Color tool, they no longer
follow color changes of the track.

RELATED LINKS
Colorizing Events on the Fly on page 76
Options Tab on page 79

Resetting the Track Color

You can reset the color of a track to the default color.

PROCEDURE

1. Inthe Project window, select the track that you want to reset to the default color, and
deselect all events or parts.

On the Project window toolbar, select Select Color for Selected Tracks or Events.
In the Colorize pane, click Set Track Color to Defaulit.

RESULT
The default color is assigned to the selected track.
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Colorizing Selected Events or Parts

You can colorize selected events or parts with Select Color for Selected Tracks or Events. By
default, events or parts follow the color of the corresponding track. However, you can overwrite
this setting and, for example, select the same color for events or parts that reside on different
tracks.

PROCEDURE
1. Inthe Project window, select all events or parts that you want to colorize.

2. Onthe Project window toolbar, select Select Color for Selected Tracks or Events.
The Colorize pane opens.

NOTE

If you want to select colors by names, activate the Select Colors by Name option in the
Project Colors Setup dialog (Options page).

3. Selecta color.

RESULT
The selected events are colorized and no longer follow the color changes of the track.

RELATED LINKS

Colorizing Events on the Fly on page 76
Options Tab on page 79

Event Colors Menu on page 663

Colorizing Events on the Fly
You can colorize events or parts with the Color tool. By default, events or parts follow the color of

the corresponding track. However, you can overwrite this setting and, for example, select the
same color for events or parts that reside on different tracks.

PROCEDURE
1. Inthe Project window toolbar, select the Color tool.
2. Do one of the following to select a tool color:

e Alt/Opt-click an event or part to copy its color.

e Move the mouse pointer over the Color tool, and use the mouse wheel to step through
the colors of the current color set.

3. Optional: Select the events or parts that you want to colorize with the Object Selection tool.
This is only necessary if you want to colorize multiple events or parts.

On the Project window toolbar, select the Color tool.

Click the events or parts that you want to colorize.

RESULT
The events or parts are colorized and no longer follow color changes of the track.

NOTE

You can also Ctrl/Cmd -click an event or part with the Color tool to open the Colorize pane or to
select colors by names.
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RELATED LINKS

Colorizing Selected Events or Parts on page 76
Options Tab on page 79

Event Colors Menu on page 663

Setting Event Colors to Track Colors

You can set the color of events or parts to the track color. This is useful if you colorized events or
parts with the Color tool and you want them to follow the track color again.

PROCEDURE

1. Inthe Project window, select the event or part that you want to set to the track color.
2. Onthe Project window toolbar, click Select Color for Selected Tracks or Events.

3. Inthe Colorize pane, click Set Event Color to Track.

RESULT
The track color is assigned to the selected event or part.

RELATED LINKS
Colorizing Events on the Fly on page 76
Event Colors Menu on page 663

Project Colors Setup Dialog

The Project Colors Setup dialog allows you to set up colors for your project.

e To open the Project Colors Setup dialog, select Project > Project Colors Setup.

Color Set Options Presets

Color  Name

Color 10

Color 11

Color 16

RELATED LINKS
Color Picker on page 80
Color Set Tab on page 78
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Presets Tab on page 79
Options Tab on page 79

Color Set Tab
The Color Set tab allows you to change the color set that is used in the project.

Color Set Options Presets

Color Name

Insert Color

Color 2 Duplicate Calor

- Color 3 Remove Color
- Color 4 Reset Color
- Color 5
- Color 6
- Color 7
- Color 8
- Color 9
Color 10
Color 11
Color 12
Color 13
Color 14
Color 15

Color 16

The following options are available:

Color fields
Click a field to open the Color Picker that allows you to specify a new color.
Name
Shows the name of the color. Double-click to change it.
Set up
Allows you to add or remove color fields.
e Insert Color
Adds a new color field.
e Duplicate Color
Duplicates the selected color field.
e Remove Color
Removes the selected color field.
e Reset Color
Resets the selected color field to the factory settings.
Apply
Applies your changes and closes the dialog.

RELATED LINKS
Color Picker on page 80
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Presets Tab

The Presets tab allows you to expand the color set to 24 or even 32 colors or reduce it to 8
colors. You can add tints, and you can sort colors according to their color tint or their basic color.

Color Set Options

New Color Set Settings
MNumber of Basic Colors 16 v
MNumber of Color Tints 2w
Sort Colors by Color Tints v

New Color Set

EEEEEEN
] |

Missing Current Project Colors

In the New Color Set Settings section, the following options are available:

Number of Basic Colors
You can set up 8, 16, 24, or 32 basic colors.

Number of Color Tints
You can setup 1, 2, or 4 color tints.

Sort Colors by
Allows you to sort the colors of the color set by their basic color or by their color tint.

The New Color Set section displays the current colors of the new color set.

The Missing Current Project Colors section shows which missing colors will be replaced. Move
the mouse pointer over the color field of a color that is missing to highlight the color that is used
to replace it in the New Color Set section.

Apply

Applies your changes and closes the dialog.

Options Tab
The Options tab allows you to access the color set options.

Color Set Presets

Color Set Options
Store Color Set as Default

Reset Color Set to Default
Reset Color Set to Factory Settings

Select Colors by Name
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In the Color Set Options section, the following options are available:

Store Color Set as Default
Saves the current set of colors as default.

Reset Color Set to Default
Applies the default set of colors.

Reset Color Set to Factory Settings
Returns to the standard color palette.

Select Colors by Name
Allows you to select the colors by name.

Apply
Applies your changes and closes the dialog.

Color Picker

The Color Picker allows you to define new custom colors.
To open the Color Picker, do one of the following:

e Select Project > Project Colors Setup, and in the Project Colors Setup dialog on the Color
Set tab, click a color field.
This allows you to define custom project colors.

e Select Edit > Preferences, select one of the User Interface entries, and click a color field.
This allows you to define custom user interface colors.

Color Picker

Cancel

Color selectors
Allow you to select a color shade and the nuance of the shade.

Context menu
Allows you to copy, paste, or reset colors.
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Current Color/New Color
Shows the current color and the new color.

Hue/Saturation/Value
Allow you to edit the colors numerically.

Red/Green/Blue
Allow you to edit the colors numerically.

OK
Confirms the color changes.

NOTE

You must restart the application for some changes to take effect.
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In Cubase, projects are the central documents. You must create and set up a project to work with
the program.

Creating New Projects

Hub

You can create empty projects or projects that are based on a template.

PROCEDURE
1. Select File > New Project.
Depending on your settings, either the Hub or the Project Assistant dialog opens.
2. Inthe location options section, select where to store the new project.
e To use the default location, select Use default location.
e To choose another location, select Prompt for project location.
3. Do one of the following:
e To create an empty new project, click Create Empty.

e To create a new project from a template, select a template and click Create.

RESULT

A new, untitled project is created. If you selected a template, the new project is based on this
template and includes the corresponding tracks, events, and settings.

NOTE

If you create an empty project, your default presets for the input and output bus configurations
are applied. If you have not defined default presets, the last used configurations are applied.

RELATED LINKS
Presets for Input and Output Busses on page 29

Hub keeps you up to date with the latest information and assists you with organizing your
projects.

To open the Hub, do one of the following:

e Select Hub > Open Hub.
e Select File > New Project.
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(O steinberg hub

news and tutorials
Q@ O &
Hewn Mow Features ek Seart Triah
. Steinberg UR44 Guitar-Vocal Recording 1-C7
Steinberg UR4S Guitar-Vocal Recording 1
Stainberg UR44 Guitar-Vocal Recording 2-C7
Steinberg UR44 Guitar-Vocal Recording 2
Steinberg UR44 multi channel recording-C7
Steinberg UR44 multi channel recording

Steinberg UR44 stereo recording-C7

News and Tutorials Section

The News and Tutorials section displays Steinberg news, tutorial videos as well as links to the
user forum, downloads, and the Help Center.

NOTE

Ensure that you have an active Internet connection to access this material.

Projects Section

The Projects section lets you create new projects, which can either be empty or based on a
template. It lets you specify where to save the projects. It also allows you to access recently
opened projects or projects that are stored in other locations. This section offers the same
functionality as the Project Assistant dialog.

Category bar

In this section, the available factory templates are sorted into the predefined
categories Recording, Scoring, Production, and Mastering.

The Recent category contains a list of the recently opened projects.
The More category contains the default project template and all templates that are not
assigned to any of the other categories.

Template list
When you click on one of the category items, the list below the category bar shows the
available templates for this category. Any new templates that you create are added at
the top of the corresponding list.

Location options
This section allows you to specify where the project is stored.

Open Other

This button allows you to open any project file on your system. This is identical to using
the Open command on the File menu.

RELATED LINKS
Project Assistant Dialog on page 84
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Deactivating the Hub

To start Cubase or to create new projects without the Hub, you can deactivate it.

PROCEDURE
1. Inthe Preferences dialog, select General.
2. Deactivate Use Hub.

RESULT

Cubase starts without opening a project and opens the Project Assistant dialog when you create
a new project using the File menu. However, you can still open the Hub through the Hub menu.

Project Assistant Dialog

The Project Assistant dialog assists you with organizing your projects.

e Toopen the Project Assistant dialog, deactivate Use Hub in the Preferences dialog
(General page), and select File > New Project.

9

Recording Scoring Production Mastesing
Steinberg UR44 Guitar-Vocal Recording 1-C7
Steinberg UR44 Guitar-Vocal Recording 1

Steinberg UR44 Guitar-Vocal Recording 2-C7

Steinberg UR44 Guitar-Vocal Recording 2

Steinberg UR44 multi channel recording-C7

Steinberg UR44 multi channel recording

Steinberg UR44 stereo recording-C7

Project folder: Untitled-34

Category bar

In this section, the available factory templates are sorted into the predefined
categories Recording, Production, Scoring, and Mastering.

The Recent category contains a list of the recently opened projects.
The More category contains the default project template and all templates that are not
assigned to any of the other categories.

Template list

When you click on one of the category items, the list below the category bar shows the
available factory templates for this category. Any new templates that you create are
added at the top of the corresponding list.

Location options
This section allows you to specify where the project is stored.
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Open Other

This button allows you to open any project file on your system. This is identical to using
the Open command from the File menu.

Project Files

A project file (extension *.cpr) is the central document in Cubase. A project file contains
references to media data that can be saved in the project folder.

NOTE
We recommend to save files only in the project folder, even though you can save them in any

other location to which you have access.

The project folder contains the project file and the following folders that Cubase automatically
creates when necessary:

e Audio
e Edits
e Images

e Track Pictures

Template Files

Templates can be a good starting point for new projects. Templates are projects where you can
save all settings that you regularly use, such as bus configurations, sample rates, record formats,
basic track layouts, VSTi setups, drum map setups, etc.

The following template types are available from within the Hub:

e Factory templates for specific scenarios. These are listed in the Recording, Scoring,
Production, or Mastering categories.

e The default template. This is listed in the More category.

e Any new user templates that you create and save. These are listed in the More category.

Template projects are not saved in project folders and therefore contain no subfolders and no
media files.

e Toopen the location of a specific template, right-click a template in the template list and
select Show in Explorer (Windows only) or Reveal in Finder (macOS only).

Save As Template Dialog

The Save As Template dialog allows you to save projects as templates.

e To open the Save As Template dialog, select File > Save As Template.
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Current Presets

Attribute Inspector

Content Summary

Template Category

New Preset

The following options are available in the Current Presets section:

New Folder
Allows you to add and name a folder to the template list.

Template list
Lists the templates and the folders.

The following options are available in the Attribute Inspector section:

Value

Click this field to enter a description for the Content Summary attribute, or to select a
template category for Template Category attribute.

The following options are available in the New Preset section:

New Preset
Allows you to enter a name for the new project template.

Show Attribute Inspector
Allows you to show/hide the Attribute Inspector.
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Saving a Project Template File

You can save the current project as a template. When you create a new project, you can select
this template as a starting point for your new project.
PREREQUISITE

You have removed all clips from the Pool. This ensures that references to media data from the
original project folder are deleted.

PROCEDURE
1. Setup a project.
2. Select File > Save as Template.

3. Inthe New Preset section of the Save as Template dialog, enter a name for the new project
template.

Current Presets

———

Attribute Inspector

Content Summary

Template Category

New Preset

4. Inthe Attribute Inspector section, double-click the Value field of the Content Summary
attribute to enter a description for the template.

5. Click the Value field of the Template Category attribute and select a template category
from the pop-up menu.

If you do not select a category, the new template will be listed in the Hub in the More
category.

6. Click OK to save the template.

Renaming Templates

You can rename template files from within the Hub or the Project Assistant.

PROCEDURE
1. Inthe Hub or the Project Assistant, right-click a template and select Rename.
2. Inthe Rename dialog, enter a new name and click OK.
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Project Setup Dialog

The Project Setup dialog allows you to make general settings for your project.

e Toopen the Project Setup dialog, select Project > Project Setup.

e Toopen the Project Setup dialog automatically when you create a new project, activate the
Run Setup on Create New Project option in the Preferences dialog (General page).

Project Duration Project Ownership
Project Start Time 00:00:00:00 Author Enter Name

Project Duration 00:10:00:00 Company Enter Company

Project Frame Rate Other Project Settings
Project Frame Rate 30fps ¥ Stereo Pan Law Equal Power

Get Frame Rate from Video Volume Max. +6 dB

Project Time Displays Hermode Tuning
Display Format Bars+Beats ¥ HMT Type
Display Time Offset 00:00:00:00 HMT Depth
Display Bar Offset 0 9
Project Location
Record File Format C:\Music\Coldplay\ Coldplay Pattern.cpr

Sample Rate 44.100 kHz

Bit Depth 16 bit Show in Explorer

Record File Type Wave File

IMPORTANT

While most Project Setup settings can be changed at any time, you must set the sample rate
directly after creating a new project. If you change the sample rate at a later stage, you must
convert all audio files in the project to the new sample rate to make them play back properly.

In the Project Duration section, the following options are available:

Project Start Time

Allows you to specify the start time of the project in timecode format. This also
determines the sync start position when synchronizing to external devices.

Project Length
Allows you to specify the length of the project.

Project Frame Rate

In the Project Frame Rate section, the following options are available:

Project Frame Rate

Allows you to specify the timecode standard and frame rate for the project. When
synchronizing to an external device, this setting must correspond to the frame rate of
any incoming timecode.

Get Frame Rate From Video
Allows you to set the project frame rate to the frame rate of an imported video file.
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Project Time Displays
In the Project Time Displays section, the following options are available:

Display Format
Allows you to specify the global display format that is used for all rulers and position
displays in the program, except the ruler tracks. However, you can make independent
display format selections for the individual rulers and displays.

Display Time Offset

Allows you to specify an offset for the time positions that are displayed in the rulers
and position displays to compensate for the Project Start Time setting.

Display Bar Offset

This setting is only used if you select the Bars+Beats display format. Allows you to
specify an offset for the time positions that are displayed in the rulers and position
displays to compensate for the Project Start Time setting.

Record File Format
In the Record File Format section, the following options are available:

Sample Rate
Allows you to specify the sample rate at which Cubase records and plays back audio.

e If your audio hardware generates the sample rate internally and you select a non-
supported sample rate, this is indicated by a different color. In this case, you must
set a different sample rate to make your audio files play back properly.

e Ifyou select a sample rate that your audio hardware supports, but that differs
from its current sample rate setting, it is automatically changed to the project
sample rate.

e Ifyour audio hardware is externally clocked and receives external clock signals,
sample rate mismatches are accepted.

Bit Depth
Allows you to specify the bit depth of the audio files that you record in Cubase. Select

the record format according to the bit depth that is delivered by your audio hardware.
The available options are 16 bit, 24 bit, 32 bit, 32 bit float, and 64 bit float.

NOTE

e If your audio interface supports a bit depth of 32 bit, and you want to maintain this
precision in your recordings, you must select a Processing Precision of 64 bit float
in the Studio Setup dialog.

e When you record with effects, consider setting the bit depth to 32 bit float or
64 bit float. This prevents clipping (digital distortion) in the recorded files and
keeps the audio quality very high. Effect processing and level or EQ changes in the
input channel are done in 32-bit float or 64-bit float format, depending on the
Processing Precision setting in the Studio Setup dialog. If you record at 16 bit or
24 bit, the audio will be converted to this lower bit depth when it is written to a file.
As a result, the signal may degrade. This is independent of the actual bit depth of
your audio hardware. Even if the signal from the audio hardware has a bit depth of
16 bit, the signal will be 32 bit float or 64 bit float after the effects are added to the
input channel.

e The higher the bit depth value, the larger the files and the more strain is put on the
disk system. If this is an issue, you can lower the record format setting.

Record File Type
Allows you to specify the file type of the audio files that you record in Cubase.
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NOTE

e For wave file recordings larger than 4 GB, the EBU RIFF standard is used. If a FAT 32
disk is used (not recommended), audio files are split automatically. In the
Preferences dialog, you can specify what happens if your recorded Wave file is
larger than 4 GB.

e You can set up embedded strings in the Preferences dialog.

Project Ownership

In the Project Ownership section, the following options are available:

Author

Allows you to specify a project author that is written into the file, when you export
audio files and activate the Insert iXML chunk option. You can specify a default author
in the Default Author Name field in the Preferences dialog (General—
Personalization page).

Company

Allows you to specify a company name that is written into the file, when you export
audio files and activate the Insert iXML chunk option. You can specify a default
company in the Default Company Name field in the Preferences dialog (General—
Personalization page).

Other Project Settings

In the Other Project Settings section, the following options are available:

Stereo Pan Law

If you pan a channel left or right, the sum of the left and right side is higher (louder),
than if this channel is panned center. These modes allow you to attenuate signals
panned center. 0 dB turns off constant-power panning. Equal Power means that the
power of the signal remains the same regardless of the pan setting.

Volume Max

Allows you to specify the maximum fader level. By default, this is set to +12 dB. If you
load projects that were created with Cubase versions older than 5.5, this value is set to
the old default value of +6 dB.

Hermode Tuning

In the Hermode Tuning section, the following options are available:

HMT Type (MIDI only)
Allows you to specify a mode for Hermode tuning of MIDI notes.

HMT Depth (MIDI only)
Allows you to specify the overall degree of retuning.

Project Location

In the Project Location section, the following options are available:

Project Location information
Displays the project location.

Show in Explorer/Reveal in Finder
Opens a file dialog that shows the location of the project file.
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RELATED LINKS
Audio System Page on page 17
Record - Audio on page 965

Opening Project Files
You can open one or several saved project files at the same time.

IMPORTANT

If you open a project saved with a different program version that contains data for functions that
are not available in your version, this data may be lost when you save the project with your
version.

NOTE

e Ifyou open an external project, the last used view that was saved on your computer is used.
You can change this setting in the Preferences dialog (General page).

e External projects are automatically connected to the input and output busses. If you open a
project that was created on a computer with an ASIO port configuration different from the
configuration of your computer, this can result in unwanted audio connections. You can
deactivate the automatic connection of input and output busses in the Preferences dialog
(VST page).

PROCEDURE
1. Select File > Open.
2. Inthefile dialog that opens, select the project that you want to open and click Open.

3. Ifthere already is an open project, you are asked if you want to activate the new project. Do
one of the following:

e To activate the project, click Activate.

e To open the project without activating it, click No.
This reduces load times for projects.

RELATED LINKS

Workspaces for External Projects on page 937

Do Not Connect Input/Output Busses When Loading External Projects on page 970
Activating Projects on page 91

Activating Projects
If you have several projects opened at the same time in Cubase, only one project can be active.

The active project is indicated by the lit Activate Project button in the upper left corner of the
Project window. If you want to work on another project, you have to activate the other project.

PROCEDURE
e To activate a project, click Activate Project H.
NOTE

If you close the active project, you must activate another open project manually as Cubase
can not automatically activate one of the other open projects.
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Opening Recent Projects

You can open recent projects directly from the recent projects list.

PROCEDURE
e Do one of the following:

e Inthe category bar of the Hub or the Project Assistant dialog, click Recent, select a
project from the projects list, and click Open.

e Select File > Recent Projects and select a recently opened project.

Re-Routing Missing Ports

If you open a Cubase project that was created on a different system with other audio hardware,
Cubase tries to find matching audio inputs and outputs for the input/output busses. If Cubase
cannot resolve all audio/MIDI inputs and outputs that are used in the project, the Missing Ports
dialog opens.

This allows you to manually re-route any ports specified in the project to ports that are available
in your system.

NOTE

To improve the search for matching audio inputs and outputs for the input/output busses, you
should use descriptive, generic names for your input and output ports.

RELATED LINKS
Renaming the Hardware Inputs and Outputs on page 27

Saving Project Files

You can save the active project as a project file. To keep your projects as manageable as possible,
make sure that you save project files and all related files in the respective project folders.

e To save the project and specify a file name and location, open the File menu and select Save
As.

e To save the project with its current name and location, open the File menu and select Save.

Auto Save

Cubase can automatically save backup copies of all open project files with unsaved changes.
NOTE

Only the project files are backed up. If you want to include the files from the Pool and save your
project in a different location, you must use the Back up Project function.

Cubase can automatically save backup copies of all open projects with unsaved changes. To set
this up, activate the Auto Save option in the Preferences dialog (General page). The backup
copies are named “<project name>-xx.bak” where xx is an incremental number. Unsaved projects
are backed up in a similar way as “UntitledX-xx.bak”, with X being the incremental number for
unsaved projects. All backup files are saved in the project folder.

e To specify the time intervals in which a backup copy is created, use the Auto Save Interval
setting.
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e To specify how many backup files are created with the Auto Save function, use the
Maximum Backup Files option. When the maximum number of backup files is reached, the
existing files are overwritten, starting with the oldest file.

Saving Project Files As a New Version
You can create and activate a new version of an active project file. This is useful if you are

experimenting with edits and arrangements and want to be able to go back to a previous version
at any time.

PROCEDURE

e Do one of the following:
e Select File > Save New Version.
e Press Ctrl/Cmd-Alt/Opt-S.

RESULT

The new file is saved with the same name as the original project and an attached incremental
number. For example, if your project is called “My Project”, new versions are called “My
Project-01”, “My Project-02", and so on.

Reverting to the Last Saved Version

You can return to the last saved version and discard all changes that have been introduced.

PROCEDURE
1. Select File > Revert.

2. Inthe warning message, click Revert.

If you have recorded or created new audio files since the last version was saved, you are
prompted to delete or keep the files.

Choosing a Project Location

You can specify a project location for saving projects in the Hub and in the Project Assistant.

PROCEDURE
1. Do one of the following:

e Select Use default location to create a project in the default project location, and in the
Project folder field, specify a name for the project folder. If you do not specify a project
folder here, the project is saved in a folder named Untitled.

(®) Use default location: mcC Project folder: Untitled

O Prompt for project location

e Click in the path field to change the default project location, and specify the new default
location in the file dialog that opens.

e Activate Prompt for project location to open a file dialog where you can specify the
project folder location.

2. Do one of the following:

e Click Create Empty to create a new empty project.
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e Select one of the template projects and click Create to create a project based on a
template.

RESULT
The project is created and saved in the specified location.

Self-Contained Projects

If you want to share your work or transfer it to another computer, your project must be self-
contained.

The following functions facilitate this task:

e Select Media > Prepare Archive to verify that every clip that is referenced in the project is
located in the project folder, and to take actions if that is not the case.

e Select File > Back up Project to create a new project folder where you can save the project
file and the necessary work data. The original project remains unchanged.

RELATED LINKS
Preparing Archives on page 94
Backing up Projects on page 94

Preparing Archives

The Prepare Archive function allows you to gather all files that are referenced by your project to
ensure that these are in the project folder. This is useful if you want to move or archive your
project.

PROCEDURE

1. Select Media > Prepare Archive.

If your project references external files, you are prompted if you want to copy them to your
working directory. If any processing has been applied, you must decide if you want to flatten
edits.

2. Click Proceed.

RESULT
Your project is ready to be archived. You can move or copy the project folder to another location.

AFTER COMPLETING THIS TASK

You must copy audio files that reside within the project folder to the Audio folder or save them
separately. You must also move your video clips manually, as videos are only referenced and not
saved in the project folder.

Backing up Projects

You can create a backup copy of your project. Backups only contain the necessary work data. All
media files except the files from VST Sound archives are included as a copy.

PROCEDURE

1. Select File > Back up Project.

2. Select an empty folder or create a new one.

3. Make your changes in the Back up Project Options dialog and click OK.
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RESULT
A copy of the project is saved in the new folder. The original project remains unaffected.

NOTE

VST Sound content provided by Steinberg is copy-protected and is not included in the backup
project. If you want to use a backup copy that uses VST Sound content on a different computer,
make sure that the corresponding content is also available on that computer.

Back up Project Options Dialog
The Back up Project Options dialog allows you to create a backup copy of your project.

e To open the Back up Project Options dialog, select File > Back up Project.
Project Name Blue Drag

Keep Current Project Active

[ minimize Audio Files

[[] make Direct Offline Processing Permanent
[] remove Unused Files

Do Not Back up Video

[] Do Not Back up Mixdown Folder

Project Name
Allows you to change the name of the backed up project.

Keep Current Project Active
Allows you to keep the current project active after clicking OK.

Minimize Audio Files

Allows you to include only the audio file portions that are actually used in the project.
This can significantly reduce the size of the project folder if you are using small
sections of large files. It also means that you cannot use other parts of the audio files if
you continue working with the project in its new folder.

Make Direct Offline Processing Permanent

Allows you to flatten all edits and make all processing and applied effects permanent to
each clip in the Pool.

Remove Unused Files
Allows you to remove unused files and to back up only the files that are actually used.

Do Not Back up Video
Allows you to exclude video clips on the video track or in the Pool of the current
project.

Do Not Back up Mixdown Folder
Allows you to exclude the Mixdown folder of your project from the backup.

RELATED LINKS
Export Audio Mixdown Dialog on page 861

95



Tracks

Tracks are the building blocks of your project. They allow you to import, add, record, and edit
parts and events. Tracks are listed from top to bottom in the track list and extend horizontally
across the Project window. Each track is assigned to a particular channel strip in the
MixConsole.

If you select a track in the Project window, the controls, settings, and parameters displayed in
the Inspector and the track list allow you to control the track.
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Track Inspector Settings Dialog

The Track Inspector Settings dialog allows you to configure for each track type which Inspector
sections are shown. You can also specify the order of the sections.

e Toopen the Track Inspector Settings dialog, click Set up Inspector, and select Setup from
the pop-up menu.

Q

et up Inspector
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Hidden Items Visible Items

Equalizers

Inserts

Quick Controls

Presets No Preset

Hidden Items
Displays sections that are hidden in the Inspector.

Visible Items
Displays sections that are visible in the Inspector.

Pin
Activate Pin by clicking the column for a section to exclude this section from being
closed automatically.

Add

Allows you to move an item selected in the hidden sections list to the list of visible
sections.

Remove

Allows you to move an item selected in the visible sections list to the list of hidden
sections.

Move Up/Move Down
Allows you to change the position of an item in the list of visible sections.

Presets
Allows you to save Inspector settings as presets.

Reset All
Allows you to restore the default Inspector settings.

Inspector Sections

Each track type has its basic track settings that are always shown. Apart from these, you can set
up other track-specific Inspector sections in the Track Inspector Settings dialog.

Depending on the track type, you can set up the following Inspector sections:

Track Versions
Allows you to create and edit Track Versions.

Chords
Allows you to specify how the track follows the chord track.

Inserts
Allows you to add audio insert effects to the track.
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Equalizers
Allows you to adjust the EQs for the track. You can have up to four bands of EQs for
each track.

Sends
Allows you to route the track to one or several FX channels.

Strip
Allows you to set up the channel strip modules.

Fader
Shows a duplicate of the corresponding MixConsole channel.

Notepad
Allows you to enter notes about the track.

Quick Controls
Allows you to configure quick controls to use remote devices, for example.

Note Expression
Allows you to work with the Note Expression features.

MIDI Modifiers

Allows you to transpose or adjust the velocity of the MIDI track events in real time
during playback.

MIDI Inserts
Allows you to add MIDI insert effects.

Instrument
Shows the audio-related controls for the sampler track.

MIDI Sends
Allows you to add MIDI send effects.

MIDI Fader
Shows a duplicate of the corresponding MixConsole channel.

RELATED LINKS

Inspector Sections on page 50

Track Inspector Settings Dialog on page 96
Track Versions Section on page 157

Insert Effects on page 366

Send Effects on page 372

Equalizers (EQ) on page 337

Chords Section for MIDI Tracks on page 804
Channel Strips on page 340

Track Quick Controls on page 612

Note Expression on page 768

MIDI Modifiers Section on page 636

MIDI Inserts on page 641

MIDI Sends on page 643
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Track Controls Settings Dialog

The Track Controls Settings dialog allows you to configure which track controls are shown in
the track list. You can also specify the order of controls and group controls so that they are
always shown adjacent to each other.

NOTE

The Track Controls Settings dialog is available for the main track types. Track types that can
only be added once have their fixed set of track-specific controls. In the global Add Track dialog,
these tracks are shown in the More Tracks section. An exception to this are the chord track and
the video track.

e Toopen the Track Controls Settings dialog, right-click a track in the track list and select
Track Controls Settings from the context menu, or click Open Track Controls Settings
Dialog in the bottom right corner of the track list.

I
l Open Track Controls Settings Dialog |

Audio Instrument Sampler MIDI Group/FX/NVCA Marker Chord Video Folder

Hidden Controls Visible Controls Width Group

Inserts/ECQs/Sends Name
3

3

Freeze Record Enable

Monitor

Controls Area Preview
Presets No Preset

Controls Area Width

Track type
Allows you to select the track type to which your settings are applied.

Hidden Controls
Displays controls that are hidden in the track list.

Visible Controls
Displays controls that are visible in the track list.

Width
If you click in this column, you can set the maximum length for the track name.

Group
Displays the group number.
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Add
Allows you to move an item selected in the hidden controls list to the list of visible
controls.

Remove
Allows you to move an item selected in the visible controls list to the list of hidden
controls. All controls can be removed except Mute and Solo.

Move Up/Move Down
Allows you to change the order of an item in the list of visible controls.

Group
Allows you to group two or more controls selected in the visible controls list that are
adjacent to each other. This ensures that they are always positioned side by side in the
track list.
Ungroup
Allows you to ungroup grouped controls in the visible controls list. To remove an entire
group, select the first (topmost) element belonging to this group and click Ungroup.
Reset
Allows you to restore all default track controls settings for the selected track type.

Controls Area Preview
Shows a preview of the customized track controls.

Presets

Allows you to save track controls settings as presets. To recall a preset, click Switch
Presets in the bottom right corner of the track list. The name of the selected preset is
shown in the left corner.

Controls Area Width

Allows you to determine the width of the track controls area for the selected track type.
In the Controls Area Preview, this area is shown with a frame.

Track Name Width (global)
Allows you to determine the global name width for all track types.

Apply
Applies your settings.

Reset All
Allows you to restore all default track controls settings for all track types.

RELATED LINKS
More Tracks on page 129

Track Controls
You can configure which track controls are shown in the track list.
NOTE

You can only configure track controls for the main track types. Track types that can only be added
once have their fixed set of track-specific controls. In the global Add Track dialog, these tracks
are shown in the More Tracks section. An exception to this are the chord track and the video
track.

The following track controls are always shown:
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Mute
[m]

Mutes the track.

Solo
=]

Solos the track.
The track name control is available for all track types:

Name
Track 01

Shows the name of the track. Double-click to rename the track.

Audio-Related Tracks

The following track controls are specific to audio-related tracks, that is, audio tracks, instrument
tracks, sampler tracks, group channel tracks, FX channel tracks:

Bypass Inserts

Bypasses the inserts for the track.

Bypass EQs

Bypasses the equalizers for the track.

Bypass Sends

Bypasses the sends for the track.

Freeze Channel

Opens a dialog that allows you to set the Tail Size time in seconds.

Channel Configuration

Shows the channel configuration of the track.

MIDI-Related Tracks

The following controls are specific to MIDI-related tracks, that is, MIDI tracks, sampler tracks, and
instrument tracks:

ASIO Latency Compensation

Moves all recorded events on the track by the current latency.

Programs

Allows you to select a program.

Edit In-Place

-
Allows you to edit MIDI events and parts on the track in the Project window.

Drum Map

Allows you to select a drum map for the track.
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Audio- and MIDI-Related Tracks

The following track controls are specific to audio- and MIDI-related tracks:

Record Enable
®

Activates the track for recording.

Monitor
-«
For audio-related tracks, this routes incoming signals to the selected output.

For MIDI and instrument-related tracks, this allows you to route incoming MIDI signals
to the selected MIDI output. For this to work, activate MIDI Thru Active in the
Preferences dialog (MIDI page).

Edit Channel Settings
(e]

Opens the Channel Settings window for the track.

Show Lanes
Divides the tracks in lanes.

Lock
]

Disables all editing of all events on the track.

Read Automation

Allows you to read track automation.

Write Automation
[Cw]

Allows you to write track automation.

Instrument Tracks

The following controls are specific to instrument tracks:

Edit Instrument

(]

Allows you to open the instrument panel.

Instrument
rHALion Sonic SE

Allows you to select an instrument.

Sampler Tracks

The following controls are specific to sampler tracks:

Open/Close Sampler
Opens/Closes the Sampler Control in the lower zone.

MIDI Tracks

The following controls are specific to MIDI tracks:

Channel
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Allows you to specify the MIDI channel.

Output
Allows you to specify the output for the track.

Bypass Inserts
[=]

Bypasses the inserts for the track.

Bypass Sends

Bypasses the sends for the track.

Group/FX/VCA Tracks

The following track controls are specific to group/FX/VCA tracks:

Mute Automation
[Cor ]

Deactivates the automation read function for the selected parameter.

Lock Automation

=]

Disables all editing of all events on the track.

Automation parameter

Allows you to select a parameter for automation.

Parameter

Allows you to select a parameter value for automation.

Marker Tracks

The following controls are specific to marker tracks:
Add Marker
Allows you to add a position marker at the project cursor position. This track control is
always shown.
Add Cycle Marker
Allows you to add a cycle marker at the project cursor position. This track control is
always shown.
Locate
Allows you to move the project cursor to the selected marker position.
Cycle
Allows you to select a cycle marker.
Zoom
Allows you to zoom in a cycle marker.
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Add Track Dialog

The Add Track dialog allows you to set up and add tracks.

To open the Add Track dialog, click Add Track B in the global track controls area of the track list.

- uige

Audio Instrument Sampler MIDI

Group Effect Ruler Folder

¥ More Tracks

g 08 08 B

Tempo Signature Arranger Transpose Chord Video

Marker
Audio Inputs Stereo In
Configuration Stereo

Audio Outputs Master Bus

Name

Count

D Keep Dialog Open Add Track

The More Tracks section shows track types that can only be added once.

RELATED LINKS

Add Track Dialog - Audio on page 105

Add Track Dialog - Instrument on page 109
Add Track Dialog - Sampler on page 112
Add Track Dialog - MIDI on page 115

Add Track Dialog - Group Channel on page 119
Add Track Dialog - Effect on page 122

Add Track Dialog - Ruler on page 125

Add Track Dialog - Folder on page 127
More Tracks on page 129

Tempo Track on page 136

Signature Track on page 135

Arranger Track on page 130

Transpose Track on page 138

Chord Track on page 131

Video Track on page 138

Marker Track on page 134
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Audio Tracks

You can use audio tracks for recording and playing back audio events and audio parts. Each
audio track has a corresponding audio channel in the MixConsole. An audio track can have any
number of automation tracks for automating channel parameters, effect settings, etc.

You can add audio tracks via the Add Track dialog.

RELATED LINKS
Add Track Dialog - Audio on page 105

Add Track Dialog - Audio

The Audio page of the Add Track dialog allows you to set up and add audio tracks.
To open the Audio page of the Add Track dialog, do one of the following:

e Click Add Track H in the global track controls area of the track list, and click Audio.
This opens the global Add Track dialog on the Audio page.

B0OOO

Audio Instrument Sampler MIDI

Group Effect Ruler Folder

¥ More Tracks

g 0 8 08 68 8

Tempo Signature Arranger Transpose Chord Video

Marker
Audio Inputs Stereo In
Configuration Stereo

Audio Outputs Master Bus

Name

Count

D Keep Dialog Open Add Track

e Select Project > Add Track > Audio or right-click in an empty area of the track list, and select
Add Audio Track.

This opens only the Audio page of the Add Track dialog.
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AUdio

Audio Inputs UR44 Input 1 (Mono)
Configuration Mono

Audio Outputs Stereo Out

Name

Count

The following settings are available:
Audio Inputs

Opens a window where you can select an input of your connected audio hardware.

If you have added an input bus in the Audio Connections window, you can connect to
that input bus.

The Open Audio Connections button opens the Audio Connections window.

Configuration

Allows you to set the channel configuration. Audio-related tracks can be configured as
mono or stereo tracks.

Audio Outputs
Allows you to set the output routing.

Name
Allows you to specify a track name.

Count
Allows you to enter the number of tracks that you want to add.

NOTE

You can add an unlimited number of tracks. However, you can only add 100 tracks at a
time.

Keep Dialog Open
Activate this to keep the dialog open after clicking Add Track. This allows you to click
the page of another track type to set up and add more tracks.

NOTE

This is only available if you open the Add Track dialog from the global track controls.

Add Track

Adds one or more tracks, according to the track type and settings of the active page,
and closes the dialog.

RELATED LINKS
Audio Connections Window on page 26
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Audio Track Inspector

The Inspector for audio tracks contains controls and parameters that allow you to edit your
audio track.
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The top section of the audio track Inspector contains the following basic track settings:

Track name
Audio 01 13

Click once to show/hide the basic track settings section. Double-click to rename the
track.

Colorize Selected Track
»

Allows you to colorize the selected track.

Edit Channel Settings
[e]

Opens the Channel Settings window for the track.

Mute
[m]

Mutes the track.

Solo
[s]

Solos the track.

Read Automation
[r]

Allows you to read track automation.

Write Automation
[Cw]

Allows you to write track automation.

Auto Fades Settings
=]

Opens a dialog where you can make separate fade settings for the track.

Record Enable

O]

Activates the track for recording.

Monitor
D)

Routes incoming signals to the selected output.
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Instrument Tracks

Toggle Time Base
Switches between musical (tempo-related) and linear (time-related) time base for the
track.

Lock
[

Disables all editing of all events on the track.

Show Lanes

Divides the tracks in lanes.
Freeze Audio Channel

Allows you to freeze the audio channel.
Volume

Allows you to adjust the level of the track.
Pan

4]

Allows you to adjust the panning of the track.
Delay

o

Allows you to adjust the playback timing of the track.
Load/Save/Reload Track Preset

o]

Loads or saves a track preset or reverts the default presets.
Input Routing

]

Allows you to specify the input bus for the track.
Output Routing

=

Allows you to specify the output bus for the track.

RELATED LINKS
Inspector Sections on page 97

Instrument Tracks

You can use instrument tracks for dedicated VST instruments. Each instrument track has a

corresponding instrument channel in the MixConsole. An instrument track can have any number

of automation tracks.

You can add instrument tracks via the Add Track dialog.

RELATED LINKS
Add Track Dialog - Instrument on page 109
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Add Track Dialog - Instrument

The Instrument page of the Add Track dialog allows you to set up and add instrument tracks.
To open the Instrument page of the Add Track dialog, do one of the following:

e Click Add Track H in the global track controls area of the track list, and click Instrument.

This opens the global Add Track dialog on the Instrument page.

B0OOO

Audio Instrument Sampler MIDI

Group Effect Ruler Folder

» More Tracks
Audio Inputs Stereo In
Configuration Stereo

Audio Outputs Stereo Qut

Name

Count

D Keep Dialog Open Add Track

e Select Project > Add Track > Instrument or right-click in an empty area of the track list, and
select Add Instrument Track.

This opens only the Instrument page of the Add Track dialog.

m Instrument

Instrument Padshop
Audio Outputs Stereo Out

Count

The following settings are available:

Instrument
Allows you to select an instrument.

Audio Outputs
Allows you to set the output routing.

Count
Allows you to enter the number of tracks that you want to add.
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NOTE

You can add an unlimited number of tracks. However, you can only add 100 tracks at a
time.

Keep Dialog Open
Activate this to keep the dialog open after clicking Add Track. This allows you to click
the page of another track type to set up and add more tracks.
NOTE

This is only available if you open the Add Track dialog from the global track controls.

Add Track

Adds one or more tracks, according to the track type and settings of the active page,
and closes the dialog.

Instrument Track Inspector

The Inspector for instrument tracks contains controls and parameters that allow you to control
your instrument track. It shows some of the sections from VST instrument channels and MIDI
tracks.
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The top section of the instrument track Inspector contains the following basic track settings:

Track name
HALion Sonic SE »

Click once to show/hide the basic track settings section. Double-click to rename the
track.

Colorize Selected Track
»

Allows you to colorize the selected track.

Edit Channel Settings
[e]

Opens the Channel Settings window for the track.

Mute
[m]

Mutes the track.

Solo
[s]
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Solos the track.
Read Automation
Allows you to read track automation.
Write Automation
[w]
Allows you to write track automation.
Input Transformer
=]
Opens a pop-up menu that allows you to transform incoming MIDI events in real time.

Record Enable

C]

Activates the track for recording.

Monitor
-«
Routes incoming MIDI to the selected MIDI output. For this to work, activate MIDI
Thru Active in the Preferences dialog (MIDI page).

Toggle Time Base
Switches between musical (tempo-related) and linear (time-related) time base for the
track.

Lock
[

Disables all editing of all events on the track.
Freeze Instrument Channel
Allows you to freeze the instrument.
Volume
=
Allows you to adjust the level of the track.
Pan
4]
Allows you to adjust the panning of the track.
Delay
)]
Allows you to adjust the playback timing of the track.
Show Lanes
Divides the tracks in lanes.
Load/Save/Reload Track Preset
o ]
Loads or saves a track preset or reverts the default presets.
Input Routing
]

Allows you to specify the input bus for the track.
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Activate Outputs
=

This control is only available if the instrument provides more than one output. It allows
you to activate one or more outputs for the instrument.

Edit Instrument

Allows you to open the instrument panel.

Programs

Allows you to select a program.

Drum Maps
(0 NoDrum map |

Allows you to select a drum map for the track.

RELATED LINKS
Inspector Sections on page 97

Sampler Tracks

You can use sampler tracks for controlling the playback of audio samples via MIDI. Each sampler
track has a corresponding channel in the MixConsole. A sampler track can have any number of
automation tracks.

You can add sampler tracks via the Add Track dialog.
RELATED LINKS
Add Track Dialog - Sampler on page 112

Creating Sampler Tracks on page 498
Sampler Control on page 498

Add Track Dialog - Sampler
The Sampler page of the Add Track dialog allows you to set up and add sampler tracks.
To open the Sampler page of the Add Track dialog, do one of the following:

e Click Add Track H in the global track controls area of the track list, and click Sampler.
This opens the global Add Track dialog on the Sampler page.
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E0NO

Audio Instrument Sampler MIDI

Group Effect Ruler Folder

» More Tracks

] keep Dialog Open Add Track

e Select Project > Add Track > Sampler or right-click in an empty area of the track list, and
select Add Sampler Track.

This opens only the Sampler page of the Add Track dialog.

m Sampler

The following settings are available:

Name
Allows you to specify a track name.

Count
Allows you to enter the number of tracks that you want to add.

Keep Dialog Open

Activate this to keep the dialog open after clicking Add Track. This allows you to click
the page of another track type to set up and add more tracks.

NOTE
This is only available if you open the Add Track dialog from the global track controls.
Add Track

Adds one or more tracks, according to the track type and settings of the active page,
and closes the dialog.
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Sampler Track Inspector

The Inspector for sampler tracks contains controls and parameters that allow you to edit your
sampler track.

All MIDI Inputs

The top section of the sampler track Inspector contains the following basic track settings:

Track name

Sampler Track

Click once to show/hide the basic track settings section. Double-click to rename the
track.

Colorize Selected Track
»

Allows you to colorize the selected track.

Edit Channel Settings
(e]

Opens the Channel Settings window for the track.

Mute
[m]

Mutes the track.

Solo
[s]

Solos the track.

Read Automation
[r]

Allows you to read track automation.

Write Automation
[(w]

Allows you to write track automation.

Input Transformer
(=]

Opens a pop-up menu that allows you to transform incoming MIDI events in real time.

Record Enable

®

Activates the track for recording.

Monitor
I«
Routes incoming MIDI to the selected MIDI output. For this to work, activate MIDI
Thru Active in the Preferences dialog (MIDI page).
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Toggle Time Base

Switches between musical (tempo-related) and linear (time-related) time base for the
track.
Lock
(=]
Disables all editing of all events on the track.
Show Lanes
Divides the tracks in lanes.
Freeze Sampler Channel
Allows you to freeze the sampler track.
Volume
=
Allows you to adjust the level of the track.
Pan
4]
Allows you to adjust the panning of the track.
Delay
am
Allows you to adjust the playback timing of the track.
Load/Save/Reload Track Preset
o ]
Loads or saves a track preset or reverts the default presets.
Input Routing
]

Allows you to specify the input bus for the track.

RELATED LINKS
Inspector Sections on page 97

MIDI Tracks

You can use MIDI tracks for recording and playing back MIDI parts. Each MIDI track has a
corresponding MIDI channel in the MixConsole. A MIDI track can have any number of
automation tracks.

You can add MIDI tracks via the Add Track dialog.

RELATED LINKS
Add Track Dialog - MIDI on page 115

Add Track Dialog - MIDI

The MIDI page of the Add Track dialog allows you to set up and add MIDI tracks.
To open the MIDI page of the Add Track dialog, do one of the following:

e Click Add Track Ein the global track controls area of the track list, and click MIDI.
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This opens the global Add Track dialog on the MIDI page.

E0OO.

Audio Instrument Sampler MIDI

Group Effect Ruler Folder

» More Tracks

Name

Count

D Keep Dialog Open Add Track

e Select Project > Add Track > MIDI or right-click in an empty area of the track list, and select
Add MIDI Track.

This opens only the MIDI page of the Add Track dialog.

The following settings are available:

Name
Allows you to specify a track name.

Count
Allows you to enter the number of tracks that you want to add.

NOTE

You can add an unlimited number of tracks. However, you can only add 100 tracks at a
time.

Keep Dialog Open

Activate this to keep the dialog open after clicking Add Track. This allows you to click
the page of another track type to set up and add more tracks.

NOTE

This is only available if you open the Add Track dialog from the global track controls.
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MIDI Tracks
Add Track
Adds one or more tracks, according to the track type and settings of the active page,
and closes the dialog.
MIDI Track Inspector

The Inspector for MIDI tracks contains controls and parameters that allow you to control your
MIDI track. These affect MIDI events in real time, on playback, for example.

e
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Acoustic Grand Piano

The top section of the MIDI track Inspector contains the following basic track settings:

Track name
MID1 01 L3

Click once to show/hide the basic track settings section. Double-click to rename the
track.

Colorize Selected Track
b

Allows you to colorize the selected track.

Edit Channel Settings
(el

Opens the Channel Settings window for the track.

Mute
[m]

Mutes the track.

Solo
[s]

Solos the track.

Read Automation
[r]

Allows you to read track automation.

Write Automation
[Cw]

Allows you to write track automation.

Input Transformer
=]

Opens a pop-up menu that allows you to transform incoming MIDI events in real time.
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Record Enable

C]

Activates the track for recording.

Monitor
-«
Routes incoming MIDI to the selected MIDI output. For this to work, activate MIDI
Thru Active in the Preferences dialog (MIDI page).

Toggle Time Base
Switches between musical (tempo-related) and linear (time-related) time base for the
track.

Lock
[

Disables all editing of all events on the track.

Show Lanes
Divides the tracks in lanes.

Volume

=

Allows you to adjust the level of the track.
MIDI Pan

4]

Allows you to adjust the MIDI panning of the track.
Delay

o

Allows you to adjust the playback timing of the track.
Load/Save/Reload Track Preset

o]

Loads or saves a track preset or reverts the default presets.
Input Routing

]

Allows you to specify the input bus for the track.
Output Routing

=

Allows you to specify the output bus for the track.
Channel

Allows you to specify the MIDI channel.
Edit Instrument

[+ 0]

Allows you to open the instrument panel.
Bank Selector

ERZE

Allows you to set a bank select message that is sent to your MIDI device.

Programs
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Group Channel Tracks

Allows you to select a program.

Program Selector

Allows you to set a program change message that is sent to your MIDI device.

Drum Maps

Allows you to select a drum map for the track.

RELATED LINKS
Inspector Sections on page 97

Group Channel Tracks

You can use group channel tracks to create a submix of several audio channels and apply the
same effects to them. A group channel track contains no events as such, but displays settings
and automation for the corresponding group channel.

All group channel tracks are automatically placed in a special group track folder in the track list
for easy management. Each group channel track has a corresponding channel in the
MixConsole. A group channel track can have any number of automation tracks.

You can add group channel tracks via the Add Track dialog.

RELATED LINKS
Add Track Dialog - Group Channel on page 119

Add Track Dialog - Group Channel

The Group page of the Add Track dialog allows you to set up and add group channel tracks.
To open the Group page of the Add Track dialog, do one of the following:

e Click Add Track E in the global track controls area of the track list, and click Group.
This opens the global Add Track dialog on the Group page.

0B

Audio Instrument Sampler MIDI

Group Effect Ruler Folder

» More Tracks

Configuration Stereo

Audio Outputs Stereo Out

Folder Setup Create Inside Folder
Name

Count

D Keep Dialog Open Add Track
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e Select Project > Add Track > Group.
This opens only the Group page of the Add Track dialog.

m Group

Configuration Mono

Audio Outputs Stereo Out

Folder Setup Create Inside Folder
Name

Count

The following settings are available:

Configuration

Allows you to set the channel configuration. Audio-related tracks can be configured as
mono or stereo tracks.

Audio Outputs
Allows you to set the output routing.

Folder Setup

Allows you to select whether you want to create the effect inside or outside a dedicated
folder.

Name
Allows you to specify a track name.

Count
Allows you to enter the number of tracks that you want to add.

Keep Dialog Open
Activate this to keep the dialog open after clicking Add Track. This allows you to click
the page of another track type to set up and add more tracks.

NOTE

This is only available if you open the Add Track dialog from the global track controls.

Add Track

Adds one or more tracks, according to the track type and settings of the active page,
and closes the dialog.

Group Channel Track Inspector

The Inspector for group channel tracks shows the settings for the group channel.

Bl cow: [
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Group Channel Tracks

Track name
Group 1 »
Click once to show/hide the basic track settings section. Double-click to rename the
track.

Colorize Selected Track
»

Allows you to colorize the selected track.

Edit Channel Settings
(el

Opens the Channel Settings window for the track.

Mute
[m]

Mutes the track.

Solo
[s]

Solos the track.

Read Automation

Allows you to read track automation.

Write Automation
[Cw]

Allows you to write track automation.

Toggle Time Base
Switches between musical (tempo-related) and linear (time-related) time base for the
track.

Lock
]

Disables all editing of all events on the track.

Volume

Allows you to adjust the level of the track.

Pan
[ 4]

Allows you to adjust the panning of the track.

Output Routing
=

Allows you to specify the output bus for the track.
NOTE

When you select the group folder track instead, the Inspector shows the folder and the group
channels it contains. You can click one of the group channels shown in the folder to have the
Inspector show the settings for that group channel.
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. = Group 2

RELATED LINKS
Inspector Sections on page 97

FX Channel Tracks

You can use FX channel tracks for adding send effects. Each FX channel can contain up to eight
effect processors. By routing sends from an audio channel to an FX channel, you send audio from
the audio channel to the effects on the FX channel. You can place FX channel tracks in a special FX
channel folder, or in the track list, outside an FX channel folder. Each FX channel has a
corresponding channel in the MixConsole. An FX channel track can have any number of
automation tracks.

You can add FX channel tracks via the Add Track dialog.

RELATED LINKS
Add Track Dialog - Effect on page 122

Add Track Dialog - Effect

The Effect page of the Add Track dialog allows you to set up and add FX channel tracks.
To open the Effect page of the Add Track dialog, do one of the following:

e Click Add Track H in the global track controls area of the track list, and click Effect.
This opens the global Add Track dialog on the Effect page.

B O@O

Audio Instrument Sampler MIDI

Group Effect Ruler Folder

» More Tracks

Effect StudioEQ
Configuration Stereo

Audio Outputs Stereo Out

Folder Setup Create Inside Folder
Name

Count

D Keep Dialog Open Add Track

e Select Project > Add Track > Effect.
This opens only the Effect page of the Add Track dialog.
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FX Channel Tracks

Effect Mo Effect
Configuration Mono
Audio Outputs Stereo Out

Folder Setup e Inside Folder
Name

Count

The following settings are available:

Effect
Allows you to select an effect.

Configuration
Allows you to set the channel configuration. Audio-related tracks can be configured as
mono or stereo tracks.

Audio Outputs
Allows you to set the output routing.

Folder Setup
Allows you to select whether you want to create the effect inside or outside a dedicated

folder.
Name
Allows you to specify a track name.

Count
Allows you to enter the number of tracks that you want to add.

Keep Dialog Open
Activate this to keep the dialog open after clicking Add Track. This allows you to click
the page of another track type to set up and add more tracks.

NOTE

This is only available if you open the Add Track dialog from the global track controls.

Add Track

Adds one or more tracks, according to the track type and settings of the active page,
and closes the dialog.

RELATED LINKS
Adding FX Channel Tracks on page 373
Adding FX Channels to Selected Channels on page 373

FX Channel Track Inspector

The Inspector for FX channel tracks shows the settings for the FX channel. When you select the
folder track instead, the Inspector shows the folder and the FX channels it contains. You can click
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one of the FX channels shown in the folder to have the Inspector show the settings for that FX
channel.

. FX 1-ModMachine» |~

m[s][R w J %]

Track name
FX 1-Chorus 13

Click once to show/hide the basic track settings section. Double-click to rename the
track.

Colorize Selected Track
»

Allows you to colorize the selected track.

Edit Channel Settings
[e]

Opens the Channel Settings window for the track.

Mute
[m]

Mutes the track.

Solo

[s]

Solos the track.
Read Automation

[r]

Allows you to read track automation.
Write Automation

[w]

Allows you to write track automation.
Toggle Time Base

Switches between musical (tempo-related) and linear (time-related) time base for the

track.

Lock
(=]

Disables all editing of all events on the track.

Volume

Allows you to adjust the level of the track.

Pan
[ 4]

Allows you to adjust the panning of the track.

Output Routing
=
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Ruler Track
Allows you to specify the output bus for the track.
RELATED LINKS
Inspector Sections on page 97
Ruler Track

You can use ruler tracks to show several rulers with different display formats for the timeline.

This is completely independent from the main ruler, as well as rulers and position displays in
other windows.

You can add ruler tracks via the Add Track dialog.

RELATED LINKS
Add Track Dialog - Ruler on page 125

Add Track Dialog - Ruler

The Ruler page of the Add Track dialog allows you to set up and add ruler tracks.
To open the Ruler page of the Add Track dialog, do one of the following:

e Click Add Track Ein the global track controls area of the track list, and click Ruler.
This opens the global Add Track dialog on the Ruler page.

0O OB

Audio Instrument Sampler MIDI

Group Effect Ruler Folder

» More Tracks

D Keep Dialog Open Add Track

e Select Project > Add Track > Ruler.
This opens only the Ruler page of the Add Track dialog.

The following settings are available:
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Count
Allows you to enter the number of tracks that you want to add.

Keep Dialog Open
Activate this to keep the dialog open after clicking Add Track. This allows you to click
the page of another track type to set up and add more tracks.

NOTE

This is only available if you open the Add Track dialog from the global track controls.

Add Track

Adds one or more tracks, according to the track type and settings of the active page,
and closes the dialog.

Ruler Track Controls

In the track list for ruler tracks, you can change the display format for the ruler.

Click the display format to open a pop-up menu.

m Bars+Beats L\\, l
+  Bars+Beats
Seconds
Timecode
Samples
60 fps (User)

The following display formats are available:

Bars+Beats
Activates a display format of bars, beats, sixteenth notes, and ticks. By default there are
120 ticks per sixteenth note. To adjust this, change the MIDI Display Resolution in the
Preferences dialog (MIDI page).

Seconds
Activates a display format of hours, minutes, seconds, and milliseconds.

Timecode
Activates a display format of hours, minutes, seconds, and frames. The number of
frames per second (fps) is set in the Project Setup dialog with the Project Frame Rate
pop-up menu. To display subframes, activate Show Timecode Subframes in the
Preferences dialog (Transport page).

Samples
Activates a display format of samples.

fps (User)
Activates a display format of hours, minutes, seconds, and frames, with a user-
definable number of frames per second. To display subframes, activate Show
Timecode Subframes in the Preferences dialog (Transport page). On the Transport
page, you can also set the frame rate.

NOTE

Ruler tracks are not affected by the display format setting in the Project Setup dialog.
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Folder Tracks

Folder tracks function as containers for other tracks, making it easier to organize and manage
the track structure. They also allow you to edit several tracks at the same time.

You can add folder tracks via the Add Track dialog.

RELATED LINKS
Add Track Dialog - Folder on page 127

Add Track Dialog - Folder

The Folder page of the Add Track dialog allows you to set up and add folder tracks.
To open the Folder page of the Add Track dialog, do one of the following:

e Click Add Track Ein the global track controls area of the track list, and click Folder.
This opens the global Add Track dialog on the Folder page.

OO O

Audio Instrument Sampler MIDI

Group Effect Ruler Folder

» More Tracks

] eep Dialog Open Add Track

e Select Project > Add Track > Folder.
This opens only the Folder page of the Add Track dialog.

ﬂ Folder

Name

Count

The following settings are available:

Name
Allows you to specify a track name.

Count
Allows you to enter the number of tracks that you want to add.
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Keep Dialog Open

Activate this to keep the dialog open after clicking Add Track. This allows you to click
the page of another track type to set up and add more tracks.

NOTE

This is only available if you open the Add Track dialog from the global track controls.

Add Track

Adds one or more tracks, according to the track type and settings of the active page,
and closes the dialog.

Folder Track Inspector

The Inspector for folder tracks shows the folder and its underlying track, much like a folder
structure in the File Explorer/macQOS Finder. When you select one of the tracks shown under the
folder, the Inspector shows the settings for that track.

(1 Foider 01

Track name
Folder »

Double-click to rename the track.

Colorize Selected Track
»

Allows you to colorize the selected track.

Mute

[m]

Mutes the track.
Solo

[s]

Solos the track.

Record Enable
@
Activates the track for recording.
Monitor
=
For audio-related tracks, this routes incoming signals to the selected output.

For MIDI and instrument-related tracks, this allows you to route incoming MIDI signals
to the selected MIDI output. For this to work, activate MIDI Thru Active in the
Preferences dialog (MIDI page).

Lock
)]

Disables all editing of all events on the track.
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RELATED LINKS
Inspector Sections on page 97

Folder Track Controls

The track list for folder tracks contains controls and parameters that allow you to edit all tracks in
the folder.

= [m[S] Folder 01 I
(e )

Expand/Collapse Folder
Shows/Hides the tracks in the folder. Hidden tracks are played back as usual.

Track name
Folder.

Double-click to rename the track.

Mute
[m]

Mutes the track.

Solo
[s]

Solos the track.

Record Enable
@

Activates the track for recording.

Monitor
=
For audio-related tracks, this routes incoming signals to the selected output.

For MIDI and instrument-related tracks, this allows you to route incoming MIDI signals
to the selected MIDI output. For this to work, activate MIDI Thru Active in the
Preferences dialog (MIDI page).

Lock
]

Disables all editing of all events on the track.

More Tracks

Some track types can only be added once.

e Tempo track

e Signature track
e Arranger track
e Transpose track
e Chord track

e Video track

e Marker track
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Arranger Track

You can use the arranger track for arranging your project by marking out sections and
determining in which order they are to be played back.

e To add the arranger track to your project, select Project > Add Track > Arranger.

Arranger Track Inspector

The arranger track Inspector displays the lists of available arranger chains and arranger events.

| Arranger Track | %

Arranger Chain1 v

Jump Mode

The arranger track Inspector contains the following settings:

Track name
Arranger Track  »

Double-click to rename the track.

Colorize Selected Track
»

Allows you to colorize the selected track.

Open Arranger Editor
(e

Opens the Arranger Editor.

Select Active Arranger Chain + Functions
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Allows you to select the active arranger chain, to rename it, to create a new one, to
duplicate, or to flatten it.

Current Arranger Chain
[ Current Arranger Chain

Shows the active arranger chain.

Arranger Events

Lists all arranger events in your project. Click the arrow of an arranger event to play it
back and start the live mode.

Stop

Allows you to stop the live mode.

Jump Mode

End -

Allows you to define how long the active arranger event is played before jumping to
the next one.
Arranger Track Controls

The track list for the arranger track contains controls and parameters that allow you to edit the
arranger track.

[ [e[a)(Arrangerchaint - | a ~ =0 I

Select Active Arranger Chain

Allows you to select the active arranger chain.

Current Item/Current Repeat

Displays which arranger event and which repeat is active.

Activate Arranger Mode
[=]

Allows you to activate and deactivate the arranger mode.

Toggle Time Base

Switches between musical (tempo-related) and linear (time-related) time base for the
track.

Open Arranger Editor
[e]

Opens the Arranger Editor for the track.

Chord Track

You can use the chord track for adding chord and scale events to your project. These can
transform the pitches of other events.

e To add the chord track to your project, select Project > Add Track > Chord.
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Chord Track Inspector
The chord track Inspector contains settings for the chord events.

v

Voicings
Pianc ¥
All Options ¥

Set up Vioicing

[ Automatic 5

Shift Chords OTicks §

The top section of the chord track Inspector contains the following settings:

Track name
Chord Track »

Click to show/hide the basic track settings section.

Colorize Selected Track
»

Allows you to colorize the selected track.

Mute Chord Track
[m]

Mutes the track.

Record Enable
@

Activates the track for recording.

Acoustic Feedback

(03]
Allows you to audition the events on the chord track. For this to work, you need to
select a track for auditioning in the track list.
Toggle Time Base
Switches between musical (tempo-related) and linear (time-related) time base for the
track.
Lock
[m]
Disables all editing of all events on the track.
Voicing library
L o]
Allows you to set up a voicing library for the track.

Voicing library subset

Allows you to select a library subset.

Set up Voicing

Set up Voicing

Allows you to configure your own voicing parameters for a specific voicing scheme.
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Adaptive Voicings

[ Aas
If this option is activated, the voicings are set automatically.

Automatic Scales

If this option is activated, the program creates scale events automatically.

Shift Chords

Allows you to specify an offset value to make sure that chord events also affect the
MIDI notes that have been triggered too early (enter a negative value) or too late
(enter a positive value).

RELATED LINKS
Inspector Sections on page 97

Chord Track Controls

The track list for the chord track contains controls and parameters that allow you to edit the
chord track.

[m]  Chord Track
[@])(=] B8 (vse Monitored Tracks ]
[2]()

The track list for the chord track contains the following controls:

Name
Track 01

Shows the name of the track. Double-click to rename the track.

Record Enable
@

Activates the track for recording.

Mute Chord Track
[m]

Mutes the track.

Select Track for Auditioning

Use Monitored Tracks -|
Allows you to select a track for auditioning the chord events.

Resolve Display Conflicts

Allows you to show all chord events on the track properly, even at low horizontal zoom
levels.

Show Scales

Allows you to show the scale lane in the lower part of the chord track.

Lock
(=]

Disables all editing of all events on the track.

Toggle Time Base
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Switches between musical (tempo-related) and linear (time-related) time base for the
track.

Marker Track

You can use the marker track to add and edit markers that help you to locate certain positions
quickly.

e To add the marker track to your project, select Project > Add Track > Marker.

Marker Track Inspector

The marker track Inspector displays the marker list.

Track name
Markers 01 13

Double-click to rename the track.

Colorize Selected Track
»

Allows you to colorize the selected track.

Open Marker Window
(el

Opens the Markers window.

Marker attributes
> |D | Position|

Shows the markers, their IDs, and their time positions. Click in the leftmost column for
a marker to move the project cursor to the marker position.

RELATED LINKS
Inspector Sections on page 97

Marker Track Controls

The track list for the marker track contains controls and parameters that allow you to edit the
marker track.

[ [T 7% Markers
Locate || Cycle Zoom
Track name
Markers

Double-click to rename the track.

Locate

Allows you to move the project cursor to the selected marker position.

Cycle
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Allows you to select a cycle marker.

Zoom

Allows you to zoom in a cycle marker.

Add Marker

Allows you to add a position marker at the project cursor position.

Add Cycle Marker

Allows you to add a cycle marker at the project cursor position.

Signature Track

You can use the signature track to add and edit signature events, and to set up click patterns for
them. The signature track’s background always shows bars. This is independent of the ruler
display format setting.

e To add the signature track to your project, select Project > Add Track > Signature.

RELATED LINKS
Time Signature Events on page 853
Click Patterns Tab on page 226

Signature Track Inspector

The signature track Inspector displays a list of all time signature events.

Colorize Selected Track
»

Allows you to colorize the selected track.

Bar

Shows the number of the bar where the signature event is positioned. Double-click the
field and enter a new value to change the position of the signature event.

NOTE

The first signature event is always positioned at bar 1. You cannot change this.

Sign.

Shows the value of the signature event. Double-click the field and enter a new value to
change the time signature.

Pattern

Shows the click pattern that is used. Double-click the field to open the Click Pattern
Editor where you can change the pattern.

RELATED LINKS
Click Pattern Editor on page 220
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Signature Track Controls

The track list for the signature track contains controls and parameters that allow you to edit the
signature track.

= [w| signature (=] I

Lock
(=]

Disables all editing of all events on the track.
Signature Track Options
e Copy Click Pattern to Clipboard
Copies the click pattern of the selected signature event to the clipboard.

e Paste Click Pattern to Selected Signatures
Pastes the click pattern from the clipboard to selected signature events.

NOTE

This only works if the selected signature events are equal.

e Apply Click Pattern to Equal Signatures
Pastes the click pattern from the clipboard to signature events that are equal.

NOTE

For this you do not have to select the signature events first.

e Reset Click Pattern to Default

Sets the click pattern of the selected signature event to default. If no signature
event is selected, the click patterns of all signature events are set to default.

e Show Click Patterns
Allows you to show/hide the click patterns for the signature events.
e Render MIDI Click between Locators

Adds a MIDI track to your project and creates a MIDI part containing the click
pattern between the left and right locator.

e Render Audio Click between Locators

Adds an audio track to your project and creates an audio event containing the click
pattern between the left and right locator.

RELATED LINKS
Click Patterns Tab on page 226

Tempo Track
You can use the tempo track to create tempo changes within a project.

e Toadd a tempo track to your project, select Project > Add Track > Tempo.
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Tempo Track Inspector

The tempo track Inspector displays a list of all tempo events.

T T

3. 1. 1102 100.000 Ju
3. 3. 3. 66 65.000 Ju
7. 2. 1. 85 150.000 Ra

Colorize Selected Track
»

Allows you to colorize the selected track.

Open Tempo Track Editor

[e]

Opens the Tempo Track Editor.
Tempo event list

[Position | Tempo!

Shows a list of all tempo events that allows you to edit tempo events and their
positions.

Tempo Track Controls

The track list for the tempo track contains controls and parameters that allow you to edit the
tempo track.

cﬂ [0 | Tempo 105.000 | ([ Ramp | ml'I

Activate Tempo Track

Allows you to activate the tempo track. In this mode, the tempo cannot be changed on
the Transport panel.
Lock
(=]
Disables all editing of all events on the track.
Current Tempo
Allows you to change the tempo at the project cursor position.

Open Process Tempo Dialog
Hil

Allows you to open the Process Tempo dialog.

New Tempo Points Type
[ Remp ]
Allows you to specify whether the tempo should change gradually (Ramp) or instantly
(Step) from the previous curve point to the new one.

Visible Tempo Upper Limit/Visible Tempo Lower Limit
&0

Allows you to specify the display range. This changes the display scale of the tempo
track, but not the tempo setting.
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Transpose Track

You can use the transpose track to set global key changes.

e To add the transpose track to your project, select Project > Add Track > Transpose.

Transpose Track Inspector
The transpose track Inspector contains parameters to control the transpose track.

.| Transpose Track »
i) J |
Colorize Selected Track
»
Allows you to colorize the selected track.

Keep Transpose in Octave Range

Allows you to keep the transposition in the octave range and ensures that nothing is
transposed by more than seven semitones.

Toggle Time Base

Switches between musical (tempo-related) and linear (time-related) time base for the
track.

Transpose Track Controls

The track list for the transpose track contains parameters that allow you to control the transpose
track.

L (o @] I

Mute Transpose Events

[m]
Mutes the track.

Keep Transpose in Octave Range

Allows you to keep the transposition in the octave range and ensures that nothing is
transposed by more than seven semitones.

Toggle Time Base

Switches between musical (tempo-related) and linear (time-related) time base for the
track.

Lock
(=]

Disables all editing of all events on the track.

Video Track

You can use the video track to play back video events. Video files are displayed as events/clips on
the video track, with thumbnails representing the frames in the film.

e To add avideo track, select Project > Add Track > Video.
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Video Track Inspector

The video track Inspector contains parameters to control the video track.

Colorize Selected Track
»

Allows you to colorize the selected track.

Reveal Video Window

Opens the Video Player window.

Mute Video Track
[m]

Mutes the track.

Lock
(=]

Disables all editing of all events on the track.

Show Frame Numbers
==

Allows you to show each thumbnail with the corresponding video frame number.

Show Thumbnails
=

Allows you to activate/deactivate the thumbnails of the video track.

RELATED LINKS
Inspector Sections on page 97

Video Track Controls

The track list for the video track contains parameters to control the video track.

[ m |% | Video
B

Mute Video Track
[m]

Mutes the track.

Name
Track 01

Shows the name of the track. Double-click to rename the track.

Lock
(=]

Disables all editing of all events on the track.

Show Thumbnails
=l

Allows you to activate/deactivate the thumbnails of a video track.

Show Frame Numbers
=
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Allows you to show each thumbnail with the corresponding video frame number.
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Tracks are the building blocks of your project. In Cubase, events and parts are placed on tracks.

Adding Tracks via the Add Track Dialog

You can add tracks via the Add Track dialog.

PROCEDURE
1. Inthe global track controls area of the track list, click Add Track H.
2. Do one of the following:
e Click the track type and set up the options according to your needs.

e To add track types that can only be added once, open the More Tracks section and click
the track type.

3. Click Add Track.

RESULT
The new track is added to the project below the selected track.

RELATED LINKS

Add Track Dialog - Audio on page 105

Add Track Dialog - Instrument on page 109
Add Track Dialog - Sampler on page 112
Add Track Dialog - MIDI on page 115

Add Track Dialog - Effect on page 122

Add Track Dialog - Group Channel on page 119
Marker Track on page 134

Add Track Dialog - Ruler on page 125

Add Track Dialog - Folder on page 127
Arranger Track on page 130

Chord Track on page 131

Signature Track on page 135

Tempo Track on page 136

Transpose Track on page 138

Video Track on page 138

Adding Tracks Using Track Presets

You can add tracks based on track presets. Track presets contain sound and channel settings.

PROCEDURE
1. Inthe global track controls area of the track list, click Use Track Preset [3.
2. Select Using Track Preset.

3. Inthe Choose Track Preset dialog, select a track preset.
The number and type of the added tracks depend on the selected track preset.
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Adding Tracks by Dragging Files from the MediaBay

4. Click OK.

RESULT
The new tracks are added to the project below the selected track.

RELATED LINKS
Track Presets on page 163

Adding Tracks by Dragging Files from the MediaBay

You can add tracks by dragging files from the MediaBay.

PREREQUISITE
One of the following prerequisites must apply:
e The MediaBay is open. To open the MediaBay, press F5.

e The Media rack in the right zone of the Project window is open. Click Show/Hide Right Zone
and click the Media tab to open it.

PROCEDURE
1. Inthe MediaBay, select the files for which you want to add tracks.
2. Dragthefiles into the track list.
e The indicator highlights the position at which the new tracks will be added.

e Ifyou drag multiple audio files into the track list, choose if you want to place all files on
one track or on different tracks.

e Ifyou drag multiple audio files into the track list, the Import Options dialog opens that
allows you to edit the import options.

RESULT

The new tracks are added at the position that was highlighted by the indicator in the track list.
The audio files are inserted at the cursor position.

RELATED LINKS

MediaBay and Media Rack on page 537

Media Rack in Right Zone on page 537

Import Options Dialog for Audio Files on page 252

Exporting MIDI Tracks as Standard MIDI Files

You can export MIDI tracks as standard MIDI files. This allows you to transfer MIDI material to
virtually any MIDI application on any platform.

PROCEDURE

1. Select File > Export > MIDI File.

2. Inthefile dialog that opens, specify a location and name for the file.
3. Click save.
4

In the Export Options dialog, activate the options for the settings that you want to export,
and click OK.
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RESULT

The MIDI file is exported. It includes the tempo and time signature events of the Tempo Track
Editor or, if the tempo track is deactivated on the Transport panel, the current tempo and time
signature.

NOTE

If you want to include other Inspector settings than those specified in the Export Options, use
Merge MIDI in Loop to convert these settings to real MIDI events.

RELATED LINKS
Export Options Dialog for MIDI Files on page 143
Merging MIDI Events into a New Part on page 653

Export Options Dialog for MIDI Files

The Export Options for MIDI files allow you to specify what data is included in the exported MIDI
files.

e To open the Export Options for MIDI files, select File > Export > MIDI File.

Export Inspector Patch

Includes MIDI patch settings in the Inspector as MIDI bank select and program
change events in the MIDI file.

Export Inspector Volume/Pan
Includes volume and pan settings in the Inspector as MIDI volume and pan events in
the MIDI file.

Export Automation

Includes automation as MIDI controller events in the MIDI file. This also includes
automation recorded with the MIDI Control plug-in.

If you record a continuous controller (CC7, for example) and deactivate Read

Automation for the automation track, only the part data for this controller is exported.
Export Inserts

Includes MIDI modifiers and MIDI inserts in the MIDI file.

Export Sends
Includes MIDI sends in the MIDI file.

Export Markers
Includes markers as standard MIDI file marker events in the MIDI file.

Export as Type 0

Exports a type 0 MIDI file with all data on a single track, but on different MIDI channels.
If you deactivate this option, a type 1 MIDI file with data on separate tracks is exported.
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Export Resolution

Allows you to set a MIDI resolution between 24 and 960 for the MIDI file. The
resolution is the number of pulses, or ticks, per quarter note (PPQ) and determines the
precision with which you will be able to view and edit the MIDI data. The higher the
resolution, the higher the precision. The resolution should be chosen depending on the
application or sequencer with which the MIDI file will be used, because certain
applications and sequencers may not be able to handle certain resolutions.

Export Locator Range
Exports only the range between the left and right locator.

Export includes Delay
Includes delay settings you have made in the Inspector in the MIDI file.

RELATED LINKS

Automation on page 579

Markers on page 300

MIDI Track Parameters on page 634

Merging MIDI Events into a New Part on page 653
Export Options on page 962

Removing Selected Tracks

You can remove selected tracks from the track list.

PROCEDURE
e Select Project > Remove Selected Tracks.
If you delete tracks that are not empty, a warning message is displayed.

NOTE

You can deactivate this message. To reactivate the message, activate Display Warning
before Deleting Non-Empty Tracks in the Preferences dialog (Editing page).

Removing Empty Tracks

You can remove empty tracks from the track list.

PROCEDURE

e Select Project > Remove Empty Tracks.

Moving Tracks in the Track List

You can move tracks up or down in the track list.

PROCEDURE

e Select atrack and drag it up or down in the track list.
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Renaming Tracks

You can rename tracks.

PROCEDURE
1. Double-click the track name and type in a new name for the track.

2. Press Return.

If you want all events on the track to get the same name, hold down any modifier key and
press Return.

AFTER COMPLETING THIS TASK

If the Parts Get Track Names option is activated in the Preferences dialog (Editing page), and
you move an event from one track to another, the moved event will automatically be named
according to its new track.

Automatically Assigning Colors to New Tracks/Channels

You can automatically assign colors to newly added tracks or channels.

PROCEDURE

1. Select Edit > Preferences.

2. Open the User Interface page, and select Track & MixConsole Channel Colors.
3. Open the Auto Track/Channel Color Mode pop-up menu and select an option.
4. Click OK.

RESULT

Any tracks/channels that you added by using Add Track, or by dragging files from the Media
rack to the event display are automatically colorized according to your settings.

RELATED LINKS
User Interface - Track & MixConsole Channel Colors on page 969

Showing Track Pictures

You can add pictures to tracks to recognize your tracks easily. Track pictures are available for
audio, instrument, MIDI, FX channel and group channel tracks.

PREREQUISITE
Adjust the track height to at least 2 rows.

PROCEDURE
1. Right-click any track in the track list.

2. From the track list context menu, select Show Track Pictures.
1 [m[s|01Jazz 125 dry

Track Picture (use Double-Click to Edit)

If you move the mouse to the left on a track, a highlighted rectangle appears.

145



Track Handling
Showing Track Pictures

AFTER COMPLETING THIS TASK
Double-click the rectangle to open the Track Pictures Browser and set up a track picture.

RELATED LINKS
Track Pictures Browser on page 146

Track Pictures Browser

The Track Pictures Browser allows you to set up and select pictures that can be shown in the
track list and in the MixConsole. Track pictures are useful to recognize tracks and channels
easily. You can select pictures from the factory content or add new ones to the user library.

e Toopen the Track Pictures Browser for a track, double-click in the lower left side of the
track list.

Factory
Shows the factory content in the pictures browser.

Pictures browser
Shows the pictures that you can assign to the selected track/channel.

User
Shows your user content in the pictures browser.

Import
Opens a file dialog that allows you to select pictures in bmp, jpeg, or png format and
add them to the user library.

Remove Selected Pictures from User Library
Removes the selected pictures from the user library.

Reset Current Picture
Removes the picture from the selected track/channel.

Show Preview/Hide Preview
Opens/Closes a section with further color and zoom settings.

Track Picture Preview

Shows the current track picture. When you zoom in the picture, you can drag it with the
mouse to change its visible part.
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Track Color
Opens the Color Picker that allows you to select a track color.

Intensity
Allows you to apply the track color to the track picture and set the color intensity.

Zoom
Allows you to change the size of the track picture.

Rotate
Allows you to rotate the track picture.

Setting the Track Height

You can enlarge the track height to show the events on the track in detail, or you can decrease
the height of several tracks to get a better overview of your project.

e To change the height of an individual track, click its lower border in the track list and drag up
or down.

e To change the height of all tracks simultaneously, hold down Ctrl/Cmd, click the lower
border of one track, and drag up or down.

e To set the number of tracks to view in the Project window, use the track zoom menu.

e To set the track height automatically when you select a track, click Edit > Enlarge Selected
Track.

RELATED LINKS
Track Zoom Menu on page 147
Track Controls Settings Dialog on page 99

Track Zoom Menu

The track zoom pop-up menu allows you to set the number of tracks and the track height in the
Project window.

e Toopen the track zoom pop-up menu in the lower right of the Project window, click the
arrow button above the vertical zoom control.

Zoom Tracks 1 Row
Zoom Tracks 2 Rows
Zoom Tracks 3 Rows
Zoom Tracks 4 Rows
Zoom Tracks N Rows
Zoom Tracks Full
Zoom 4 Tracks
Zoom 8 Tracks
Zoom N Tracks

Zoom Tracks Minimal

Snap Track Heights

The following options are available:

Zoom Tracks x Rows
Zooms all track heights to show the specified number of rows.
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Zoom Tracks Full

Zooms all tracks to fit in the active Project window.
Zoom Tracks N Rows

Allows you to set the number of rows to fit in the active Project window.
Zoom x Tracks

Zooms the specified number of tracks to fit in the active Project window.
Zoom N Tracks

Allows you to set the number of tracks to fit in the active Project window.
Zoom Tracks Minimal

Zooms all track heights to the minimum size.

Snap Track Heights
Changes the track height in fixed increments when you resize it.

Selecting Tracks

You can select one or multiple tracks in the track list.

e To select a track, click on it in the track list.
e To select several tracks, Ctrl/Cmd -click several tracks.

e To select a continuous range of tracks, Shift-click the first and last track in a continuous
range of tracks.

Selected tracks are highlighted in the track list.

RELATED LINKS

Track Selection Follows Event Selection on page 952
Scroll to Selected Track on page 955

Select Channel/Track on Solo on page 954

Select Channel/Track on Edit Settings on page 954

Selecting Tracks with Arrow Keys

You can select tracks and events with the Up Arrow key or the Down Arrow key on the
computer keyboard. However, you can make the Up Arrow key and the Down Arrow key
exclusively available for selecting tracks.

e To make the Up Arrow key and the Down Arrow key exclusively available for selecting
tracks, activate Use Up/Down Navigation Commands for Selecting Tracks Only in the
Preferences dialog (Editing page).

The following applies:
e If this option is deactivated and no event/part is selected in the Project window, the
Up Arrow key and the Down Arrow key are used to step through the tracks in the track list.

e If this option is deactivated and an event/part is selected in the Project window, the
Up Arrow key and the Down Arrow key still step through the tracks in the track list - but
on the selected track, the first event/part will automatically be selected as well.

e If this option is activated, the Up Arrow key and the Down Arrow key are only used to
change the track selection - the current event/part selection in the Project window is not
altered.
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Deselecting Tracks

You can deselect tracks that are selected in the track list.

PROCEDURE

e Shift-click a selected track.

RESULT
The track is deselected.

Duplicating Tracks

You can duplicate a track with all contents and channel settings.

PROCEDURE

e Select Project > Duplicate Tracks.

RESULT
The duplicated track appears below the original track.

Disabling Tracks

You can disable audio, instrument, MIDI, and sampler tracks that you do not want to play back or
process at the moment. Disabling a track zeroes its output volume and shuts down all disk
activity and processing for the track.

PROCEDURE

e Right-click in the track list and select Disable Track from the context menu.

RESULT
The track color changes and the corresponding channel in the MixConsole is hidden.

To enable a disabled track and restore all channel settings, right-click in the track list and select
Enable Track.

Organizing Tracks in Folder Tracks

You can organize your tracks in folders by moving tracks into folder tracks. This allows you to
perform editing on several tracks as one entity. Folder tracks can contain any type of track
including other folder tracks.

e To add a folder track, click Add Track in the global track controls area of the track list, and
click Folder.

e To add a folder track and move all selected tracks into it, open the Project menu and from
the Track Folding submenu select Move Selected Tracks to New Folder.

e To move tracks into a folder, select them and drag them into the folder track.
e Toremove tracks from a folder, select them and drag them out of the folder.
e To hide/show tracks in a folder, click the Expand/Collapse Folder button of the folder track.

e To hide/show data on a folder track, open the context menu for the folder track and select an
option from the Show Data on Folder Tracks submenu.

e To mute/solo all tracks in a folder track, click the Mute or Solo button for the folder track.
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NOTE

Hidden tracks are played back as usual.

Moving Tracks to Folder Tracks

You can move your tracks to folder tracks to organize them and to perform editing on several
tracks as one entity. You can move any type of track including other folder tracks to folder tracks.

PROCEDURE

e Select Project > Track Folding > Move Selected Tracks to New Folder.

RESULT
This creates a new folder and moves all selected tracks into it.

NOTE

You can also drag and drop tracks into or out of a folder track.

RELATED LINKS
Folder Tracks on page 127

Handling Overlapping Audio

The basic rule for audio tracks is that each track can only play back a single audio event at a time.
If two or more events overlap, only the one that is in front is played back. You can, however,
select the event/region that you want to play back.

PROCEDURE
e Do one of the following:

e Right-click the audio event in the event display and select the desired event or region
from the To Front or Set to Region submenu.

NOTE

The available options depend on whether you performed a linear or a cycle recording
and the record mode you used. When recording audio in cycle mode, the recorded event
is divided in regions, one for each take.

e Click the middle handle on the lower border of a stacked event and select an entry from
the pop-up menu.

e Inthe track list, activate Show Lanes and select the desired take.

RELATED LINKS
Lanes, Takes and Overlapping Events on page 152

Track Folding Menu

You can show, hide, or invert tracks that are displayed in the Project window event display. This
allows you to divide the project into several parts by creating several folder tracks for the
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different project elements and showing/hiding their contents by selecting a menu function or
using a key command. You can also fold in automation tracks this way.

e Toopen the Track Folding submenu, select Project > Track Folding.
The following options are available:

Toggle Selected Track
Reverses the fold state of the selected track.

Fold Tracks

Folds in all open folder tracks in the Project window.

NOTE

The behavior of this function depends on the Deep Track Folding setting in the
Preferences dialog.

Unfold Tracks
Unfolds all folder tracks in the Project window.

NOTE

The behavior of this function depends on the Deep Track Folding setting in the
Preferences dialog.

Flip Fold States

Flips the fold states of the tracks in the Project window. This means that all tracks that
were folded in will be unfolded and all unfolded tracks will be folded in.

Move Selected Tracks to New Folder

Moves all selected tracks to the folder track. This menu option is available if at least
one folder track is available.

NOTE

e You can assign key commands for these menu options in the Key Commands dialog in the
Project category.

e Ifyou activate Deep Track Folding in the Preferences dialog (Editing—Project &
MixConsole page), track folding is applied to all subelements of the tracks.

Events Display on Folder Tracks

Closed folder tracks can display data of the contained audio, MIDI, and instrument tracks as data
blocks or as events.

When you close folder tracks, the contents of the contained tracks are displayed as data blocks or
events. Depending on the folder track height, the display of the events can be more or less
detailed.

Modifying Event Display on Folder Tracks

You can modify the event display on folder tracks.

PROCEDURE
1. Right-click the folder track.

2. On the context menu, select Show Data on Folder Tracks.
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You have the following options:
e Always Show Data
Displays data blocks or event details always.
e Never Show Data
Displays nothing.
e Hide Data When Expanded
Hides the display of events when you open folder tracks.
e Show Event Details
Displays event details instead of data blocks.

NOTE

You can change these settings in the Preferences dialog (Event Display—Folders page).

RELATED LINKS
Event Display - Folders on page 958

Lanes, Takes and Overlapping Events

In the following, we focus on cycle recordings with takes. However, you can also apply lane
operations and comping methods on overlapping events or parts that you assemble on one
track.

If you perform a cycle recording in the Keep History or Cycle History + Replace modes (audio)
or in the Stacked or Mix-Stacked modes (MIDI), the recorded cycle laps are shown on the track
with the last recorded take active and on top.

The Show Lanes mode gives you a good overview of all your takes. If you activate the Show
Lanes button, the recorded takes are shown on separate lanes.
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Lanes are handled differently, depending on whether you work with audio or MIDI:

Audio

As each audio track can only play back one single audio event at a time, you only hear
the take that is activated for playback, for example, the last lap of a cycle recording.

MIDI

Overlapping MIDI takes (parts) can be played back simultaneously. If you recorded in
Mix-Stacked mode, you hear all takes from all cycle laps.

Lanes can be reordered, sized, and zoomed like regular tracks.

To solo a lane, you can activate the Solo button for it. This allows you to hear the lane in the
project context. If you want to hear the take without the project context, you also have to activate
the main track’s Solo button.

152



Track Handling
Lanes, Takes and Overlapping Events

Assembling a Perfect Take

You can play back, split, and activate takes to combine the best parts of your recording in a final
take.

PROCEDURE

1. Select the Comp tool or the Object Selection tool.

2. Bring a take to the front to select it for playback, and listen to it.
3. Audition different takes to compare them in more detail.
4

If necessary, split your takes into smaller sections, create new ranges, and bring them to the
front.

5. Proceed until you are satisfied with the result.

AFTER COMPLETING THIS TASK
After assembling your perfect take, you can improve your take.

e To automatically resolve overlaps and remove empty lanes, right-click the track and select
Clean Up Lanes.

For audio, proceed as follows:

e Apply auto fades and crossfades to the comped takes.

e To put all takes on a single lane, and remove all takes in the background, select all takes and
select Audio > Advanced > Delete Overlaps.

e To create a new and continuous event of all selected takes, select Audio > Bounce Selection.
For MIDI, proceed as follows:
e Open your takes in a MIDI editor to perform fine adjustments like removing or editing notes.

e To create a new and continuous part of all selected takes that is placed on a single lane,
select all takes and select MIDI > Bounce MIDI.

e Tocreate a new part and place it on a new track, select MIDI > Merge MIDI in Loop.
Finally, clean up the lanes as follows:

e Right-click a track and select Create Tracks from Lanes.
The lane is converted into a new track.

Assembling Operations

Unless otherwise stated, all operations can be performed in the Project window and in the Audio
Part Editor. Snap is taken into account, and all operations can be undone.

To assemble a perfect take, you can use the Comp tool, the Object Selection tool, or the Range
Selection tool.
e The Comp tool modifies all takes on all lanes simultaneously.

This is useful if the recorded takes have the same start and end positions.

e The Object Selection tool and the Range Selection tool affect single takes on individual
lanes.

If this is not what you want, you can either perform your edits on the main track or use the
Comp tool.

NOTE

If you assemble stacked events on an audio track, deactivate Treat Muted Audio Events like
Deleted in the Preferences dialog (Editing—Audio page).
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You can perform the following operations:

Assembling Operations

(Project window only)

a take.

Operation Comp tool Object Selection/Range
Selection tool
Select Hold down Shift and click on | Click on a take.

Bring to front

Click on a take. Click twice to
toggle.

Position the mouse pointer
over the middle of the lower
border of a take until it
changes to a Comp symbol,
and click. Click twice to toggle.

For MIDI this mutes/unmutes
a take.

Comping

(create a new range and bring
it to front, Project window
only)

Click and drag on a lane. All
takes are split at the range
start and end.

If the audio takes are adjacent
without gaps or fades and the
material itself matches, the
takes are merged within the
range.

Audition

Press Ctrl/Cmd to activate
the Speaker tool and click at
the position where you want
playback to start.

See left.

Move

Click and drag on the main
track.

Click and drag on any lane.

Resize

Drag the resize handles. All
takes with the same start and
end positions are affected.
Resizing is constrained to the
end or start of the adjacent
takes. This ensures that you
do not create overlaps
accidentally.

Drag the resize handles.

Correct timing

(Slip Event)

Select a take, hold down Alt/
Opt - Shift (the tool modifier
for Slip Event) and drag with

the mouse.

See left.
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Operation Comp tool Object Selection/Range
Selection tool

Split Alt/Opt-click on a take. If you | See left.
split a MIDI part and the split
position intersects one or
several MIDI notes, the result
depends on the Split MIDI
Events option in the
Preferences dialog (Editing—
MIDI page).

Adjust splits Position the mouse pointer See left.
over a split and drag to the
left or to the right.

splits that you want to glue,
and double-click.

Gluing splits Bring a new range to front. Select a range spanning all the

RELATED LINKS
Splitting Events on page 183

Defining the Track Time Base

The time base of a track determines if the events on a track are positioned to bars and beats
(musical time base) or to the timeline (linear time base). Changing the playback tempo affects
only the time position of events on tracks with a musical time base.

PROCEDURE
e Inthe track list, click Toggle Timebase [4] to change the time base.

RESULT
Musical time base is indicated by a note symbol:
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Linear time base is indicated by a clock symbol:
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NOTE

Switching between linear and musical time base results in a very small loss of positioning
precision. Therefore, you should avoid switching repeatedly between the two modes.

RELATED LINKS
Editing Tempo and Time Signature on page 843
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Track Versions

Track versions allow you to create and manage multiple versions of events and parts on the
same track.

Track versions are available for audio, MIDI, and instrument tracks. You can also have track
versions of the chord track, the signature track, and the tempo track.

Track versions are useful for the following tasks:

e Starting new recordings from scratch.
e Comparing different takes and comps.
e Managing takes that were recorded in a multi-track recording.

NOTE

Track versions are not available for automation tracks.

Track versions are included in track archives and project backups.

The track version key commands can be found in the Track Versions category of the Key
Commands dialog.

Track Versions Pop-Up Menu

The Track Versions pop-up menu is available for all track types that support track versions. It
contains the most important functions for managing track versions and a track versions list.

e Toopen the Track Versions pop-up menu for a track, click the arrow to the right of the track
name.
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The following options are available:

Track Version list
Lists all track versions of the track for which you opened the Track Versions pop-up
menu and allows you to activate a track version.

New Version
Creates a new, empty track version for all selected tracks.

Duplicate Version
Creates a copy of the active track version for all selected tracks.

Rename Version
Opens a dialog that allows you to change the track version name for the selected
tracks.

Delete Version
Deletes the active track version for all selected tracks. This is only available if the track
has more than one track version.

Select Tracks with Same Version ID
Selects all tracks that have a track version with the same ID.

Show Version Name in Track List
Shows/Hides the version name next to the track name in the track list.
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Track Versions Section

The Track Versions section in the Inspector allows you to view and manage track versions for a
selected track. It is available for audio tracks, MIDI tracks, instrument tracks, the sampler track
and the chord track.

e Toopen the Track Versions section for a track, select the track, and in the Inspector, click
the Track Versions section.

¥ Track Versions

Name

O i
O w

New Version
Duplicate Version

Dielete Version

Track Version Indicator
Indicates that more than one track version exists.

Name

Shows the version name. Double-click to change it. The name will be changed for all
selected tracks.

ID
Shows the track version ID.

Track Version list
Lists all track versions and allows you to activate one of them for all selected tracks.

New Version
Creates a new, empty track version for all selected tracks.

Duplicate Version
Creates a copy of the active track version for all selected tracks.

Delete Version

Deletes the active track version for all selected tracks. This function is only available if
the track has more than one track version.

Creating New Track Versions

You can create new, empty track versions for selected tracks.

PROCEDURE
1. Inthe track list, select the tracks for which you want to create a new track version.

2. Select Project > Track Versions > New Version.

NOTE

You can also use the Track Versions section in the Inspector (only available for audio tracks,
MIDI tracks, instrument tracks, and the chord track) or the Track Versions pop-up menu in
the track list to create a new track version.
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RESULT

The event display shows a new, empty track version. Events of previous track versions are
hidden. The track list shows a default version name.

Track Version IDs

All track versions are automatically assigned an ID. Track versions that are created together get
the same track version ID and can be selected together.

In the Track Versions section in the Inspector, the track version ID is shown in the ID column of
the track version list.

In the track list, you can open the Track Versions pop-up menu to see the track version ID.

Selecting Tracks by Track Version ID

You can simultaneously select all tracks that share the same track version ID.

PROCEDURE
1. Activate the track version.

2. Select Project > Track Versions > Select Tracks with Same Version ID.

RESULT
All tracks that have track versions with the same ID are selected.

Assigning a Common ID

Track versions on different tracks that were not created together have different track version IDs.
Track versions with different IDs cannot be activated together. To do this, you must assign a new
version ID to these tracks.

PROCEDURE

1. Select the tracks and activate the track versions to which you want to assign a common
version ID.

2. Select Project > Track Versions > Assign Common Version ID.

RESULT

A new ID is assigned to all active track versions on the selected tracks. The tracks are now
marked as belonging together. You can now activate them together.

Active Track Version

If you created more than one track version for a track, you can show the events of a specific track
version in the event display. This process is referred to as activating track versions.

Activating Track Versions

You can activate one of your track versions. This also shows its events in the event display.

PROCEDURE

1. Click the arrow to the right of the track name to open the Track Versions pop-up menu.

158



Track Handling
Track Versions

(M5 ) Clarinet 3) 1 I S |
@ JE AR w)p VY
I V2 [id:2] %
Bass v v3[id:3]
Rhythms v4 [id:4]
VST Instruments New Version Ctrl+Shift+N
Input/Output Channels Duplicate Version Ctrl+Shift+D
Blue Drag (Myrow) - ...5) Rename Version
Blue Drag (Myrow) - ...5) Delete Version

Select Tracks with Same Version ID

~  Show Version Name in Track List

Select the track version that you want to activate.

Optional: Activate Show Version Name in Track List.
This shows the version name next to the track name in the track list.

RESULT
The selected version is activated and its events are shown in the event display.

NOTE

If you work with audio tracks, MIDI tracks, instrument tracks, the sampler track or the chord
track, you can also use the Track Versions section of the Inspector to activate a track version.

RELATED LINKS
Track Versions Pop-Up Menu on page 156
Track Version Names on page 161

Activating Track Versions on Multiple Tracks

You can simultaneously activate track versions on multiple tracks if these track versions share the
same ID.

PROCEDURE

1. Select all tracks for which you want to activate a specific track version.

2. Click the arrow to the right of a track name to open the Track Versions pop-up menu.
3. Select the track version that you want to activate from the list.

RESULT

The selected track version is activated for all selected tracks, and the corresponding events are
shown in the event display.

NOTE

If you work with audio tracks, MIDI tracks, instrument tracks, or the chord track, you can also use
the Track Versions section of the Inspector to activate a track version.

Duplicating Track Versions

You can duplicate a track version by creating a new track version that contains a copy of the
active track version.

PROCEDURE

1. Inthe track list, select the tracks and activate the track version that you want to duplicate.
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2. Select Project > Track Versions > Duplicate Version.
In the event display, a duplicate track version is displayed. In the track list, a default version
name for the duplicate is shown.

NOTE

You can also use the Track Versions section of the Inspector for audio tracks, MIDI tracks,
instrument tracks, and chord tracks or the Track Versions pop-up menu in the track list to
duplicate a track version.

Deleting Track Versions

You can delete track versions that you no longer need.

PROCEDURE
1. Select the tracks and activate the track versions that you want to delete.

2. Select Project > Track Versions > Delete Version.

NOTE

You can also use the Track Versions section of the Inspector for audio tracks, MIDI tracks,
instrument tracks, and chord tracks or the Track Versions pop-up menu in the track list to
delete the active track version for selected tracks.

Copying and Pasting Selection Ranges Between Track Versions
You can copy and paste ranges between different track versions, even across multiple tracks.

PREREQUISITE
You have at least 2 track versions.

PROCEDURE

1. Select the Range Selection tool.

2. Select a range of the track version that you want to copy.

3. Select Edit > Copy.

4. Activate the track version into which you want to insert the copied range.
5. Select Edit > Paste.

RESULT

The copied range from the first track version is pasted to the second track version at the exact
same position.

NOTE

If you want to perform more complicated comping tasks, we recommend that you select
Project > Track Versions > Create Lanes from Versions and proceed with the Comp tool.
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Copying and Pasting Selected Events between Track Versions

You can copy and paste selected events between different track versions, even across multiple
tracks.
PREREQUISITE

You have at least 2 track versions, and you have split the corresponding events with the Split
tool, for example.

PROCEDURE

1. Select the Object Selection tool.

Select the events that you want to copy.
Select Edit > Copy.

Activate the track version into which you want to insert the copied events.

v kN

Select Edit > Functions > Paste at Origin.
This ensures that the events are inserted at the exact same position.

RESULT

The copied events from the first track version are pasted to the second track version at the exact
same position.

Track Version Names

Each track version has a default track version name.

If more than one version is available for the track, the track version name is shown in the track
list and in the Track Versions section in the Inspector. By default, track versions are named v1,
v2, etc. However, you can rename each track version to your liking.

NOTE

You can show/hide the version name next to the track name in the track list by activating/
deactivating Show Version Name in Track List in the Track Versions pop-up menu for a track.

RELATED LINKS
Track Versions Pop-Up Menu on page 156

Renaming a Track Version

You can rename track versions.

PROCEDURE

e Inthe Track Versions section in the Inspector, double-click the track version name and
enter a new name.

The name is changed. If the available space in the track list is too small, the name is
abbreviated automatically.

¥ Track Versions
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Renaming Track Versions on Multiple Tracks

You can rename track versions on multiple tracks.

PROCEDURE
1. Activate all track versions that you want to rename, and select the corresponding tracks.
2. Select Project > Track Versions > Rename Version.

3. Enter a new track version name and click OK.

RESULT
In the track list, the new track version name is shown.

NOTE

If you want to assign the same ID to track versions, select Project > Track Versions > Assign
Common Version ID.

Track Versions vs. Lanes

Track versions and lanes are individual features that complement each other. Every track version
can have its own set of lanes.

Creating Lanes from Track Versions

If your project contains track versions and you want to continue working with lanes, using the
Comp tool, for example, you can create lanes from track versions.

PROCEDURE
1. Select the tracks for which you want to create lanes.

2. Select Project > Track Versions > Create Lanes from Versions.

A new track version named Lanes from Version is added. This track version contains all
track versions on separate lanes. The original track versions are kept. Lanes that you create
from MIDI track versions are muted.

3. Inthe track list or in the Inspector, activate the Show Lanes button for the track.

On the Project window toolbar, activate the Comp tool and continue as usual.

Creating Track Versions from Lanes

If your project contains lanes and you want to continue working with the track version functions,
you can create track versions from lanes.

PROCEDURE

1. Select the tracks for which you want to create track versions.
If you only want to convert specific lanes, select these lanes.

2. Select Project > Track Versions > Create Versions from Lanes.
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RESULT

New track versions are added, one for each separate lane. The original lanes are kept. Any
crossfades that you have created between different lanes are discarded.

Track Presets

Track presets are templates that can be applied to newly created or existing tracks of the same
type.

You can create them from virtually all track types (audio, MIDI, instrument, sampler, group, FX,
VST instrument return, input, and output channels). They contain sound and channel settings,
and allow you to quickly browse, preview, select, and change sounds, or reuse channel settings
across projects.

Track presets are organized in the MediaBay. There, you can categorize them with attributes.
When you apply a track preset, all the settings that are saved in the preset are applied.

Track presets can only be applied to tracks of their own type. The only exception are instrument
tracks: for these, VST presets are also available.

NOTE

e Once atrack preset is applied, you cannot undo the changes. It is not possible to remove an
applied preset from a track and return to the previous state. If you are not satisfied with the
track settings, you have to either edit the settings manually or apply another preset.

e Applying VST presets to instrument tracks leads to removal of modifiers, MIDI inserts,
inserts, or EQs. These settings are not stored in VST presets.

Audio Track Presets

Track presets for audio tracks, group tracks, FX tracks, VST instrument channels, input channels,
and output channels include all settings that define the sound.

You can use the factory presets as a starting point for your own editing and save the audio
settings that you optimized for an artist that you often work with as a preset for future
recordings.

The following data is saved in audio track presets:

e Insert effects settings (including VST effect presets)
e EQ settings

e Volume and pan

e Input gain and phase

NOTE

To access the track presets functions for input and output channels, activate the Write buttons
for input and output channels in the MixConsole. This creates input and output channel tracks in
the track list.

MIDI Track Presets

You can use MIDI track presets for multitimbral VST instruments.
When creating MIDI track presets, you can either include the channel or the patch.

The following data is saved in MIDI track presets:
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e MIDI modifiers (Transpose, etc.)

e MIDIinsert effects

e Output and Channel or Program Change
e Input Transformer settings

e Volume and pan

e Staff settings

e Color settings

e Drum map settings

Creating a Track Preset

You can create a track preset from a single track or from a combination of tracks.

PROCEDURE
1. Inthe Project window, select one or more tracks.
2. Inthe track list, right-click one of the selected tracks and select Save Track Preset.

3. Inthe New Preset section, enter a name for the new preset.

NOTE

You can also define attributes for the preset.

4. Click OK to save the preset and exit the dialog.

RESULT

Track presets are saved within the application folder in the track presets folder. They are saved in
default subfolders named according to their track type: audio, MIDI, instrument, and multi.

RELATED LINKS
Attribute Inspector on page 567

Loading Presets for Tracks

You can choose from a variety of track presets.

PROCEDURE
1. Inthe Inspector, click the Preset Management icon on the right of the Inserts section.
2. Select From Track Preset.

3. Inthe Results browser, double-click a track preset to apply it.

RELATED LINKS
Track Presets on page 163

Loading Presets for VST Instruments

When working with VST instruments, you can choose from a variety of presets via the Results
browser.

PROCEDURE
1. Inthe track list, right-click the instrument track and select Load Track Preset.
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2. Inthe Results browser, double-click a preset to apply it.

Instrument Track Presets

Instrument track presets offer both MIDI and audio features and are the best choice when
handling sounds of simple, mono-timbral VST instruments.

Use instrument track presets for auditioning your tracks or saving your preferred sound settings,
for example. You can also extract sounds from instrument track presets for use in instrument
tracks.

The following data is saved in instrument track presets:

e Audio insert effects

e Audio EQ

e Audio volume and pan

e Audio input gain and phase

e MIDIinsert effects

e MIDI track parameters

e Input Transformer settings

e The VST instrument used for the track
e Staff settings

e Color settings

e Drum map settings

VST Presets

VST instrument presets behave like instrument track presets. You can extract sounds from VST
presets for use in instrument tracks.

The following data is saved in VST instrument presets:

e VSTinstrument

e VST instrument settings

NOTE

Modifiers, inserts, and EQ settings are not saved.

VST effect plug-ins are available in VST 3 and VST 2 format.
NOTE

In this manual, VST presets stands for VST 3 instrument presets, unless stated otherwise.

Extracting the Sound from an Instrument Track or VST Preset

For instrument tracks, you can extract the sound of an instrument track preset or VST preset.

PROCEDURE
1. Select the instrument track to which you want to apply a sound.
2. Inthe Inspector, click Extract Sound from Track Preset.

3. Inthe preset browser, select an instrument track preset or VST preset.
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4. Double-click the preset to load the settings.

RESULT

The VST instrument and its settings (but no inserts, EQs, or modifiers) on the existing track are
overwritten with the data of the track preset. The previous VST instrument for this instrument
track is removed and the new VST instrument with its settings is set up for the instrument track.

Multi-Track Presets

You can use multi-track presets, for example, when recording setups that require several
microphones (a drum set or a choir, where you always record under the same conditions), and
you have to edit the resulting tracks in a similar way. Furthermore, they can be used when
working with layered tracks, where you use several tracks to generate a certain sound instead of
manipulating only one track.

If you select more than one track when creating a track preset, the settings of all selected tracks
are saved as one multi-track preset. Multi-track presets can only be applied if the target tracks
are of the same type, number, and sequence as the tracks in the track preset, therefore, they
should be used in recurring situations with similar tracks and settings.

Loading Multi-Track Presets

You can apply multi-track presets to several selected tracks.

PROCEDURE
1. Inthe Project window, select several tracks.
NOTE

Multi-track presets can only be applied if track type, number, and sequence are identical for
the selected tracks and the track preset.

In the track list, right-click a track and select Load Track Preset.
In the preset browser, select a multi-track preset.
Double-click the preset to load it.

RESULT
The preset is applied.

Sampler Track Presets

You can use sampler track presets to reuse created sounds in later projects or newly created
sampler tracks.

The following data is saved in sampler track presets:

e Audio insert effects

e Audio EQ

e Audio volume and pan

e Audio input gain and phase
e MIDIinsert effects

e  MIDI track parameters

e Input Transformer settings
e Color settings
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RELATED LINKS
Sampler Tracks on page 112

Creating a Sampler Track Preset

You can create a sampler track preset from a sampler track or you can use the Sampler Control

toolbar.
PROCEDURE
1. Inthe Sampler Control toolbar, click Preset Management &.

2. Click Save Track Preset.

3. Inthe Save Track Preset dialog, type in a name for the new preset.
4. Click OK to save the preset and exit the dialog.

RESULT

The new sampler track preset is saved. It is displayed in the Preset Name field on the info line.
Sampler track presets are saved within the application folder in the sampler track presets folder.

RELATED LINKS
Creating a Track Preset on page 164

Pattern Banks

Pattern banks are presets that are created for the Beat Designer MIDI effect.

They behave much like track presets.

RELATED LINKS
Pattern Banks Previewer on page 562
Track Presets on page 163

Loading Track or VST Presets

You can apply track or VST presets to selected tracks.

PROCEDURE
1. Inthe Project window, select a track.
2. Do one of the following:
e Inthe Inspector, click Load Track Preset.
e Inthe track list, right-click the track and select Load Track Preset.
e Inthe Sampler Control toolbar, click the Preset Management button next to the
Preset Name field and select Load Track Preset.
3. Inthe preset browser, select a track, VST, or sampler track preset.
Double-click the preset to load it.
RESULT

The preset is applied.
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NOTE

You can also drag and drop track presets from the MediaBay or the File Explorer/macOS Finder
onto a track of the same type.

RELATED LINKS
Filters Section on page 563

Loading Inserts and EQ from Track Presets

Instead of loading complete track presets, you can also apply insert or equalizer settings from
track presets.

PROCEDURE

1. Select a track, open the Inspector or the Channel Settings window, and click the Preset
Management button on the Inserts or Equalizer section.

Select From Track Preset.
In the preset browser, select a track preset.
Double-click the preset to load the settings.

Track Quick Control Presets

For audio, instrument, MIDI, FX, and group tracks, you can save and load your own Quick
Control assignments as presets or use the factory presets.

Saving/Loading Track Quick Control Assignments as Presets

You can save track quick control assignment, as presets and load them later or in other projects.

PROCEDURE

1. Inthe Inspector for your track, open the Quick Controls section.

For instrument tracks, the track quick controls are set to the 8 default VST quick controls of
the loaded instrument by default.

2. C(lick Preset Management in the top right corner of the Quick Controls section and select
one of the presets.

Teerye | BT

Volume/ Pan/ Pre-Filter/ Sends
EQ Band 1/ EQ Band 4
EQ Band 2/ EQ Band 3

Sends Level

qcpreset
Remove All QC Assignments

Save Preset...
Remove Preset
Rename Preset

The Track Quick Control assignment changes and gives you access to the channel
parameters.
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NOTE

You can also make your own assignments and save them as presets, and delete, rename, or
reset the presets to the default assignments.
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Parts and events are the basic building blocks in Cubase.

Events

In Cubase, most event types can be viewed and edited on their specific tracks in the Project
window.

Events can be added by importing or recording.

RELATED LINKS
Audio Regions on page 172
MIDI Events on page 173

Audio Events

Audio events are created automatically when you record or import audio in the Project window.
You can view and edit audio events in the Project window and in the Sample Editor.

An audio event triggers the playback of the corresponding audio clip. By adjusting the Offset
and the Length values of the event, you can determine which section of the audio clip is played
back. The audio clip itself remains unchanged.

RELATED LINKS

Project Window on page 32

Sample Editor on page 418

Audio Files and Audio Clips on page 171
Basic Recording Methods on page 231

Creating Audio Events

You can create audio events by recording or importing audio into the Project window.

PROCEDURE
e Do one of the following:
e Record some audio.

e Select File > Import > Audio File to import an audio file from your hard disk or any
external storage device.

e Select File > Import > Audio CD to import an audio file from an audio CD.

e Select File > Import > Audio from Video File to import the audio from a video file on
your hard disk or any external storage device.

e Drag an audio file from the MediaBay, the Audio Part Editor, or the Sample Editor, and
drop it in the event display.

e Copy an event from a different Cubase project and paste it in the event display.
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RELATED LINKS

Basic Recording Methods on page 231

Audio File Import on page 252

Importing Audio CD Tracks on page 255
Importing Audio from Video Files on page 258
MediaBay and Media Rack on page 537

Audio Part Editor on page 483

Sample Editor on page 418

Creating New Files From Events

An audio event plays a section of an audio clip, which in turn refers to one or more audio files on
the hard disk. However, you can create a new file that consists only of the section that is played
by the event.

PROCEDURE
1. Select one or several audio events.

2. Setup fadein, fade out, and event volume.
These settings will be applied to the new file.

3. Select Audio > Bounce Selection.
You are asked whether you want to replace the selected event or not.

4. Do one of the following:
e To create a new file that only contains the audio in the original event, click Replace.

e Tocreate a new file and add a clip for the new file to the Pool, click No.

RESULT
If you clicked Replace, a clip for the new file is added to the Pool, and the original event is
replaced by a new event playing the new clip.

If you clicked No, the original event is not replaced.

NOTE

You can also apply the Bounce Selection function to audio parts. In that case, the audio from all
events in the part is combined to a single audio file. If you select Replace when asked, the part is
replaced with a single audio event playing a clip of the new file.

RELATED LINKS
Event-Based Fades on page 271

Audio Files and Audio Clips
In Cubase, audio editing and processing are non-destructive.

When you edit or process audio in the Project window, the audio file on the hard disk remains
untouched. Instead, your changes are saved to an audio clip that is automatically created on
import or during recording, and that refers to the audio file. This allows you to undo changes or
revert to the original version.

If you apply processing to a specific section of an audio clip, a new audio file that contains only
this section is created. The processing is applied to the new audio file only and the audio clip is
automatically adjusted, so that it refers both to the original file and to the new, processed file.
During playback, the program will switch between the original file and the processed file at the
correct positions. You will hear this as a single recording, with processing applied to one section
only.
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This allows you to undo processing at a later stage, and to apply different processing to different
audio clips that refer to the same original file.

You can view and edit audio clips in the Pool.
RELATED LINKS
Pool on page 519

Audio Regions on page 172
Replacing Clips in Events on page 172

Replacing Clips in Events

You can replace the clips in audio events.

PROCEDURE
e Do one of the following:

e Hold down Shift, drag an audio file from the File Explorer/macOS Finder, and drop it on
the event.

e C(lick a clip in the Pool, hold down Shift, and drop it on the event.

RESULT

The clip in the event is replaced. However, the event edits remain unchanged. If the new clip is
shorter than the replaced clip, the length of the event is adapted. If the new clip is longer than
the replaced clip, the length of the event stays the same.

RELATED LINKS
Inserting Clips into a Project via Drag and Drop on page 525

Audio Regions

Cubase allows you to create audio regions within audio clips to mark important sections in the
audio.

You can view audio regions in the Pool. You can create and edit them in the Sample Editor.

NOTE

If you want to use one audio file in different contexts, or if you want to create several loops from
one audio file, convert the corresponding regions of the audio clip to events and bounce them
into separate audio files. This is necessary because different events that refer to the same clip
access the same clip information.

RELATED LINKS
Pool on page 519
Regions List on page 435

Creating Regions

You can create regions from several selected audio events or from selection ranges.

PROCEDURE
1. Select several audio events or selection ranges.
2. Select Audio > Advanced > Event or Range as Region.

3. Inthe Create Regions dialog, enter a name for the regions, and click OK.
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RESULT

Aregion is created in the corresponding clip, with the start and end position of the region
determined by the start and end position of the event or selection range within the clip.

RELATED LINKS
Creating Regions on page 435

Creating Events from Regions

You can create events from regions. These replace the original event.

PROCEDURE
1. Select an audio event whose clip contains regions within the boundaries of the event.
2. Select Audio > Advanced > Events from Regions.

RESULT

The original event is removed and replaced by events positioned and sized according to the
regions.

MIDI Events

MIDI events are created automatically when you record or import MIDI in the Project window.

The In-Place Editor allows you to view and edit MIDI events in the Project window. You can also
view and edit MIDI events in the Key Editor, the Drum Editor, List Editor, or the Score Editor.

RELATED LINKS

Project Window on page 32

In-Place Editor on page 765

List Editor on page 752

Key Editor on page 691

Drum Editor on page 732

Score Editor on page 719

Basic Recording Methods on page 231

Creating MIDI Events

You can create MIDI events by recording or importing MIDI into the Project window.

PROCEDURE
e Do one of the following:
e Record MIDI.
e Select File > Import > MIDI File to import a MIDI file from your hard disk.

e Drag a MIDI file from the File Explorer/macOS Finder, from one of the MIDI editors, or
from the MediaBay, and drop it in the event display.

e Copy an event from a different Cubase project and paste it in the event display.

RELATED LINKS

Basic Recording Methods on page 231
Importing MIDI Files on page 260

MIDI Editors on page 662

MediaBay and Media Rack on page 537
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Parts

Parts are containers for MIDI or audio events, and for tracks.

RELATED LINKS

Audio Parts on page 174
MIDI Parts on page 174
Folder Parts on page 174

Audio Parts

Audio parts are containers for audio events. If you want to treat several audio events as one unit
in the Project window, you can convert them to a part.

You can create audio parts in the following ways:

e Select the Draw tool and draw on the audio track.
e Press Alt/Opt, select the Object Selection tool, and draw on the audio track.

e Select the Object Selection tool and double-click on the audio track, between the left and
right locator.

e Select several audio events on an audio track and select Audio > Events to Part.
NOTE
To make the events appear as independent objects on the track again, select the part and select

Audio > Dissolve Part.

RELATED LINKS
Audio Part Editor on page 483

MIDI Parts

A MIDI part is automatically created when you record. It contains the recorded events.
However, you can also create empty MIDI parts in the following ways:

e Select the Draw tool and draw on the MIDI track.

e Press Alt/Opt, select the Object Selection tool and draw on the MIDI track.

e Select the Object Selection tool and double-click on the MIDI track, between the left and
right locator.

Folder Parts

Afolder part is a graphic representation of events and parts on the tracks in the folder.

Folder parts indicate the time position as well as the vertical track position. If part colors are
used, these are also shown in the folder part.

Any editing that you perform to a folder part affects all the events and parts it contains. Tracks
inside a folder can be edited as one entity.
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NOTE

If you want to edit the individual tracks within the folder, you can double-click the folder part.
This opens the editors for the events and parts that are present on the tracks.

RELATED LINKS
Event Colors Menu on page 663

Editing Techniques for Parts and Events

This section describes techniques for editing in the Project window. If not explicitly stated, all
descriptions apply to both events and parts, even though we use the term event for convenience.

In the Project window, you can edit events using the following techniques:
e By selecting and using one of the tools in the Project window toolbar.

NOTE

Some editing tools feature additional functions if you press modifier keys. You can customize
the default modifier keys in the Preferences dialog (Editing—Tool Modifiers page).

e By opening the Edit menu and selecting one of the functions.
e By editing on the info line.

e By using a key command.

NOTE

Snap is taken into account.

RELATED LINKS
Editing - Tool Modifiers on page 955

Auditioning Audio Parts and Events

You can audition audio parts and events in the Project window by using the Audition tool.

PROCEDURE
1. Click Play and select Play.
2. Click where you want playback to start, and keep the mouse button pressed.

3. Optional: Select Media > MediaBay, and in the Previewer section, adjust the Preview Level.

RESULT

The track on which you click is played back, starting at the click position. Playback is stopped
when you release the mouse button.

NOTE

When auditioning, the Main Mix bus is always used for monitoring.

RELATED LINKS
Project Window Toolbar on page 34
Previewer Section on page 558
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Scrubbing
The Scrub tool allows you to locate positions in events by playing back, forwards or backwards.
PROCEDURE
1. Click Play.
2. Click again to open a pop-up menu.
3. Select Scrub.
4. Click the event and keep the mouse button pressed.
5. Dragto the left or right.

RESULT

The project cursor moves correspondingly and the event is played back. The speed and the pitch
of the playback depend on how fast you move the mouse.

NOTE

Insert effects are bypassed when scrubbing with the mouse.

RELATED LINKS
Project Window Toolbar on page 34

Scrub Tool

Scrubbing can be quite a burden on your system. If playback problems occur, open the
Preferences dialog (Transport—Scrub page), and deactivate Use High Quality Scrub Mode.
This lowers the resampling quality, but makes scrubbing less demanding on the processor,
especially in large projects.

In the Preferences dialog (Transport—Scrub page), you can also adjust the Scrub volume.

Selecting with the Object Selection Tool

PROCEDURE
1. Click Object Selection.

2. Inthe eventdisplay, click the events that you want to select.

NOTE

You can also use the Up Arrow, Down Arrow, Left Arrow or Right Arrow keys on the
computer keyboard to select the event on the upper or lower track or the previous or next
event on the same track.

RELATED LINKS
Project Window Toolbar on page 34
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Combine Selection Tools Mode

The Combine Selection Tools mode allows you to combine the Object Selection tool and the
Range Selection tool. This is useful in situations where you often switch between these tools.

If you activate Combine Selection Tools on the Project window toolbar and the track height is
set to at least 2 rows, the vertical track height of each track is divided into two areas. The mouse
pointer changes automatically from Object Selection to Range Selection tool and vice versa
according to the track area where you click.

e If you move the mouse pointer to the upper area of the track, the Range Selection tool is
activated, and you can select ranges that are independent from event and part boundaries.

37/ rs2xau /v

e If you move the mouse pointer to the lower area of the track, the Object Selection tool is
activated, and you can select entire events or parts.

NOTE

You can also activate/deactivate the Combine Selection Tools mode by pressing Alt-Shift-1.

RELATED LINKS

Project Window Toolbar on page 34

Setting the Track Height on page 147

Creating a Selection Range on page 191

Resizing Events with the Object Selection Tool - Normal Sizing on page 181

Resizing Events with the Object Selection Tool - Sizing Moves Contents on page 182
Resizing Events with the Object Selection Tool - Sizing Applies Time Stretch on page 182

Select Submenu

If the Object Selection tool is selected, the Select submenu features specific options for
selecting events in the Project window.

e To open the Select submenu, select Edit > Select.

All
Selects all events in the Project window.
None
Deselects all events in the Project window.
Invert
Inverts the selection. All selected events are deselected and all events that were not
selected are selected instead.
In Loop

Selects all events that are partly or wholly between the left and right locator.

From Start to Cursor
Selects all events that end to the left of the project cursor.
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From Cursor to End
Selects all events that start to the right of the project cursor.

Equal Pitch all Octaves/Equal Pitch same Octave
These functions are available in the MIDI editors and the Sample Editor.

Select Controllers in Note Range
This function is available in the MIDI editors.

All on Selected Tracks
Selects all events on the selected track.

Events under Cursor

Automatically selects all events on the selected tracks that are touched by the project
cursor.

Select Event
This function is available in the Sample Editor.

Left Selection Side to Cursor/Right Selection Side to Cursor
These functions are only used for range selection editing.

NOTE

When the Range Selection tool is selected, the Select submenu features different functions.

RELATED LINKS
Select Menu for Selection Ranges on page 191
Range Editing on page 431

Removing Events

You can remove events from the Project window.

PROCEDURE

e Toremove an event from the Project window, do one of the following:
e On the Project window toolbar, activate Erase and click the event.
e Inthe event display, select the events and select Edit > Delete.

e Inthe eventdisplay, select the events and press Backspace.

RELATED LINKS
Project Window Toolbar on page 34

Event Movement Options

Cubase provides several methods to move events in the Project window.
You can move events using any of the following methods:

e Use the Object Selection tool.

e Use the Nudge tool.

e Select Edit > Move to and select one of the options.

e Select the event and edit the start position on the info line.

e Select multiple events and use the Set Spacer Between Selected Events function.
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RELATED LINKS

Moving Events with the Object Selection Tool on page 179
Moving Events with the Nudge Buttons on page 179
Move to Submenu on page 179

Moving Events via the Info Line on page 180

Setting Spacers between Events on page 180

Moving Events with the Object Selection Tool

You can select one or several events with the Object Selection tool and drag them to a new
position.

PROCEDURE

1. Select Object Selection *.

2. Click the events that you want to move and drag them to a new position.
NOTE

You can only drag events to tracks of the same type. If you hold down Ctrl/Cmd while
dragging, you can restrict the movement either horizontally or vertically.

RESULT
The events are moved. If you moved several events, their relative positions are kept.

NOTE

To avoid accidentally moving events when you click them in the Project window, the response
when you move an event by dragging is slightly delayed. You can adjust this delay with the Drag
Delay setting in the Preferences dialog (Editing page).

Moving Events with the Nudge Buttons

You can move one or several selected events by using the nudge buttons on the Project window
toolbar.

PROCEDURE

1. Right-click the Project window toolbar and activate Nudge Palette.
The nudge buttons become available on the toolbar.

2. Select the events that you want to move, and click Move Left or Move Right.
The selected events or parts are moved.

RELATED LINKS
Project Window Toolbar on page 34

Move to Submenu

If the Object Selection tool is selected, the Move to submenu features options for moving
events to specific positions in the Project window.

e To open the Move to submenu, select Edit > Move to.

The following options are available:
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Cursor
Moves the selected event to the project cursor position. If you selected several events
on the same track, the following events keep their relative position.
Origin
Moves the selected events to the positions at which they were originally recorded.
Selected Track
Moves the selected events to separate tracks, starting on the selected track. The events
are placed at their current positions.
Front/Back

Moves the selected events to the front or back, respectively. This is useful if you have
overlapping audio events and you want to play back another event.

Moving Events via the Info Line

You can move a selected event by changing its start value on the info line.

PROCEDURE
1. Select the event that you want to move.

2. Ontheinfo line, double-click the Start field and enter a new value for the event start.

RESULT
The event is moved by the set value.

Setting Spacers between Events

You can rearrange multiple events on a track so that they are at a specified distance from each
other.

PREREQUISITE
e Atrack contains multiple events.

e The events are not locked.

PROCEDURE

1. Select all events that you want to rearrange.

2. Select Edit > Functions > Set Spacer between Selected Events.
3. Setthe Spacer in Seconds value.

4. Click OK.

RESULT
All selected events on the track are at the specified distance from each other.

NOTE

e Grouped events are handled like single events.
e This function does not work for automation and signature tracks.

RELATED LINKS
Locking Events on page 188
Grouped Events on page 188
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Renaming Events

PROCEDURE
e Do one of the following:

e Select the events and type in a new name in the File field on the info line.

Audio 0101

e Change the track name, hold down a modifier key, and press Return to rename all
events according to the track.

Event Resize Options

You can resize events by moving their start or end positions individually.

To resize events, you can use the Object Selection, the Scrub tool or the Trim tools on the
Nudge palette.

Resizing also works, if the Combine Selection Tools mode is active.

IMPORTANT

When resizing events, automation data is not taken into account.

RELATED LINKS

Combine Selection Tools Mode on page 177

Resizing Events with the Object Selection Tool - Normal Sizing on page 181

Resizing Events with the Object Selection Tool - Sizing Moves Contents on page 182
Resizing Events with the Object Selection Tool - Sizing Applies Time Stretch on page 182
Resizing Events with the Trim Tools on page 182

Resizing Events with the Scrub Tool on page 183

Snap Function on page 69

Resizing Events with the Object Selection Tool - Normal Sizing

You can move the start or end point of the event.

PROCEDURE

1. Select Object Selection.

2. Click the Object Selection tool again, and select Normal Sizing from the pop-up menu.
3. Click and drag the lower left or right corner of the event.

RESULT

The event is resized and according to where you dragged, more or less of the content is revealed.
If several events are selected, they are all resized in the same way.

RELATED LINKS
Project Window Toolbar on page 34
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Resizing Events with the Object Selection Tool - Sizing Moves Contents

You can move the start or end point of the event and move the content.

PROCEDURE
1. Select Object Selection.

2. Click the Object Selection tool again, and select Sizing Moves Contents from the pop-up
menu.

3. Click and drag the lower left or right corner of the event.
s
2 2

—

RESULT

The event is resized and the content follows. If several events are selected, they are all resized in
the same way.

RELATED LINKS
Project Window Toolbar on page 34
Resizing Events with the Object Selection Tool - Sizing Applies Time Stretch

You can move the start or end point of the event and time stretch the content to fit the new
event length.

PROCEDURE
1. Select Object Selection.

2. Click the Object Selection tool again, and select Sizing Applies Time Stretch from the pop-
up menu.

3. Click and drag the lower left or right corner of the event.

RESULT

The part is stretched or compressed to fit the new length.

e Ifyou resize MIDI parts, the note events are stretched (moved and resized).
Controller data and Note Expression data are stretched, too.

e Ifyou resize audio parts, the events are moved, and the referenced audio files are time
stretched to fit the new length.

If several events are selected, they are all resized in the same way.

RELATED LINKS
Time Stretch on page 405
Project Window Toolbar on page 34

Resizing Events with the Trim Tools

You can move the start or end point of the event by the amount set on the Grid Type pop-up
menu.

PREREQUISITE
The Object Selection tool is set to Normal Sizing or to Sizing Moves Contents.
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PROCEDURE

1. Right-click the Project window toolbar and activate Nudge Palette.
The nudge buttons become available on the toolbar.

Select the event.

Do one of the following:

e Click Trim Start Left.
e Click Trim Start Right.
e Click Trim End Left.

e C(Click Trim End Right.

RESULT

The start or end position of the selected events are moved by the amount set on the Grid Type
pop-up menu.

RELATED LINKS
Project Window Toolbar on page 34

Resizing Events with the Scrub Tool

You can scrub the event when moving the start or end point of the event.

PROCEDURE

1. Click Play.

2. Click Play again to open a pop-up menu.
3. Select Scrub.
4

Click and drag the lower left or right corner of the event.

RESULT
The event is resized and you get an acoustic feedback while dragging.

RELATED LINKS
Project Window Toolbar on page 34

Splitting Events

PROCEDURE
e Do one of the following:
e Select Split and click the event that you want to split.
e Select Object Selection, hold down Alt/Opt and click the event.

e Move the project cursor to the position where you want to split the events, and select
Edit > Functions > Split at Cursor.

NOTE

This splits all events on all tracks that are intersected by the project cursor. If you select
specific events, only these events are split.
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e Set up the left and right locators at the position where you want to split the events, and
select Edit > Functions > Split Loop.

NOTE

This splits all events on all tracks that are intersected by the locators. If you select
specific events, only these events are split.

RESULT
The events are split.

NOTE

If you split a MIDI part so that the split position intersects one or several MIDI notes and Split
MIDI Events is activated in the Preferences dialog (Editing—MIDI page), the intersected notes
are split and new notes are created at the beginning of the second part. If it is deactivated, the
notes remain in the first part, but stick out after the end of the part.

RELATED LINKS
Project Window Toolbar on page 34

Splitting Events Repeatedly

You can split events repeatedly into multiple events of equal size.

PROCEDURE
e Select Split &, hold down Alt/Opt and click the event where you want to make the first split.

RESULT

The event is automatically split into as many equal events as the length of the original event
allows.

Using Cut Head and Cut Tail

You can cut everything to the left or right of the cursor or a selected range.

PROCEDURE

e Do one of the following:

e Select Edit > Range > Cut Head to delete everything to the left of the cursor/selection
range.

e Select Edit > Range > Cut Tail to delete everything to the right of the cursor/selection
range.

Gluing Events

In the Project window, you can glue two or more events on the same track.

PROCEDURE
e Do one of the following:
e Select the events that you want to glue, and select Edit > Glue.

e Select Glue and click the event that you want to glue to the next event.
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e Select Glue, hold down Alt/Opt, and click the event that you want to glue to all
following events.

RESULT
The events are glued together.

NOTE
If you first split an audio event and then glue the parts together again, an event is created. In any

other case, a part is created.

RELATED LINKS
Project Window Toolbar on page 34

Pasting Events

You can paste events from the clipboard.

PROCEDURE
e Do one of the following:

e Select the events and select Edit > Functions > Paste at Origin to paste the event at the
same position from which you cut or copied it.

e Select the events, select the track where you want to paste them, and select Edit >
Functions > Paste Relative to Cursor to paste the event while keeping its relative
position to the project cursor.

RESULT

If you paste an audio event, it is inserted on the selected track, positioned so that its snap point is
aligned with the cursor position.

If the selected track is of the wrong type, the event is inserted on its original track.

Pasting Events to Matching Track Names

You can copy events in one project and paste them at the first track that matches the exact track
name in another project.

PROCEDURE

1. Copy the events in one project.

2. Activate the project where you want to paste the events.

3. Select Edit > Functions > Paste to Matching Track Name.

RESULT
The events are inserted on the track with the name that exactly matches the original track name.
For all events that have no matching track name, new tracks are created.

Duplicating Events

In the Project window, you can duplicate selected events.

PROCEDURE

e Select the event and do one of the following:
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Select Edit > Functions > Duplicate.
Hold down Alt/Opt and drag the event to a new position.

NOTE

If you hold down Ctrl/Cmd as well, movement direction is restricted to either horizontal
or vertical.

RESULT

A copy of the selected event is created and placed after the original. If several events are
selected, all of these are copied as one unit, maintaining the relative distance between the

events.

NOTE

If you duplicate audio events, the copies always refer to the same audio clip.

Repeating Events

PROCEDURE

e Do one of the following:

Select the events and select Edit > Functions > Repeat to open the Repeat Events
dialog, that allows you to create a number of real or shared copies of the selected
events.

Select the events, hold down Alt/Opt, click the handle in the lower right corner of the
last selected event, and drag to the right to create a real copy.

Move the mouse pointer over the middle of the right event border so that it becomes a
pointing hand symbol, click and drag to the right to create a real copy.

Select the events, hold down Alt/Opt - Shift, and drag to the right to create a shared
copy.

NOTE

This applies to MIDI events only.

Move the mouse pointer over the middle of the right event border so that it becomes a
pointing hand symbol, hold down Shift, click and drag to the right to create a shared

copy.

NOTE

Repeating by dragging only works if the track has a height of at least 2 rows.

RELATED LINKS

Shared Copies on page 187

Repeat Events Dialog on page 186
Setting the Track Height on page 147

Repeat Events Dialog

The Repeat Events dialog allows you to create a number of real or shared copies of the selected

events.

e Toopen the Repeat Events dialog, select Edit > Functions > Repeat.
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Count
Allows you to specify how many times you want the event to be repeated.

Shared Copies
Activate this to create a shared copy.

RELATED LINKS
Shared Copies on page 187

Shared Copies

Shared copies are useful if you want to create copies that are automatically edited in the same
way as the original event.

You can create shared copies by using the Repeat Events dialog.

You can convert a shared copy to a real copy by selecting Edit > Functions > Convert to Real
Copy. This creates a new version of the clip that you can edit independently. The new clip is
automatically added to the Pool.

RELATED LINKS
Repeating Events on page 186
Repeat Events Dialog on page 186

Fill Loop

You can create a number of copies between the right and left locators.

e Select Edit > Functions > Fill Loop to create a number of copies starting at the left locator
and ending at the right locator.

The last copy is automatically shortened to end at the right locator position.

Sliding the Contents of Events

You can move the contents of an event without changing its position in the Project window.

PROCEDURE
e Hold down Ctrl/Cmd - Alt/Opt, click the event, and drag to the left or right.

RESULT
The content of the event is moved.

NOTE

You cannot slide an audio event past the start or end of the actual audio clip. If the event plays
the whole clip, you cannot slide the audio at all.
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Grouping Events

You can treat several events on the same or different tracks as one unit by grouping them.

PROCEDURE

e Select the events and select Edit > Group.

RESULT

The events are grouped. This is indicated by an icon.
Kick-01 1=
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Grouped Events

If you edit one of the grouped events in the Project window, all other events in the same group
are affected too.

Group editing operations include:
e Selecting

e Moving and duplicating

e Resizing

e Adjusting fade-in and fade-out (audio events only)

e Splitting
e Locking
e Muting

e Deleting

RELATED LINKS
Fades, Crossfades, and Envelopes on page 271

Locking Events

If you want to make sure that you do not edit or move an event by accident, you can lock it.

PROCEDURE
e Do one of the following:
e Select the events and select Edit > Lock to lock the selected events.

e Click the padlock button in the track list or in the Inspector to lock all events on a track.

RESULT
The events are locked. This is indicated by a padlock symbol.
Kick-01 &

To unlock an event, select the event and select Edit > Unlock.
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Lock Event Attributes Dialog

The Lock Event Attributes dialog allows you to lock specific event attributes.

e Toopen the Lock Event Attributes dialog, select a locked event and select Edit > Lock.

Position Locked
Activate this to prevent the event from being moved.

Size Locked
Activate this to prevent the event from being resized.

Others Locked

Activate this to prevent the event from being edited. This includes adjusting the fades
and event volume, processing, etc.

NOTE

You can also set these attributes in the Preferences dialog (Editing page).

RELATED LINKS
Lock Event Attributes on page 951

Inverting the Phase of Audio Events

You can invert the phase of audio events in the Project window.

PROCEDURE
1. Inthe Project window, select one or multiple audio events.
2. Ontheinfo line, click the Invert Phase field.

RESULT
The phase of the events is inverted. This is reflected on the info line.

On

RELATED LINKS
Info Line on page 45

Muting Events

You can mute events in the Project window. Muted events can be edited as usual with the
exception of adjusting fades, but are not played back.

PROCEDURE

e Do one of the following:
e Select the Mute tool and click the events or drag a selection rectangle around them.
e Select the events and select Edit > Mute.
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RESULT
The events are muted and grayed out.

- u

You can unmute events by selecting them and selecting Edit > Unmute.

RELATED LINKS
Project Window Toolbar on page 34

190



Range Editing

Editing in the Project window is not restricted to handling whole events and parts. You can also
work with selection ranges, which are independent from the event/part and track boundaries.

Creating a Selection Range

PROCEDURE

1. On the Project window toolbar, select Range Selection.

2. Do one of the following:
e Draw a selection rectangle around the range that you want to select.
e Select Edit > Select, and select one of the menu functions.

e Double-click an event to create a selection range that encompasses it.

NOTE

If you hold down Shift and double-click several events in a row, you can create a
selection range that encompasses several events.

RELATED LINKS
Select Menu for Selection Ranges on page 191
Combine Selection Tools Mode on page 177

Select Menu for Selection Ranges

If the Range Selection tool is selected, the Select submenu features specific options for
selecting ranges in the Project window.

e Toopen the range selection options menu, select the Range Selection tool and select Edit >

Select.

All
Makes a selection that covers all tracks, from the start of the project to the end. You
can define the track length with the Project Length setting in the Project Setup
dialog.

None
Removes the current selection range.

Invert
Inverts the selection. All selected events are deselected, and all events that were not
selected are selected. Only used for event selection.

In Loop

Makes a selection between the left and right locator on all tracks.

From Start to Cursor
Makes a selection on all tracks, from the start of the project to the project cursor.
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From Cursor to End
Makes a selection on all tracks, from the project cursor to the end of the project.

Equal Pitch - all Octaves

This function requires that a single note is selected. It selects all notes of this part that
have the same pitch in any octave as the selected note.

Equal Pitch - same Octave
This function requires that a single note is selected. It selects all notes of this part that
have the same pitch and the same octave as the selected note.

Select Controllers in Note Range
Selects the controllers within the note range.

All on Selected Tracks
Selects all events on the selected track. Only used for event selection.

Events under Cursor
Selects all events on the selected tracks that are touched by the project cursor.

Select Event
This is available in the Sample Editor.

Left Selection Side to Cursor
Moves the left side of the current selection range to the project cursor position.

Right Selection Side to Cursor
Moves the right side of the current selection range to the project cursor position.

Range to Next Event

Moves the selection range to the next event head or tail on the selected tracks and
turns the selection range to a zero selection.

Range to Previous Event

Moves the selection range to the previous event head or tail on the selected tracks and
turns selection range to a zero selection.

Enlarge Range to Next Event

Moves the right side of the current selection range to the next event head or tail on the
selected tracks.

Enlarge Range to Previous Event

Moves the left side of the current selection range to the previous event head or tail on
the selected tracks.

RELATED LINKS

Project Setup Dialog on page 88

Selecting with the Object Selection Tool on page 176
Select Submenu on page 177

Selecting Ranges for Several Tracks

You can create selection ranges that cover several tracks. It is also possible to exclude tracks
from a selection range.

PROCEDURE

1. Create a selection range from the first to the last track.
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Editing Selection Ranges

2.

Press Ctrl/Cmd Alt/Opt and click in the selection range on the tracks that you want to
exclude from the selection.

Editing Selection Ranges

You can edit selection ranges, that is, adjust their size, move or duplicate them, split them, etc.

Adjusting the Size of Selection Ranges

You can adjust the size of a selection range in the following ways:

By dragging its edges.
The pointer takes the shape of a double arrow when you move it over an edge of the
selection range.

By holding down Shift and clicking.

The closest selection range edge is moved to the position at which you clicked.

By adjusting the selection range length, or the start or end position on the info line.

By using the trim buttons on the toolbar.

The left trim buttons move the start of the selection range and the right buttons move the
end. The edges are moved by the amount specified on the Grid pop-up menu.

NOTE

The trim buttons are located on the Nudge Palette, which is not visible on the toolbar by
default.

By using Move Left and Move Right on the toolbar.

These move the whole selection range to the left or the right. The amount of movement
depends on the selected display format and the value specified on the Grid pop-up menu.

IMPORTANT

The contents of the selection are not moved. Using Move Left/Move Right is the same as
adjusting the start and end of the selection range at the same time by the same amount.

NOTE

The move buttons are located on the Nudge Palette, which is not visible on the toolbar by
default.

To crop all events or parts that are partially within the selection range, select Edit > Range >
Crop.

Events that are fully inside or outside the selection range are not affected.

RELATED LINKS
Setup Context Menus on page 939

Moving Selection Ranges

PREREQUISITE
You have created a selection range.
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PROCEDURE

e Click the selection range and drag it to a new position.

RESULT

The contents of the selection range are moved to the new position. If the range intersected
events or parts, these are split before moving, so that only the sections within the selection
range are affected.

RELATED LINKS
Creating a Selection Range on page 191
Duplicating Events on page 185

Duplicating Selection Ranges

PREREQUISITE
You have created a selection range.

PROCEDURE
e Click the selection range, hold down Alt/Opt, and drag.

RELATED LINKS
Creating a Selection Range on page 191

Cut, Copy, and Paste of Selection Ranges

You can cut or copy and paste selection ranges, using the functions on the Edit menu. You can
also use the Cut Time and Paste Time options.
Cut

Cuts the data in the selection range and moves it to the clipboard. The selection range
is replaced by empty track space in the Project window, meaning that events to the
right of the range keep their positions.

Copy
Copies the data in the selection range to the clipboard.

Paste
Pastes the clipboard data to the start position and track of the current selection.
Existing events on the tracks remain at their original position.

Paste at Origin

Pastes the clipboard data back at its original position. Existing events on the tracks
remain at their original position.

This option is available in Edit > Functions.

Cut Time

Cuts the selection range and moves it to the clipboard. Events to the right of the
removed range are moved to the left to fill the gap.

This option is available in Edit > Range.

Paste Time

Pastes the selection range from the clipboard to the start position and track of the
current selection. Existing events are moved to make room for the pasted data.

This option is available in Edit > Range.
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Paste Time at Origin

Pastes the selection range from the clipboard to its original position. Existing events
are moved to make room for the pasted data.

This option is available in Edit > Range.
Global Copy

Copies everything between the left and right locator.
This option is available in Edit > Range.

Deleting Data in Selection Ranges
e To replace data within the deleted selection range with empty track space, select Edit >
Delete or press Backspace.
Events to the right of the range keep their position.

e Toremove the selection range and make the events to the right move to the left to fill the
gap, select Edit > Range > Delete Time.

Splitting Selection Ranges

You can split events or parts at the selection range edges, that is, at the start and end of a
selection range.

PROCEDURE
1. Do one of the following:

e On the Project window toolbar, activate Combine Selection Tools, and move the mouse
to the upper area of the event or part that you want to split so that the Range Selection
tool is activated.

e On the Project window toolbar, activate the Range Selection tool.
2. Do one of the following:

e Select Edit > Range > Split.

e Press Shift-X.

RESULT
The events or parts are split at the selection range edges.

If you activated Combine Selection Tools mode, the split events or parts are automatically
selected.

RELATED LINKS
Combine Selection Tools Mode on page 177

Inserting Silence

You can insert empty track space from the start of the selection range. The length of the silence
equals the length of the selection range.
e Toinsertsilence, select Edit > Range > Insert Silence.

Events to the right of the selection range start are moved to the right to make room. Events
that are intersected by the selection range start are split, and the right section is moved to
the right.
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Cubase offers multiple methods and functions to control playback and transport.

Transport Panel

The Transport panel contains the main transport functions as well as many other options related
to playback and recording.

e Toshow the Transport panel, select Transport > Transport Panel or press F2.

Transport Panel Sections

The Transport panel has different sections that you can show or hide by activating the
corresponding options on the Transport panel context menu.

e Toshow all Transport panel sections, right-click anywhere on the Transport panel and
select Show All.

The following sections are available:

System Performance Meter
System Performance Meter

Shows the meters for average audio processing load and the disk cache load.

Common Record Modes

Common Record Modes

Allow you to determine what happens if you click Record during an audio or MIDI
recording, and where the recording should start.

Audio Record Modes
Audio Record Modes

Allow you to select what happens when you record over existing audio events.
MIDI Record Modes
MIDI Record Modes

Allow you to select what happens when you record over existing MIDI parts.
MIDI Auto Quantize

Automatic MIDI Record Quantize
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Activates automatic quantizing during a MIDI recording.

Locators

Go to Left Locator Position
Allows you to go to the left locator position.

Left Locator Position

Shows the left locator position.

Go to Right Locator Position
Allows you to go to the right locator position.

Right Locator Position
4.8 1. 0

Shows the right locator position.

Locator Range Duration

Locators to Selection
Allows you to set the locators to the selection.

Locator Range Duration
4.81. 0

Shows the duration of the locator range.

Punch Points

Lock Punch Points to Locators

Locks the punch points to the left and right locator positions.

Punch In
k4

Activates Punch In.

Punch In Position
20. 1. 1. O

Allows you to set up the punch in position. For this to work, Lock Punch Points to
Locators must be deactivated. To show/hide this, click the points on the divider.

Punch Out
B

Activates Punch Out.

Punch Out Position
1. 1. 1. 0

Allows you to set up the punch out position. For this to work, Lock Punch Points to
Locators must be deactivated. To show/hide this, click the points on the divider.
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Transport Controls

Go to Previous Marker/Zero

Moves the project cursor to the previous marker/zero position on the timeline.

Go to Next Marker/Project End

Moves the project cursor to the next marker/project end.

Rewind

Moves backward.

Forward

Moves forward.

Cycle
o

Activates/Deactivates cycle mode.

Stop
O

Stops playback.

Start

Starts playback.

Transport Record

Activates/Deactivates record mode.

Time Display
Select Primary Time Format

Allows you to select a time format for the primary time display.

Primary Time Display
6. 1.1. 0

Shows the position of the project cursor in the selected time format.

Select Secondary Time Format

Allows you to select a time format for the secondary time display.

Secondary Time Display
0:00:11.000

Shows the position of the project cursor in the selected time format.
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Markers

Jump to Marker
AAAABRA

Allows you to set and locate marker positions.

Open Markers Window

Opens the Markers window.

Pre-roll & Post-roll

Activate Pre-roll

Activates pre-roll.

Pre-roll Amount

Allows you to set the pre-roll position. To show/hide this, click the points on the divider.

Activate Post-roll

Activates post-roll.

Post-roll Amount

Allows you to set the post-roll position. To show/hide this, click the points on the
divider.

Tempo & Time Signature

Activate Tempo Track

[4]

Allows you to activate/deactivate the tempo track.

Tempo
120.000

Allows you to set the tempo value.

Time Signature
4/4

Allows you to set the first time signature value. To show/hide this, click the points on
the divider.
Activate External Sync

Activate External Sync

Activates external synchronization.

Open Synchronization Setup
e

Allows you to open the Project Synchronization Setup dialog.
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Click & Count-In & Click Pattern

Activate Metronome Click
N
Activates the metronome click.

Activate Count-in

Activates the metronome click in count-in.

Click Pattern

Allows you to set up a click pattern. To show/hide this, click the points on the divider.

Open Metronome Setup

Opens the Metronome Setup dialog. To show/hide this, click the points on the divider.

Input/Output Activity
MIDI In Activity

Displays the MIDI input signals.
MIDI Out Activity

Displays the MIDI output signals.

Audio Activity
m

Displays the audio input/output signals.

Audio Clipping

Displays audio clipping.
Level Display

Displays the output level.

Level Control

Allows you to control the output level.

Set up Transport

Set up Transport

Opens a pop-up menu where you can set up which elements are visible.
RELATED LINKS

Transport on page 967
Transport - Scrub on page 968
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Transport Menu

The Transport menu contains several transport functions as well as many other options related
to playback and recording.

Transport Panel

Opens the Transport panel.

Transport Commands

Start
Starts playback.

Stop
Stops playback.

Start/Stop
Starts/Stops playback.

Cycle
Activates/Deactivates cycle mode.

Record
Activates/Deactivates record mode.

Rewind
Moves backward.

Forward
Moves forward.

Fast Rewind
Moves backward at a faster speed.

Fast Forward
Moves forward at a faster speed.

Nudge Cursor Left
Moves the project cursor position to the left.

Nudge Cursor Right
Moves the project cursor position to the right.

Enter Project Cursor Position
Allows you to enter the project cursor position manually.

Enter Tempo
Allows you to enter the tempo manually.

Enter Time Signature
Allows you to enter the time signature manually.

Go to Project Start
Moves the project cursor position to the start of the project.

Go to Project End
Moves the project cursor position to the end of the project.

Exchange Time Formats
Switches the primary and the secondary time display.
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Locators

Go to Left Locator Position
Moves the project cursor position to the left locator.

Go to Right Locator Position
Moves the project cursor position to the right locator.

Set Left Locator to Project Cursor Position
Sets the left locator to the project cursor position.

Set Right Locator to Project Cursor Position
Sets the right locator to the project cursor position.

Enter Left Locator Position
Allows you to enter the position of the left locator manually.

Enter Right Locator Position
Allows you to enter the position of the right locator manually.

Enter Locator Range Duration
Allows you to enter the duration of the locator range manually.

Set Locators to Selection Range
Sets the locators to encompass the selection.

Exchange Left & Right Locator Positions
Switches the positions of the left and right locator.

Loop Selection Range

Activates playback from the start of the current selection and keeps starting over again
when reaching the selection end.

Punch Points

Activate Punch In
Activates/Deactivates punch in.

Activate Punch Out
Activates/Deactivates punch out.

Go to Punch In Position
Moves the project cursor position to the punch in position.

Go to Punch Out Position
Moves the project cursor position to the punch out position.

Lock Punch Points to Locators

Allows you to unlock/lock the punch in and punch out position to the left and the right
locator.

Set Punch In to Project Cursor Position
Moves the punch in position to the project cursor position.

Set Punch Out to Project Cursor Position
Moves the punch out position to the project cursor position.

Enter Punch In Position
Allows you to enter the punch in position manually.

Enter Punch Out Position
Allows you to enter the punch out position manually.
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Set Punch Points to Selection Range
Sets the punch in and the punch out position to the selected event range.

Set Project Cursor Position

Locate Selection Start
Moves the project cursor to the beginning of the selection.

Locate Selection End
Moves the project cursor to the end of the selection.

Locate Next Marker
Moves the project cursor to the next marker.

Locate Previous Marker
Moves the project cursor to the previous marker.

Locate Next Hitpoint
Moves the project cursor to the next hitpoint on the selected track.

Locate Previous Hitpoint
Moves the project cursor to the previous hitpoint on the selected track.

Locate Next Event
Moves the project cursor to the next event on the selected track.

Locate Previous Event
Moves the project cursor to the previous event on the selected track.

Play Project Range

Play from Selection Start
Activates playback from the start of the current selection.

Play from Selection End
Activates playback from the end of the current selection.

Play until Selection Start
Activates playback two seconds before the start of the current selection and stops at
the selection start.

Play until Selection End
Activates playback two seconds before the end of the current selection and stops at the
selection end.

Play until Next Marker
Activates playback from the project cursor and stops at the next marker.

Play Selection Range
Activates playback from the start of the current selection and stops at the selection

end.
Pre-roll & Post-roll

Use Pre-roll
Activates/Deactivates the pre-roll.

Use Post-roll
Activates/Deactivates the post-roll.
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Post-roll from Selection Start

Starts playback from the beginning of the selected range and stops after the time set
in the post-roll field on the Transport panel.

Post-roll from Selection End

Starts playback from the end of the selected range and stops after the time set in the
post-roll field on the Transport panel.

Pre-roll to Selection Start

Stops playback at the selection start. The playback start position is set in the pre-roll
field on the Transport panel.

Pre-roll to Selection End

Stops playback at the selection end. The playback start position is set in the pre-roll
field on the Transport panel.

Use Tempo Track

Activates/Deactivates the tempo track.

Common Record Modes

Punch In/Out
Activates/Deactivates punch in/out.

Re-Record
Activates/Deactivates the re-record mode.

Start Recording at Project Cursor Position
Activates/Deactivates the start of the recording at the project cursor position.

Start Recording at Left Locator/Punch In Position
Activates/Deactivates the start of the recording at the left locator.

Audio Record Mode

These options allow you to select what happens when you record over existing events.

Keep History
Keeps existing events or portions of events.

Cycle History + Replace

Replaces existing events or portions of events by the new recording. In cycle mode, all
takes from the current cycle recording are kept.

Replace
Replaces existing events or portions of events by the last take.

MIDI Record Mode

These options allow you to select what happens when you record over existing parts.

New Parts
Keeps existing parts and saves the new recording as a new part.

Merge
Keeps existing events in parts and adds the newly recorded events.

Replace
Replaces existing events in parts by the new recording.
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Transport Menu

Auto Quantize in Record
Activates automatic quantizing during recording.

MIDI Cycle Record Mode
Mix
Adds everything you record to what was previously recorded.

Overwrite

Overwrites all MIDI that you have recorded on previous laps as soon as you play a MIDI
note or send any MIDI message.

Keep Last
Replaces previously recorded laps only if the new lap is completed.

Stacked

Turns each recorded cycle lap into a separate MIDI part, and divides the track into
lanes for each cycle lap. The parts are stacked above each other, each on a different
lane. All takes but the last one are muted.

Mix-Stacked (No Mute)
Same as Stacked, but parts are not muted.

Auto Quantize in Record
Activates automatic quantizing during recording.

MIDI Retrospective Recording

Allows you to recover MIDI data that you play in Stop mode or during playback. The following
options are available:

Insert from All MIDI Inputs

Inserts MIDI data that was sent to all track inputs as a linear MIDI part on the selected
track.

Insert from Track Input as Linear Recording

Inserts MIDI data that was sent to the track input as a linear MIDI part on the selected
track.

Insert from Track Input as Cycle Recording

Inserts MIDI data that was sent to the track input as stacked MIDI parts on the selected
track.

Empty All Buffers
Empties the retrospective record buffer for the selected track.

Metronome Setup

Opens the Metronome Setup dialog.

Activate Metronome

Activates/Deactivates the metronome click.

Project Synchronization Setup

Opens the Project Synchronization Setup dialog.
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Activate External Sync

Sets Cubase to be synchronized externally.

RELATED LINKS

Left and Right Locators on page 213

Punch In and Punch Out on page 218
Pre-Roll and Post-Roll on page 217
Common Record Modes Menu on page 235
Audio Record Modes on page 240

MIDI Record Modes on page 247

Recovery of MIDI Recordings on page 248
Metronome Click on page 219

Transport Bar

The Transport Bar contains all transport functions in an integrated and fixed zone of the Project
window.

e To activate the Transport Bar, click Set up Window Layout on the Project window toolbar
and activate Transport Bar.

e Todisplay all transport elements, right-click in an empty area of the Transport Bar and
select Show All.

e To show all controls of a section, click the points to the right of the section and drag all the
way to the right. To hide the controls again, drag to the left.

EN o IR

RELATED LINKS
Transport Bar on page 46
Project Window Toolbar on page 34

Transport Bar Sections

The Transport Bar has different sections that you can show or hide by activating the
corresponding options on the context menu.

e To activate the Transport Bar, click Set up Window Layout on the Project window toolbar
and activate Transport Bar.

e To show/hide tools, open the Transport Bar context menu by right-clicking in an empty area
of the Transport Bar and activate the tools that you want to display. To show all tools, select
Show All.

Constrain Delay Compensation

Constrain Delay Compensation
@

Minimizes the latency effects of the delay compensation.

Common Record Modes

Common Record Modes

@ Punch InfOut ¥ | Start at Cursor ¥
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Allow you to determine what happens if you click Record during an audio or MIDI
recording, and where the recording should start.

Audio Record Modes

Audio Record Modes

Allow you to select what happens when you record over existing audio events.

MIDI Record Modes
MIDI Record Modes

@ New Parts ¥ | Mix ¥

Allow you to select what happens when you record over existing MIDI parts.

MIDI Auto Quantize

Automatic MIDI Record Quantize

Activates automatic quantizing during a MIDI recording.

Left Divider

Left Divider
Tools that are placed to the left of the divider are always shown.

System Performance Meter

System Performance Meter

Shows the meters for average audio processing load and the disk cache load.

Locators

Go to Left Locator Position
Allows you to go to the left locator position.

Left Locator Position

Shows the left locator position.

Go to Right Locator Position
Allows you to go to the right locator position.

Right Locator Position
4.8.1. 0

Shows the right locator position.

Locator Range Duration

Locators to Selection
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Allows you to set the locators to the selection.

Locator Range Duration
4.8.1. 0

Shows the duration of the locator range.

Punch Points

Punch In
7 |

Activates Punch In.

Punch Out
B

Activates Punch Out.

Lock Punch Points to Locators

Locks the punch points to the left and right locator positions.

Punch In Position
20. 1. 1. O

Allows you to set up the punch in position. For this to work, Lock Punch Points to
Locators must be deactivated. To show/hide this, click the points on the divider.

Punch Out Position
1. 1. 1. 0

Allows you to set up the punch out position. For this to work, Lock Punch Points to
Locators must be deactivated. To show/hide this, click the points on the divider.

Transport Controls

Go to Previous Marker/Zero

Moves the project cursor to the previous marker/zero position on the timeline.

Go to Next Marker/Project End

Moves the project cursor to the next marker/project end.

Rewind

Moves backward.

Forward

Moves forward.

Cycle
o

Activates/Deactivates cycle mode.

Stop
O

Stops playback.

208



Playback and Transport
Transport Bar

Start

Starts playback.

Transport Record

Activates/Deactivates record mode.

Retrospective Record

Insert Retrospective Recording from All MIDI Inputs on Selected Track

Allows you to recover MIDI notes that you played in stop mode or during playback.

Time Displays

Select Primary Time Format

Allows you to select a time format for the primary time display.

Primary Time Display
6.1.1. 0

Shows the position of the project cursor in the selected time format.

Select Secondary Time Format
Allows you to select a time format for the secondary time display.

Secondary Time Display

0:00:11.000

Shows the position of the project cursor in the selected time format.

Markers

Jump to Marker
AAAABA

Allows you to set and locate marker positions.

Open Markers Window

Opens the Markers window.

Pre-roll & Post-roll

Activate Pre-roll

Activates pre-roll.

Pre-roll Amount

Allows you to set the pre-roll position. To show/hide this, click the points on the divider.

Activate Post-roll

Activates post-roll.
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Post-roll Amount

Allows you to set the post-roll position. To show/hide this, click the points on the
divider.

Tempo & Time Signature

Activate Tempo Track

[4]

Allows you to activate/deactivate the tempo track.

Tempo
120.000

Allows you to set the tempo value.

Time Signature
4/4

Allows you to set the first time signature value. To show/hide this, click the points on
the divider.

Right Divider

Right Divider
Tools that are placed to the right of the divider are always shown.

Activate External Sync

Activate External Sync

Activates external synchronization.

Open Synchronization Setup

Allows you to open the Project Synchronization Setup dialog.

Click & Count-in

Activate Metronome Click
N
Activates the metronome click.

Activate Count-in

Activates the metronome click in count-in.

Click Pattern

Allows you to set up a click pattern. To show/hide this, click the points on the divider.

Open Metronome Setup

Opens the Metronome Setup dialog. To show/hide this, click the points on the divider.
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Input/Output Activity
MIDI In Activity

Displays the MIDI input signals.
MIDI Out Activity

Displays the MIDI output signals.
Audio Activity

m

Displays the audio input/output signals.
Audio Clipping

Displays audio clipping.
Level Display

Displays the output level.
Level Control

Allows you to control the output level.

Set up Transport Bar

Set up Transport

Opens a pop-up menu where you can set up which elements are visible.

Transport Pop-Up Window

The Transport pop-up window allows you to access specific transport commands if the
Transport panel, the Transport Bar, and theTransport Controls in the Project window toolbar
are closed or hidden.

The following default key commands open the Transport Bar pop-up window:

Enter Left Locator
Shift-L

Enter Right Locator
Shift-R

Enter Project Cursor Position
Shift-P

Enter Tempo
Shift-T

Enter Time Signature
Shift-C

211



Playback and Transport
Time Display Window

Enter Punch In Position
Shift-1

Enter Punch Out Position
Shift-0

Go to Left Locator
Num 1

Go to Right Locator
Num 2

Using a specific key command opens the corresponding section of the Transport pop-up
window:

Transport pop-up window for entering the left Locator position.

NOTE

To close the Transport pop-up window, press Esc.

Time Display Window

The Time Display window allows you to view the current time position in a separate window. You
can adjust its size and specify the time format that you want to display.

e To open the Time Display window, select Studio > More Options > Time Display.

Time Display - Bars+Beats n

~ Bars+Beats l}
Seconds
24 fps
25 fps
29.97 fps
30 fps
29,97 dfps
30 dfps
Samples
60 fps (User)
23.98 fps
24,98 fps
50 fps
59.94 fps
60 fps

Show Beat Count Only

Increase Window Size

Decrease Window Size

Right-click the window to access the following options:

Bars+Beats
Displays the time in bars and beats.

Seconds
Displays the time in seconds.

fps
Displays the time in frames per second.
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Left and

Samples
Displays the time in samples.

Show Beat Count Only

Shows the beat counts only. This is useful if you want to use the Time Display window
as a visual metronome.

Increase Window Size
Increases the size of the window and the displayed values.

Decrease Window Size
Decreases the size of the window and the displayed values.

NOTE

You can set up the Window Transparency in the Studio Setup dialog (Time Display page).

RELATED LINKS
Time Signature Events on page 853

Right Locators

The left and right locators are a pair of markers that you can use as reference positions in the
Project window and in the editors.

Locators help you, for example, to do the following:

e Positioning the project cursor.

e Defining start and stop positions for recording.

e Defining start positions for importing or exporting events.
e Setting up a cycle range.

e Selecting, copying, creating or splitting events.

E °F

Locators are indicated by the flags in the ruler.

The area between the left and the right locator is the locator range. The locator range is
highlighted in the ruler and the event display.

NOTE
In the event display of the MIDI editors, the locator range is only highlighted if Show Part

Borders is deactivated.

e To activate/deactivate cycle mode, click the locator range in the upper part of the ruler, or
activate Activate Cycle in the transport controls.

rZ | | | 1 ]

e NOTE

If you activate cycle mode, and the right locator is positioned before the left locator, the
locator range is skipped during playback.
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RELATED LINKS

Project Window Toolbar on page 34

Setting the Project Cursor on page 215
Activating Recording Manually on page 232
Activating Recording Automatically on page 232
Cycle Recording on page 234

Punch In and Punch Out on page 218

Common Record Modes Menu on page 235
Import Options for MIDI Files on page 259
Export Options Dialog for MIDI Files on page 143
Export Audio Mixdown on page 861

Setting the Locators Using Cycle Markers on page 301
Select Submenu on page 177

Select Menu for Selection Ranges on page 191
Cut, Copy, and Paste of Selection Ranges on page 194
Audio Parts on page 174

MIDI Parts on page 174

Signature Track Controls on page 136

Fill Loop on page 187

Splitting Events on page 183

Transport on page 967

Setting the Left Locator

Setting the left locator can be useful if you want to add a reference position in the Project
window and in the editors.

PROCEDURE
e Do one of the following:

e Press Ctrl/Cmd and click in the upper part of the ruler to set the left locator to that
position.

e Adjust the Left Locator Position value.

This is available in the Locators section of the Project window toolbar, the editor
toolbars, the Transport panel, and the Transport Bar.

e Drag the left locator handle in the upper part of the ruler.

e Press Ctrl/Cmd, and on the numeric keypad press 1 to set the left locator to the project
cursor position.

e Press Alt/Opt and click Go to Left Locator Position on the Transport panel.

Setting the Right Locator

Setting the right locator can be useful if you want to add a reference position in the Project
window and in the editors.

PROCEDURE
e Do one of the following:

e Press Alt/Opt and click in the upper part of the ruler to set the right locator to that
position.
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e Adjust the Right Locator Position value.

This is available in the Locators section of the Project window toolbar, the editor
toolbars, the Transport panel, and the Transport Bar.

e Drag the right locator handle in the upper part of the ruler.

e Press Ctrl/Cmd, and on the numeric keypad press 2 to set the right locator to the
project cursor position.

e Press Alt/Opt and click Go to Right Locator Position on the Transport panel.

Setting up Locator Ranges

You can set up the locator range, that is, the area between the left and the right locator.

PROCEDURE

e Do one of the following:
e Click and drag in the upper part of the ruler.
e Selectarange or an event and press P to set the locators to the selection.
e Double-click a cycle marker.

e Press Ctrl/Cmd- Alt/Opt and click at a position in the upper part of the ruler to set both
locators to the nearest snap position.

RESULT
The locator range is set up and highlighted in the ruler and the event display.

Moving Locator Ranges

In the ruler, you can move the locator range.

PREREQUISITE
You have set up a locator range.

PROCEDURE

1. Move the mouse pointer to the upper part of the ruler inside a locator range.
A hand symbol is shown.

2. Click and drag to the left or to the right to move the locator range.

Setting the Project Cursor

You can set the project cursor to the position where you click, or to markers or other predefined
positions.

PROCEDURE
e Do one of the following:
e Hold down Shift- Alt/Opt and click in the Project window event display.

e Click Go to Previous Marker/Zero or Go to Next Marker/Project End.

These are available in the Transport Controls section of the Project window toolbar, the
editor toolbars, the Transport panel, and the Transport Bar.

e C(Clickin the lower part of the ruler.
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e Select Transport > Set Project Cursor Position, and select an entry in the submenu.

RELATED LINKS

Transport Panel Sections on page 196
Ruler on page 44

Transport Menu on page 201
Transport on page 967

Transport Bar on page 206

Left and Right Locators on page 213
Key Commands on page 917

Auto-Scroll Settings Menu

Auto-Scroll allows you to keep the project cursor visible in the window during playback.

If you activate Auto-Scroll on the toolbar of the Project window or one of the editors, the
following modes are available in the Select Auto-Scroll Settings pop-up menu:

Page Scroll

- Page Scroll
Staticnary Cursor L\\:

~  Suspend Auto-Scroll when Editing
The project cursor moves from the left side to the right side of the window. When the
project cursor reaches the right side of the window, the ruler and the project cursor

jump to the left side of the window and start over again. This behavior can be
compared to turning a page of a book.

Stationary Cursor

o Page Scroll
~  Stationary Cursor b

~  Suspend Auto-Scroll when Editing

The project cursor is kept in the middle of the window and the ruler scrolls
continuously to the left.

RELATED LINKS
Project Window Toolbar on page 34

Suspend Auto-Scroll When Editing

If you do not want the Project window display to change when editing during playback, activate

Suspend Auto-Scroll when Editing.

Suspend Auto-Scroll when Editing is available as an option in the Select Auto-Scroll Settings

pop-up menu to the right of the Auto-Scroll button.

If this option is activated, auto-scrolling is suspended as soon as you click anywhere in the event

display during playback until playback stops or you click Auto-Scroll again.

As a visual feedback, the Auto-Scroll button changes its color.
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Time Formats

Time Formats

You can set up different time formats.

Selecting the Primary Time Format

On the Transport panel, you can select the primary time format. This is the global display format
that is used for all rulers and position displays in the program, except the ruler tracks.

PROCEDURE
1. Inthe main transport section on the Transport panel, click Select Primary Time Format.

2. Select a time format from the pop-up menu.

% Bars+Beats
Seconds
Timecode
Samples
60 fps (User)

You can also select Project > Project Setup > Display Format to select the primary time
format.

RESULT
The time format on the Transport panel and all rulers and position displays is updated.

Independent Time Displays

You can show time displays that are independent from the global display format.
To select an independent time display, do one of the following:

e Inthe ruler of the Project window or any editor, click the arrow button to the right of the
ruler.
e Select Project > Add Track > Ruler to add a ruler track, and right-click the ruler.

e Inthe Main Transport section of the Transport panel, click Select Secondary Time Format.

RELATED LINKS
Ruler on page 44
Ruler Track on page 125

Pre-Roll and Post-Roll

You can activate pre-roll and post-roll with the corresponding buttons in the Pre-roll & Post-roll
section on the Transport panel or by selecting Transport > Pre-roll & Post-roll > Use Pre-
roll/Use Post-roll.

NOTE
To show the Pre-roll & Post-roll section, right-click anywhere in the Transport panel or in the

Transport Bar and activate Pre-roll & Post-roll.

e By setting a pre-roll value, you instruct Cubase to roll back a short section whenever
playback is activated.

B 100 0
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e By setting a post-roll value, you instruct Cubase to play back a short section after automatic
punch out before stopping.

B 100 0

NOTE

This only works if Punch Out is activated on the Transport panel, and if Stop after
Automatic Punch Out is activated in the Preferences dialog (Record page).

Using Pre-Roll and Post-Roll
You can set up a pre-roll and a post-roll value for recording.

PREREQUISITE
On the Transport panel, Lock Punch Points to Locators is activated.

PROCEDURE

1. Setthe locators to where you want to start and end recording.

2. Onthe Transport panel or in the Transport Bar, activate Punch In and Punch Out.

3. Inthe Preferences dialog, select Record.

4. Activate Stop after Automatic Punch Out.

5. Right-click anywhere on the Transport panel or in the Transport Bar and activate Pre-roll &
Post-roll.

6. Inthe Pre-roll & Post-roll section, activate Pre-roll & and Post-roll El.

In the Pre-roll Amount and Post-roll Amount fields, enter the pre-roll and post-roll values.
8. Activate Record.

RESULT

The project cursor rolls back by the specified pre-roll value and playback starts. When the cursor
reaches the left locator, recording is automatically activated. When the cursor reaches the right
locator, recording is deactivated, but playback continues for the specified post-roll value before

stopping.

Punch In and Punch Out

The punch in and the punch out points are a pair of markers that you can use for punch in and
punch out of recordings. The punch in position determines the record start position and the
punch out position determines the record stop position.

You can activate punch in and punch out by activating the corresponding buttons on the
Transport panel.

The punch in position is locked to the left locator position and the punch out position to the right
locator position. The punch position fields are unavailable.

However, you can detach the punch points from the locators by deactivating Lock Punch Points
to Locators.

If you do so, the value fields become available and you can use them to set up the punch
positions independently from the locator positions.
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You can also drag the punch in and punch out handles in the ruler to set the punch positions.

ock Punch Points to Locators <!>

RELATED LINKS
Activating Recording Automatically on page 232
Stopping Recording Automatically with Punch Out on page 233

Metronome Click

You can use the metronome click as a timing reference for playing along and recording. The two
parameters that govern the timing of the metronome are project tempo and the time signature
that you can set up on the Transport panel.

e To activate the metronome click, activate Activate Metronome Click on the Transport
panel.

You can also select Transport > Activate Metronome or use the corresponding key
command.

e To define if the metronome click is played during playback, recording or count-in, select
Transport > Metronome Setup and make your changes on the General tab.

e To set up the sounds for the metronome click, select Transport > Metronome Setup and
make your changes on the Click Sounds tab.

RELATED LINKS
Transport Panel Sections on page 196
Project Tempo Modes on page 843

Click Patterns

Click patterns allow you to create a custom metronome click.

By default, the metronome click in Cubase has a 4/4 pattern with a fixed number of 4 clicks. The
click level of the first click is high, while the level of the other beats is low.

Click Pattern Editor

Clicks Pattern Default ¥

¢ ¢ ¢

The default metronome click pattern with 4 clicks at a 4/4 time signature

Click Pattern Editor

Clicks EI Pattern Default ¥

v

' '

A metronome click pattern with 3 clicks at a 3/4 time signature
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By setting up click patterns for the metronome at the current time signature, you can create a
custom metronome click. You can determine the number of clicks and the level of the clicks to
your liking.

If you have different project parts with different time signatures or tempos, and you want to set
up different click patterns to match the rhythm and feel of these parts, you can set up a
metronome click pattern for each signature event in your project.

You can also add the same time signature for different sections and set up different patterns for
them.

NOTE

e If you want to visualize the current click pattern in the Project window, Key Editor or Drum
Editor event display, activate Use Metronome Click Pattern Level for Grid Line Emphasis
in the corresponding ruler context menu. This is useful if Snap is activated and the Snap
Type is set to Grid.

e Grid lines are only emphasized if they are shown. If you want to visualize a click pattern that
is set to 6 Clicks and a 4/4 Time Signature, you must set the Grid Type to a triplet value.

The Click Patterns tab in the Metronome Setup dialog allows you to manage the available click
patterns. You can remove and rename them or create new click patterns for specific time
signatures.

RELATED LINKS

Click Pattern Editor on page 220

Setting up a Metronome Click Pattern on page 221

Setting up Metronome Click Patterns for Signature Events on page 221
Project Window Toolbar on page 34

Click Pattern Editor

The Click Pattern Editor allows you to set up a click pattern for your project to create new
grooves and feels for the metronome click. This is useful if you want to create a triplet pattern for
a 4/4 signature, for example.

The Click Pattern Editor is available in the Transport Bar. If you add a signature track, it is
available in the Inspector and on the info line.

e Toopen the Click Pattern Editor in the Transport Bar, click the points to the right of the
Click & Count-in & Click Pattern section and drag all the way to the right. Click the pattern
field to open the Click Pattern Editor.

Click Pattern Editor

-~

> <

&

X

Clicks
Allows you to define the number of clicks that are used in the pattern.

Pattern

Allows you to select a pattern preset or to save your own ones. Which patterns are
available depends on the current time signature, and on the settings in the
Metronome Setup dialog on the Click Patterns tab.
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NOTE

To view, edit and rename the pattern presets, open the Click Patterns tab in the
Metronome Setup dialog.

Event display
Shows the defined number of beats for the selected pattern.

You can change the accent level for a beat by changing its vertical position in the event
display. There are 4 different settings. These correspond to the settings in the
Metronome Setup dialog on the Click Sounds tab. You can mute a beat by clicking the
lowest vertical position.

RELATED LINKS
Transport Bar Sections on page 206
Signature Track on page 135

Setting up a Metronome Click Pattern

You can set up a different metronome click pattern for your project.

PROCEDURE

1. Inthe Transport Bar, click the points to the right of the Click & Count-in & Click Pattern
section and drag all the way to the right to show the click pattern section.

Click the pattern field to open the Click Pattern Editor.
Do one of the following:
e Open the Pattern pop-up menu and select one of the presets.

e Use the Clicks setting to define the number of clicks that you want to hear, and click in
the event display to set up a new click pattern.

When you are done, click outside the Click Pattern Editor to close it.

Activate the metronome click.

RESULT
The metronome click is played back with the defined click pattern.

RELATED LINKS
Click Pattern Editor on page 220
Transport Bar Sections on page 206

Setting up Metronome Click Patterns for Signature Events

You can set up a metronome click pattern for each signature event in your project. This is useful
if you have different project parts with different time signatures, and you want to customize click
patterns to the rhythm and feel of these parts. You can also add the same time signature for
different sections and set up different patterns for them.

PROCEDURE
1. Double-click the plus sign to open the Click Pattern Editor.
2. Do one of the following:
e Open the Pattern pop-up menu and select one of the presets.

e Use the Clicks setting to define the number of clicks that you want to hear, and click in
the event display to set up a new click pattern.

3. When you are done, click outside the Click Pattern Editor to close it.

221



Playback and Transport
Metronome Click

4. Repeat this for each signature event for which you want to set up a click pattern.

RESULT

If you play back the project and activate the metronome click, the different project parts use the
defined click patterns. The Click Pattern Editor in the Transport Bar shows the pattern at the
project cursor position.

RELATED LINKS

Click Pattern Editor on page 220
Signature Track on page 135

Time Signature Events on page 853

Metronome Setup Dialog

The Metronome Setup dialog allows you to make settings for the metronome.
To open the Metronome Setup dialog, do one of the following:

e Select Transport > Metronome Setup.

e Inthe Transport Bar, open the Click & Count-in & Click Pattern section, and click Open
Metronome Setup.

General Click Sounds Click Patterns

Activate Metronome Click

Click Destinations
Use MIDI Click
Use Audio Click

Audio Click Outputs

Click Options
Click while Recording
Click while Playing

D Click during Count-In

Count-In

MNumber of Bars in Count-In

(® Time Signature at Record Start Position

O Time Signature at Project Position

(O Use Custom Time Signature

RELATED LINKS

General Tab on page 223

Click Sounds Tab on page 224

Click Patterns Tab on page 226
Transport Bar Sections on page 206
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General Tab
The General tab allows you to make basic metronome settings.

General Click Sounds Click Patterns

Activate Metronome Click

Click Destinations
Use MIDI Click
Use Audio Click

Audio Click Outputs

Click Options
Click while Recording

Click while Playing

[ click during Count-In

Count-In

MNumber of Bars in Count-In

(® Time Signature at Record Start Position
O Time Signature at Project Position

(O uUse custom Time Signature

In the topmost section, the following options are available:
Activate Metronome Click
Activates/Deactivates the metronome click.
In the Click Destinations section, the following options are available:

Use MIDI Click
Activates a MIDI click for the metronome.

Use Audio Click
Activates an audio click for the metronome that is output via the audio hardware.

Audio Click Outputs

If you use multiple output busses, this allows you to activate the output bus where you
want to route the metronome click.

In the Click Options section, the following options are available:

Click while Recording
Activates the metronome click during recording.

Click while Playing
Activates the metronome click during playback.

Click during Count-In
Activates a musical count-in that is played when you start recording from stop mode.
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In the Count-In section, the following options are available:

e Number of Bars in Count-In

Allows you to set the number of bars that the metronome counts in before
recording starts.

e Time Signature at Record Start Position

Activate this to let the count-in automatically use the time signature and tempo set
at the position where recording starts.

e Time Signature at Project Position
Activate this to let the count-in use the time signature at the project position.
e Use Custom Time Signature

Allows you to set a time signature for the count-in. In this mode, signature
changes in the project do not affect the count-in.

Click Sounds Tab

The Click Sounds tab allows you to set up and audition the MIDI click and the audio click. You
can use the default audio or MIDI click, choose from a list of factory preset sounds, or assign
your own custom sounds.

Click Sounds

MIDI Click Settings
MIDI Qutput Port Not Connected ¥
MIDI Output Channel 10 %

Mote Velocity
100
100
100
100

Audio Click Settings

O Use Steinberg Click Sound

(® Use Custom Sounds

Sound
No File 50.0 %
No File 50.0 %
No File 50.0 %
No File 50.0 %

Audio Click Level 127 &

Click Sound Presets Default Sounds ¥

Audition Click Sounds Play

The MIDI Click Settings section allows you to set up the MIDI click that sounds if you activate
Use MIDI Click in the Click Destinations section on the General tab.

MIDI Output Port

Allows you to select a MIDI output port for the MIDI click. You can also select a VST
instrument previously set up in the VST Instruments window.

MIDI Output Channel
Allows you to select a MIDI output channel for the MIDI click.
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Note
Allows you to set the MIDI note number, that is, the pitch from C-2 to G8. Set the note
number for the first beat in a bar in the top row, and the note numbers for the other
beats in the rows below.

Velocity
Allows you to set the velocity of the MIDI click sound. Set the velocity for the first beat
in a bar in the top row, and the velocities for the other beats in the rows below.

The Audio Click Settings section allows you to set up the audio click that sounds if you activate
Use Audio Click in the Click Destinations section on the General tab.
Use Steinberg Click Sound

Activates the default sounds for the metronome click.

Pitch
Allows you to set the pitch for the default sounds. Set the pitch for the first beatin a
bar in the top row, and the pitches for the other beats in the rows below.
Level
Allows you to set the level for the default sounds. Set the level for the first beat in a bar
in the top row, and the levels for the other beats in the rows below.
Use Custom Sounds
Activates custom sounds for the metronome click. For this to work, you must select an
audio file for the custom sounds by clicking in the Sound column.
Sound
Allows you to select an audio file for the custom sounds. Select an audio file for the first
beat in a bar in the top row, and the audio files for the other beats in the rows below.
Level
Allows you to set the level for the custom sounds. Set the level for the first beat in a bar
in the top row, and the levels for the other beats in the rows below.
Audio Click Level
Allows you to adjust the level of the audio click.

Click Sound Presets

Allows you to load one of the click sound presets that supports up to 4 accents.
Amongst other click sounds that are suited for a broad range of applications, you can
also select Steinberg Click Sound, the default click sound of Cubase.

You can also create your own presets and save them.

Audition Click Sounds
Click Play to audition the activated click sounds.

Setting up a Custom Audio Click Sound
If you do not want to use the default click sound, you can set up your own custom sound.

PREREQUISITE

In the Metronome Setup dialog on the General tab, Activate Metronome Click is activated. In
the Click Destinations section, Use Audio Click is activated.

PROCEDURE
1. Open the Click Sounds tab, and in the Audio Click Settings section, activate Use Custom
Sounds.

2. Inthe Sound column, click the top row.
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3. Inthefile dialog, navigate to the audio file that you want to use as a custom sound for the
first beat and select it.

Click Open.
Click the other rows to select audio files for the other beats.

Set the level of the sounds by clicking the respective rows in the Level column and adjusting
the value.

7. Optional: Click Play to audition the custom sounds.

RESULT
The metronome uses the defined custom sounds for the audio click.

AFTER COMPLETING THIS TASK
Open the Click Sound Presets pop-up menu and save your custom sounds as a preset.

Click Patterns Tab

The Click Patterns tab allows you to manage click patterns. Click patterns allow you to edit the
default metronome click.

General Click Sounds Click Patterns

Half Tempo

Double Tempo

As 6/8
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Add

The following options are available:

1 Add New Signature
Click and enter a time signature value to add a new time signature.
2 Available Time Signatures
Shows the available time signatures.
3 Available Patterns
Shows the available click patterns.
4 Add New Pattern
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Chase

Double-click to add a new click pattern for the time signature.
5 Clicks
Allows you to change the number of clicks used in the click pattern.

6 Click Pattern

Shows the click pattern. You can open the Click Pattern Editor by clicking the pattern.
7 Remove Click Pattern

Removes the click pattern from the list of available patterns.
8 Add New Pattern

Adds a new default click pattern for the time signature.

NOTE

If you scroll all the way down, you can reset all click patterns to the factory settings by clicking
Reset to Factory Patterns.

You can double-click the name of a pattern to rename it.

Creating a Click Track

Chase

You can create an audio or a MIDI track that contains the click.

PROCEDURE

e Do one of the following:
e Select Project > Signature Track > Render Audio Click between Locators.
e Select Project > Signature Track > Render MIDI Click between Locators.

RESULT

e An audio track containing an audio event with the click is added to your project. The level
corresponds to the Audio Click Level setting on the Click Sounds tab of the Metronome
Setup dialog.

e A MIDI track containing a MIDI part with the click is added to your project. The output of the
MIDI track is routed to the MIDI Output Port that you set up on the Click Sounds tab of the
Metronome Setup dialog.

Chase is a function that makes sure your MIDI instruments sound as they should when you
locate to a new position and start playback. This is accomplished by the program transmitting a
number of MIDI messages to your instruments each time that you move to a new position in the
project, making sure all MIDI devices are set up correctly with regard to program change,
controller messages (such as MIDI volume), etc.

EXAMPLE

You have a MIDI track with a program change event inserted at the beginning. This event makes
a synth switch to a piano sound.

At the beginning of the first chorus, you have another program change event which makes the
same synth switch to a string sound.

You now play back the song. It begins with the piano sound and then switches to the string
sound. In the middle of the chorus you stop and rewind to some point between the beginning
and the second program change. The synth now still plays the string sound although in this
section it really should be a piano.
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The Chase function takes care of that. If program change events are set to be chased, Cubase
tracks the music back to the beginning, finds the first program change, and transmits it to your
synth, setting it to the correct sound.

The same can apply to other event types as well. In the Preferences dialog (MIDI page), the
Chase Events settings determine which event types are chased when you locate to a new
position and start playback.

RELATED LINKS
Chase Events on page 961
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The On-Screen Keyboard allows you to play and record MIDI notes by using your computer
keyboard or mouse. This is useful if you have no external MIDI instrument at hand and you do
not want to draw in notes with the Draw tool.

When the On-Screen Keyboard is displayed, the usual key commands are blocked because they
are reserved for the On-Screen Keyboard. The only exceptions are:

Save: Ctrl/Cmd-S

Start/Stop Record: Num *

Start/Stop Playback: Space

Jump to Left Locator: Num 1

Delete: Delete or Backspace

Cycle on/off: Num /

Show/Hide Transport panel: F2

Show/Hide On-Screen Keyboard: Alt/Opt-K

Recording MIDI With the On-Screen Keyboard

You can use the On-Screen Keyboard to record MIDI in Cubase.

PREREQUISITE
You have selected a MIDI or instrument track and activated Record Enable.

PROCEDURE

1. Select Studio > On-Screen Keyboard.

2. Activate Record.

3. Perform one of the following actions to enter some notes:

e Click on the keys of the On-Screen Keyboard.

e Press the corresponding key on your computer keyboard.

NOTE

Press several keys simultaneously to enter polyphonic parts. The maximum number of notes
that can be played at one time varies between the different operating systems and hardware
configurations.

AFTER COMPLETING THIS TASK
Close the On-Screen Keyboard to make all key commands available again.

On-Screen Keyboard Options

The On-Screen Keyboard offers different display modes as well as other options.

To open the On-Screen Keyboard, select Studio > On-Screen Keyboard.
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On-Screen Keyboard

Options
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Note Velocity Level

This slider allows you to adjust the volume of the On-Screen Keyboard. You can also use
Up Arrow or Down Arrow for this.

Change On-Screen Keyboard Type

This button allows you to switch between computer keyboard and piano keyboard display
mode.

In computer keyboard mode, you can use the two rows of keys that are displayed on the On-
Screen Keyboard to enter notes.

The piano keyboard has a wider range of keys. It allows you to enter more than one voice
simultaneously. You can also use Tab for this.

Octave Offset

These buttons allow you to switch the keyboard range to a lower or higher octave. You have
seven full octaves at your disposal. You can also use Left Arrow or Right Arrow for this.

Pitchbend/Modulation Sliders

These sliders are only available in piano keyboard mode. The left slider displays pitchbend,
the right slider shows modulation changes. To introduce modulation, click on a key and drag
upwards or downwards. To introduce pitchbend, drag left or right.
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In Cubase, you can record audio and MIDL.
Make the following initial preparations:

e Setup, connect, and calibrate your audio hardware.

e Open a project and set up the parameters in the Project Setup dialog according to your
specifications.

The parameters in the Project Setup dialog determine the record file format, sample rate,
project length, etc. that affect the audio recordings that you make during the course of the
project.

e Ifyou plan to record MID], set up and connect your MIDI equipment.

RELATED LINKS

Setting up Audio on page 15

Setting up MIDI on page 22

Setting up a Metronome Click Pattern on page 221

Basic Recording Methods

The basic recording methods apply to audio and MIDI recordings.

Record Enabling Tracks

To be able to record, you must record-enable the tracks on which you want to record.

PROCEDURE
e Do one of the following:
e Activate Record Enable in the track list.
e Activate Record Enable in the MixConsole.

e Select the track that you want to record-enable, and activate Record Enable in the
Inspector.

RESULT
The tracks are record-enabled.

NOTE

If you set up a key command for Activate Record Enable for all Audio Tracks in the Mixer
category of the Key Commands dialog, you can record-enable all audio tracks simultaneously.
The exact number of audio tracks that you can record simultaneously depends on your computer
CPU and hard disk performance. Activate the Warn on Processing Overloads option in the
Preferences dialog (VST page) to show a warning message as soon as the CPU overload
indicator lights up during recording.

RELATED LINKS
Editing - Project & MixConsole on page 954
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VST on page 970

Record Enabling Tracks on Selection

You can set up a preference so that tracks are record-enabled when you select them.

PROCEDURE
1. Select Edit > Preferences.

2. Open the Editing—Project & MixConsole page and activate Enable Record on Selected
Audio Track or Enable Record on Selected MIDI Track.

RESULT
The tracks are record-enabled when you select them.

Activating Recording Manually

You can activate recording manually.

PROCEDURE
e Do one of the following:
e Click Record on the Transport panel, on the toolbar, or in the Transport Bar.

e Press Num *.

RESULT
Recording starts from the current cursor position.

NOTE

When you start recording in stop mode, you can start recording from the left locator. For this to
work, you must select Transport > Common Record Modes and activate Start Record at Left
Locator/Punch In Position. The pre-roll setting or the metronome count-in will be applied.

Activating Recording Automatically

Cubase can automatically switch from playback to recording at a given position. This is useful if
you must replace a section of a recording and want to listen to what is already recorded up to the
recording start position.

PROCEDURE

1. Setthe left locator to the position where you want to start recording.

If you want to set up the punch points independently from the locators, deactivate Lock
Punch Points to Locators on the Transport panel, and set up the punch in and punch out
positions in the value fields to the right.

Activate Punch In on the Transport panel.
Activate playback from any position before the left locator.

RESULT

If you have unlocked the punch positions from the locator positions, recording is automatically
activated when the project cursor reaches the punch in position.
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If cycle mode is activated, and the punch in point corresponds to the left locator position, and the
punch out point is positioned before the right locator, recording is stopped at the punch out
position and resumed at the punch in position.

I
Audio 01_04 " i \
e

If the punch positions are locked to the locators, recording is automatically activated when the
project cursor reaches the left locator.

RELATED LINKS
Punch In and Punch Out on page 218

Stopping Recording

You can stop recording manually.

PROCEDURE
e Do one of the following:

e Click Stop on the Transport panel.

e Press Num*.

RESULT
Recording stops while playback continues.

Stopping Recording Automatically with Punch Out

Activating Punch Out allows you to stop recording automatically at the defined punch out
position.

PROCEDURE

e Activate Punch Out on the Transport panel.

RESULT

Recording stops automatically when the project cursor reaches the punch out position. Playback
continues.

NOTE

If you have unlocked the punch positions from the locator positions, recording is automatically
stopped when the project cursor reaches the punch out position.

NOTE

If cycle mode is activated, the punch in point is set after the left locator, and the punch out point
corresponds to the right locator, recording is started at the punch in position, stopped at the
punch out position, and resumed at the punch in position.

RELATED LINKS
Punch In and Punch Out on page 218
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Stopping Recording and Playback

You can stop recording and playback manually.

PROCEDURE

e Do one of the following:
e Click Stop on the Transport panel.
e Press NumO.

RESULT
Recording and playback stops.

Cycle Recording

You can record in a cycle, that is, you can record a selected section repeatedly and seamlessly.

PREREQUISITE
A cycle is set up with the left and right locators.

PROCEDURE
1. Click Activate Cycle on the Transport panel to activate cycle mode.
2. Activate recording from the left locator, before or within the cycle.

As soon as the project cursor reaches the right locator, it jumps back to the left locator and
continues recording a new lap.

RESULT

The results of cycle recording depend on the selected record mode. They also differ for audio and
MIDL.

RELATED LINKS

Left and Right Locators on page 213
MIDI Recording on page 245

Audio Recording on page 240

Using Pre-Roll and Post-Roll
You can set up a pre-roll and a post-roll for recording.

PREREQUISITE
Activate Stop after Automatic Punch Out in the Preferences dialog (Record page).

PROCEDURE

1. Setthe locators to where you want to start and end recording.
On the Transport panel, activate Punch In and Punch Out.
Activate Pre-roll and Post-roll.

Specify a Pre-roll Amount and a Post-roll Amount.

Click Record.

v s wN
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RESULT

The project cursor rolls back and starts playback at the time that has been set as pre-roll amount.
When the cursor reaches the left locator, recording is automatically activated. When the cursor
reaches the right locator, recording is deactivated, and playback continues for the time that has
been set as post-roll amount.

Common Record Modes Menu

The Common Record Modes determine what happens if you click Record during an audio or
MIDI recording.
e To access the record modes, select Transport > Common Record Modes.
You can also access the Common Record Modes by clicking the upper part of the Record
Modes section on the Transport panel.
Punch In/Out
In this mode, the recording is stopped.

Re-Record
In this mode, the recording is reinitiated, the events are removed, and recording is
restarted from the exact same position.

Start Recording at Project Cursor Position
In this mode, recording starts from the cursor position.

Start Recording at Left Locator/Punch In Position
In this mode, recording starts from the left locator.

RELATED LINKS
Transport Menu on page 201
Transport Panel Sections on page 196

Re-Recording

If you activate the Re-Record mode, you can reinitiate your recording by hitting the Record
button again. Recording will restart from the initial position.

PROCEDURE
1. Select Transport > Common Record Modes, and activate Re-Record.
2. Activate recording.

3. Click Record again to restart recording.

RESULT

The project cursor jumps back to the record start position and recording is reinitiated. Pre-roll
and count-in settings are taken into account.

NOTE

The previous recordings are removed from the project and cannot be retrieved using Undo.
However, they remain in the Pool.
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Monitoring
In Cubase, monitoring means listening to the input signal while preparing to record or while
recording.

The following ways of monitoring are available.

e Via Cubase.
e Externally by listening to the signal before it reaches Cubase.
e By using ASIO Direct Monitoring.

This is a combination of both other methods.

Monitoring via Cubase

If you use monitoring via Cubase, the input signal is mixed with the audio playback. This requires
an audio hardware configuration with a low latency value.

PROCEDURE

1. Inthe track list, activate Monitor.
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2. Inthe MixConsole, adjust the monitoring level and the panning.

You can add effects and EQ to the monitor signal using the track’s channel. If you are using
plug-in effects with large inherent delays, the automatic delay compensation function in
Cubase will increase the latency. If this is a problem, you can use the Constrain Delay
Compensation function while recording.

In the Preferences dialog, select VST.

Open the Auto Monitoring pop-up menu and select a monitoring mode.

RESULT

The monitored signal will be delayed according to the latency value which depends on your
audio hardware and drivers. You can check the latency of your hardware in the Studio Setup
dialog (Audio System page).

RELATED LINKS
VST on page 970

External Monitoring

External monitoring means listening to the input signal before it is sent into Cubase. It requires
an external mixer for mixing the audio playback with the input signal. The latency value of the
audio hardware configuration does not affect the monitor signal. When using external
monitoring, you cannot control the level of the monitor signal from within Cubase or add VST
effects or EQ to the monitor signal.

PROCEDURE

1. Inthe Preferences dialog, select VST.

2. Open the Auto Monitoring pop-up menu and select Manual.
3. Deactivate Monitor in Cubase.
4

On your mixing desk or mixer application for your audio hardware, activate the Thru or
Direct Thru mode to send the input audio back out again.
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ASIO Direct Monitoring

If your audio hardware is ASIO 2.0 compatible, it may support ASIO Direct Monitoring. This
feature may also be available for audio hardware with macOS drivers. In ASIO Direct Monitoring
mode, the monitoring is done in the audio hardware, and monitoring is controlled from Cubase.
The latency value of the audio hardware configuration does not affect the monitor signal when
using ASIO Direct Monitoring.

PROCEDURE

1. Inthe track list, activate Monitor.
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Select Studio > Studio Setup.

In the Devices list, select your audio hardware driver, and activate Direct Monitoring.

If the checkbox is grayed out, your audio hardware (or its driver) does not support ASIO
Direct Monitoring. Consult the audio hardware manufacturer for details.

In the Preferences dialog, select VST.
Open the Auto Monitoring pop-up menu and select a monitoring mode.

In the MixConsole, adjust the monitoring level and panning.
Depending on the audio hardware, this might not be possible.

AFTER COMPLETING THIS TASK

You can monitor the input levels of audio tracks, that is, you can map the input bus metering to
monitor-enabled audio tracks and watch the input levels of your audio tracks when working in
the Project window.

e Activate Map Input Bus Metering to Audio Track (in Direct Monitoring) in the
Preferences dialog (Metering page).

As the tracks are mirroring the input bus signal you will see the same signal in both places.
When using mapped metering, any functions that you apply to the audio track are not
reflected in its meters.

RELATED LINKS
VST on page 970

Monitoring MIDI Tracks

You can monitor everything you play and record through the MIDI output and channel that are
selected for the MIDI track.

PREREQUISITE
Local Off is activated on your MIDI instrument.

PROCEDURE
1. Inthe Preferences dialog, select MIDI.
2. Make sure MIDI Thru Active is activated.

3. Inthe track list, activate Monitor.
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RESULT
Incoming MIDI is echoed back out again.

RELATED LINKS

MIDI on page 961

Audio Recording Specifics

Specific preparations and settings are required for audio recording.

Audio Recording Preparations

Before you can record audio, you must make some preparations.

Selecting a Record File Format

You can set up the record file format, that is, the sample rate, bit depth, and record file type for
new audio files.

PROCEDURE
1. Select Project > Project Setup.

2. Setup the settings for Sample Rate, Bit Depth, and Record File Type.
IMPORTANT

The bit depth and file type can be changed at any time while the sample rate of a project
cannot be changed at a later stage.

RELATED LINKS
Creating New Projects on page 82

Setting the Audio Record Folder

Each Cubase project has a project folder containing an Audio folder. By default, this is where
recorded audio files are stored. However, you can select record folders independently for each
audio track if needed.

PROCEDURE

1. Inthe track list, select all tracks to which you want to assign the same record folder.
2. Right-click one of the tracks to open the context menu.

3. Select Set Record Folder.
4

In the file dialog, navigate to the folder that you want to use as record folder or create a new
folder by clicking New Folder.

If you want to have separate folders for different types of material (speech, ambient sounds,
music, etc.), you can create subfolders within the project Audio folder and assign different
tracks to different subfolders. This way, all audio files still reside within the project folder,
which makes managing the project easier.
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Getting the Track Ready for Recording

Before you can record audio, you must add a track and set it up.

Adding a Track and Setting the Channel Configuration

To record audio, you must add an audio track and set up its channel configuration. The channel
configuration of the track determines the channel configuration of the recorded audio file.

PROCEDURE

1. Inthe global track controls area of the track list, click Add Track H.

2. Click Audio.

3. Inthe Count value field, select the number of tracks that you want to add.
4. Open the Configuration pop-up menu and select a channel configuration.
5. Optional: In the Name field, enter a track name.

6. Click Add Track.

RELATED LINKS
Add Track Dialog - Audio on page 105

RAM Requirements for Recording

Selecting an

Each track on which you record requires a certain amount of RAM, and the memory usage
increases the longer the recording lasts. For each audio channel, 2.4 MB of RAM are required for
MixConsole settings, etc. The memory usage increases with the length of the recording, the
sample rate, and the number of tracks you record. Consider the RAM limitation of your operating
system when setting up your project for recording.

Input Bus for the Track

Before you can record on your track, you must add and set up the required input busses and
specify from which input bus the track will record.

PROCEDURE

1. Inthe Inspector for the audio track, open the Input Routing pop-up menu.
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2. Select aninput bus.

RELATED LINKS

Setting up Input and Output Ports on page 21
Audio Bus Setup on page 22

Audio Track Inspector on page 107
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Audio Recording

You can record audio using any of the basic recording methods.

When you finish recording, an audio file is created in the Audio folder within the project folder.
In the Pool, an audio clip is created for the audio file, and an audio event that plays the whole clip
appears on the recording track. Finally, a waveform image is calculated for the audio event. If the
recording was very long, this may take a while.

NOTE

The waveform image is calculated and displayed during the actual recording process. This real-
time calculation uses some processing power. If your processor is slow or if you are working on a
CPU-intensive project, deactivate Create Audio Images during Record in the Preferences
dialog (Record—Audio page).

RELATED LINKS
Basic Recording Methods on page 231
Cycle Recording on page 234

Audio Record Modes

By selecting an Audio Record Mode, you decide what happens to your recording and to any
existing events on the track where you are recording. This is necessary because you will not
always record on an empty track. There may be situations where you record over existing events,
especially in cycle mode.
e To access the record modes, select Transport > Audio Record Mode.
You can also access the Audio Record Modes by clicking to the right of the audio symbol in
the Record Modes section on the Transport panel.
Keep History
Existing events or portions of events that are overlapped by a new recording are kept.

Cycle History + Replace

Existing events or portions of events that are overlapped by a new recording are
replaced by the new recording. However, if you record in cycle mode, all takes from the
current cycle recording are kept.

Replace

Existing events or portions of events that are overlapped by a new recording are
replaced by the last recorded take.

RELATED LINKS
Transport Menu on page 201
Transport Panel Sections on page 196

Recording and Effects

Cubase allows you to add effects and/or EQ directly while recording. This is done by adding insert
effects and/or making EQ settings for the input channel in the MixConsole.

IMPORTANT

If you record with effects, the effects become part of the audio file itself. You cannot change the
effect settings after recording.
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When you are recording with effects, consider using 32-bit float or 64-bit float format. This way,
the bit depth will not be reduced, which means there is no risk of clipping at this stage. Also, this
preserves the signal quality perfectly. If you record in 16-bit or 24-bit format, the available
headroom is lower, which means clipping can occur if the signal is too loud.

Recording a Mix of Separate Tracks

You can create a downmix of separate tracks, bass drum, hi-hats, or snare, for example. This is
done by selecting an output bus, a group bus, or an FX channel bus as an input for your
recording.

PROCEDURE
1. Setup your separate tracks and add a group track.

2. For each of the drum tracks, open the Output Routing pop-up menu and select the group
track as output.

3. Create a new audio track, open the Input Routing pop-up menu and select the group track
as input for this audio track.

4. Record-enable this audio track and start recording.

RESULT

The output of the group track will be recorded on the new track and you will get a mix of your
separate tracks.

NOTE

You can also select an FX channel as recording source. In this case, only the output of the FX
channel will be recorded.

RELATED LINKS
Routing on page 333

Undoing Recordings

You can undo a recording immediately after recording it.

PROCEDURE
e Select Edit > Undo.

RESULT
e The events that you just recorded are deleted from the Project window.

e The audio clips in the Pool are moved to the trash folder.

AFTER COMPLETING THIS TASK

To remove the recorded audio files from the hard disk, select Media > Open Pool Window, right-
click the Trash icon and select Empty Trash.

RELATED LINKS
Pool Window on page 519
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Recovery of Audio Recordings

Cubase allows you to recover audio recordings.
You can recover audio recordings in two situations:

e You hit Record too late.
For this to work, you must specify an audio pre-record time.

e The system failed during recording.

Specifying an Audio Pre-Record Time

You can capture up to 1 minute of any incoming audio that you play in stop mode or during
playback. This is possible because Cubase can capture audio input in buffer memory, even when
not recording.

PROCEDURE
1. Inthe Preferences dialog, select Record > Audio.
2. Specify a time (up to 60 seconds) in the Audio Pre-Record Seconds field.
This activates the buffering of audio input, making pre-record possible.
3. Make sure that an audio track is record-enabled and receives audio from the signal source.

When you have played some audio material that you want to capture (either in stop mode or
during playback), click Record.

5. Stop the recording after a few seconds.

This creates an audio event that starts where the cursor position was when you activated
recording. If you were in stop mode, and the cursor was at the beginning of the project, you
may have to move the event to the right in the next step. If you were playing along to a
project, you leave the event where it is.

6. Select the Object Selection tool and place the cursor on the bottom left edge of the event so
that a double arrow appears. Then click and drag to the left.

RESULT

The event is now extended, and the audio that you played before activating the recording is
inserted. This means that if you played along during playback, the captured notes end up exactly
where you played them in relation to the project.

RELATED LINKS
Record - Audio on page 965

Recovery of Audio Recordings after System Failure

Cubase allows you to recover audio recordings after a system failure, because of a power cut or
other mishap, for example.

When you experience a computer crash during a recording, relaunch the system and check the
project record folder. By default, this is the Audio subfolder inside the project folder. It should
contain the audio file that you recorded, from the moment when you started recording to the
time when your computer crashed.

NOTE

e This feature does not constitute an overall guarantee by Steinberg. While the program itself
was improved in such a way that audio recordings can be recovered after a system failure, it
is always possible that a computer crash, power cut, etc. might have damaged another
component of the computer, making it impossible to save or recover any of the data.
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Do not try to actively bring about this kind of situation to test this feature. Although the
internal program processes have been improved to cope with such situations, Steinberg
cannot guarantee that other parts of the computer are not damaged as a consequence.

MIDI Recording Specifics

Specific preparations and settings are required for MIDI recordings.

RELATED LINKS

MIDI Recording Specifics on page 243
Recording in MIDI Editors on page 245
MIDI Record Modes on page 247

MIDI Recording Preparations

The preparations described in the following sections mainly focus on external MIDI devices.

MIDI Instruments and Channels

Most MIDI synthesizers can play several sounds at the same time, each on a different MIDI
channel. This allows you to play back several sounds (bass, piano, etc.) from the same
instrument.

Some devices, such as General MIDI compatible sound modules, always receive on all 16 MIDI
channels. If you have such an instrument, there is no specific setting to make in the instrument.

On other instruments, you must use the front panel controls to set up a number of parts,
timbres, or similar so that they all receive on one MIDI channel.

For more information, refer to the manual that came with your instrument.

Naming MIDI Ports

MIDI inputs and outputs are often displayed with long and complicated names. In Cubase, you
can rename your MIDI ports to more descriptive names.

PROCEDURE

1.

Select Studio > Studio Setup.

2. Inthe Devices list, select MIDI Port Setup.
The available MIDI inputs and outputs are listed. On Windows, the device to choose depends
on your system.

3. Clickin the Show As column and type in a new name.
Click OK.

RESULT

The new port names appear on the Input Routing and Output Routing pop-up menus.

Setting the MIDI Input

In the Inspector, you set the MIDI input for the track.

PROCEDURE

1.

In the track list, select the track to which you want to assign a MIDI input.
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2. Inthe topmost Inspector section, open the Input Routing pop-up menu and select an
input.

The available inputs depend on the type of MIDI interface that you are using. If you hold
down Shift-Alt/Opt, the selected MIDI input is used for all selected MIDI tracks.

NOTE

If you select All MIDI Inputs, the track will receive MIDI data from all available MIDI inputs.

Setting the MIDI Channel and Output

The MIDI channel and output settings determine where the recorded MIDI is routed during
playback. They are also relevant for monitoring MIDI in Cubase. You can select the channel and
output in the track list or in the Inspector.

PROCEDURE
1. Inthe track list, select the track to which you want to assign a MIDI channel and output.

2. Inthe topmost Inspector section, open the Output Routing pop-up menu and select an
output.

The available outputs depend on the type of MIDI interface that you are using. If you hold
down Shift-Alt/Opt, the selected MIDI output is used for all selected MIDI tracks.

3. Open the Channel pop-up menu and select a MIDI channel.

NOTE

If you select the Any MIDI channel, the MIDI material is routed to the channels that are used
by your MIDI instrument.

Selecting a Sound

You can select sounds from within Cubase by instructing the program to send Program Change
and Bank Select messages to your MIDI device.

PROCEDURE
1. Inthe track list, select the track to which you want to assign a sound.

2. Inthe track list or the Inspector, open the Program Selector pop-up menu and select a
program.

Program Change messages give access to 128 different program locations.

3. Ifyour MIDI instruments have more than 128 programs, you can open the Bank Selector
pop-up menu and select different banks, each containing 128 programs.

NOTE
Bank Select messages are recognized differently by different MIDI instruments. The

structure and numbering of banks and programs may also vary. Refer to the documentation
of your MIDI instruments for details.

RELATED LINKS
MIDI Track Inspector on page 117
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Recording in MIDI Editors

You can record MIDI data into the MIDI part that is opened in a MIDI editor.

PREREQUISITE
You have selected Merge or Replace as MIDI Record Mode.

PROCEDURE
1. Click in the MIDI editor so that it gets the focus.
2. Inthe MIDI editor toolbar, activate Record in Editor.
3. Do one of the following to activate recording:
e Click Record on the Transport panel.
e Click Record on the toolbar.

RESULT

The MIDI data is recorded into the MIDI part that is opened in the MIDI editor. If you record
outside the part borders, the part is automatically enlarged.

RELATED LINKS
Key Editor Toolbar on page 693

MIDI Recording

You can record MIDI using any of the basic recording methods.
When you finish recording, a part that contains MIDI events is created in the Project window.

NOTE

If you perform a live recording on a VST instrument, you usually compensate the latency of the
audio card by playing earlier. In consequence, the timestamps are recorded too early. If you
activate ASIO Latency Compensation on the track list, all recorded events are moved by the
current latency setting.

The following preferences affect MIDI recording:

e Length Adjustment

e Snap MIDI Parts to Bars

e MIDI Record Catch Range in ms

e ASIO Latency Compensation Active by Default

You can find them in the Preferences dialog on the MIDI and on the Record—MIDI page.
RELATED LINKS
Basic Recording Methods on page 231

MIDI on page 961
Record - MIDI on page 966

Types of MIDI Messages
You can record different types of MIDI messages.

e To specify which event types are recorded, deactivate the options for the type of MIDI
message that you want to record in the Preferences dialog (MIDI—MIDI Filter page).
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RELATED LINKS
MIDI - MIDI Filter on page 964

Note Messages

Cubase records note on, note off, and MIDI channel messages.

If you press and release a key on your synthesizer or on another MIDI keyboard, the following
messages are recorded:

e Note On (key down)

e Note Off (key up)

e MIDI channel

NOTE

Normally, the MIDI channel information is overridden by the MIDI channel setting for the track.
However, if you set the track to the Any MIDI channel, the notes will be played back on their
original channels.

Continuous Messages

Pitchbend, aftertouch, and controllers, such as modulation wheel, sustain pedal, volume, etc. are
considered MIDI continuous events, as opposed to the momentary key down and key up
messages.

You can record continuous messages together or independently from the notes, that is,
afterwards or before.

You can record continuous messages on their own tracks, separately from the notes to which
they belong. As long as you set the two tracks to the same output and MIDI channel, it will
appear to the MIDI instrument as if you made the two recordings at the same time.

Program Change Messages

When you switch from one program to another on your synthesizer or on another MIDI
keyboard, a number corresponding to that program is sent out via MIDI as a Program Change
Message.

You can record Program Change Messages together or independently from the notes, that is,
afterwards or before.

You can record Program Change Messages on their own tracks, separately from the notes to
which they belong. As long as you set the two tracks to the same output and MIDI channel, it will
appear to the MIDI instrument as if you made the two recordings at the same time.

System Exclusive Messages

System Exclusive (SysEx) messages are special types of MIDI messages that are used to send
data that only makes sense to a unit of a certain make and type.

SysEx can be used to transmit a list of the numbers that make up the settings of one or more
sounds in a synth.

Reset Function

The Reset function sends out note-off messages and resets controllers on all MIDI channels. This
is sometimes necessary if you experience hanging notes, constant vibrato, etc. when punching in
and out on MIDI recordings with pitchbend or controller data.

e To perform a MIDI reset manually, select MIDI > Reset.
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e If you want Cubase to perform a MIDI reset on stop, activate Reset on Stop in the
Preferences dialog (MIDI page).

e Ifyou want Cubase to insert a reset event at the end of a recorded part, activate Insert
Reset Events after Record in the Preferences dialog (MIDI page).

This resets controller data such as sustain, aftertouch, pitchbend, modulation, and breath
control. This is useful if a MIDI part is recorded and the sustain pedal is still held after
stopping recording. Usually, this would cause all following parts to be played with sustain, as
the pedal off command was not recorded.

RELATED LINKS
MIDI on page 961

MIDI Record Modes

By selecting a MIDI Record Mode you decide what happens to any existing parts on the track
where you are recording. MIDI tracks can play back all events in overlapping parts. If you record
several parts in the same locations or move parts so that they overlap, you will hear the events in
all parts.

NOTE

If you activate Record in Editor to record MIDI data in the editor, all new recordings are merged
into the active part, and the MIDI Record Modes do not apply.

e To access the record modes, select Transport > MIDI Record Mode.

You can also access the MIDI Record Modes by clicking to the right of the MIDI symbol in
the MIDI Recording Modes section on the Transport panel.

MIDI Record Mode

New Parts

Existing parts that are overlapped by a new recording are kept. The new recording is
saved as a new part.

Merge
Existing events in parts that are overlapped by a new recording are kept. The newly
recorded events are added to the existing part.

Replace
Existing events in parts that are overlapped by a new recording are replaced.

MIDI Cycle Record Mode

When you record MIDI in cycle mode, the result not only depends on the MIDI record mode, but
also on the cycle record mode that is selected in the Cycled MIDI Recording Only section.

Mix
For each completed lap, everything you record is added to what was previously

recorded. This is useful for building up rhythm patterns. Record a hi-hat part on the
first lap, the bass drum part on the second lap, etc.

Overwrite

As soon as you play a MIDI note or send any MIDI message, all MIDI that you have
recorded on previous laps is overwritten from that point. Make sure that you stop
playing before the next lap begins. Otherwise, you will overwrite the entire take.
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Keep Last

Each completed lap replaces the previously recorded lap. If you deactivate recording or
press Stop before the cursor reaches the right locator, the previous take will be kept. If
you do not play or input any MIDI during a lap, nothing happens, and the previous take
will be kept.

Stacked

Each recorded cycle lap is turned into a separate MIDI part, and the track is divided
into lanes, one for each cycle lap. The parts are stacked above each other, each on a
different lane. All takes but the last one are muted.

Mix-Stacked (No Mute)
Same as Stacked, but parts are not muted.

RELATED LINKS

MIDI Recording Specifics on page 243
Recording in MIDI Editors on page 245
Transport Menu on page 201
Transport Panel Sections on page 196

Automatic MIDI Record Quantize

Cubase can automatically quantize MIDI notes on recording.

e Automatic MIDI Record Quantize is available in the MIDI Auto Quantize section of the
Transport Bar.

If you activate Auto Quantize, the notes that you record are automatically quantized according
to the quantize settings.

RELATED LINKS
Quantizing MIDI and Audio on page 261
Quantize Panel on page 264

Recovery of MIDI Recordings

Cubase allows you to recover MIDI data, including controller data, that was captured in Stop
mode or during playback.

The MIDI data is stored in the retrospective record buffer, and you can insert it as a MIDI part on
the selected MIDI track.

The buffer captures up to 10000 MIDI events. This can correspond to a MIDI recording of around
2 minutes and 30 seconds. However, if you use a keyboard that produces a large amount of MIDI
controller events, such as the ROLI Seaboard, this only corresponds to a recording of around 20
seconds.

NOTE

In the Preferences dialog (Record—MIDI page), you can specify a Retrospective Record Buffer
Size.

If the buffer is full, the MIDI events that were captured first are replaced by the new events. MIDI
events in the buffer are also replaced in the following situations:

e When you have inserted the retrospective recording on a track and you play new events in
Stop mode or during playback.
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e When you play MIDI notes in Stop mode and you do not play for more than 30 seconds,
before playing more MIDI events in Stop mode.

NOTE

You can also empty the buffer manually.

RELATED LINKS
Record - MIDI on page 966
Emptying the Retrospective Record Buffer on page 251

Inserting a Retrospective Recording from All MIDI Inputs on the Selected Track

You can insert a retrospective recording, that is, MIDI data that was sent to All MIDI Inputs in
Stop mode or during playback, on the selected track.

PREREQUISITE

You have played some MIDI notes in Stop mode or during playback, and you want to recover
them.

PROCEDURE
1. Select the MIDI track on which you want to insert the captured MIDI data.
2. Select Transport > MIDI Retrospective Recording > Insert from All MIDI Inputs.

RESULT

The MIDI data that was captured at All MIDI Inputs is inserted on the selected track as one,
linear MIDI part.

NOTE

If you insert buffer data from multiple selected tracks, the timing offsets between the data
played on the different tracks are retained.

NOTE

If your MIDI track uses MIDI inserts, and Record Output to Track is enabled in the MIDI Inserts
section, the buffer data includes the events that are created by the MIDI inserts.

RELATED LINKS
Recording a MIDI Insert Effect on page 642
MIDI Inserts on page 641

Inserting a Retrospective Track Recording

You can insert a retrospective track recording, that is, MIDI data that was sent to the track input
in Stop mode or during playback, on the selected track.

PREREQUISITE

You have played some MIDI notes in Stop mode or during playback, and you want to recover
them.

PROCEDURE
1. Select the MIDI track on which you want to insert the captured MIDI data.

2. Inthe top section of the MIDI track Inspector, click Retrospective Recording.
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Empty Retrospective Record Buffer

3. From the pop-up menu, select one of the following:
e Toinsert the MIDI data as one, continuous MIDI part, select Insert as Linear Recording.

e Toinsert the MIDI data as stacked MIDI parts, select Insert as Cycle Recording.
NOTE

This is only available if your MIDI data was captured during playback, and cycle mode
was active.

RESULT
The MIDI data that was captured at the track input is inserted on the track.

NOTE

If the data was captured during playback, it is inserted at the position where you played it. If the
data was captured in Stop mode, it is inserted at the project cursor position.

Inserting a Retrospective Track Recording into an Editor

You can insert a retrospective track recording, that is, MIDI data that was sent to the track input
in Stop mode or during playback, into the MIDI part that is opened in a MIDI editor.
PREREQUISITE

You have played some MIDI notes in Stop mode or during playback, and you want to recover
them.

PROCEDURE
1. Double-click the MIDI part where you want to insert the captured MIDI data to openitin a
MIDI editor.

2. Onthe MIDI editor toolbar, click Insert MIDI Retrospective Recording in Editor.

RESULT
The MIDI data that was captured on the track input is inserted into the MIDI part.

e If the data was captured during playback, it is inserted into the MIDI part along the timeline.

e Ifthe data was captured in Stop mode, it is inserted at the project cursor position.
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Emptying the Retrospective Record Buffer

You can empty the retrospective record buffer manually.

PROCEDURE

e Do one of the following:

e In the top section of the MIDI track Inspector, open the Retrospective Recording pop-
up menu, and select Empty Retrospective Record Buffer.

e Select a track, and select Transport > MIDI Retrospective Recording > Empty All
Buffers.

Remaining Record Time

The Max. Record Time display lets you see how much time you have left for recording.

The available time depends on the current setup, for example, on the amount of tracks that are
record-enabled, the sample rate for your project, and the available hard disk space.

e Toopen the display, select Studio > More Options > Max. Record Time.

NOTE

The remaining record time is also shown in the status line above the track list.

If you use individual record folders to store your tracks on different drives, the time display refers
to the medium with the least storage space available.

Lock Record

The Lock Record function prevents you from accidentally deactivating record mode.

e Select Edit > Key Commands and in the Transport category, assign key commands to the
Lock Record and Unlock Record commands.

If Lock Record is activated and you want to enter stop mode, a dialog opens in which you need
to confirm that you want to stop recording. You can also use the Unlock Record key command
first and then enter stop mode as usual.

NOTE

An automatic punch out at the right locator position will be ignored in Lock Record mode.
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You can add audio and MIDI files to your project by importing them.

Audio File Import

You can import compressed and uncompressed audio files in a variety of different formats. You
can also import audio from audio CDs or extract the audio of video files.

RELATED LINKS

Importing Audio Files on page 254

Importing Audio CD Tracks on page 255
Importing Audio from Video Files on page 258
Importing ReCycle Files on page 258
Importing Media on page 531

Setting up Audio File Import Options

You can specify how audio files should be handled on import.

PROCEDURE
1. Inthe Preferences dialog, select Editing > Audio.

2. Select an option from the On Import Audio Files pop-up menu.
On Import Audio Files
|~ Open Options Dialog |}
| Use Settings

3. Click OK.

RESULT

The import settings are saved and will take effect when you import audio. If you selected Open
Options Dialog, the Import Options dialog opens on every import and allows you to make your
changes. If you selected Use Settings, the settings specified in the On Import Audio Files
section of the Preferences dialog are used.

RELATED LINKS
Import Options Dialog for Audio Files on page 252
On Import Audio Files Settings on page 254

Import Options Dialog for Audio Files

The Import Options dialog allows you to make specific settings for the audio import.

e When you import audio files and Open Options Dialog is activated in the On Import Audio
Files section of the Preferences dialog (Editing—Audio page), the Import Options dialog
opens.
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D Copy File to Project Folder

[] sample Rate

[ eit Depth

] split Channels

[ Do not ask again.

Import Options dialog for single file import

D Copy All Files to Project Folder

D Convert to Project Properties and Copy to Project Folder If Needed

] split Channels

[ Do not ask again.

Import Options dialog for multipe file import

Copy File to Project Folder/Copy All Files to Project Folder
Copies the audio file to the Audio folder of the project, and has the clip refer to the
copy.
Deactivate this option to have the clip refer to the original file in the original location.
In this case, it is marked as “external” in the Pool.

Convert to Project Settings/Convert to Project Settings and Copy to Project Folder If

Needed
Converts the imported file if the sample rate or the bit depth differ from the settings in
the Project Setup dialog. For single file import, you can choose which properties are
converted.

Split Channels

Splits stereo or multi-channel audio files into a corresponding number of mono files,
one for each channel, and copies the imported files to the Audio folder of the project.

The split files are inserted into the project and into the Pool as separate mono tracks.
The Name Format pop-up menu allows you to specify how the split files are named.
This allows for compatibility with other products when exchanging audio files.

Do not ask again

Always imports files according to the settings without opening the dialog again. You
can reset this option in the Preferences dialog (Editing—Audio page).
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RELATED LINKS
Setting up Audio File Import Options on page 252

On Import Audio Files Settings

You can set up standard settings that are performed automatically each time you import audio
files.

e When you import audio files and Use Settings is activated in the On Import Audio Files
section of the Preferences dialog (Editing—Audio page), the settings are used for importing
audio.

On Import Audic Files

Use Settings !

M Copy All Files to Project Folder
B Convert to Project Properties and Copy to Project Folder If Needed

Copy File to Project Folder/Copy All Files to Project Folder
Copies the audio file to the Audio folder of the project, and has the clip refer to the
copy.
Deactivate this option to have the clip refer to the original file in the original location.
In this case, it is marked as “external” in the Pool.

Convert to Project Settings/Convert to Project Settings and Copy to Project Folder If

Needed
Converts the imported file if the sample rate or the bit depth differ from the settings in
the Project Setup dialog. For single file import, you can choose which properties are
converted.

Split Channels

Splits stereo or multi-channel audio files into a corresponding number of mono files,
one for each channel, and copies the imported files to the Audio folder of the project.

The split files are inserted into the project and into the Pool as separate mono tracks.

The Name Format pop-up menu allows you to specify how the split files are named.
This allows for compatibility with other products when exchanging audio files.

Importing Audio Files

You can import uncompressed audio and compressed audio in several formats.

PROCEDURE
1. Select File > Import > Audio File.
2. Inthefile dialog that opens, locate and select the audio file and click Open.

3. Make your changes in the Import Options dialog.
NOTE

If Use Settings is activated in the Preferences dialog (Editing—Audio page), the
corresponding import settings are used instead.

RESULT

In the Project window, an event referencing the audio file is inserted on the selected track at the
project cursor position. If no track was selected, a new track is created.

A new audio clip is created and added to the Pool.
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If you chose a compressed audio file other than FLAC, Cubase copies the original compressed file
and converts it to wave format (Windows) or AIFF format (macQS).

NOTE

The resulting Wave/AIFF file is significantly larger than the original compressed file.

The imported file is placed in the Audio folder of the project.

RELATED LINKS
Setting up Audio File Import Options on page 252

Supported Compressed Audio File Formats

In Cubase, you can import compressed audio files.
The following compressed audio file formats are supported:

FLAC file
This is an open source format that reduces the size of audio files by 50 % to 60 %
compared to regular Wave files. The files have the extension .flac.

MPEG 1 Layer 3 file

This is a family of standards used for encoding audio-visual information such as
movies, video, and music in a digital compressed format. Cubase can read MPEG Layer
2 and MPEG Layer 3. MP3 files are highly compressed files that still provide good audio
quality. The files have the extension .mp3.

0gg Vorbis file
This is an open source, patent-free audio encoding and streaming technology. The Ogg
Vorbis encoder uses variable bit rate encoding. It offers compressed audio files of
small size, but with comparatively high audio quality. The files have the extension .0gg.
Windows Media Audio file (Windows only)

This is an audio file format defined by Microsoft Inc. WMA files can be decreased in size
with no loss of audio quality. WMA Pro features the possibility of mixing down to 5.1
surround sound. The files have the extension .wma.

Importing Audio CD Tracks

You can import audio from audio CDs into Cubase projects.

PROCEDURE

1. Select File > Import > Audio CD to import the CD tracks into the Project window.

2. Activate every audio file that you want to import in the Copy column.

3. Optional: Set a Default Name and a Destination Folder for the imported audio files.
4. C(lick the Copy button to create a local copy of the audio files or sections.

5. Click OK.

RESULT

The copied audio files are imported into the Project window and inserted on new tracks at the
project cursor position. By default, imported audio CD tracks are saved as wave files (Windows)
or AIFF files (macOS) in the Audio folder of the current project.

New audio clips are created and added to the Pool.
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NOTE

You can also import audio files to the Pool only without importing them into the Project window.

RELATED LINKS
Importing Media on page 531

Import From Audio CD Dialog

The Import from Audio CD dialog allows you to specify how the CD tracks are imported.

e Toopen the Import from Audio CD dialog, select File > Import > Audio CD.
E

1 CD Track 01 40.81 MB 0:00.0
2 CD Track 02 4 39.07 MB
3 CD Track 03 33.39 MB
4 CD Track 04 H 31.66 MB
5 CD Track 05 3 34.91 MB
6 CD Track 06 3440 ME
7 CD Track 07 37.31 MB
& CD Track 08 S 459.90 MB
% CD Track 09 = 42,00 MB
10 CD Track 10 3 44,43 MB

OO0Oo0OOOoonx

Drive
Opens a pop-up menu that allows you to select the correct CD drive.

Speed (Windows only)
Allows you to select the data transfer speed.

NOTE

While you normally want to use the fastest possible speed, you may have to select a
slower speed for flawless audio extraction.

Eject CD
Opens the CD drive.

Secure Mode (Windows only)
Activates error checking and correction when reading the CD.

Columns
The columns in the dialog have the following functions:

Copy
Activate this option for the tracks that you want to copy/import.
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#
Shows the track number.
CD Track
The name of the CD track. On import, this is used as file name. It is provided
automatically from CDDB, if available.
To rename a track, click the track name and enter a new name.
Length
The length of the audio CD track in minutes and seconds.
Size
The file size of the audio CD track in MB.
Copy Start
The start of the section that is imported. On the ruler, drag the Left Marker to the
right to adjust this.
Copy End
The end of the section that is imported. On the ruler, drag the Right Marker to the left
to adjust this.
The Ruler

The ruler has the following functions:

po o o

> E YA 1 Ao 130
[ 1]
@®
1 Play Tracks

Plays back the selected track from the start to the end or from the left marker to the right
marker.

2 Stop Playback
Stops playback.
3 Play from Left Marker
Starts playback at the left marker.
4 Play to Right Marker
Starts playback some moments before the right marker and stops at the right marker.
5 Left Marker
Allows you to set the copy start manually.
6 Right Marker
Allows you to set the copy end manually.

Destination Folder
Allows you to select a folder for the imported files.

Copy
Copies the files.

Copied Files
Lists the files that you copied for import.
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Importing Audio from Video Files

You can import the audio from a video file without importing the video itself.

PROCEDURE
1. Select File > Import > Audio from Video File.

2. Inthefile dialog that opens, locate and select the video file, and click Open.

RESULT

The audio of the selected video file is extracted and converted to a wave file that is saved in the
Audio folder.

A new audio clip is created and added to the Pool. In the Project window, an event referencing
the audio file is inserted on the selected track at the project cursor position. If no track was
selected, a new track is created.

RELATED LINKS
Extracting Audio from Video on page 906
Importing Video Files on page 898

Importing ReCycle Files

You can import REX and REX2 audio files created by ReCycle from Propellerhead Software.
ReCycle slices a loop and creates separate samples of each beat, so that you can tempo match
and edit a loop as if it was built of individual sounds.

PREREQUISITE
REX Shared Library is installed on your system.

PROCEDURE
1. Select an audio track and move the project cursor to where you want the imported file to
start.

If you set the audio track to musical time base you can change the tempo later on and the
imported REX file automatically adjusts.

Select File > Import > Audio File.
In the file dialog, open the file type pop-up menu and select REX File or REX 2 File.
Select the file you want to import, and click Open.

RESULT

The file is imported and automatically adjusted to the current Cubase tempo.

The imported REX file consists of several events, one for each slice in the loop. The events are
automatically placed in an audio part on the selected track and positioned so that the original
internal timing of the loop is preserved.

AFTER COMPLETING THIS TASK

Open the part in the Audio Part Editor to edit each slice separately by muting, moving, and
resizing events, adding effects and processing, for example.

You can also adjust the tempo and have the REX file automatically follow, provided that its track
is set to a musical time base.

NOTE

You can achieve similar results by using Cubase’s own loop slicing features.
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RELATED LINKS
Slices on page 443

MIDI File Import

Cubase can import standard MIDI files. This allows you to transfer MIDI material to and from
virtually any MIDI application on any platform.

Import Options for MIDI Files

The Import Options for MIDI files allow you to specify what data is included in imported MIDI
files.

SE multi-timbral H

Extract First Patch
Converts the first Program Change and Bank Select events for each track to
Inspector settings for the track.

Extract First Volume/Pan
Converts the first MIDI Volume and Pan events for each track to Inspector settings
for the track.

Import Controller as Automation Tracks
Converts MIDI Controller events in the MIDI file to automation data for the MIDI
tracks.

Import to Left Locator
Aligns the imported MIDI file at the position of the left locator.

Import Markers
Imports Standard MIDI File Markers in the file and converts them to Cubase markers.

Import Dropped File as Single Part
Places the file on one track if you drag a MIDI file into the project.

Ignore Master Track Events on Merge
Ignores tempo track data if you import a MIDI file into the current project. The
imported MIDI file will play according to the current tempo track in the project.

Auto Dissolve Format 0
Automatically dissolves imported MIDI files of type 0. Each embedded MIDI channel in
the file is placed on a separate track in the Project window.

Destination
Allows you to specify what happens when you drag a MIDI file into the project.
e MIDI Tracks creates MIDI tracks for the imported file.

e Instrument Tracks creates instrument tracks for each MIDI channel in the MIDI
file and lets the program automatically load appropriate presets.
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e HALion Sonic SE multi-timbral creates several MIDI tracks, each routed to a
separate instance of HALion Sonic SE in the VST Instruments window, and loads
the appropriate presets.

Import Karaoke Lyrics as Text

Converts karaoke lyrics in the MIDI file to text that can be displayed in the Score
Editor. If this option is deactivated, lyrics are only shown in the List Editor.

Importing MIDI Files

In Cubase, you can import MIDI files.

PROCEDURE
1. Select File > Import > MIDI File.

2. Optional: If a project is open, choose if you want to create a new project.
If you select No, the MIDI file is imported into the current project.

3. Inthefile dialog that opens, locate and select the MIDI file and click Open.

RESULT

The MIDI file is imported. The result depends on the contents of the MIDI file and the setting you
made in the Import Options section in the Preferences dialog (MIDI—MIDI File page).

Itis also possible to import a MIDI file from disk by dragging it from the File Explorer/macOS
Finder into the Project window. The Import Options apply as well.

RELATED LINKS
Import Options for MIDI Files on page 259
Markers on page 300

Yamaha XF Format

Cubase supports the Yamaha XF format. XF is an extension of the standard MIDI file format that
allows you to save song-specific data with a MIDI file of type 0.

When importing a MIDI file containing XF data, this data is placed in parts on separate tracks
called XF Data, Chord Data, or SysEx Data. You can edit such a part in the List Editor to add or
change lyrics, for example.

IMPORTANT
Do not change the order of events within the XF data or the event data itself, unless you have a

lot of experience with XF data.

Cubase can also export XF data as part of a MIDI file of type 0. If you do not want to export the XF
data together with the MIDI data, mute or delete the tracks containing the XF data.

MIDI Loops

In Cubase, you can import MIDI loops.

To import MIDI loops, use the MediaBay. MIDI loops have the file extension .midiloop.

RELATED LINKS
Importing MIDI Loops on page 601
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Quantizing means moving recorded audio or MIDI and positioning it on the nearest grid position
that is musically relevant. Quantizing is designed to correct errors, but you can also use itin a
creative way.

You can quantize audio and MIDI to a grid or to a groove.

Audio and MIDI can be quantized at the same time. However, what exactly happens during

quantizing differs for audio and MIDI:

e Audio quantizing affects the audio event starts or the content of your audio.

e MIDI quantizing can affect the starts of MIDI events in a part, the MIDI event lengths, or the
MIDI event ends.

NOTE

Quantizing is based on the original position of the events. Therefore, you can freely try out
different quantize settings without the risk of destroying anything.

RELATED LINKS

Quantizing Audio Event Starts on page 263

Quantizing Audio Event Lengths (AudioWarp Quantizing) on page 264
Quantizing MIDI Event Starts on page 262

Quantizing MIDI Event Lengths on page 263

Quantizing MIDI Event Ends on page 263

Quantize Functions

The quantize functions are available in the Edit menu and in the Snap and Quantize sections of
the Project window toolbar.

Quantize Functions on the Edit Menu

Quantize
Quantizes audio or MIDI event starts.

Reset Quantize
Reverts your audio or MIDI to its original, unquantized state, and resets any length
changes that you performed in the Quantize Panel.

Quantize Panel
Opens the Quantize Panel.

Advanced Quantize
From this submenu, you can select the following functions:
e Quantize MIDI Event Lengths

Cuts off the ends of selected MIDI events so that the events match the length
qguantize value. The start positions are kept.

e Quantize MIDI Event Ends
Moves the ends of MIDI events to the nearest grid positions.
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e Freeze MIDI Quantize

Makes the start and end positions of MIDI events permanent. This function is
useful in situations where you want to quantize a second time, based on the
current quantized positions rather than the original positions.

e Create Groove Quantize Preset

Creates a groove quantize map based on hitpoints that you have created in the
Sample Editor.

Quantize Functions on the Project Window Toolbar

Apply Quantize
Q]

Applies the quantize settings.

Quantize Presets

Allows you to select a quantize preset.

Soft Quantize On/Off
%

Activates/Deactivates soft quantize.

AudioWarp Quantize On/Off

Activates/Deactivates AudioWarp quantize.

Open Quantize Panel

Opens the Quantize Panel.

Quantizing MIDI Event Starts

You can quantize the MIDI event start positions.

PREREQUISITE

You have set up a quantize grid on the Quantize Presets pop-up menu on the Project window
toolbar.

PROCEDURE

1. Perform one of the following actions:
e Inthe Key Editor, select the MIDI events that you want to quantize.
e In the Project window, select a MIDI part.

2. Select Edit > Quantize.

RESULT

The starts of the selected MIDI events or all events of the selected MIDI part are quantized.
Events that do not match exact note positions are moved to the closest grid position. The note
lengths are maintained.
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Quantizing MIDI Event Lengths

You can quantize the MIDI event lengths.

PREREQUISITE

You have set up a length quantize value on the Length Quantize pop-up menu on the Key
Editor toolbar.

PROCEDURE

1. Perform one of the following actions:
e Inthe Key Editor, select the MIDI events that you want to quantize.
e Inthe Project window, select a MIDI part.

2. Select Edit > Advanced Quantize > Quantize MIDI Event Lengths.

RESULT

The ends of the selected MIDI events are cut off so that the events match the length quantize
value. The start positions are kept.

NOTE

If you have selected Quantize Link in the Length Quantize pop-up menu of the Key Editor
toolbar, the events are resized according to the grid that is set up in the Quantize Presets pop-
up menu. The Swing, Tuplet, and Catch Range settings on the Quantize Panel are taken into
account.

Quantizing MIDI Event Ends

You can quantize the MIDI event end positions.

PREREQUISITE

You have set up a quantize grid on the Quantize Presets pop-up menu on the Project window
toolbar.

PROCEDURE

1. Perform one of the following actions:
e Inthe Key Editor, select the MIDI events that you want to quantize.
e Inthe Project window, select a MIDI part.

2. Select Edit > Advanced Quantize > Quantize MIDI Event Ends.

RESULT
The ends of the MIDI events are moved to the nearest grid positions.

Quantizing Audio Event Starts

You can quantize the audio event start positions.

PREREQUISITE

You have set up a quantize grid on the Quantize Presets pop-up menu on the Project window
toolbar.
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PROCEDURE
1. Inthe Project window, select an audio event, a sliced loop, or an audio part.
2. Select Edit > Quantize.

RESULT

The event snap point, or, if not available, the start of the audio event, is quantized. Event starts
that do not match exact note positions are moved to the closest grid positions.

NOTE

If you use the Quantize function on an audio part, the starts of the events inside the part are
quantized.

Quantizing Audio Event Lengths (AudioWarp Quantizing)

You can quantize an audio event or an audio selection range by applying time stretch to the
content of the audio event.

PROCEDURE
1. Perform one of the following actions:

e Select the audio event that you want to quantize.

e Select a range of the event that you want to quantize.

On the toolbar, activate AudioWarp Quantize On/Off.

Perform one of the following actions:

e Click Quantize Presets, and select a quantize grid preset from the pop-up menu.

e Click Open Quantize Panel, and define the quantize grid with the available parameters.
4. Select Edit > Quantize.

RESULT

The audio event is quantized, that is, its warp markers are aligned with the quantize grid by
applying time stretch, and the audio sections between the warp markers are stretched or
compressed to fit into the time interval that you set up on the Quantize Presets pop-up menu.

NOTE

If you use a quantize value of 1/4 on audio that is based on 16th notes, the warp markers at the
1/4 note positions are quantized to the grid, and the remaining warp markers are moved,
keeping the relative distances between the warp markers.

RELATED LINKS
Quantize Panel on page 264
Slices on page 443

Quantize Panel

The Quantize Panel allows you to define how to quantize audio or MIDI to the grid orto a
groove. Depending on what method you choose, different parameters are shown.

To open the Quantize Panel, perform one of the following actions:

e Click Open Quantize Panel on the toolbar.
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e Select Edit > Quantize Panel.

Quantize Panel

Quantize Settings

Catch Range  Safe Range
- 0 Ticks

Rough
0 Ticks

R

. ——

Quantize Presets

To the top of the Quantize Panel the quantize presets are shown. Here, you can load and save
presets that include all settings for quantizing.

Quantize Panel

11

1/2

1/4

1/8 nge Safe Range
1/16 0 Ticks
1/32

1/64

1/128

1/2 Triplet

1/4 Triplet

1/8 Triplet

1/16 Triplet

1/32 Triplet

1/64 Triplet

1/2 Dotted

1/4 Dotted

1/8 Dotted

1/16 Dotted

1/32 Dotted

1/64 Dotted

Save Preset

Remove Preset Chord Pads ol

Rename Preset
o YERE:
Restore Factory Presets 2 3
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Select Preset
Allows you to select a preset.

Save Preset
Allows you to save the current settings as a preset, so that they become available on all
Quantize Presets pop-up menus.

Remove Preset
Allows you to remove the selected preset.

Rename Preset
Opens a dialog where you can rename the selected preset.

Restore Factory Presets
Allows you to restore the factory presets.

Creating Groove Quantize Presets

You can create a groove quantize map based on hitpoints that you have created in the Sample
Editor.

PROCEDURE
1. Inthe Project window, double-click the audio event from which you want to extract the
timing.

The Sample Editor opens.
2. Open the Hitpoints section.

The hitpoints for the audio event are detected and displayed automatically.
3. Click Create Groove.

The groove is extracted.

RESULT

The groove is extracted from the audio event and made available in the Quantize Presets pop-
up menu on the Project window toolbar.

AFTER COMPLETING THIS TASK
Open the Quantize Panel and save the groove as a preset.

RELATED LINKS
Creating a Groove Quantize Map on page 445
Quantize Presets on page 265

Options For Quantizing to a Musical Grid

You can use the musical grid to quantize your recorded music.

e To access the options for quantizing to a musical grid, select a musical time format from the
Select Preset pop-up menu on the Quantize Panel.
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Quantize Panel

11
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1/8 wge  Safe Range
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The following options are available:
Grid
Allows you to select the basic value for the quantize grid.
Swing
Offsets every second position in the grid, creating a swing or shuffle feel.

NOTE

Swing is only available if Grid is set to a straight value and Tuplet is deactivated.

Catch Range
Allows you to set a value that determines that quantizing affects only audio or MIDI
within the set distance from the grid lines. This is reflected in the grid display.

Safe Range
Creates a safe zone before and after the quantize positions. If you specify a distance in
ticks (120 ticks = one 16th note), events that lie within this zone are not quantized. This
way, slight variations are kept.

Grid Display
Shows the quantize grid. Quantized audio or MIDI is moved to the positions indicated
by the vertical grid lines.

Tuplet

Creates rhythmically more complex grids by dividing the grid into smaller steps, and
thereby creating n-tuplets.
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Rough

Allows you to set a distance in ticks, so that your audio or MIDI is quantized to random
positions within the specified distance from the quantize grid. This allows for slight
variations and, at the same time, prevents your audio or MIDI from ending up too far
away from the grid.

Soft Quantize Mode

Applies a loose quantization so that your audio or MIDI moves only part of the way to
the closest quantize grid position. The Quantize Strength value to the right
determines how close your audio or MIDI moves towards the grid.

NOTE

Soft quantizing is based on the current, quantized positions and not on the original
event positions. You can repeatedly use the soft quantize mode to gradually move your
audio or MIDI closer to the quantize grid until you have found the right timing.

AudioWarp

Quantizes the content of your audio event by applying time stretch. The warp markers
are aligned with the defined quantize grid.

MIDI CC

Moves controllers related to MIDI notes (pitchbend, etc.) automatically with the notes
when these are quantized.

Reset Quantize
Resets your audio or MIDI to its original, unquantized state.

IMPORTANT

This function has no effect on an event that was moved manually.

Auto

Applies any changes immediately to the selected parts or events. A way of using this
feature is to set up a playback loop and adjust the settings until you are satisfied with
the result.

Quantize
Applies your settings.

Options for Quantizing to a Groove

You can generate a timing grid from a MIDI part or an audio loop, and use this groove to
quantize your recorded music. This way, you can recreate the rhythmic feel of this specific event
or part.

To access the options for quantizing to a groove, select a MIDI part from an audio loop, an audio
event with hitpoints, or sliced audio, and perform one of the following actions:

e Drag the part or event to the grid display in the middle of the Quantize Panel.
e Select Edit > Advanced Quantize > Create Groove Quantize Preset.
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Quantize Panel

Quantize Settings

Position Velocity Length Safe Range
100 % 0% 0% 0 Ticks

12 3 415 (6 (7 18 9 [10(11(12(13 1415

Pre-Q Max. Move  Orig. Position Rough
OFF 16th 0 Ticks

= e . .. .
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The following options become available:
Position

Determines how much the timing of the groove affects the music.

Velocity (MIDI Only)
Determines how much the velocity values within the groove affect the music.

NOTE

Not all grooves contain velocity information.

Length (MIDI Only)
Allows you to specify how much the lengths of the notes are affected by the groove.

NOTE

For drums, the Length setting is ignored.

Safe Range
Allows you to create a safe zone before and after the quantize positions. If you specify
a distance in ticks (120 ticks = one 16th note), events that lie within this zone are not
quantized. This way, slight variations are kept.

Grid display
Shows the quantize grid. Quantized audio or MIDI is moved to the positions indicated
by the vertical grid lines.

Pre-Q
Allows you to select a musical grid to which you can quantize your audio or MIDI first.
This gets the notes closer to their groove destination.

NOTE

If you apply a shuffle groove to a 16th-note pattern, for example, set up a pre-quantize
value of 16 to straighten up the timing before applying the groove quantizing.
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Max. Move
Allows you to select a note value to specify a maximum distance that the audio or MIDI
can be moved.

Orig. Position
Sets the original starting position of the quantized material as starting point of the
quantizing. This allows you to synchronize material that does not start from bar 1 of
the project.

Rough Quantize
Allows you to set a distance in ticks so that your audio or MIDI is quantized to random
positions within the specified distance from the quantize grid. This allows for slight
variations and, at the same time, prevents your audio or MIDI from ending up too far
away from the grid.

Soft Quantize Mode

Applies a loose quantization so that your audio or MIDI moves only part of the way to
the closest quantize grid position. The Quantize Strength value to the right
determines how close your audio or MIDI moves towards the grid.

NOTE

Soft quantizing is based on the current, quantized positions and not on the original
event positions. You can repeatedly use the soft quantize mode to gradually move your
audio or MIDI closer to the quantize grid until you have found the right timing.

AudioWarp

Quantizes the content of your audio event by applying time stretch. The warp markers
are aligned with the defined quantize grid.

MIDI CC

Moves controllers related to MIDI notes (pitchbend, etc.) automatically with the notes
when these are quantized.

Reset Quantize
Resets your audio or MIDI to its original, unquantized state.

IMPORTANT

This function has no effect on an event that was moved manually.

Auto

Applies any changes immediately to the selected parts or events. A way of using this
feature is to set up a playback loop and adjust the settings until you are satisfied with
the result.

Quantize
Applies your settings.

RELATED LINKS
Creating Groove Quantize Presets on page 266
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Fades allow you to gradually increase or decrease the volume at the start or end of audio events
or audio clips, and to create smooth transitions.

You can create the following fades:

e Fadeins/fade outs

Fade ins and fade outs allow you to gradually increase or decrease the volume of audio
events or audio clips. Fade ins and fade outs can be either event-based or clip-based.

Event-based fades are calculated in real time when you play back audio events. You can
create different fade curves for several events, even if they refer to the same audio clip.
NOTE

The more event-based fades you apply, the more processing power is used.

Clip-based fades are applied to the audio clip. Events that refer to the same clip will have the
same fades.

e Crossfades
Crossfades allow you to create smooth transitions for consecutive audio events on the same
track. Crossfades are always event-based.

e Auto fades

Auto fades allow you to automatically apply short fade ins and fade outs to the events on
specific audio tracks. You can also apply them globally on all audio tracks. This creates
smooth transitions between events.

e Event envelopes

Event envelopes are volume curves for audio events or audio clips. They allow for volume
changes not only at the start or the end, but also within the audio or clip. They can be either
event-based or clip-based.

RELATED LINKS

Event-Based Fades on page 271
Creating Clip-Based Fades on page 275
Crossfades on page 276

Auto Fades and Crossfades on page 279
Event Envelopes on page 281

Event-Based Fades

You can create event-based fade ins and fade outs. These are calculated in real time when you
play back audio events. You can create different fade curves for several events, even if they refer
to the same audio clip.

There are several ways to create event-based fades:

e By using the event handles

e By using range selections
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You can edit event-based fades in the Fade dialogs.

RELATED LINKS

Creating and Editing Fades with the Handles on page 272

Creating and Editing Fades with the Range Selection Tool on page 273
Fade Dialog for Event-Based Fades on page 274

Creating and Editing Fades with the Handles

You can create and edit event-based fade ins and fade outs using the event handles. This gives
you a visual feedback and allows you to apply the same fade type to several selected events.

PROCEDURE
1. Select the audio events for which you want to create fades and point at one of them with the
mouse.

Triangular fade handles become visible in the upper left and right corners.

2. Perform one of the following actions:

e Drag the left fade handle to the right to create a fade in.

B 14.866 (Length: G:00:04.600)

e Drag the right fade handle to the left to create a fade out.

RESULT

The fade is applied and shown in the event waveform. If you select multiple events, the same
fade is applied to all selected events.

NOTE

You can change the length of the fades at any time by dragging the handles.

Event Handles

Audio events have a fade-in and a fade-out handle, as well as a volume handle. These handles
provide a quick way to change the fade length or the volume of events in the Project window.

Event handles become visible if you point the mouse at an event or if you select events.

NOTE

To show event handles and fade curves always and not only when you point at events, activate
Show Event Volume Curves Always in the Preferences dialog (Event Display—Audio page).

In the upper left and right corners, you find triangular fade handles that allow you to change the
fade-in or fade-out length. In the top middle, you find a square handle that allows you to change
the volume.
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e To change the fade-in length, drag the fade handle in the upper left to the right or to the left.

e Tochange the fade-out length, drag the fade handle in the upper right to the left or to the
right.

e Tochange the volume, drag the volume handle in the top middle up or down.

Fade and volume changes are reflected in the event waveform and on the info line.
NOTE

To change the event volume and the fades with the mouse wheel, activate Use Mouse Wheel for
Event Volume and Fades in the Preferences dialog (Editing—Audio page). When you press
Shift while moving the mouse wheel, and position the mouse pointer somewhere in the left half
of the event, the fade in end point is moved. When the mouse pointer is in the right half of the
event, the fade out start point is moved.

0:00:00.663 -2.42

Creating and Editing Fades with the Range Selection Tool

You can create and edit event-based fades with the Range Selection tool. This allows you to
apply a fade in and a fade out at the same time. Using the Range Selection tool is also useful if
you want to create fades for multiple audio events on separate tracks.

PROCEDURE
1. On the Project window toolbar, select the Range Selection tool.
2. Perform one of the following actions:

e Tocreate a fade in that starts at the event start, select a range that starts at the event
start.

e To create a fade out that ends at the event end, select a range that ends at the event
end.

e Tocreate afade in and a fade out, select a range in the middle of the event.

e To create fades on multiple tracks, select a range that spans multiple audio events on
multiple audio tracks.

3. Select Audio > Adjust Fades to Range.

Removing Event-Based Fades

You can remove event-based fades for a whole event or for a range.

PROCEDURE
1. Perform one of the following actions:
e Toremove the fades for an event, select the event with the Object Selection tool.
e Toremove the fades for a range, select the fade area with the Range Selection tool.

2. Select Audio > Remove Fades.
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Fade Dialog for Event-Based Fades

The fade dialog for event-based fades allows you to set up the selected event-based fades.

e Toopen the dialog for event-based fades, create a fade for one or more audio events, select
the events and select Audio > Open Fade Editor(s).

NOTE

If you select several events, you can adjust the fade curves for all selected events at the same
time. This is useful if you want to apply the same type of fade in to more than one event, for
example.

Fade In

Presets

Length

D Apply Length

As Default

The following options are available:

1 Presets pop-up menu

Allows you to set up presets for fade-in or fade-out curves.

e To apply a saved preset, select it from the pop-up menu.

e Toremove a saved preset, select it from the pop-up menu and click Remove.
2 Curve Type buttons

Apply a spline interpolation, a damped spline interpolation, or a linear interpolation to the
curve.

3 Restore
Click this button to cancel any changes you have made since opening the dialog.
4 Fade display

Shows the shape of the fade curve. The resulting waveform shape is shown darker, the
current waveform shape is shown lighter.

e To add points, click the curve.
e To change the curve shape, click and drag existing points.
e Toremove a point from the curve, drag it outside the display.

5 Curve Shape buttons
Give you quick access to some common curve shapes.

6 Length field
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Allows you to enter fade lengths numerically. The format of values displayed here is
determined by the time display on the Transport panel.

e Ifyou activate Apply Length, the value entered in the Fade Length value field is used
when clicking Apply or OK.

e Ifyou set the current fade as the default fade, the length value is included as part of the
default settings.

7 As Default
Saves the current settings as default fade.
8 Apply

Applies the current fade settings to the selected events.

Creating Clip-Based Fades

You can create and edit clip-based fade ins and fade outs using Direct Offline Processing. These
fades are applied to the audio clip. Events that refer to the same clip get the same fades.

PROCEDURE

1. Inthe Project window, select one or more audio events or a range for which you want to
create a fade.

The length of your selection determines the length of the fade area.
2. Perform one of the following actions:

e To create a fade in, select Audio > Processes > Fade In.

e To create a fade out, select Audio > Processes > Fade Out.

3. Inthe Direct Offline Processing window, click the Curve Type buttons to specify a fade
curve, or click and drag with the mouse in the curve display to draw in a curve.

4. Optional: Activate Audition to hear the effect of the specified fade on the selected audio
event.

RESULT

The fade is applied to the audio. You can remove or modify the fades at any time using the
Direct Offline Processing window.

RELATED LINKS

Direct Offline Processing on page 392
Fade In/Fade Out on page 399

On Processing Shared Clips on page 275

On Processing Shared Clips

If several events refer to the same audio clip, this clip is a shared clip. If you edit one of the
events that refer to a shared clip, you can decide if you want to apply the processing to all events
referring to this clip.

(2)

I\i_/'l

B Please, don't ask again.

Continue
Click Continue to apply the processing to all events that refer to the audio clip.
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New Version
Click New Version to create a separate, new version of the audio clip for the selected
event.
Crossfades

Crossfades allow you to create smooth transitions for consecutive audio events on the same
track. Crossfades are always event-based.

You can only create crossfades if the consecutive events or their respective clips overlap.

If the audio events overlap, a crossfade of the default shape (linear, symmetric) is applied in
the overlapping area.

S E—

NOTE

You can edit the default crossfade length and shape in the Crossfade editor.

If the respective audio clips overlap, the two events are resized so that they overlap, and a
crossfade of the default length and shape is applied in the overlapping area.

If neither the audio events nor the clips overlap, a crossfade cannot be created.

RELATED LINKS
Crossfade Editor on page 277

Creating Crossfades

You can create crossfades between two consecutive audio events.

PROCEDURE

1.

2.

Perform one of the following actions:

e To create a crossfade between two events, select the Object Selection tool, and select
two consecutive audio events.

e To create a crossfade to a selected range between two events, select the Range
Selection tool, and select a range covering the area where you want to apply a
crossfade.

Select Audio > Crossfade or use the key command X.

RESULT
The crossfade is applied.

Changing the Crossfade Length

You can change the length of a crossfade.

PROCEDURE

1.

Select the Range Selection tool.
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2. Select arange between two events that covers the length of the crossfade you want to apply.
3. Select Audio > Adjust Fades to Range.

RESULT
The crossfade length is adjusted to the selected range.

Crossfade Editor

The Crossfade editor allows you to edit crossfades. It contains fade-in and fade-out curve
settings, and common settings.

e To open the Crossfade editor, select one or both crossfaded events, and select Audio >
Crossfade, or double-click the crossfade zone.

Fade Out Presets

) /'\J| ' ¢ ) Y Y Presets No Preset

As Default Apply Default

Crossfade
Length 1. 0. 0.

Equal Gain D Equal Power

Audition
Volume 0.00 dB
[ Pre-roll 0.000 5

[ Post-roll 0.000 5

Curve Type buttons
Determine whether the corresponding fade curve uses Spline Interpolation &,
Damped Spline Interpolation &, or Linear Interpolation .

Curve Shape buttons
Give you quick access to some common curve shapes.

Fade Curve displays
Show the shape of the fade-out and fade-in curve, respectively.

e To add points, click a curve.
e Tochange the fade shape, click and drag existing points.
e Toremove a point, drag a point outside the display.

Presets

Click Save Preset on the Presets pop-up menu to store the crossfade settings so that
you can apply them to other events.

e Toremove a preset, select it on the pop-up menu and click Remove Preset.
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Default buttons

Click As Default to store the current settings as default. Default settings are used
whenever you create new crossfades.

Click Recall Default to apply the curves and settings of the default crossfade.

Length

Specifies the length of the crossfade area. Cubase tries to center the crossfade, that is,
the length change is applied equally to both sides. To be able to resize a crossfade, it
must be possible to resize the corresponding event. For example, if the fade-out event
already plays its audio clip to the end, its end point cannot be moved any further to the
right.

Equal Gain

Adjusts the fade curves so that the summed fade-in and fade-out amplitudes are the
same all along the crossfade region. This is often suitable for short crossfades.

Equal Power

Adjusts the fade curves so that the energy (power) of the crossfade is constant all along
the crossfade region.

Equal Power curves have only one editable curve point. You cannot change the curve
shape if this mode is selected.

Volume
Allows you to set the audition level.
Pre-roll and Post-roll
e To start playback before the fade area, activate Use Pre-roll.
e To stop playback after the fade area, activate Use Post-roll.
e To adjust the pre-roll time, use the Pre-roll Amount value field.
e To adjust the post-roll time, use the Post-roll Amount value field.

Audition buttons
e To audition the fade-out part of the crossfade, click Play Fade Out.

e To audition the whole crossfade, click Play Crossfade.

e To audition the fade-in part of the crossfade, click Play Fade In.

You can set up key commands for this in the Key Commands dialog.

RELATED LINKS

Key Commands on page 917

Event Handles on page 272
Auto-Scroll Settings Menu on page 216

Removing Crossfades

You can remove crossfades.

PROCEDURE
1. Perform one of the following actions:
e Select the Object Selection tool and select one of the crossfaded events.
e Select the Range Selection tool and select the crossfades you want to remove.

2. Select Audio > Remove Fades.
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RESULT
The selected crossfades are removed.

NOTE

You can also remove a crossfade by clicking and dragging it outside the track.

Auto Fades and Crossfades

Cubase features an Auto Fade function that can be set both globally and separately for each
audio track. Auto fades allow you to create smoother transitions between events by applying
fade ins and fade outs with a length between 1 and 500 ms.

IMPORTANT

As event-based fades are calculated in real time during playback, applying auto fades to a higher
number of audio events results in a higher demand on the processor.

NOTE

Auto fades are not indicated by fade lines.

Auto Fades Dialog

The Auto Fades dialog allows you to set up auto fades and crossfades for the whole project, or
separately for each audio track.

e To open the global Auto Fades dialog, select Project > Auto Fades Settings.

e Toopen the Auto Fades dialog for a track, right-click in the track list and select Auto Fades
Settings.
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Auto Fades
Auto Fade In Length 10 ms
D Auto Fade Out Use Project Settings

[] Auto Crossfades As Default

¥ Crossfades

K ~

[] Equal Gain [ Equal Power

1 Auto Fadeln
Activates auto fade ins.
2 Auto Fade Out
Activates auto fade outs.
3 Auto Crossfades
Activates auto crossfades.
4 Use Project Settings

This is only available if you opened the Auto Fades dialog for individual tracks. Deactivate
this to set up and apply the settings to individual tracks only. If you want a track with
individual auto fade settings to use the global settings again, activate Use Project Settings.

5 Length

Specifies the length of the auto fades or crossfades.
6 As Default

Saves the current settings as default.
7 Fades section

Provides the settings for auto fades.

The Curve Type buttons allow you to determine whether the corresponding fade curve uses
Spline Interpolation B, Damped Spline Interpolation & or Linear Interpolation E.

The Curve Shape buttons give you quick access to common curve shapes.
8 Crossfades section
Provides the settings for auto crossfades.
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Equal Gain allows you to adjust the fade curves so that the summed fade-in and fade-out
amplitudes are the same all along the crossfade region.

Equal Power allows you to adjust the fade curves so that the energy (power) of the
crossfade is constant all along the crossfade region.

Making Global Auto Fade Settings

You can set up auto fades and crossfades for the whole project.

PROCEDURE

1. Select Project > Auto Fades Settings.
This opens the Auto Fades dialog for the project.

Set up the fades as desired.
Click OK.

RELATED LINKS
Fade Dialog for Event-Based Fades on page 274
Crossfade Editor on page 277

Making Auto Fade Settings for Individual Tracks

As auto fades use computing power, you might consider to turn auto fades off globally and
activate them only for individual tracks.

PROCEDURE
1. Perform one of the following actions:

e Right-click the track in the track list, and from the context menu, select Auto Fades
Settings.

e Select the track, and in the Inspector, click Auto Fades Settings.
The Auto Fades dialog for the track opens.

2. Deactivate Use Project Settings.
Any settings you now make are applied to the track only.

3. Setup the auto fades.
Click OK.

Event Envelopes

Event envelopes are volume curves for audio events. They allow you to create volume changes
within the event, not only at the start or end.

On the event envelopes, you can create volume changes by adding curve points with the Draw
tool.

The envelope curve is a part of the audio event. If you move or copy the event, the event
envelope follows.
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Creating Event-Based Volume Changes

You can create volume changes for the audio event.

PROCEDURE
1. Zoom in on the event so that you can view its waveform properly.

2. Select the Draw tool and click at the position in the event where you want to change the
volume.

3. Click with the Draw tool.
Audio 01

A curve point is added to the envelope curve.

4. Drag the curve point to adjust the volume curve.

RESULT

The volume change is created. The waveform image of the event changes according to the
volume change.

Removing Event Envelopes

You can remove the entire event envelope or single curve points.

PROCEDURE
e Perform one of the following actions:
e Toremove a curve point from the envelope, click on it and drag it outside the event.

e Toremove an event envelope curve from a selected event, select Audio > Remove
Volume Curve.

Creating Clip-Based Volume Changes

You can create volume changes for the audio clip. The audio event changes accordingly.

PROCEDURE
1. Inthe Project window, select the event.
2. Select Audio > Processes > Envelope.

3. Inthe Direct Offline Processing dialog, make your changes, and click Apply.

RESULT

The volume change is created. The waveform image of the event changes according to the
volume change.

RELATED LINKS
Envelope on page 399
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Arranger Track

The arranger functions in Cubase allow you to work in a non-linear fashion. Using an arranger
track allows you to specify how and when specific sections are played back, even in live
performances. This way, you do not need to move, copy, and paste events in the Project window.

NOTE
There can be only one arranger track in a project.
To use the arranger functions, you must add an arranger track and define arranger events.

Arranger events can be of any length. They can overlap and are not bound to the start or end of
existing events and parts. You can order them in a list, and add repeats as desired.
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You can edit arranger events using the standard techniques. Copies from arranger events are
independent from the original event.

You can create several arranger chains that allow you to save different versions of a song within
the project.

You can flatten arranger chains to convert them into a linear project.
RELATED LINKS
Adding Arranger Events on the Arranger Track on page 283

Setting up an Arranger Chain and Adding Events on page 287
Flattening the Arranger Chain on page 288

Adding Arranger Events on the Arranger Track

On the arranger track, you can add arranger events that define specific sections of the project.

PREREQUISITE
Snap is activated, and Snap Type is set to Events.

PROCEDURE

1. Select Project > Add Track > Arranger.
The arranger track is added.

2. Select the Draw tool and draw an arranger event on the arranger track.
An arranger event is added.

3. Draw as many events as you need.

RESULT
The arranger events are added to your project.

AFTER COMPLETING THIS TASK
Use the functions of the Arranger Editor to arrange the events.
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RELATED LINKS

Arranger Track on page 130

Setting up an Arranger Chain and Adding Events on page 287
Snap Function on page 69

Snap Types Menu on page 70

Renaming Arranger Events

When you add arranger events, they are automatically named in alphabetical order. You can
change the names so that they reflect the structure of your project, such as Intro, Chorus, Bridge,
for example.

PROCEDURE
1. Select the arranger event that you want to rename.
2. Perform one of the following actions:
e Select the event name on the info line.
e Hold down Alt/Opt and double-click the name in the arranger chain.

3. Enter a new name.

Arranger Editor

The Arranger Editor allows you to set up arranger chains.

e To open the Arranger Editor, select an arranger track, and click Open Arranger Editor in
the track list.

Arranger Chain 1 v & + W Flatten Chain e ]

Repeat N Counter Duration Song Time 3 Length

-

1

1. 0.
1.

1

1
1

Arranger toolbar
Shows the transport buttons, the arranger transport buttons, and the arranger tools.

Current Arranger Chain

Shows the order in which the events are played back, from top to bottom, and how
many times they are repeated.

NOTE

Initially, the arranger chain is empty. To fill it up, you must add events from the
Arranger Events list.

Arranger Events
Lists the available arranger events in the order they appear on the timeline.
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Arranger Editor Toolbar

The Arranger Editor contains tools and shortcuts for setting the flatten options.

e Toopen the Arranger Editor, select an arranger track, and click Open Arranger Editor [€]in
the track list.

Activate Arranger Mode

Activates playback in arranger mode.

Previous Chain Step
Navigates to the previous entry in the current arranger chain list.

Next Chain Step
Navigates to the next entry in the current arranger chain list.

First Repeat of Current Chain Step

Navigates to the first repeat of the current entry in the current arranger chain list.

Last Repeat of Current Chain Step

Navigates to the last repeat of the current entry in the current arranger chain list.

Select Active Chain

Arranger Chain 2

Allows you to select and activate an arranger chain.

Rename Current Chain

Allows you to rename the current arranger chain.

Create New Chain
Creates a new, empty arranger chain.

Duplicate Current Chain
Creates a duplicate of the current arranger chain, containing the same events.

Remove Current Chain

Removes the selected arranger chain. This is only available if you have created more
than one arranger chain.

Flatten Chain

Converts the current arranger chain into a linear project.

Flatten (with Options & Preferences)

Allows you to set up the flatten options.
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Arranger Chain Repeat Modes

The Arranger Editor features a function that allows you to repeat and loop your arranger events.
This way, you can create a sketch of a song structure.

e To open the Arranger Editor, select an arranger track, and click Open Arranger Editor in
the track list.

To select one of the repeat modes, click the Mode column in the Current Arranger Chain list.

1 Normal
Plays back the arranger chain exactly the way you set it up.
2 Repeat Forever

Repeats the current arranger event in a loop until you click another event in the Arranger
Editor or until you click Play once again.

3 Pause After Repeats
Pauses playback after all repeats of the current arranger event have been played back.

NOTE

During playback, the Counter column indicates which repetition of the event is playing.

Flatten Options & Preferences

The flatten options allow you to define what happens when you flatten the arranger track.

e Toshow the flatten options, open the Arranger Editor, and click Flatten (with Options &
Preferences).

E’P 4 v 4 Arranger Chain 1 v b |+ W Flatten Chain n

Source Destination Options
@ Current Project D Keep Arranger Track
O New Project
I:I Make Real Event Copies

D Don't Split Events

In the Source section, you can specify which arranger chains are flattened.

Current Chain
Flattens the current chain only.

Checked Chains

Opens a list of the available arranger chains where you can activate the arranger tracks
that you want to flatten.

All Chains
Flattens all arranger chains of the current project.

The Destination section allows you to choose where the result of the flattening is saved.

Current Project

This is only available if Source is set to Current Chain. Activate this option if you want
to save the flattened chain in the current project.
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Setting up an Arranger Chain and Adding Events

New Project
Allows you to flatten one or more chains in a new project with the following naming
options:
e Append Chain Name
Appends the chain names to the project name.
e Use Chain Name
Names the new projects after the current arranger chains.
e Add Number
Names the new projects after the old ones and adds a number.

The Options section contains further settings.

Keep Arranger Track
Keeps the arranger track after flattening. Activate Rename Arranger Events to
append numbers to the events.

Make Real Event Copies
Allows you to create real copies of the arranger track instead of shared copies.

Don‘t Split Events
Excludes MIDI notes that start before or are longer than the arranger event. Only MIDI
notes that begin and end inside the arranger event are taken into account.

Open New Projects

Creates a new project for every flattened arranger chain. If you activate Cascade New
Projects, the opened projects are cascaded.

RELATED LINKS
Flattening the Arranger Chain on page 288

Setting up an Arranger Chain and Adding Events

In the Arranger Editor you can set up arranger chains and add events to them.

PROCEDURE
1. Click e to open the Arranger Editor.

2. Activate Activate Arranger Mode.

E T Ay % Arranger Chain 1

Activate Arranger Mode

3. Perform one of the following actions to add arranger events to the arranger chain:
e Double-click an event in the Arranger Events list.

e Select one or more events in the Arranger Events list, right-click, and select Append
Selected In Arranger Chain.

e Drag an arranger event from the Arranger Events list and drop it in the Current
Arranger Chain list.

e Drag an arranger event from the Project window and drop it in the Current Arranger
Chain list.

4. Click Play.

RESULT
The arranger events are played back in the order that you specified in the arranger chain.
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RELATED LINKS
Arranger Chain Repeat Modes on page 286

Adding a New Arranger Chain

You can create several arranger chains in order to set up alternative versions for playback.

PREREQUISITE
Arranger Mode is activated.

PROCEDURE
1. Open the Arranger Editor.
2. C(lick Create New Chain.

RESULT

A new, empty arranger chain is activated. This is reflected by a new name in the Select Active
Chain pop-up menu and a new, empty Current Arranger Chain list.

Editing Arranger Events in the Arranger Chain

In the Current Arranger Chain list, you can edit your arranger events.
You can perform the following actions:

e To select multiple events, Ctrl/Cmd -click or Shift-click them.

e To move events in the list, drag them up or down.

e To copy events, select them, hold Alt/Opt and drag.

e To repeat events, click in the Repeats column and enter the number of repeats.

e To specify how the event is repeated, click in the Mode column and select a Repeat Mode
from the pop-up menu.

e To move the playback position to the start of an event, click the arrow to the left of the event.

e Toremove an event from the list, right-click on it, and from the context menu, select Remove
Touched.

e Toremove several events, select them, right-click, and from the context menu, select
Remove Selected.

RELATED LINKS
Arranger Chain Repeat Modes on page 286

Flattening the Arranger Chain

When you have set up an arranger chain that you like, and you are sure that you do not want to
edit it any more, you can convert it to a linear project.

PREREQUISITE
You have saved a copy of the project before flattening the arranger chain.

NOTE
Flattening the arranger chain may remove events and parts from the project. Only use Flatten

when you know you do not want to edit the arranger track/chain any more. If in doubt, save a
copy of the project before flattening the arranger chain.
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PROCEDURE
1. Select the arranger chain that you want to convert into a linear project.
2. Optional: Click Flatten (with Options & Preferences)

Flatten Chain Q

"FTatten (with Options & Preferences)
3. Optional: Activate the desired flattening options.
NOTE

If you realize that you want to do further adjustments, click Go Back. The activated flatten
options are kept.

4. Click Flatten.

RESULT

The events and parts in the project are reordered, repeated, resized, moved and/or deleted, so
that they correspond exactly to the arranger chain.

Jump Mode

If you have set up an arranger track and play it back, you have live access to the playback order.
This way, you can loop your arranger events with more flexibility regarding the length of the
playback.

PREREQUISITE
An arranger chain is set up and the arranger mode is activated.

PROCEDURE
1. Play back your project.

2. Inthe lower part of the Inspector, open the Jump Mode pop-up menu, and select an option
from the pop-up menu.

Jump Mode kEnd ¥

Jump Mode (determines when the next live section will play)

This determines how long the active arranger event is played, before jumping to the next
one.

3. Inthe Arranger Events list of the Inspector, click the arrow to the left of the arranger event
that you want to trigger.

RESULT
The arranger event is looped according to your settings, until you click another arranger event.

NOTE

You can assign key commands to trigger arranger events in the Arranger category of the Key
Commands dialog.

AFTER COMPLETING THIS TASK
e To stop Jump Mode, click Stop.

e To continue playback from a specific arranger event, click the arranger event in the Current
Arranger Chain list.
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RELATED LINKS
Jump Mode Options on page 290

Jump Mode Options

The Jump Mode pop-up menu allows you to define how long the active arranger event is played
before jumping to the next one.

e To show the Inspector for the arranger track, select the arranger track in the track list.

Arranger Events
Intro
Verse
Bridge
Chorus
Solo

Break

Jump Mode

The following options are available:
None

Jumps to the next section immediately.

4 Bars, 2 Bars

Jumps to the next arranger event after 2 or 4 bars. If the current arranger event is
shorter than 2 or 4 bars, playback jumps to the next arranger event at the event end.

1Bar
Jumps to the next section at the next barline.

1 Beat
Jumps to the next section at the next beat.

End
Plays the current section to the end, then jumps to the next section.

Arranging Music to Video

When you compose music for video, you can use arranger events to fill a specific video section
with music. The following is an example on how you could do that.

PREREQUISITE

You have connected and set up an external sync master device to your computer. You have
created a new, empty project and added a MIDI track.
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PROCEDURE

1. Create a MIDI part that starts at position 00:00:00:00 and ends at position 00:01:00:00.
Create a MIDI part that starts at position 00:01:00:00 and ends at position 00:02:00:00.
Create a MIDI part that starts at position 00:02:00:00 and ends at position 00:03:00:00.
On the Transport panel, activate Sync.

LA

Select Project > Add Track > Arranger.
The arranger track is added.

On the arranger track, add arranger events at the positions of the MIDI parts.
Set up the arranger chain A-A-B-B-C-C.

Activate Arranger mode and start playback.

v e N o

On your external sync master device, start external timecode at position 00:00:10:00.
In your project, the position 00:00:10:00 is located, and arranger part A is played back.

10. Start your external sync master device at a position that does not match the project start
time, for example, 00:01:10:00.

In your project, the position 00:01:10:00 is located, and arranger part A is played back.

RESULT

If you position the external sync master device to a position that does not match the project start
time, Cubase automatically jumps to the right position in the arranger track.

NOTE

The reference for the external timecode can be MIDI or any other timecode that can be
interpreted by Cubase.

RELATED LINKS
Arranger Track on page 130
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The transpose functions for audio and MIDI in Cubase allow you to change the pitches of audio
and MIDI for playback without changing the actual MIDI notes or the audio.

You can transpose the following:

e An entire project by changing the Project Root Key on the Project window toolbar.
e Specific sections of your project by creating a transpose track and adding transpose events.
e Individual parts or events by changing their transpose value on the Project window info line.

IMPORTANT

As a general rule, always set the root key first when you work with content with a defined root
key.

NOTE

To transpose MIDI notes on a selected track, you can also use MIDI modifiers. If you want to
change the actual notes, use the MIDI transpose functions in the Transpose Setup dialog and in
the MIDI effects (see the separate document Plug-in Reference).

RELATED LINKS

Transposing with the Project Root Key on page 293

Transposing Sections of a Project with Transpose Events on page 296
Transposing Individual Parts or Events using the Info Line on page 298
MIDI Modifiers on page 636

Transpose and Velocity on the Info Line on page 644

Transpose Setup Dialog on page 652

Project Root Key

The Project Root Key allows you to transpose your project. Audio or MIDI events in your project
use it as a reference.

To change the Project Root Key, use the Project Root Key pop-up menu on the Project window
toolbar.

If you change the project root key, loops that already contain root key information will follow
automatically.

RELATED LINKS
Transposing with the Project Root Key on page 293
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Transposing with the Project Root Key

The loops included in Cubase already contain root key information. If you change the project root
key, these loops will follow automatically.

PREREQUISITE
You have opened a project that contains audio loops with different root keys.

PROCEDURE

1. Optional: Select the drum and percussion loops in your project and set the Global
Transpose setting on the info line to Independent.

This setting excludes the loops from being transposed.

2. Onthe Project window toolbar, open the Project Root Key pop-up menu and set a root key
for the project.

This changes the root key for the entire project and transposes the loops to match this key.

0 0 Follow G#

RESULT
The loops follow the project root key.

AFTER COMPLETING THIS TASK

Record audio or MIDI. The newly recorded events get the project root key. Change the project
root key. The events with root key information follow.

RELATED LINKS
Excluding Individual Parts or Events from Global Transpose on page 299
Transpose Track and Recording on page 298

Assigning the Project Root Key to Parts or Events

Some audio or MIDI events that you have created by recording, for example, might not contain
root key information. If you want them to follow the transposition changes, you must set them to
the Project Root Key.

PROCEDURE

1. On the Project window toolbar, open the Project Root Key pop-up menu and set a root key
for the project.

2. Optional: Select the drum and percussion loops in your project and set the Global
Transpose setting on the info line to Independent.
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This setting excludes the loops from being transposed.

3. Select Project > Add Track > Transpose.
The transpose track is added to the track list. You can only have one transpose track in a
project.

4. Inthe track list, right-click the transpose track, and from the context menu select Set root
key for unassigned events.

N (= e N INEEENEEE
Add Track 5
Audio 03
Select All Events
Audio 04 Remove Selected Tracks Shift+Del
Hide Selected Tracks
Audio 05 Move Selected Tracks to New Folder

Hide Track Pictures

Audio 06

Set root key for unassigned events N

RESULT
All parts or events that do not contain any root key information are set to the project root key.

RELATED LINKS
Excluding Individual Parts or Events from Global Transpose on page 299

Recording with a Project Root Key

If you record with a project root key, the recorded events follow this root key automatically. This
function is useful if you want to change the root key later and you want the events to follow.

PROCEDURE

1. Optional: Select the drum and percussion loops in your project and set the Global
Transpose setting on the info line to Independent.

This setting excludes the loops from being transposed.

2. Onthe Project window toolbar, open the Project Root Key pop-up menu and set the root
key.

All parts and events are transposed in order to match the root key.

3. Record your music.

RESULT

All recorded audio events and MIDI parts get the project root key information. On the info line,
the Global Transpose setting for recorded events is set to Follow.

AFTER COMPLETING THIS TASK
Change the project root key. Your events will follow.

Changing the Root Key of Individual Audio Events

You can change or set the root key information for individual audio events or parts in the Pool.

PROCEDURE
1. Select Media > Open Pool Window.

2. Open the View/Attributes pop-up menu, and activate the Root Key option.
The Key column is displayed in the Pool window.
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Transpose Track

Changing

3. Click the Key column for the audio event or part that you want to assign a different root key
to, and select a key from the pop-up menu.

RESULT

The root key of the audio event or part is changed. The corresponding audio file, however,
remains unchanged. If you change the project root key, the audio events or parts keep their own
root key settings, and are transposed to match the Project Root Key.

NOTE

You can also assign root keys in the MediaBay.

NOTE

Save the root key in the audio file by selecting the audio event in the event display, and by
selecting Audio > Bounce Selection.

the Root Key of Individual MIDI Parts

You can change the root key information for individual MIDI parts in the Project window info
line.

PROCEDURE
1. Inthe eventdisplay, select the MIDI part.
2. Inthe Project window info line, click Root Key and select a key from the pop-up menu.

RESULT

The root key of the MIDI part is changed. If you change the project root key, the MIDI parts keep
their own root key settings, and are transposed to match the Project Root Key.

Transpose Track

The transpose track allows you to transpose the entire project or sections of it. This function is
useful if you want to create harmonic variations.

For this function to work, you must add transpose events. These transpose events allow you to
transpose specific sections of your project in semitones.

EXAMPLE

If your singer does not reach a certain pitch, you can transpose the entire project by adding a
transpose track and creating a transpose event with the value -2 semitones. After recording, set
the transpose event back to 0.

EXAMPLE

If you want to brighten up your loops in C major, you can transpose them by adding a transpose
track and creating a transpose event with the value 5. This transposes them by 5 semitones, so
that the subdominant on F major is played back.

EXAMPLE

If you want to turn your song more interesting, you can transpose the last chorus of your project
by adding a transpose track and creating a transpose event with the value 1.
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Transposing Sections of a Project with Transpose Events

You can transpose specific sections of your project by creating transpose events on the transpose
track.

PROCEDURE

1. Select Project > Add Track > Transpose.

The transpose track is added to the track list. You can only have one transpose track in a
project.

2. Select the Draw tool and click on the transpose track.
A transpose event is created from the point where you clicked until the end of the project.

3. Click at a new position to add another transpose event.

me B

4. Click the value in the lower left corner of the event, and enter a transpose value between -24
and 24 semitones.

5. Play back your project.

RESULT

The sections of your project that are situated at the same time positions as the transpose events
are transposed.

RELATED LINKS
Excluding Individual Parts or Events from Global Transpose on page 299

Muting Events on the Transpose Track

You can mute transpose events on the transpose track. This is useful if you want to compare the
effect of the transposition with the original sound, for example.

PROCEDURE

e Inthe track list of the transpose track, click Mute Transpose Events.

RESULT
The transpose events are not taken into account during playback.

Transpose Lock

The lock function on the transpose track allows you to prevent your transpose events from being
moved or changed by mistake.

To lock the transpose track, activate Lock in the track list.
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Keep Transpose in Octave Range

Keep Transpose in Octave Range on the transpose track keeps the transposition in the octave
range.

This ensures that nothing is transposed by more than seven semitones, and that your music
never sounds unnatural because the pitch was raised too high or too low. We also recommend
activating this function, when you work with audio loops.

EXAMPLE
You have opened the Key Editor and activated Indicate Transpositions Ei.
You have added a transpose track and activated Transpose in Octave Range &,

If you add a transpose event with a value of 8 semitones or higher, the chord is transposed to the
nearest interval or pitch.

Indicate Transpositions

For MIDI parts, you can get a visual feedback that allows you to compare the original sounds and
the music transposed for playback.

e To activate Indicate Transpositions for a MIDI part, open the part in the Key Editor, and
click Indicate Transpositions.
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If Indicate Transpositions is deactivated, the original pitches of the notes in the MIDI part are
shown.
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Transpose Track and Recording

The transpose track affects the result of the recorded parts or events.

If your project contains a transpose track with transpose events, and you record audio or MID],
the following happens:

e Global Transpose is automatically set to Independent for the recorded parts or events.
e The project root key is not taken into account.

If your project does not contain a transpose track or if no transpose events are added, the
following happens:

e Global Transpose is automatically set to Follow for the recorded parts or events.
e The recorded parts or events get the project root key.

Transpose on the Info Line

In the Project window info line, you can change the transpose value for individual parts or
events.

To do this, change the transpose value in the Transpose field on the info line.

2| k

The Transpose field also indicates transpositions introduced by changing the Project Root Key.

Transposing Individual Parts or Events using the Info Line

You can transpose individual audio events and MIDI parts on the info line Transpose field.

PROCEDURE
1. Select the event or part that you want to transpose.

2. Onthe Project window info line, click the Transpose field and enter a transpose value in
semitones.

NOTE

If the project already contains global transpose changes, it might be useful to activate Keep
Transpose in Octave Range.

RESULT

The event is transposed accordingly. The transpose value is added to any global transpose
change that you have created by using the root key or the transpose track.

RELATED LINKS
Keep Transpose in Octave Range on page 297
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Excluding Individual Parts or Events from Global Transpose

If you add global transposition, for example, by changing the root key or by creating transpose
events, you can exclude specific events from being transposed. This is useful for drum and
percussion loops or special effects (FX) loops.

PROCEDURE
1. Select the event or part that you want to exclude from being transposed.

2. Ontheinfo line, click the Global Transpose field to set the value to Independent.
Events that are excluded from Global Transpose show a symbol in the upper right corner.

Independent

RESULT

If you change the project root key or add transpose events, the Independent parts or events are
not affected.

NOTE

Ready-made parts or events that are tagged as drums or FX, are automatically set to
Independent.
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Position

Markers are used to locate certain positions quickly. There are two types of markers: position
markers and cycle markers.

If you often find yourself jumping to a specific position within a project, you should insert a
marker at this position. You can also use markers to make range selections or for zooming.

Markers are located on the marker track. You can add 1 marker track.

Vertical marker lines are shown in the Project window to indicate marker positions on all tracks
throughout the entire project.

NOTE

Marker lines are shown behind other events on other tracks. If you need a more pronounced
indication of the lines, consider lowering the Event Opacity in the Preferences dialog (Event
Display page).

NOTE

In the Project window, marker lines are only shown if the marker track is not hidden in the
Visibility tab.

RELATED LINKS

Position Markers on page 300

Cycle Markers on page 300

Marker Track on page 305

Event Opacity on page 956

Showing/Hiding Individual Tracks on page 52

Markers

Position markers allow you to save a specific position.

Position markers on the marker track are shown as marker events: vertical lines with the marker
description (if assigned) and number beside it. If you select a marker track, all its markers are
shown in the Inspector.

Cycle Markers

By creating cycle markers you can save any number of left and right locator positions as start
and end positions of a range and recall them by double-clicking on the corresponding marker.

Cycle markers are shown on a marker track as two markers bridged by a horizontal line. Cycle
markers are ideal for saving sections of a project.

By defining cycle markers for the intro, verse, and chorus of a song, for example, you can quickly
navigate to the song sections and repeat the section by activating Activate Cycle on the
Transport panel.

300




Markers
Markers Window

Setting the Locators Using Cycle Markers

Cycle markers represent ranges in your project. You can use them for moving the left and right
locators.

PROCEDURE

e To set the left locator to the cycle marker start and the right locator to the cycle marker end,
perform one of the following actions:

e Double-click on a cycle marker.

e From the Cycle pop-up menu in the track list, select a cycle marker.

RESULT
The left and right locators are moved to encompass the cycle marker.

AFTER COMPLETING THIS TASK

Now you can move the project cursor position to the start or the end of the cycle marker by
moving it to the corresponding locator or use cycle markers to export specific ranges of your
project with the Export Audio Mixdown dialog.

Editing Cycle Markers

When editing cycle markers on a marker track, snap is taken into account.

e To add a cycle marker, press Ctrl/Cmd, click and drag on the marker track.
e To change the start/end position of a cycle marker, drag the start/end handle.
e To move a cycle marker to another position, drag the upper border.
e To delete a cycle marker, click with the Erase tool.
If you hold down Alt/Opt when you click, all consecutive markers are deleted.
e Tocutarange in a cycle marker, select a range in the cycle marker and press Ctrl/Cmd-X.

e To set the marker start/end of the selected cycle marker to the cursor position, select
Project > Markers to open the Markers window, and select Functions > Set Marker
Start/End to Cursor.

e To set the left and right locators, double-click a cycle marker.
e Tozoomin on a cycle marker, press Alt/Opt and double-click the cycle marker.

Markers Window

In the Markers window, you can view and edit markers. The markers on the marker track are
displayed in the marker list in the order in which they occur in the project.

To open the Markers window, you have the following possibilities:

e Select Project > Markers.
e Onthe Transport panel in the marker section, click Show.
e Use a key command (by default Ctrl/Cmd-M).
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Functions menu

Lists all functions available in the Marker window.

Filter Markers
Allows you to specify which marker type is shown in the marker list.

Auto-Scroll with Project Cursor

Allows you to keep track of the locate arrow, even if your project contains a large
number of markers. If this option is activated, the Marker window is automatically
scrolled to keep the locate arrow visible.

Markers list
Shows the markers in the order in which they occur in the project.

Marker Settings
Shows the marker settings.

Editing in the Markers Window

In the Markers window, you can select, edit, add, move, and remove markers.

e To select or edit a marker, click on it.
Select multiple markers by Shift- or Ctrl/Cmd -clicking them.
e To add a position marker at the cursor position, select Functions > Insert Marker.
A position marker is added at the current project cursor position on the marker track.
e To add a cycle marker at the cursor position, select Functions > Insert Cycle Marker.
This adds a cycle marker between the left and right locators on the marker track.

e To move a marker to the cursor position, select the marker and select Functions > Move
Markers to Cursor.

You can also enter the new position numerically in the Position column. If a cycle marker is
selected, the move operation affects the cycle marker start position.

e Toremove a marker, select it and select Functions > Remove Marker.

Navigating in the Marker List

You can navigate in the marker list using your computer keyboard and select entries by pressing
Return. This is a quick and easy way to jump to markers during playback or recording.

e To move to the previous/next marker in the list, press the Up Arrow/Down Arrow keys.
e To jump to the first/last marker, press the Page Up/Page Down keys.
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Sorting and Reordering the Marker List

You can customize the display of the marker attributes in the marker list by sorting or reordering
the columns.

e To sort the marker list by a specific attribute, click on the corresponding column header.

e Toreorder the marker attributes, drag and drop the corresponding column headers.

e To adjust the width of a column, place the mouse pointer between two column headers and
drag left or right.

NOTE

No matter by which attribute you sort, the second sort criterion will always be the position
attribute.

Marker Settings

You can make general marker settings for your project.
e To open the marker settings, select Project > Markers, and click Marker Settings i,

Cycle follows when locating to Markers

This sets the left and right locators automatically to a position or cycle marker, when
locating to this marker. This is useful if you need to set the locators on the fly during
recording for Punch In/Punch Out, for example.

Show marker IDs on marker track
If this option is activated, the marker IDs are shown on the marker track.

Sync Selection

If this option is activated, the Markers window selection is linked to the selection in the
Project window.

Marker Attributes

Marker attributes are shown in the marker list of the Markers window.
e Toopen the Markers window, select Project > Markers.
The following attributes are available:

Locate

An arrow indicates which marker is at the project cursor position (or closest to the
project cursor). If you click in this column, the project cursor is moved to the
corresponding marker position. This column cannot be hidden.

ID

This column shows the marker ID numbers.

Position

In this column, you can view and edit the markers’ time positions (or start positions for
cycle markers). This column cannot be hidden.

End
In this column, you can view and edit the end positions of cycle markers.

Length
In this column, you can view and edit the length of cycle markers.
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Description
Here you can enter names or descriptions for markers.

RELATED LINKS
Marker IDs on page 304
Cycle Markers on page 300

Editing Attributes

e To edit a marker attribute, select the corresponding marker, click in the desired attribute
column, and make your changes.

e Tochange the attributes of several markers, select the markers and activate the checkbox
for the attribute.

All selected markers change their attributes accordingly. Note that this does not work when
clicking on a timecode value or a text field.

NOTE

To navigate in the list of marker attributes, you can also use the Tab key and the Up Arrow,
Down Arrow, Left Arrow, and Right Arrow keys.

Sorting and Reordering Columns

You can customize the display of the marker attributes in the marker list by sorting or reordering
the columns.

e To sort the marker list by a specific attribute, click on the corresponding column header.

NOTE

No matter by which attribute you sort, the second sort criterion will always be the position
attribute.

e Toreorder the marker attributes, drag and drop the corresponding column headers.

e To adjust the width of a column, place the mouse pointer between two column headers and
drag left or right.

Marker IDs

Each time you add a marker, it is automatically and sequentially assigned an ID number, starting
from 1.

IDs for cycle markers are shown in brackets and start from 1. ID numbers can be changed at any
time - this allows you to assign specific markers to key commands.

Reassigning Marker IDs

Sometimes, especially when setting markers on the fly, you may forget or miss to set a marker.
When added later, this marker’s ID will not correspond to its position on the marker track.
Therefore, it is possible to reassign the IDs for all markers on a track.

PROCEDURE
1. Open the Markers window.

2. Open the Functions pop-up menu and select either Reassign Position Marker IDs or
Reassign Cycle Marker IDs.
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RESULT

The marker IDs of the selected type are reassigned to match the order of markers on the marker
track.

Marker Track

A marker track is used for adding and editing markers.

ES
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Add Marker

Adds a position marker at the cursor position.
Add Cycle Marker

Adds a cycle marker at the cursor position.
Locate pop-up menu

If you select a position or a cycle marker in this pop-up menu, the corresponding marker in
the event display or in the Markers window is selected.

Cycle pop-up menu

If you select a cycle marker in this pop-up menu, the left and right locators are set to the
corresponding cycle marker.

Zoom pop-up menu

If you select a cycle marker in this pop-up menu, the view zooms to the corresponding cycle
marker.

Toggle Time Base
Sets the track time base.
Lock

Locks the marker track. When a marker track is locked, you cannot edit the track and its
markers.

Marker event (inactive)

Shows an inactive marker event.
Marker event (active)

Shows an active marker event.

Cycle marker event (inactive)
Shows an inactive cycle marker event.
Cycle marker event (active)

Shows an active cycle marker event.

Adding, Moving, and Removing the Marker Track

You can add, move, and remove the marker track.

To add a marker track to the project, select Project > Add Track > Marker.
To move a marker track to another position in the track list, click and drag it up or down.

To remove the marker track, right-click it in the track list and select Remove Selected
Tracks.

To remove an empty marker track, select Project > Remove Empty Tracks.
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This also removes any other tracks that are empty.

Editing Markers on the Marker Track

You can edit markers on the marker track.

e To add a position marker, click Add Marker or use the Draw tool.
e To add a cycle marker, click Add Cycle Marker or use the Draw tool.
e To select a marker, use the standard techniques.

e Toresize a cycle marker, select it and drag the handles. You can also do this numerically on
the info line.

e To move a marker, select it and drag it. You can also edit marker positions on the info line.
e Toremove a marker, select it and press Delete or use the Erase tool.

RELATED LINKS
Marker Track on page 305

Using Markers to Select Ranges

Markers can be used in conjunction with the Range Selection tool to make range selections in
the Project window. This is useful if you quickly want to make a selection that spans all tracks in
the project.

PROCEDURE
1. Set markers at the start and end of the section that you want to move or copy.

2. Select the Range Selection tool and double-click on the marker track between the markers.
Everything in the project within the marker boundaries is selected. Any functions or
processing you perform now affect the selection only.

3. Click on the marker track in the selected range and drag the range to a new position.

If you hold down Alt/Opt while you drag the range, the selection in the Project window is
copied instead.

Importing and Exporting Markers

Markers and marker tracks can be imported and exported.
The following files can contain markers:

e MIDI files

Importing Markers via MIDI

You can import position markers by importing MIDI files containing markers. This is useful if you
want to use your marker tracks in other projects or if you want to share them with other Cubase
users. Any markers you have added are included in the MIDI file as standard MIDI file marker
events.

e Activate Import Markers in the Preferences dialog (MIDI—MIDI File page).
The following settings are imported:

e The start position of position markers and cycle markers
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RELATED LINKS
Importing MIDI Files on page 260

Exporting Markers via MIDI
You can export your markers as part of a MIDI file.

e Toinclude any markers in the MIDI file, activate Export Markers in the Export Options
dialog.

The following settings are exported:
e The start position of position markers and cycle markers

NOTE

To be able to export markers via MIDI export, your project must contain a marker track.

RELATED LINKS
Exporting MIDI Tracks as Standard MIDI Files on page 142
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The MixConsole provides a common environment for producing mixes in stereo or surround. It
allows you to control level, pan, solo/mute status, etc. for audio and MIDI channels. Furthermore,
you can set up the input and output routing for multiple tracks or channels at the same time. You
can undo/redo MixConsole parameter changes for an open project at any time.

You can open the MixConsole in a separate window or in the lower zone of the Project window.

While the MixConsole in the lower zone of the Project window features the key functions for
mixing, the separate MixConsole window gives you access to additional functions and settings.

RELATED LINKS
MixConsole in Lower Zone on page 308
MixConsole Window on page 311

MixConsole in Lower Zone

You can show a MixConsole in the lower zone of the Project window. This is useful if you want to
access the most important MixConsole functions from within a fixed zone of the Project
window. The MixConsole in the lower zone of the Project window is a separate MixConsole that
does not follow any visibility changes you perform in the MixConsole window.

To open a MixConsole in the lower zone of the Project window, do one of the following:

e Press Alt/Opt-F3.
e Select Studio > MixConsole in Project Window.

The MixConsole in the lower zone of the Project window is divided into the following sections:

B | alink [ @ 7

D Link 4 B Link 4 EB Link 4
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C C

Editor - Sampler Control Chord Pads o

1 Page selector
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Allows you to select what page is displayed in the fader section: the channel faders, the
insert effects for a channel, or the send effects. The top button allows you to show/hide the
toolbar.

2 Toolbar
The toolbar shows tools and shortcuts for settings and functions in the MixConsole.
3 Fader section

The fader section is always visible and shows all channels in the same order as in the track
list.

RELATED LINKS

Fader Section on page 327

Inserts on page 336

Sends on page 347

Filtering Channel Types on page 321

Undoing/Redoing MixConsole Parameter Changes on page 320
Linking Channels on page 325

Functions Menu on page 325

Showing/Hiding MixConsole Channels in the Lower Zone

To determine what channels are visible in the MixConsole in the lower zone of the Project
window, you must use the Visibility tab in the left zone of the Project window.

PROCEDURE

1. Click Show/Hide Left Zone on the Project window toolbar to activate the Left Zone.
2. Atthe top of the left zone, click the Visibility tab.

3. Atthe bottom of the left zone, click the Track tab.

Visibility H

Bass Drum In
Bass Drum Out

Bass Drums

Snare Top

Snare Bottom
Snares

Tom 1

Tom 2

Tom 3
Toms

HiHat
Overhead L
Overhead R
COverheads
Close L

Close R

4. Click to the left of a track name to activate/deactivate the visibility for a channel.

Haa««a«aaa«a«ﬂaa«a

Track
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RESULT

The track in the track list and the corresponding MixConsole channel are shown/hidden in the
lower zone of the Project window.

RELATED LINKS
Opening the Visibility on page 52
Visibility on page 51

Determining the MixConsole Channel Order in the Lower Zone

You can determine and lock the position of MixConsole channels in the lower zone of the
Project window.

PROCEDURE
1. Atthe top of the left zone, click the Visibility tab.
2. Atthe bottom of the left zone, click the Zones tab.

Visibility H
Stereo In

Drums

Bass Drum Ir

Bass Drum C

Bass Drums

Snare Top

Snare Bottor
Snares

Tom 1

Tom 2

Tom 3
Toms

HiHat
Overhead L
Overhead R
Overheads
Close L

Close R

Zones -

3. Do one of the following:

e To lock a channel on the left of the fader section, click the left dot next to the channel
name.

e Tolock a channel on the right of the fader section, click the right dot next to the channel
name.

RESULT
The channel is locked. Locked channels are always displayed.

RELATED LINKS
Opening the Zones on page 53
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MixConsole Window

You can open the MixConsole in a separate window.
To open the MixConsole, do one of the following:

e Press F3.
e Select Studio > MixConsole.

e On the Project window toolbar, click Open MixConsole.

NOTE

This is only visible on the toolbar if the Media & MixConsole Windows section is activated.
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The MixConsole is divided into the following sections:
1 Toolbar
The toolbar shows tools and shortcuts for settings and functions in the MixConsole.
2 LeftZone
The left zone features the following tabs:
e The Visibility tab with the following tabs:
e The Channel tab allows you to show/hide individual channels from the MixConsole.

e The Zones tab allows you to determine and lock the position of certain MixConsole
channels.

e The History tab lists all MixConsole parameter changes, and allows you to undo/redo
specific changes.

3 Fader section
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The fader section is always visible and shows all channels in the same order as in the track
list.

L
Compressor
AmpSimu..or | |StereoEnh..er

MultibandC_or

Bass Guitar Rhythm Guitar = Lead Guitar Rhythm Guitar: Rhythm Guitar :

Apart from the main sections, you can also access the following sections from within the
MixConsole window:
1 Channel overview

Displays all channels as boxes. If you have more channels than can be displayed in the
window, you can use the channel overview to navigate to other channels and select them.

2 Meter bridge
Allows you to monitor the levels of your channels.
3 Equalizer curves

Allows you to draw an EQ curve. Click in the curve display to open a larger view where you
can edit the curve points.

4 Channel racks
Allows you to show additional channel controls as needed.
5 Pictures
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Allows you to add a picture to the selected channel. Pictures can help you identify your
MixConsole channels quickly.

6 Notepads

Allows you to enter notes and comments about a channel. Each channel has its own
notepad.

7 Channel Latencies

Allows you to show the latencies caused by insert effects or channel strip modules.

RELATED LINKS

MixConsole Left Zone on page 313

MixConsole Toolbar on page 316

Project Window Toolbar on page 34

Fader Section on page 327

Channel Racks Selector on page 323

Track Pictures Browser on page 146

Adding Notes to a MixConsole Channel on page 349
Channel Latency Overview on page 349

Channel Strips on page 340

MixConsole Left Zone

The left zone of the MixConsole shows several tabs that allow you to change the visibility and the
position of specific channels or to undo parameter changes.

e To show/hide the left zone of the MixConsole, click Show/Hide Left Zone in the MixConsole
window toolbar.

Visibility History

* Stereo

) Bass

Piano
Drums
Accents
Crashes
Vintage Kit
Layer Kick1
Layer Kick 12
Acoustic Layer
Drums Room
Ozzy Kit
HiHats

Electronic Kit

Channel

The following tabs are available at the top of the left zone:

Visibility
Lists all channels contained in your project, and allows you to show/hide specific
channels.

History

Lists all MixConsole parameter changes, and allows you to undo/redo specific
changes.

The following tabs are available at the bottom of the left zone:
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Channel
Lists all channels contained in your project.

Zones
Allows you to lock the position of specific channels.

RELATED LINKS
Undoing/Redoing MixConsole Parameter Changes on page 320
MixConsole Toolbar on page 316

MixConsole Visibility

The Visibility tab in the MixConsole lists all channels contained in your project, and allows you
to show/hide specific channels.

Visibility

Stereo In

Gene

v
v
v Jate :

v Ace @ .
v 8 Bit Drums 1]

e To show/hide channels, check/uncheck them by clicking to the left of the channel name.

e To collapse/expand groups and folders, click the group or folder name.

NOTE

The MixConsole in the lower zone of the Project window does not follow any visibility changes
that you perform in the MixConsole window and vice versa.

RELATED LINKS
Synchronizing Channel and Track Visibility on page 314

Synchronizing Channel and Track Visibility

You can synchronize the channel visibility in the MixConsole with the track visibility in the
Project window.

PROCEDURE
1. Inthe left zone of the MixConsole, open the Visibility tab.
2. Click Sync Visibility of Project and MixConsole: On/Off El.

3. Select Sync Project and MixConsole to synchronize the channel visibility with the track
visibility.

RESULT
The track and channel visibility are synchronized.

NOTE

Channels that are locked on the Zones tab are not synchronized.

RELATED LINKS
MixConsole Visibility on page 314
Synchronizing Track and Channel Visibility on page 53
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MixConsole Zones

The Zones tab lists all channels contained in your project, and allows you to lock the position of
specific channels.

Visibility History =

L Stereo

p Bass

Piano
Drums
Accents
Crashes
Vintage Kit
Layer Kick1
Layer Kick 12
Acoustic Layer
Drums Room
Ozzy Kit
HiHats

Electronic Kit

Channel

e To lock channels on the left/right of the fader section, click the left or right dots next to the
channel names.

Locked channels are excluded from scrolling. They are always visible.

NOTE

The MixConsole in the lower zone of the Project window does not follow any visibility changes
that you perform in the MixConsole window and vice versa.

MixConsole History

The History tab lists all MixConsole parameter changes, and allows you to undo/redo specific
changes.

History

Action Details

EQ/EQ2Freq On,-6.2dB, 539.4Hz 8:02:
EQ/EQ 2 Freq -8.5dB, 519.6Hz

EQ/EQ 3 Freq On, -3.0dB, 1659Hz
Input Filter / Pre -1.9dB

Input Filter / Ph: On

e Toundo MixConsole parameter actions, click the orange line in the history list and drag it

up.

e Toredo MixConsole parameter actions, click the orange line in the history list and drag it
down.

NOTE

You can also undo/redo MixConsole parameter actions by using the corresponding buttons in
the MixConsole toolbar.

RELATED LINKS
Undoing/Redoing MixConsole Parameter Changes on page 320
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MixConsole Toolbar

The toolbar contains tools and shortcuts for settings and functions in the MixConsole.
NOTE

The MixConsole toolbar in the lower zone of the Project window contains a limited set of tools.

MixConsole History
Undo/Redo

These buttons allow you to undo/redo MixConsole parameter changes.

Left Divider

Left Divider

Allows you to use the left divider. Tools that are placed to the left of the divider are
always shown.

Search
Find Track/Channel

Opens a selector that lists all tracks/channels.

Channel Visibility Configuration

Channel Visibility Configurations

Configurations ¥

Allows you to create configurations that are useful for switching quickly between
different visibility setups.

Set Channel Type Filter
B

Opens the channel filter that allows you to show/hide all channels of a certain channel
type.

Racks

Select Rack Types

Opens the rack selector that allows you to show/hide specific racks.

Rack Settings
K

Opens a pop-up menu with settings for the racks.

Locators

Go to Left Locator Position

Allows you to go to the left locator position.
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Left Locator Position

Shows the left locator position.

Go to Right Locator Position
Allows you to go to the right locator position.

Right Locator Position
4.8.1. 0

Shows the right locator position.

Locator Range Duration

Locators to Selection
Allows you to set the locators to the selection.

Locator Range Duration
4.8.1. 0

Shows the duration of the locator range.

Transport Buttons

Go to Previous Marker/Zero

Moves the project cursor to the previous marker/zero position on the timeline.

Go to Next Marker/Project End

Moves the project cursor to the next marker/project end.

Rewind

Moves backward.

Forward

Moves forward.

Activate Cycle

Activates/Deactivates cycle mode.

Stop
O

Stops playback.

Start

Starts playback.

Transport Record

Activates/Deactivates record mode.

317



MixConsole

MixConsole Window

Time Displays

Primary Time Display
6. 1. 1. 0

Shows the position of the project cursor in the selected time format.

Select Primary Time Format

Allows you to select a time format for the primary time display.

Secondary Time Display

0:00:11.000

Shows the position of the project cursor in the selected time format.

Select Secondary Time Format

Allows you to select a time format for the secondary time display.

Markers

Jump to Marker
ABRA AR

Allows you to set and locate marker positions.

Open Markers Window

Opens the Markers window.

State Buttons

Deactivate All Mute States

Deactivates all mute states.

Deactivate All Solo States

Deactivates all solo states.

Activate/Deactivate Read for All Tracks

Activates/Deactivates read automation for all tracks.

Activate/Deactivate Write for All Tracks

Activates/Deactivates write automation for all tracks.

Suspend All Read/Write Automation

Suspends all read/write automation.

Bypass Inserts

Bypasses all inserts.

Bypass EQs
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Bypasses all EQs.
Bypass Channel Strip

Bypasses all channel strip modules.

Bypass Sends
sd|

Bypasses all sends.

Link Group
Temporary Link Mode

Synchronizes all touched parameters of selected channels.

Zoom Palette
Reduce Channel Width

Allows you to reduce the channel width.

Set Number of Channels

Displays the set number of channels.

Increase Channel Width

Allows you to increase the channel width.

Reduce Rack Height
H

Allows you to reduce the rack height.

Increase Rack Height

Allows you to increase the rack height.

System Performance Meter
System Performance Meter

Shows the meters for average audio processing load and the disk cache load.

Right Divider
Right Divider

Tools that are placed to the right of the divider are always shown.
Mixer Functions Menu

Functions Menu

Opens a pop-up menu where you can select a MixConsole function.
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Window Zone Controls

Show/Hide Left Zone

Shows/Hides the left zone of the window.

Set up Window Layout

Allows you to set up the window layout.

Set up Toolbar

Set up Toolbar

Opens a pop-up menu where you can set up which toolbar elements are visible.

Finding Channels

The Find Track/Channel function allows you to find specific channels. This is useful if you have a
large project with many channels or if you have hidden channels using the visibility features.

PROCEDURE
1. Click Find Track/Channel on the MixConsole toolbar to open a selector that lists all
channels.

2. Inthe search field, enter the name of the channel.
As you type, the selector filters automatically.

3. Inthe selector, select the channel and press Return.

RESULT
The channel is selected in the channel list.
NOTE

If the channel was outside the view or hidden, it is now shown. Channels that are hidden using
Set Channel Type Filter are not shown.

Undoing/Redoing MixConsole Parameter Changes

You can undo/redo MixConsole parameter changes and experiment with different MixConsole
settings.

NOTE

MixConsole parameters that change due to read automation actions are not part of the
MixConsole history.

To undo/redo a MixConsole parameter, do one of the following:

e On the MixConsole toolbar in the MixConsole window or in the lower zone of the Project
window, click Undo or Redo.

e Press Alt/Opt-Z to undo MixConsole parameter changes or press Alt/Opt- Shift-Z to
redo parameter changes.

The following MixConsole parameter changes can be undone/redone:
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e Volume changes

e Panorama changes

e Changes on the Routing rack

e Filter, gain, and phase changes in the Pre rack
e Plug-in changes in the Inserts rack

e EQchanges

e Changes on the Channel Strip rack

e Changes on the Sends rack

IMPORTANT

The MixConsole history is not saved with the project.

RELATED LINKS
MixConsole History on page 315
MixConsole Toolbar on page 316

Filtering Channel Types

The channel types filter on the MixConsole toolbar allows you to determine which channel types
are shown.

PROCEDURE
1. Click Set Channel Type Filter.
This opens the channel types filter.

B/ 'mMm s | |W Ins Eg Cs Sd

Filter Channel Types X

v All Channel Types

v Input Channels

v Audio Channels

v Instrument Channels
v Sampler Channels

v MIDI Channels

v Group Channels

v FX Channels

v

v

ReWire Channels

Output Channels
=1

2. Click to the left of a channel type to uncheck it and hide all channels of that type.

RESULT

Channels of the filtered type are removed from the fader section and the color of the Set
Channel Type Filter button changes to indicate that a channel type is hidden.

Channel Visibility Configurations Menu

The Channel Visibility Configurations button on the MixConsole toolbar allows you to create
configurations that are useful for switching quickly between different visibility setups.

The button displays the name of the active configuration. A list of configurations is shown as
soon as you create at least one configuration. To load a configuration, select it from the menu.
Channel visibility configurations are saved with the project.
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Add Configuration
Opens the Add Configuration dialog that allows you to save the configuration and
enter a name for it.
Update Configuration
If you change the active configuration, this is indicated by an asterisk after the
configuration name. Use this function to save changes to the active configuration.
Rename Configuration
Opens the Rename Configuration dialog that allows you to rename the active
configuration.
Delete Configuration
Allows you to delete the active configuration.

Move Configuration to Position

This function becomes available if 2 or more configurations exist. It allows you to
change the position of the active configuration on the menu. This is useful as you can
assign key commands to the first 8 configurations in the Channel & Track Visibility
category of the Key Commands dialog.

Saving Configurations

To quickly switch between different channel setups, you can save configurations. The
configurations contain visibility and zone settings as well as the show/hide status of channel
types and racks.

PROCEDURE

1. Set up the configuration that you want to save.

2. Onthe toolbar, click Channel Visibility Configurations.

3. From the pop-up menu, select Add Configuration.

4. Inthe Add Configuration dialog, enter a name for the configuration.
5. Click OK.

RESULT

The configuration is saved and you can return to it at any time.

Channel Visibility Agents

Channel visibility agents allow you to show or hide all channels, selected channels, or channels
with certain properties.

To open the Channel Visibility Agents pop-up menu, do one of the following:

e Click Channel Visibility Agents on the toolbar.

e Inthe left zone of the MixConsole, select the Visibility tab and right-click an empty area to
open the context menu.

Channel Visibility Agents Menu

Channel Visibility Agents pop-up menu contains options that allow you to show or hide all
channels, selected channels, or channels with certain properties.

e To open the Channel Visibility Agents pop-up menu, click Channel Visibility Agents on the
toolbar.
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Show All Channels
Shows all channels of your project.

Show Only Selected Channels
Shows only channels that are selected.

Hide Selected Channels
Hides all channels that are selected.

Show Channels for Tracks with Data
Shows all channels for tracks with events or parts.

Show Channels for Tracks with Data at the Cursor Position
Shows all channels for tracks with events or parts at the cursor position.

Show Channels for Tracks with Data between the Locators
Shows all channels for tracks with events or parts between the locators.

Show Channels that are Connected to the First Selected Channel
Shows all channels that are connected to the channel you first selected.

Undo Visibility Change
Undoes visibility changes.

Redo Visibility Change
Redoes visibility changes.

NOTE

You can assign key commands for the channel visibility agents in the Channel & Track Visibility
category of the Key Commands dialog.

Undoing/Redoing Visibility Changes

You can undo/redo up to 10 visibility changes.

PROCEDURE
1. On the MixConsole toolbar, click Channel Visibility Agents.
2. Select Undo Visibility Change or Redo Visibility Change.

Rack Selector
The rack selector allows you to activate specific MixConsole functions that are organized in
racks, such as routing, insert, or send handling.

Channel Racks Selector
You can activate and deactivate the different channel racks in the MixConsole.
e To open the rack selector, click Select Rack Types on the MixConsole toolbar.
Depending on the channel type, you can activate/deactivate the following racks:

Hardware

Allows you to control your audio hardware effects. This rack is only available if
supported by your hardware.
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Routing
Allows you to set up the input and output routing. For MIDI, you can also select the
MIDI channel.
Pre (Filters/Gain/Phase)
For audio-related channels, it contains input filter and gain controls along with Phase
and Gain controls. For MIDI channels, it contains an Input Transformer control.
Inserts
Allows you to select insert effects for your channel.

Equalizers (audio-related channels only)
Allows you to set the channel EQ.

Channel Strip (audio-related channels only)
Allows you to integrate channel strip modules, such as Gate, Compressor, EQ,
Transformer, Saturator, and Limiter that allow you to enhance your sound.
Sends
Allows you to select send effects for your channel.

Track Quick Controls
Allows you to add quick controls for instant access.

RELATED LINKS
MixConsole Toolbar on page 316

Rack Settings Menu
The Rack Settings pop-up menu allows you to make settings for the racks.
e To open the Rack Settings pop-up menu, click Rack Settings on the MixConsole toolbar.

Exclusive Expanded Rack
Shows the selected rack exclusively and collapses the other racks.

Fixed Number of Slots
Shows all available slots for the Inserts, Sends, Cues, and Quick Controls racks.

Link Racks to Configurations
If this option is activated, the rack status is taken into account when you save and load
a configuration.

Show Pre/Filters as <Combined Label & Setting>

Select Combined Label & Setting if you want to show the label and the setting in one
line.

Select Separate Label & Setting if you want to show the label and the setting in
separate lines.

Show Inserts as <Plug-in Names & Insert Controls>
Select Plug-in Names if you want to show the plug-in names only.
Select Plug-in Names & Insert Controls if you want to show the plug-in names and
the insert controls.

Show All Channel Strip Controls
Shows all available controls on the Channel Strip rack.

Show One Channel Strip Type
Shows only one channel strip type at a time.
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Show Sends as <Send Destination & Gain>

Select Send Destination & Gain if you want to show the destination and the gain in
one line.

Select Send Destination, Gain & Send Controls if you want to show the destination,
the gain and the send controls.
Show Quick Controls as <Combined Destination & Value>

Select Combined Destination & Value if you want to show the destination and the
value in one line.

Select Separate Destination & Value if you want to show the destination and the
value in separate lines.

RELATED LINKS
MixConsole Toolbar on page 316
Linking Channels

You can link selected channels in the MixConsole temporarily. Any change that is applied to one
channel is mirrored by all linked channels.

Using Quick Link

You can activate the Temporary Link Mode to synchronize all touched parameters of selected
channels.

PROCEDURE
1. Select the channels that you want to link.

2. Onthe MixConsole toolbar, activate Q-Link.

NOTE

You can also press Shift- Alt/Opt to temporarily link channels. In that case, the link is only
active as long as you press the keys.

3. Change the parameters for one of the selected channels.

RESULT
The changes are applied to all selected channels until you deactivate Q-Link.

Functions Menu

The Functions Menu contains tools and shortcuts for settings and functions in the MixConsole.
e Toopen the Functions Menu, click Functions Menu on the MixConsole toolbar.

Scroll to Selected Channel

If this option is activated and you select a channel on the Visibility tab, the selected
channel is automatically displayed in the fader section.

Copy First Selected Channel’s Settings
Copies the settings of the first selected channel.

Paste Settings to Selected Channels
Pastes the settings to the selected channels.
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Zoom
Opens a submenu where you can increase or reduce the channel width and the rack
height.

Open Audio Connections
Opens the Audio Connections window.

Constrain Delay Compensation
Allows you to activate/deactivate the Constrain Delay Compensation that keeps all
channels in perfect sync and automatically compensates any delay inherent in VST
plug-ins during playback.

EQ/Filter Transition
Allows you to change the EQ/Filter Transition mode from Soft to Quick.

Save Selected Channels
Saves the settings for the selected channels.

Load Selected Channels
Loads the settings for the selected channels.

Global Meter Settings
Opens a submenu where you can set up the global meter settings.

Reset MixConsole Channels

Allows you to reset EQ, insert, and send effect settings for all or selected channels. Solo
and mute buttons are deactivated, the volume fader is set to 0 dB, and pan is set to the
center position.

RELATED LINKS
MixConsole Toolbar on page 316

Saving MixConsole Settings

You can save MixConsole settings for selected audio-related channels and load them into any
project.

PROCEDURE

1. Select the channels with the settings that you want to save.
2. Select Functions Menu > Save Selected Channels.

3. Inthefile dialog, specify the file name and location.

4. Click Save.

RESULT

The settings for the selected channels are saved with the file extension . vmx. The input/output
routing is not saved.

Loading MixConsole Settings

You can load MixConsole settings that have been saved for selected channels.

PROCEDURE
1. Select the same number of channels that you selected when you saved your MixConsole
settings.

The loaded MixConsole settings are applied in the same order as originally saved. For
example, if you have saved the settings for channels 4, 6, and 8, and apply these settings to
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channels 1, 2, and 3, the settings saved for channel 4 are applied to channel 1, the settings
saved for channel 6 to channel 2, and so on.

Select Functions Menu > Load Selected Channels.

In the Load Selected Channels dialog, select the . vmx file and click Open.

RESULT
The channel settings are applied to the selected channels.

NOTE

When you apply loaded MixConsole settings to fewer channels, some of the saved settings are
not applied. Since the saved settings are applied from left to right as shown in the MixConsole,
the settings for the channels furthest to the right are not applied to any channels.

Fader Section

The fader section is the heart of the MixConsole. It shows input and output channels together
with audio, instrument, MIDI, group, FX, and ReWire channels.

NOTE

If a channel is deactivated on the Visibility tab or if its channel type is deactivated, it is not shown
in the fader section. The MixConsole in the lower zone of the Project window does not follow
any visibility changes you perform in the MixConsole window and vice versa. It is linked to the
track visibility of the Project window.

The fader section allows you to do the following:

e Setpanorama
e Activate mute and solo

e Open channel settings
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Pan Control

e Setvolume
e Enable automation

e Setinputlevels

NOTE

All fader section functions and settings are also available in the MixConsole in the lower zone of
the Project window.

RELATED LINKS
Channel Settings on page 350
Write/Read Automation on page 580

For each audio-related channel with at least a stereo output configuration, you can find a pan
control at the top of the fader section. For MIDI channels, the pan control sends out MIDI pan
messages. The result depends on how your MIDI instrument is set to respond to pan.

The pan control allows you to position a channel in the stereo spectrum.

e To make fine adjustments, hold down Shift when you move the pan control.
e To select the default center pan position, hold down Ctrl/Cmd, and click the pan control.

e To edit the value numerically, double-click the pan control.

RELATED LINKS
Creating New Projects on page 82

Stereo Balance Panner

Pan Bypass

The stereo balance panner allows you to control the balance between the left and right channels.
It is activated by default.

You can bypass the panning for all audio-related channels.

e To activate panning bypass, click the button to the left or press Ctrl/Cmd - Alt/Opt - Shift
and click the pan control.

e To deactivate panning bypass, press Ctrl/Cmd - Alt/Opt - Shift and click again.
When panning is bypassed for a channel, the following happens:

e Mono channels are panned center.

e Stereo channels are panned hard left and right.

Using Solo and Mute

You can silence one or several channels using Solo and Mute.

e To silence a channel, click Mute.
Click again to deactivate the mute state for the channel.
e To mute all other channels, click Solo for a channel.
Click again to deactivate the solo state.
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Volume

e To deactivate the mute or solo states for all channels simultaneously, click Deactivate All
Mute States or Deactivate All Solo States on the toolbar.

e To activate exclusive solo mode, hold down Ctrl/Cmd and click Solo for the channel.
The Solo buttons of all other channels are deactivated.

e To activate solo defeat for a channel, Alt/Opt-click Solo.

e

You can also click and hold Solo to activate solo defeat. In this mode, the channel is not
muted when you solo another channel. Alt/Opt-click again to deactivate solo defeat.

Each channel in the fader section of the MixConsole has a volume fader. The fader levels are
displayed below the fader, in dB for audio-related channels and as MIDI volume (0 to 127) for
MIDI channels.

e To change the volume, move the fader up or down.
e To make fine volume adjustments, press Shift while moving the faders.

e Toreset the volume to its default value, press Ctrl/Cmd and click a fader.

For audio channels, the volume fader controls the volume of the channel before it is routed to an
output bus, directly or via a group channel. For output channels, the volume fader controls the
master output level of all audio channels that are routed to an output bus. For MIDI channels,
the volume fader controls the volume changes in the MixConsole by sending out MIDI volume
messages to the connected instruments that are set to respond to MIDI messages.

Global Meter Settings Menu

You can change the meter characteristics for audio channels using the context menu of the
channel meter.

Right-click the channel meter and select one of the following options from the Global Meter
Settings menu:
Meter Peak Options - Hold Peaks

The highest registered levels are held and shown as static horizontal lines in the meter.

Meter Peak Options - Hold Forever
If this option is activated, the peak levels are shown until you reset the meters. If this
option is deactivated, you can use the Meters’ Peak Hold Time parameter in the
Preferences dialog (Metering page) to specify for how long the peak levels are held.
The peak hold time can be between 500 and 30000 ms.

Meter Position - Input
If this option is activated, the meters show input levels for all audio channels and input/
output channels. The input meters are post input gain.

Meter Position - Post-Fader
If this option is activated, the meters show post-fader levels.

Meter Position - Post-Panner

If this option is activated, the meters show post-fader levels and also reflect pan
settings.

Reset Meters
Resets the meters.
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Setting up Meter Colors

Setting up meter colors can help you to keep an overview of what levels are being reached.

PROCEDURE
1. Inthe Preferences dialog, select Metering > Appearance.

2. Do one of the following to set the level position for a color change:

e Double-click a level position to the right of the meter scale and enter the level (dB) value.
To enter dB values smaller than zero, add a minus sign before the entered number.

Click a level position and drag it to a specific level, and press Shift for more accurate
positioning.

Click a level position and nudge it up or down with the Up Arrow/Down Arrow keys,
and press Shift for faster positioning.

3. Click the upper or lower part of a color handle so that a frame is shown, and in the color
picker, select a color.

Selecting the same color for the upper and lower part of the handle results in a meter that
changes its colors gradually. Different colors indicate level changes even more precisely.

e To add more color handles, click Add, or Alt-click at a level position to the right of the
meter scale. Each new handle is automatically associated with a default color.

e Toremove a handle, select the handle and click Remove, or Ctrl/Cmd -click the handle.

4. Click OK.

RELATED LINKS
Metering - Appearance on page 965

Level Meters

The channel meters show the level when you play back audio or MIDI. The Meter Peak Level
indicator shows the highest registered level.

e Toresetthe peak level, Alt/Opt-click the Meter Peak Level value.
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NOTE

Input and output channels have clipping indicators. When they light up, lower the gain or the
levels until the indicator is no longer lit.

Input Levels

When recording digital sound, it is important to set the input levels high enough to ensure low
noise and high audio quality. At the same time, you must avoid clipping (digital distortion).

Setting Input Levels

In the MixConsole, you can set the input level. Make sure that the signal is loud enough but does
not exceed 0 dB.

PROCEDURE

1.

Select Functions Menu > Global Meter Settings > Meter Position and activate Input.

In this mode, the input channel level meters show the level of the signal at the input of the
bus, before any adjustments, such as input gain, EQ, effects, level, or pan are made. This
allows you to check the level of the unprocessed signal coming into the audio hardware.
Play back the audio and check the level meter for the input channel.

The signal should be as loud as possible without exceeding 0 dB, that is, the clipping
indicator for the input bus should not light up.

If necessary, adjust the input level in one of the following ways:

e Adjust the output level of the sound source or the external mixer.

e If possible, use the audio hardware's own application program to set the input levels.
Refer to the documentation for the audio hardware.

e If your audio hardware supports the ASIO control panel function, it may be possible to
make input level settings. To open the ASIO control panel, select Studio > Studio Setup
and in the Devices list, select your audio card. When this is selected, you can open the
control panel by clicking Control Panel in the settings section to the right.

Optional: Select Functions Menu > Global Meter Settings > Meter Position and activate
Post-Fader.

NOTE

This allows you to check the level of the audio being written to a file on your hard disk, which
is only necessary if you make any adjustments to the input channel.

Optional: In the Channel Racks section, in the Inserts rack, click a slot and select an effect,
or in the Equalizers rack, make your EQ settings.

For some effects you may want to adjust the level of the signal going into the effect. Use the
input gain function for this. Press Shift or Alt/Opt to adjust the input gain.

Play back the audio and check the level meter of the input channel.

The signal should be reasonably loud without exceeding 0 dB, that is, the clipping indicator
for the input bus should not light up.

If necessary, use the input channel fader to adjust the signal level.
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Clipping

Clipping typically occurs in the audio hardware when an analog signal is too loud and therefore
converted to digital in the hardware’s A/D converters.

Clipping can also occur when the signal from the input bus is written to a file on your hard disk.
The reason for this is that you can make settings for the input bus, adding EQ, effects, etc. to the
signal while it is being recorded. This may raise the level of the signal, which causes clipping in
the recorded audio file.

Channel Racks

The Channel Racks section contains specific MixConsole functions, such as routing, insert, or
send handling. These are organized in racks.

—oume_—oume__

All MIDI L.ts Stereo In

01. Groove...in | | BASS

NOTE

The MixConsole in the lower zone of the Project window features the Inserts and the Sends
rack only.

RELATED LINKS

Routing on page 333

Pre (Filters/Gain/Phase) on page 334
Inserts on page 336

Equalizers (EQ) on page 337
Channel Strips on page 340

Sends on page 347

Track Quick Controls on page 348

Copying and Moving Rack and Channel Settings
You can use drag and drop to copy or move rack and channel settings.
NOTE

This function is only available in the MixConsole window.

Drag and drop works between different channels or different rack slots on the same channel.
When you drag, a visual feedback indicates the sections where you can drop your settings.

The following applies:

e To move the rack settings from one rack to another, drag the rack and drop it on the rack to
which you want to move the settings.

e To copy the rack settings from one rack to another, press Alt/Opt, drag the rack, and drop it
on the rack to which you want to copy the settings.
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Routing

e To copy the channel settings from one channel to another, drag the channel and drop it on
the channel to which you want to copy the settings.

e To copy the channel settings from one channel to another, including the output routing
settings, press Alt/Opt, drag the channel, and drop it on the channel to which you want to
copy the settings.

You can copy rack and channel settings between different types of channels, provided that the
target channels have corresponding settings.

e For example, copying from input/output channels leaves the sends settings in the target
channel unaffected.

The Routing rack allows you to configure input and output routing, that is, setting up input and
output busses.

NOTE

This channel rack is only available in the MixConsole window.

Input busses are used when you record on an audio track. In this case, you must select from
which input bus the audio is received.

NOTE

The settings that you make for the input channel will be a permanent part of the recorded audio

file.

Output busses are used when you play back an audio, group, or FX channel. In this case, you
must route the channel to an output bus.

Setting up Routing

You can set up the input and output busses in Routing rack of the MixConsole.

PREREQUISITE
Set up busses and group channels in the Au