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Welcome to Sonic Foundry Vegas Pro™

Sonic Foundry introduces Vegas Pro, an innovative and advanced multitrack media editing
system. Vegas Pro was designed to create an efficient audio/video production environment
without sacrificing the quality and processing power that you expect from Sonic Foundry.

Vegas Pro removes the barriers commonly found between your creativity and sophisticated
multitrack recording and editing. Whether it’s the standard and familiar Windows
navigation commands, or the clean and uncluttered interface throughout, you'll find Vegas
Pro a tool that will be mastered in minutes. But don’t let that fool you. Beneath the Vegas
Pro unique and customizable interface, you'll find a product so powerful and flexible, you'll

forget you've just completed your project in half the time.

This table lists some of the features available in Vegas Pro, the perfect multitrack media
editing system for your studio or production environment:

Non-destructive editing

Unlimited tracks

Unlimited undo/redo

Multiple file formats (.wav/.aif) on a single track

Automatic crossfade functionality

EQ and compressor inserts available on every track

Quick-edit media trimmer with direct link to
* wav editor

Simultaneous multitrack record & play

Loop recording

Plug-In manager

Real time event resampling

32 assignable DirectX FX sends

Audio/video scrub control

DirectX Plug-In support

Video preview window

Dual processor support

Edit detail list management

Multiple /0 support

24-bit/96 kHz

MIDI Time Code generate & chase

26 Auxiliary outputs

Dual monitor support

Internet streaming file authoring (Windows
Media Technologies 4.0 and RealNetworks GZ2)

Ability to incorporate timeline metadata (markers/
captions) for Internet content authoring

Imports: .wav, .aif, .avi, .mov (using Microsoft
DirectShow), .mpg (video), .omp

Exports: .wav, .aif, .avi, .wma, .asf, .rm, .mp3
(with optional plug-in)

CHP. 1
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System requirements
Your system’s components affect how well Vegas Pro performs.

Common

< Microsoft® Windows ™ 9x or NT 4.0
CD-ROM drive
20 MB hard-disk space for program installation
Windows-compatible sound card
Internet Explorer™ 4.0 (included on CD-ROM) or later to view online help

Minimum

200 MHz processor

VGA display

32 MB RAM

DirectX Media 6.0 (included on CD-ROM) or later

Recommended

* 400 MHz processor
= 128 MB RAM
= 16-bit color display

Technical Support

If you experience problems or have questions while using Vegas Pro, there are a few ways to
get the information that you need from Sonic Foundry: Web site support, Email support, Fax
support, and Telephone support.

Web site support

Visit our Web site at www.sonicfoundry.com/support. You will find technical information,
reference information, program updates, tips and tricks, and a Frequently Asked Questions
(FAQ) archive.

Email support

Send your questions or comments to support@sonicfoundry.com. Our Technical Support
Department will respond to you within 36 business hours.

INTRODUCTION CHP. 1
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Fax support

Send your questions or comments via fax 24 hours a day at (608) 256-7300. You will receive
a response within 36 business hours.

Telephone support

Inst

Our technical support representatives are available Monday-Friday from 8am to 7pm (CST)
at (608) 256-5555.

Before You Call Support
Before you contact our technical support department, we ask that you do the following:

= Check to see if your question may be answered in the manual or online help.

= Use a telephone that is near the computer where Vegas Pro is installed.

= Make sure you have registered the product. For more information, see Registration on page
15.

alling Vegas Pro

Before you install Vegas Pro, we recommend that you exit all open programs and temporarily
disable any virus protection.

1. Insert the Vegas Pro CD-ROM. The Vegas Pro Installation screen appears (if CD-ROM
AutoPlay is enabled).

If the CD-ROM AutoPlay is disabled, click on the button and choose Run.

In the Run window that appears, type the CD-ROM drive’s letter and add :\setup.exe.
Click the OK button to start the installation.

2. Click Install Software. The installation process begins.
3. Follow the screen prompts and enter the necessary information when required.

= Use the button to continue the installation.
« Use the button to suspend the installation and review previous screen prompts.
« Use the button to terminate the installation process.

4. At the last screen prompt, click the button to conclude the installation.

CHP. 1
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Starting Vegas Pro

Starting Vegas Pro is exactly the same as starting most Windows programs that you may use
already. After Vegas Pro has been installed on your computer, there are two ways to start the
program.

Using the shortcut

You may have noticed a new icon on your desktop () upon completion of the installation
procedure. This icon is a shortcut to the Vegas Pro program located on your hard drive. By
double-clicking on this icon, you will start Vegas Pro directly from the desktop.

Using the Start button

The second method to start also allows you to start Vegas Pro right from the desktop. This
procedure is exactly the same as other Windows-based programs.

1. Click the button on the task bar. The Start menu appears.

2. From the Start menu, choose Programs. The Programs list menu appears.

U7 Sonic Foundr

This graphic displays the default location where Vegas Pro was installed.
H! Shut Down.. If you specified a different directory during installation, then navigate
A _ to that directory via this menu.

3. From the Programs menu, choose Sonic Foundry Vegas. A sub-menu appears.

4. From the sub-menu, choose Sonic Foundry Vegas to start the program. The registration
dialog window appears. (Once you register Vegas Pro, this dialog will not appear again.)

@ [have.a senal number o activaton code:

Enter either the serial or
| [ activation code here

/ | would like to register online

| would like to register over the phone

5. Enter either the serial number or the activation code and click to start using
Vegas Pro. (The serial number is located on the title page of the manual.)

INTRODUCTION CHP. 1



Serial number and activation code

The first time you start Vegas Pro, the registration dialog appears. You need to enter either
the serial number or the activation code. Either number will start Vegas Pro so that you may
immediately begin your first project.

The serial number allows you to run Vegas Pro for 7 days. After the 7 days expire, Vegas Pro
will time out. If you purchased Vegas Pro, you can receive your activation code by registering
either online or by telephone.

Y

Note: If you have started a project and Vegas
Pro times out, you will not lose the project. It
will be available when you start the program
after you have registered, received, and entered
your activation code.

.

An activation code is based on the Computer ID number where Vegas Pro is loaded. Each
computer has a unique number, similar to a license plate. An activation code is created
based on that unique number. When you register Vegas Pro, Sonic Foundry will generate an
activation code for you. Once the activation code is entered, Vegas Pro will not time out; it
is yours. Because the activation code is based on the Computer ID, it is important that you
have Vegas Pro loaded on the computer where you will be using it.

The Computer ID is automatically detected and provided to you when you install Vegas Pro.

Registration

The registration dialog that appears when you start Vegas Pro allows you to quickly and
easily register to get your activation code. You may register via the Sonic Foundry web site or
via the telephone.

Registering online

When you register online, your activation code is sent to your email address within minutes
after you complete and submit the online registration form.

To register online, do the following:
1. Select the second radio button labeled | would like to register online.

2. Click the [ | button. Your internet browser automatically starts (if it is not already
running) and the Sonic Foundry online registration form appears.

CHP. 1 INTRODUCTION
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3. Fill in the form’s required fields, which are indicated with an asterisk (*). You will notice
that some of the information is already inserted for you, most notably the Computer ID
number.

4. Make sure that your email address is entered correctly. This address is where the
activation code will be sent.

5. Submit the form to register. In a few minutes, your activation code is sent to your email
address.

6. Copy the activation code from the email message and paste it into the registration field
on the Vegas Pro Registration dialog.

7. Click the button to activate Vegas Pro and become a fully registered customer.

Registering via the telephone

When you register via telephone, a Customer Service Representative will help you to obtain
your activation code.

To register via telephone, do the following.
1. Select the third radio button labeled | would like to register over the phone.

2. Click the [ ] button. A new dialog will appear with a field where you will enter the
activation code. Your Computer ID number appears below this field.

+ Enter activation code

t Computer ID number

3. When the Customer Service Representative gives you the activation code, type it in the
field.

4. Click the button to activate Vegas Pro and become a fully registered customer.

INTRODUCTION CHP. 1
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Using the online help

Vegas Pro includes HTML online help. To view the online help, you need to have Internet
Explorer 4.0 or higher loaded on your system (included on the Vegas Pro CD-ROM).

Accessing help

The online help is available in two forms: in a Main help window or What'’s This? help
window. Both forms are available via the keyboard or the Help menu.

Main help window

The Main help window is accessed either by choosing Contents and Index from the Help

menu or pressing the [F1] key. This window has three tabs that you can use to find the
information that you need.

2 Vogos Onine Hop B Index tab
Toolbar —» @ e Cotets x| 3owen|
Hide. Back Options. Type in the keyword to find:
Contents —» | e B Search tab
tab
You have just purchased a new way of thinking.
Forgs g that dnm List Topics
Information
~pane
T
ey 2
L‘ Display

The Contents tab provides a categorized listing of available help topics. Click on the book
(#), then on the topic page (@) you want information about.

The Index tab provides a complete listing of the help topics available. Use the scroll bar to
scroll through the list of available topics or type a word in the text field to quickly locate

topics related to the word. Select the topic and click the button.

The Search tab allows you to enter a keyword and display all of the topics in the online help
that contain the keyword you have entered. Type a keyword in the text field and click on
the button. Select the topic from the list and click the button.

What's This? help

What'’s This? help allows you to view pop-up window descriptions for Vegas Pro menus,
buttons, and dialog boxes. Choose What's This? from the Help menu or press the
keys, and then click on any Vegas Pro item. To use What's This? help in a dialog box, click
on the question mark (1) in the upper-right hand corner of the dialog box, then on an item.

CHP. 1 INTRODUCTION
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Tip of the Day

The Tip of the Day displays functional tips to increase your productivity with Vegas Pro. To
view and scroll through the Tip of the Day messages, choose Tip of the Day from the Help
menu.

PDF manual

There is a more current manual available on the Vegas Pro CD-ROM. The PDF manual
contains information that was written during this manual’s press time. To view this manual,

you will need Adobe® Acrobat® Reader (also included on the Vegas Pro CD-ROM).

Help on the web

Additional Vegas Pro help and information is available on the Sonic Foundry web site.
Choose Sonic Foundry on the Web from the Help menu to view a listing of web pages
pertaining to Vegas Pro and Sonic Foundry. If your browser is not already open, Vegas Pro
will automatically start it for you.

INTRODUCTION CHP. 1
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Overview

Vegas Pro is designed to be an easy-to-use program with many tools that provide power and
flexibility when creating and working with media files. As you will learn, many of the Vegas
Pro operations, menu items, and shortcut keys are common to other popular software
applications.

Vegas Pro is a unique and powerful program that gives you tremendous flexibility. The
following sections are a graphical tour of the Vegas Pro work area. Please take a moment to
get familiar with the Vegas Pro interface. Many of the procedures in this manual use
terminology found in these sections.

Main window

This is the window that appears when you open Vegas Pro. The work area is primarily three
frames: the Track List, the Track View, and the Window Docking Area. The other parts of
the interface are tools and features used while working with your project.

Menu Bar Toi oioe b — Video Ruler
Toolbar [ e vaﬁi;'; - fw& Qﬁlﬁml AMTEM YN ——— -
o o ol 50 o1 zs«\. o [ i |
Time i — 00:00:00 ) " -y e i Marker Bar
ime Display ﬂwﬂ?ﬂ,,,,,,,r,,l,ywv ““““““ BB, S Ruler
Track List Track View

Scrub Control

——————o ol 5
T
2|0 fD>>U0 NMN»

‘ st Siion : : “HE S
Window Explorer (shown) : J80[6 %0 > 0 b0 -8 M
Docking

|arnation J J‘ 3 J J" 'U"
Mixer (shown s :
Area xer ( ) e

Trimmer

Video preview l Il IE lE

S AT
[Record Time 0000 [Disk : 000% [Mix : 000%

Transport Bar
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Toolbar

The Toolbar allows you to quickly access the most commonly-used functions and features in

Vegas Pro.

=

B E X BB (D @)l

B 2 Tk i

Create new project

Redo command

[2]

Open existing project

Enable snapping to grid lines

Save project

Automatic crossfades

[<]

Open project properties

Ripple edits

-
.,
[ 1]

Cut selected events or time range

Edit tool

Copy selected events or time range

Envelope tool

Paste items from clipboard into project

Selection tool

(51 ] e o< e 2 e [

Undo command

(1| =] (=]

Zoom tool

Marker bar

The Marker bar is the area where informational tags may be placed, named, and positioned

along the project’s timeline.

g — T
Pl il
L ol ol (00 5 (20 25 (20500 266 407 M [s5el! (sosk 5sci¥ Gl [Be2l 712
nNarration 1 FNarration F2 FNarration 3 with music FFade out Azzignable Fx...
n .
T s a0z . (odonss e s Emae
B | ] Audio Envelopes 3
_-I i
Ml - b I Hl Marker
SR egon ;
I’ Command C
b [ b
8 i
[T
- B &4 £
Jaegl
_|._| (N} b
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Ruler

The Ruler is the timeline for your project. You may specify how the Ruler measures time:
seconds, measures and beats, frames, etc.

. . Samples
Right-click
on Ruler ecnds
00:00:00 | 00:00:15 00:00:30 00:00:45 e -

Time & Frames

Absolute Frames

Meazures & Beats

SMPTE Mon-Drop [29.97 fps)
SMETE Mon-Drop 30 (30 fps)
SMPTE Drop [29.57 fps)
SMPTE EBU (25 fps]

SMPTE Eilm Sync (24 fps)
Feet and Frames 16mm [40 fpf]
Feet and Frames 35mm [16 fpf]

Edit Ruler Offset

Track List

This list identifies the track order in your project. Each track’s controls are also available in
the Track List.

— Track Number

— Track controls
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Track View

All arranging and editing is done in the Track View. This area contains all the project’s
events.

e e
W W @ B — Track View
LI ,

i T

Transport bar controls

The Transport bar contains the playback and cursor positioning buttons frequently used
while working on your project.

(@ APP> I B KM KW

@ Record into track Stop playback
#@  Loop play back

fi=  Play back from beginning of project

Move cursor to start of project

Move cursor to end of project

e Play back project from cursor position Move cursor left at grid increments

T 2= = H

il Pause praject playback Move cursor right at grid increments

Scrub control

The Scrub control is used to play your project forward or backward for editing purposes. You
may adjust playback speed by setting the Speed Control Marker located beneath the Scrub
control.

Click and drag either forward
or backward for playback

7
Fate: 00000 e, | |
vy

Set play- __|
back speed
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Window Docking Area

This area allows you to keep frequently-used windows available, but out of the way while you
are working with a project. To dock a window, simply drag and drop it to the Docking Area.
This area has three regions in which a window can be placed: right, middle, and left. As a
result, the Docking Area can display up to three windows at a time.

When windows are docked, they will either be displayed on top of the other windows, or
each window’s tab will appear above the task bar. Simply click the window’s tab to bring it to
the top.

S
< One window display

o

Two window display

000002851 |

sl
Q2 D>>100 NDN»
e LA

Three window display These windows are fully
Tr— scalable to suit your needs.

»*«1
l 1 Click a window’s tab to
g bring it to the top.

Fiecod T 0300 [FAV OTNB 12608 \n.skmx Pl 00%

Explorer window

The Explorer window works similarly to the Windows 9x and NT file management Explorer
included with your operating system. Use the Vegas Pro Explorer window to select media
files to place into your projects.

Select drive [z -
or folder A Music J@.|ﬁ<y-|b O ke | & -
[ gﬂ Desktop @Drums [
B My Comput Homs \— Preview selected
3% Floppy [ i
e ) it %ET;:E et media file before
Storage [E:) Piann you place it
-] Bmp L Fthitar in the project
- download
=) Media
: ~ .
__| Mamation Select media to place
..... ) video in the project by dragging
L LB =l and dropping or
Explorer / Trimmer ;'_.l_ double—cllckmg
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Video Preview window

This window displays a project’s video event during project editing and playback. If a video
event is not a placed in the project, you will see “--No Video--" in the center of this window.

2l 6 057,193 (3204240) 15,000 fps 250
Right-click to Vidgo will appear during
change Video project playback or as
Preview settings the.cursor is moved
during editing.

» Default Background
Black Background
wihite Background

Integral Stretch
® Preserve Aspect
Stretch to 'Window

Trimmer window

The Trimmer window is a good place to edit an audio event. When an event is placed in the
Trimmer window, you may take portions of the event and place them on separate tracks by
dragging and dropping. For more information, see Using the Trimmer window on page 120.

ﬂlE:\Media\Music\LeadGuitar.wav j H .IIy?
00:00:00.000 ; 00:00:01.000 ; 00:00:02.000 J

[

’ e FaTITI— %

- ' P PP . [P ™ ....ll..

— I »allal
u:uo:un.nu_ﬂ | 00:00:02.943 | 00:00:02.349 Trimmer window
|\ U s 1 Transport bar
Mixer window

The Mixer window gives you access to your project’s properties, bus assignments, output
levels, and plug-in chains.

Miger @]
Dol o 44100 Hz, 16-bit

Right-click on a ol

meter to change 12ta0dB

Preview | I VY i i 24100 dB
38 T elesF] 3¢ T ofes its settings 42100 dB
-Inf. -Inf.-Inf. -Inf.-Inf. v -B0to 0 dB
3 3 3 -FAto0dB
. . : 90t 0 dB
& & 2 v Show Labels
v Hold Peaks
- 6000 6o 0ol o Hold Valleys
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Vegas Pro keyboard commands are shortcuts that you can use while working with your

project.

Project file commands

These commands refer to the overall project.

Description Keys
Create new project Ctrl+N
Open existing project or media file ~ Ctrl+0
Save project Ctrl+S
Open project’s properties Alt+Enter

Window view commands

These commands display and hide the dockable windows included with Vegas Pro.

Description Keys Description  Keys
Track view  Alt+0 Edit Details Alt+4
Explorer Alt+1 Plug-ins Alt+5
Trimmer Alt+2 Video Preview Alt+6
Mixer Alt+3

Edit commands

These commands refer to the event editing that you can use while you are working on a

project.

Description Keys Description Keys

Undo Ctrl+Z or Select right by grid marks Shift+Ctrl+Page
Alt+Backspace Down

Redo Ctrl+Shift+Z Restore selection Backspace

Cut selection Ctrl+X or Paste repeat from clipboard Ctrl+B
Shift+Delete

Copy selection Ctrl+C or Split event(s) S
Ctrl+Insert

Paste from clipboard Ctrl+V or Trim/Crop selected events Ctrl+T
Shift+Insert

Select all Ctrl+A Open in Sound Editor Ctrl+E

Unselect all Ctrl+Shift+A Mix to new Ctrl+M

Delete selection Delete Mix to preview Ctrl+Shift+M

Select left by grid marks  Shift+Ctrl+PageUp Make a selection during play back I (in) and O

(out)

CHP. 1
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Cursor placement commmands

These commands refer to cursor navigation with in the Track View.

Description Keys Description Keys

Go to beginning of selection = Home or W Center in View \

or view (if no selection)

Go to end of selection or view Endor E Swap on selection Num. pad 5

(if no selection)

Go to beginning of project Ctrl+Home Move left to marker(s) Ctrl+Left (arrow)

Go to end of project Ctrl+End Move right to marker(s) Ctrl+Right (arrow)

Move left by grid marks Page Up Move left to event edit Ctrl+Alt+Left (arrow)
points including fade edges

Move right by grid marks Page Down Move right to event edit Ctrl+Alt+Right (arrow)

points including fade edges

Go to Ctrl+G

Playback commmands
These commands refer to the playback controls, which are also found on the Transport bar.

Description Keys Description Keys

Start/stop playback  Spacebar Pause Enter

Stop playback Esc Record Ctrl+R

Looped playback L Play back from any Ctrl+Spacebar or F12
window

Event commands

These commands refer to moving selected events.

Description Keys Description Keys

Move selected event(s) one  Right (arrow) Move selected event(s) down one Down (arrow)
pixel number pad track number pad
Move selected event(s) one  Left (arrow) Move selected event(s) right on grid Ctrl+Right (arrow)
pixel number pad number pad
Move selected event(s) up Up (arrow) Move selected event(s) left on grid  Ctrl+Left (arrow)
one track number pad number pad

INTRODUCTION CHP. 1
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Track view commands

These commands refer to editing functions related to the tracks in your project.

Description Keys Description Keys
New audio track Ctrl+Q Group selected events G
Enable/disable snapping F8 Mark in point lor[
Snap to markers Shift+F8 Mark out point Oor]
Snap to grid Ctrl+F8 Insert/Remove track-volume envelope Vv
Ripple edit mode Ctrl+L Insert/Remove track-panning envelope P
Auto crossfade mode X Insert Region R
Edit tool selection D Insert Marker M
Normal edit tool Ctrl+D Insert Command Marker C
New audio track Ctrl+Q Group selected events G

View commands

These commands refer to magnification of tracks and the events contained on them.

Description Keys Description Keys

Increase track height Ctrl+Shift+Up Zoom out large increments or Ctrl+Down (arrow)
(arrow) selection (if one exists)

Decrease track height Ctrl+Shift+Down Zoom in large increments or Ctrl+Up (arrow)
(arrow) selection (if one exists)

Zoom in time (incremental) Up (arrow) Zoom in vertically Shift+Up (arrow)

Zoom out time (incremental) Down (arrow) Zoom out vertically Shift+Down (arrow)

Miscellaneous commands

These commands allow you to access help related items and refresh the screen.

Description Keys Description Keys
Online help Fi Popup menu Shift+F10
What'’s This? help Shift+F1 Refresh screen F5
CHP. 1 INTRODUCTION
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Signal Flow

Audio event

W)

Normalize event

Shows in Trimmer
Openin Sound Forge CikE |

Event ASR

e

HNoimalize

-foh

Auxiliary send Track FX + Assignable FX send
. e ¢ Track FX * /._>| F1: 3608 v -1%—'
P:”é _E;”‘et' b T Pre/Post vol. Pre/Post vol.T
F ‘I.: -Inf.
R Pl -33dB v ] e FX1: 338 v = ———
B L) <k » Fre Volume Pre Yolume
A Post Yolume Assignable FX
Track fader Y
A e I
Pan track *
Far:  Center :[:I 40— |
Mute track l
Y |
Bus Control Mute
Hardware
Bus = output
Master
Fader
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The Vegas Pro environment is a new way of thinking in multitrack mixing. Whether you are
experienced at mixing or brand-new to it, you will find Vegas Pro easy to use and powerful.

As you use Vegas Pro, experiment with different features and listen to the results in real-
time.

Quick Start

\ 47 R,

This chapter was designed to help you get familiar with the interface and describe the
essential operations for using Vegas Pro. Using this chapter will get you into the program
quickly to begin your first project or to begin experimenting with Vegas Pro. In the next
chapter, we take you through a sample project from start to finish, using sample media files
included on the Vegas Pro CD-ROM. For more information, see Tutorial on page 49.

Media Files

Before we get started in Vegas Pro, there are a few terms that need to be defined:

= Media files - audio and video files that may be placed within your project.

= Events - playable portions of media files within a track. Events have fully editable starting
and ending points.

= Tracks - timeline containers where events are placed and arranged.

What type of media can you use?

A media file is an audio file that can be placed on a track or a video file that can be placed
on the video ruler.

Format Name Extension Definition

Wave (Microsoft) *.wav Standard audio format used on Windows-based computers

Video for Windows *.avi Standard audio/video format used on Windows-based computers

AIFF * aif Standard audio format used on Macintosh computers

QuickTime *.mov Standard audio/video format used on Macintosh computers (using Microsoft
DirectShow)

Bitmap *.bmp Standard graphic format used on Windows-based computers

MPEG3 *.mp3 Highly compressed media file. This file type can only be placed via plug-in.

CHP. 2 QUICK START
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A media file is referred to as an event after you have placed it on a track. Tracks are the
containers for audio events. Each track can contain more that one event.

You may place events on separate tracks, or place all events on the same track:

. - .
0 0 0 00:00:00 00:0015 E 0 0 EEC R BED
JlEe== @ Il e f il
Multitrack with i Single track with
single events multiple events
050 il
(= u_ il

In addition, you may place a video file on the Video Ruler. If the video has audio included,
Vegas Pro automatically creates a new track and places the video’s audio on it.

] 1 (o7 74 i Eﬁ'\ﬁ Iﬁsn
. i Video ruler with included
00:00:00 00:00:05 audio on track below.

Y o

Starting a project

When you first open Vegas Pro, it displays an empty project. You may begin finding,
previewing, and placing media files and start building your project. Vegas Pro supports many
types of media file formats for placement, editing, and rendering to new media formats.

The following sections briefly explain the process of finding media files, previewing them,
and placing them within your project.

Finding media files to use

There are two ways to find media to place in a project: using the Explorer window or the File
menu and choosing Open.

The Explorer Window

The media Explorer window in Vegas Pro works similarly to the Windows 9x and NT file
management Explorer included with your operating system. You can expand and collapse
drives and folders in the tree view. The content of selected drives and folders appears in the
list view.

QUICK START CHP. 2
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Refresh view
Move up tree—|

HE R ex X @

DRD|

\ —— Change view button
\ Auto-preview button
Stop preview button

Play preview button

Add to favorites folder
Delete selected items

Create new folder

Y

Note: If you cannot see the Explorer window,
it may be “under” another window. Click the
Explorer tab to display the window. If you do
not see the Explorer tab, choose Explorer from
the View menu to display it.

.

4 Music M
gﬂ Desktop ﬂ @Drums
El--- My Computer @ Homs
5 3% Floppy 4] 0] LeadGitar
(] Organ
-y Storage (E:) 0] Piano
k0] RihythiGuitar
i -] Other LI
Explorer /' Trimmer 4'—"-

\\ Explorer / Trimmer

Vegas Pro windows are dockable. To access
a hidden window, click its tab to bring

it forward.

Using the Vegas Pro Explorer allows you to place multiple file types into your project
simultaneously. To find media using the Explorer window, do the following:

1. From the drop-down list or tree view, choose the drive or folder where the media is

located.

Note: Vegas Pro is preset to display all
supported file types. Howewver, you may
change the list view to display all files within a

selected drive or folder.

.

ETNEDE

v Tree Yiew
Eegion Yiew
v Summary Yiew

Details

All Files

2. From the list view, you may place the file into your project by dragging and dropping or

double-clicking it.

CHP. 2
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The File=Open option

An alternative to the Explorer window, you may find media in the more traditional method
using the File menu and choosing Open. With the File>Open option, you specify the media
file type that you want to use in the project: *.wav, *.avi, etc.

To find media using File>Open, do the following:

1. From the File menu, choose Open. The Open dialog appears.

Or, click the Open (=) button on the Toolbar.
2. Select the media’s location in the Open dialog by doing one of the following:

= Specifying it from the Look in drop-down list.
= Double-clicking drives and folders in the list view.
= Typing the file’s path in the File name field.

3. Select the media format from the Files of type drop-down list.

4. Press the Open button to automatically place the file in the project.

Previewing a media file

Once you have located media files, you may preview them before placing them in your
project. The Explorer window has a mini-transport bar with Play, Stop, and Auto Preview
buttons(» o & ).

When you preview a file, its signal is sent to the Mixer window’s preview bus. This bus
displays levels, which you can adjust with its Volume fader.

To preview the audio file, do the following:
1. Select an event in the list view.
2. Press the Play () button to listen to the file.

3. Press the Stop (@) button, select a different file, or place the file in the project to stop
previewing to the file.

Ve

Note: To automatically preview selections,
press the Auto Preview (%») button on the
Explorer’s Transport bar. To turn off Auto
Preview, press the Auto Preview button again.

.
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acing a media file on a track

Audio media files may be placed in your project by either dragging and dropping or double-
clicking them. Either method places the media file in its entirety in the Track View. After
the file is placed, it becomes (and is referred to as) an event along the project’s timeline.
Dragging and dropping an event

This method controls the event’s occurrence on the Track View's timeline. You can create a
new track by dragging an event to a blank area in the Track View and dropping it in place.
Vegas Pro tracks can contain multiple events, so you can place different events next to each
other on a track.

In addition, you may place multiple events at the same time and control their arrangement
in the track view. Vegas Pro is preset to place the events on separate tracks.

To place multiple events, do the following:

1. Select a range of adjacent media files by holding down the key and clicking files in
the list view.

Or, select files that are not adjacent by holding down the key and clicking files.
2. Drag the files to the Track View.

3. Cycle through the placement options by right-clicking. As you click, Vegas Pro displays
outlines of the selected events and the placement option. When you see the option that
you want, drop the events in place. Below is a list of placement options:

= Place events on separate tracks
« Place events next to each other on the same track
« Place events as takes on a track

&;’ %

You will see one event on the track.

The other events are listed at takes “beneath” the
the topmost event.

CHP. 2
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Double-clicking an event

This method creates a new track and places the event at the cursor’s position along the
timeline. However, once the events are placed, you can move them from one track to
another or change their position on the timeline.

Placing a event on the Video Ruler

A video media file may be placed in your project by either dragging and dropping or double-
clicking. The video is placed on the Video Ruler, located above the audio tracks. If the video
file includes audio, the audio is placed below the Video Ruler on a newly-created audio
track.

Dragging/dropping or double-clicking a video event

Video event placement is the same as placing an audio event; dragging and dropping
controls timeline placement and double-clicking places the event at the cursor’s position.

The Video Ruler supports one video event at a time. So, whether or not an event exists on
the Video Ruler only affects what happens in your project when you place a video event.
The following table describes placement scenarios:

Event to place Video ruler status Placement method Result

Video only No event Drag/drop or double-click  Video placed on ruler

Video with audio  No event Drag/drop or double-click  Video placed on ruler and audio on a new track
Video with audio  event placed Drag/drop or double-click  Audio on new track

Video with audio  event placed Drag/drop to video ruler Video placed on ruler and audio on a new track
Video only event placed Double-click No affect (existing video is not replaced)

Audio event basics

There are a number of ways to work with events once they have been placed in your project.
Whether you are working to achieve a specific project goal, or experimenting with sound
and video, the events that you placed are fully editable. The following sections describe
basic event editing techniques.

Moving events along the timeline

An event, by definition, is an occurrence along the project’s timeline. Events, as a result,
may by moved along the timeline either individually or as a group. The left edge of an event

is its starting point. Therefore, where the left edge lines up on the ruler determines when the
event starts.

Events may overlap each other or be placed on top of each other. You may crossfade
overlapping events automatically or with envelopes.

QUICK START CHP. 2
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Moving a single event

You can move an event along the timeline within a track or move it to a different track.

1. Select the event by clicking on it. The event is highlighted.

2. Click and drag the event along the timeline.

If you move the event along the original track’s timeline, the event’s appearance (color)
remains the same.

_—
\
However, you may move the event to a different track’s timeline. If you do, the event
appears as a simple outline and you will see its original track and position on the timeline.

Once you release the mouse, the event will assume the new timeline position and track
color.

) Original track position
= el
% —  New track and position

3. Release the mouse to set the event’s timeline occurrence.

4. Repeat Steps 1-3 to move more events along the timeline.

Moving multiple events

You can move multiple events along the timeline within a track or move them to a different
track, similar to the previous procedure. In addition, selected events do not need to be
within the same track. You may select events on different tracks and move them as a group
along the timeline.

1. Use the key, the key, or the Selection Edit tool [] to select the events. For

more information, see Selecting multiple events on page 49.
2. Place the mouse cursor over one of the selected events.
3. Click and drag the events along their respective timelines.

If you move the events along their original tracks’ timeline, their appearance (color)
remains the same.

) X
i _ Moving events along
original tracks
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You may move the events to different track timelines. In that case, the events appear as
simple outlines and you will see their original tracks and positions. When you release the
mouse, Vegas Pro automatically creates new tracks as needed for events.

_— B3

=l B
—

Moving events to

different tracks

4. Release the mouse to set the events’ timeline occurrences.

5. Repeat Steps 1-4 to move more events collectively along the timeline.

Track navigation

Once an event is placed on a track, Vegas Pro automatically displays track controls that you
can use to affect the event or events contained within the track.

00:00:15

Track Arm for
number View Effects Bus Record Mute Solo
> AN
o A @ X ¥

Track Number

This area identifies the track’s order number in a multitrack project. You may rearrange the
track order by dragging and dropping selected tracks “up” or “down” within the Track List.

Track color o o |
Change the color Ezene
by right-clicking Vol 00dB
and choosing Duplicate Track
Track Color, and Inzert Audio Track Crl+0
then selecting the Delete Beke
color you prefer, Inzert/Remove Envelope  »

MR
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View buttons
These buttons control the track’s appearance (size) in the Track View.

Minimized
5 Normal
D Maximized
Track FX button

This button accesses Noise Gate, equalization (EQ), and compression FX controls that can
be applied to the track’s event(s). For more information, see Using Track FX on page 142.

offo

Equalization FX _Compression FX

¢ Noise Gate FX

L ———————————
] 0|7 Track Noe Gate I} [4[ b -t 44 Wl o7 Teack Compressor HF TrackEa o b ] o[7 Track Compressor ~ V| TrackEQ_[o b
(Oriited) Sl x| 2 [ x| 2 Y (= 1)
P20 ek tme (010 500 ms) g * ° ENESERENESENEN -
I ° [ ——T
o
Rease tine (1105000 ms; [100 ENESERENEREDEN -
ey ® Dutput Level [dB)  C————o(fJ———1 0
@ @ w0 e sk w ok Recuction (&8} [EDEDCOEIRIEIEN o0
| Enable: Yy ={——m[ 1% Theshod(@B) = Jm [0
- B} ———bm[ s Amaurt (1) [ [T0
o0 B /oc) [——] ¢ P =)
08 © 0 Rekase(ms}  (———m[E

Bus assignment

This button allows you to designate and assign a track to a specific output bus. This option is
available for projects being mixed for multiple stereo busses. (A bus is where various track
signals are mixed together and output.) For more information, see Assigning a track to a bus on

page 138.

Select a bus
for playback

Buz B [OFL3-54 Plapback)]
Bus C [OPL3-54 Plapback)]
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Arm for Record button

This button allows you to prepare a track for recording. You may record directly into tracks.
A track is ready when you see the recording meter appear on it. For more information, see
Setting up to record into tracks on page 141.

Mute button

This button enables you to temporarily disable playback of the track, so you can focus on
another track’s event(s). When a track is muted, it appears “grayed out” on the Track View.
For more information, see Muting a track on page 137.

\
u< | |
B o) = _[of; ;-u-@
Yol 0008 ] T[] e Wob  00dE ] T e

Before muting the track After muting the track

Solo button

This button, as its name implies, isolates a track’s events for playback, while muting the
other tracks’ events. For more information, see Soloing a track on page 137.

Before applying Solo to the track After applying Solo to the track
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Scribble Strip

This area lets you label a track. Simply double-click in the strip and type the track’s name.
Or, right-click anywhere in the Track List and choose Rename from the shortcut menu and
then type the track’s name. If you do not see the Scribble Strip, expand the track. For more
imformation, see Changing track height on page 135.

Scribble Strip

Right-click
track to display
Duplicate Track pop-up

Inzert Audio Track
Delete

Volume fader

This fader controls the track’s loudness relative to the other tracks when it is played back.
Vegas Pro tracks are preset at 0.0 decibel (dB). Use this fader to emphasize or de-emphasize a
particular track. A track’s volume range is -inf. to 12 dB.

To move the fader, do the following:
1. Place the mouse cursor on the fader.
2. Press and hold the left mouse button.

3. Move the fader left or right and release the mouse.

S S S

: Orchestra : Orchestra

Vol E A I — Yol 00dE —] T Yol 12008 ]

Double-click the slider
to reset to 0.0dB.

: Orchestra

Note: You may also move the fader by
clicking it and using the right or left arrow keys
on the keyboard.

CHP. 2 QUICK START



40>

Multipurpose slider

If you do not see this slider, expand the track. This slider controls the track’s stereo panning
and auxiliary bus volume. You may select what the slider controls by clicking its label. Each
item’s slider position is independent from the others.

Gl e
Vol 00dl —{ [ }—
Par:  Center e ]

v

® Pan; Center

Aug A -nf. Click label
: ick labe
Bl to view menu
A C-nf,
Panning

Vegas Pro tracks are preset to center the signal. Move the slider to adjust the signal’s output
left or right. As you move the slider, Vegas Pro displays the signal’s percentage going to
either the left or right channel. For example, moving the slider to 60%L means that 60
percent of the signal is mixed to the left channel, while 40 percent is mixed to the right. For
more information, see Adding a panning envelope on page 164.

| RE e MR

Pan  Center s— ) f— ‘ Pan; 100 %R '_D‘

Double-click the slider
to reset to Center

= | O s

Par: 1gg°/°|_|j— ‘

Auxiliary bus

Vegas Pro projects that have multiple busses enable you to send track signals to primary and
secondary (auxiliary) busses. The primary bus is set using the Bus button (&) on a track. For
more information, see Bus assignment on page 37. The auxiliary bus sends signal to a separate
bus independent of the primary bus without affecting the project’s overall playback.

-0 "Q"AO%E| F -0 "Q"AOSQE|
|AuxA il [ p— | Aud 0008 — f— |
Double-click the slider
to set its volume at 0.0 dB
When you select an auxiliary bus, you need to adjust its playback volume with the slider.
Auxiliary tracks’ volume are preset to -inf. dB (mute) for playback. For more information, see
Assigning a track to an auxiliary bus on page 138.

Assignable FX send

If you add an Assignable FX control to your project, Vegas Pro adds it to the multi-purpose
slider’s shortcut menu. You will be able to adjust the control’s volume using this slider.

QUICK START CHP. 2
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Video event basics

Video events are placed on the Video Ruler. If the video event has audio, Vegas Pro creates
an audio track and places the video’s audio on the “top” track in the track list. For more
information, see Placing a event on the Video Ruler on page 34.

= }Video ruler

00:00:00 | 00:00:15 | D0:00:30 | 00:00:45

fefle a3 R 1
:DDdB —{—

Video’s audio event

Video event with frame numbers

Once the event is in place, you may move the video event along the timeline, delete its
audio, and preview the event in the Video Preview window. You may also replace the video
by placing a new event on the Video Ruler. For more information, see Dragging/dropping or
double-clicking a video event on page 34.

Moving the video event

Moving a video event is identical to moving an audio event. However, a video event is
slightly different in that it may have audio grouped with it. If a video event has audio, Vegas
Pro is preset to group the video event with its audio when it is placed. As a result, the video
event and its audio will always be moved together along the project’s timeline.

To move a video event, do the following:
1. Place the mouse pointer on either the video event or its audio.

2. Click and drag the events to the desired starting point on the timeline.

[z
\D0-00:00

3. Release the mouse when the events are in the desired location.

/-

Note: Ungroup a video and audio by right-
clicking either event. From the shortcut menu,
choose Group, and then Clear.
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Removing the video's audio

As mentioned earlier, video events with audio get placed together in your project. However,
you may delete the original audio completely or replace it with new audio. This feature is
nice for redubbing poor quality audio.

To remove the audio, do the following:
1. Right-click either the video or its audio event to display a shortcut menu.

2. From the shortcut menu, choose Group, then Clear to ungroup the video and audio.
Otherwise, both events will be remove.

3. Click to select the video’s audio event.

The video & _
remains on jaeilit
the video

z ruler. z
O L e AR e = AlaD Ay 900018 800020

4. Right-click to display the shortcut menu. From the shortcut menu, choose Delete.
Or, from the Edit menu, choose Delete.

Playing back the project

Vegas Pro allows you to play back your project in two ways: directly within Vegas Pro, or by
mixing the entire project to a preview file.

Play back within Vegas Pro

Vegas Pro has a Transport bar that allows you to play back your entire project or portions of
your project based on a either a time selection or current cursor position. Only non-muted
tracks and events are played back.

Loop Play from Stop Cursor Skip cursor
play cursor pos. to end forward
| | | | |
| | | |
Record Play from Pause Cursor Skip cursor
start to start backward
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If your project includes video, make sure the Video Preview window is displayed for
playback: from the View menu, choose Video Preview or press the [Ait]+[6] keys.

Play back entire project
1. Press the K button to position the cursor at the beginning of the project.
2. Press the & button to start playback.

Or, press the = button to begin playback at the beginning of the project.
3. Press the @ button to stop playback.

Play back a time selection

1. Place the mouse pointer above the ruler (on the Marker bar). The mouse arrow includes a
left/right arrow ([;,,).

2. Click and drag to select the time region. To increase or decrease the time selection, click
and drag its start and end points.

3. Press the B button to begin playback. Only the non-muted tracks and events within the
time selection will play back.

4. Press the @ button to have Vegas Pro continually play back the events within the time
selection.

5. Press the @ button to stop playback.

Playback reference

The following table describes all the playback buttons and keyboard equivalents. You may
use these playback functions at any time while working in your project.

Button Keyboard Function
D +® Begin recording into record-enabled tracks
iz Turn on/off loop play during time selection playback

+ Begin playback from the start of the project

v
i
=3
=
+
[%2]
E
-+

Begin playback from cursor position

Pause playback, cursor stops and holds at pause position

=

=
Q|| m|||LL
o
= ®

pace] or [Esc Stop playback, cursor stops and returns to prior cursor position

Place cursor at the beginning of project

a
ot
=13
+
j=n)
o
3
®

Place cursor at the end of the project

T £ 2= =®
E
_r_-1|-
"
m
j]
Q.

Page Up Moves the cursor to the left in grid increments (if grid is displayed)
Move the cursor to the right in grid increments
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Previewing to media player

A preview file is mixed according to the project’s properties that you set and is played back
using the media player associated with the file type.
Mixing project for preview

This feature mixes all non-muted events to a file and automatically plays it back on the
associated media player.

1. From the Tools menu, choose Mix to Preview. The Preview dialog appears.

Mix To Mew Track...  Chil+hd
.. Chrl+5hift+h4

fiori [Fender 25 44,100 H, 16 bi, Stereo FCM wave
fie

Open in Sound Editor - Chl+E |

2. Select the preview option from the drop-down list.

I Microsoft RIFF Wave j

3. Click the OK button to begin the mixing process. A status bar appears in the lower left
portion of Vegas Pro.

Y

. . Status bar
Note: You may cancel the Mix to Preview by
clicking the [#] button on the status bar. Cancel — | x| 57 ] Renderng o "PRVO0D.avi |

button
il Start
“ i Star |

When mixing is completed, the associated media player appears and begins playback.
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ng project properties
You can view and set the project’s properties by choosing Properties from the File menu. The

Properties dialog appears. There are more details on properties later in this manual. For more
imformation, see Working with project properties on page 263.

| General project

Mew... Chrl+M o | Vido | Fulr | | information
Ii I
Qeen. Eud e — Audio output
Lloze Enginer I sett; mgs
. e Gt | | X ,‘ ||
Save trl+ Conens [ Video output
Save s Bt lﬁl Sunmay | Audo. Vidsa |w ] | settings
Al+Enter e T —" —| = Ruler display
I ! | video  Fiuler

Exit Al+F4 | _ [ =] settings

[oo0000000
tempo) [120000
B |—§
Note that gets onebeat.  [4

I~ Start o new projects with these settings

sl |

15,000
22KB/Sec
Cinepak Codec by Radius

I~ Start o e projects with these settings

sl |

I~ Start o new projects with these settings

Cancel Aoy

Saving the project

The first time a project is saved you will have two options. The one you select will affect the
project’s file size and its portability.

Format Extension Definition

Vegas Pro Project *.veg Saves all of the information about a single project. This file format does not contain any
media. It saves the references to media files used in the project. Also saved is project
information, track FX, envelopes, bus assignments, and output properties.

Vegas Pro Project *.veg When the Copy all media with project check box is selected, all of the media in the project

with External Media will be copied into the same folder as the project file. This option makes transporting the
project easy and convenient.

Saving your project the first time

To save the project, do the following:
1. Select one of the save methods:

= From the File menu, choose Save.
= Click on the [|] button.
< Press [ctri]+[s] on the keyboard.

The first time you save a project, the Save As dialog appears.

CHP. 2
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Save As HE
Save jn: Storage [E:] j gl
|__I'egas Projects
|_IMedia
| I'webPage
File name: IUntitIed Save I
Save as type: IVegas Project [*.veq] fé Cancel |
™ Copy all media with project

The subsequent times you save, the above dialog is bypassed, your existing file name is
retained, and your project is updated to include any implemented changes.

2. Select the drive and directory where you want to store the project.
3. Type the project name in the File Name field.

4. Click the Copy all media with project check box if you want to have all the media copied
into the same folder as the project.

Save as type: IVegas Project [*.veq] j

¥ Copy all media with project

5. Click the Save button.

Renaming or rendering a project (using Save As...)

After you have been working with your project, you may use the Save As command in the
File menu to rename the project. This option also allows you to render the project to a
different file format. Typically rendering to a different format means that the project is
finished and ready for distribution. For more information, see Creating a copy of a project (using
Save As...) on page 216.
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Rendering refers to the process of converting the Vegas Pro project into one file and
formatting it for the desired playback method: media player, Internet streaming media, CD-
ROM, etc. The project file is not affected (overwritten, deleted, or altered) during the
rendering process. You may return to the original project to make edits or adjustments and
render it again. The following table describes the formats available for rendering your Vegas

Pro project:

Format Name Extension Definition

Audio Interchange File Format  *.aif The standard audio file format for audio used on Macintosh computers.

MPEG *.mpg Highly compressed audio format.

RealSystem G2 *.orm The RealNetworks standard for streaming media via the Web. This option
renders both audio and video into one file.

Vegas Pro EDL *ixt This option creates a text version of event placements in the Track View.
This text description can then be imported into a database or text
application for modification or other purposes.

Vegas Pro project *.veg This option saves the references to media files used in the project. Also
saved is project information, track plug-ins, envelopes, bus assignments,
and output properties. The *.veqg file does not combine events into a single
file.

Video for Windows *.avi The standard video file format used on Windows-based computers. This
option renders both audio and video into one file.

Wave (Microsoft) *.wav The standard audio file format used for audio used on Windows-based
computers.

Windows Media Audio *.wma The Microsoft audio-only format used to create files for streaming or

downloading via the Web.

Audio Interchange File Format  *.aif

The standard audio file format for audio used on Macintosh computers.

There are more detailed instructions for rending to a specific format later in this manual. For
more information, see Saving and Rendering projects on page 215.

CHP. 2
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Welcome to the Vegas Pro tutorial. It is designed to familiarize you with the basic features
and tools of Vegas Pro while creating a project. The following sections are primarily step
oriented and less descriptive, although descriptions are given. If you would like to learn
more about a particular topic in the tutorial, access the online help. For more information, see
Accessing help on page 17.

This tutorial will teach you how to place media files in the project, edit them, and save them
together into a video file. We provide you with the files you need to create this sample
project.

We will take a video that has poor audio quality and replace its audio with a voice-over
recorded in a studio. The new audio will need to be synchronized with the video. The voice-
over will also require some editing and equalization. In addition, the video has theme music
that we are going to replace with a new music bed.

The video length is approximately 15 seconds. As you work, you will see how easy it is to
master the powerful features that \egas Pro has to offer.

If you make a mistake during the tutorial, just undo it by pressing [ctrl]+]z].
Let’s get started!

Getting the tutorial folder

First, we need to get the sample media files copied to your hard drive. The tutorial folder is
located on the Vegas Pro CD-ROM.

1. Insert the CD-ROM into the disc drive.
2. Locate the Tutorial folder on the CD-ROM and copy it to your hard drive.
3. After the folder is copied, start Vegas Pro.

CHP. 3 TUTORIAL
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Using the Explorer window

The Explorer window allows you to view and access your media files without leaving the
work area. This window works just like the Explorer you use with Microsoft Windows.

1. Locate the Tutorial folder on your hard drive.
2. Select the Tutorial folder so that its contents appear in the media list.

=L 4 Tutarial j@|t‘f"%|bukb|'
- Starage [E:) & R Music bed _|  Media
J Sounds [ T utarial list
4 Tutorial ] Tutarial
J Voiceover
I~

Explorer / Trimmer

Once a media file is placed into the project, it is referred to as an event.

Placing the video

In the media list you will see several files; we are going to place the Tutorial file (xd).
1. Press [ctrl]+{Homd to place the cursor at the beginning of the project.

2. Select the Tutorial file in the media list.

3. Place it by double-clicking on it. This will place the video on the Video Ruler and the
audio on the first track at the cursor’s position.

e Il | Video Ruler
00 00 0 0 44 E7) £E] 1] 124 15E] i
00:00:00 00:00:05 00:00:10

:
o S il il st M i Audio track
Vol 008 ——{— WW
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We need to display the Video Preview window and move it to the Docking Area. This way
we can watch the video as it is played back.

1. From the View menu, choose Video Preview. The Video Preview window appears.

v Toolbar

v Statuz Bar

v Yideo Ruler

v Explorer Alt+1

v Trimmer Alt+2

v Mimer Alt+3
Edit Details Alt+d
PFlug-ns Al+5
Widea Previe

[Video Preview
5 3204240 (3204240 15.000 fps

l , SONIC FOUNDRY

portion of the work area (over the Mixer window).

2. Place the mouse pointer on the Video Preview’s title bar and drag it to the lower right

= 4 Tutorial

=@ A | g

- = [ 213160 (320%240) 15.000 fps

[y Storage [E:)

[ |

"E Muszic bed
: Tutorial
ﬁ Tutorial
"E Woiceover

Explorer / Trimmer

VSI'IHIE FOUNDRY

Yideo Preview / Miser

window docks into position below the Track View.

3. When the Video Preview’s title bar disappears, release the mouse. The Video Preview

CHP. 3
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Playing back the video

During playback, you will see and hear a number of elements: an opening and closing
graphic with a music sound track, and background noise recorded along with our narrator.

1. Press the B button on the Transport bar to start playback. Playback begins at the current
cursor position. So, if playback starts in the middle of the project, press the i button to
start playback from the beginning.

Transport bar

(@ APP> I B KM KW

2. Press the @ button to stop playback.
3. Press the audio track’s % button to mute the video’s audio track.

Track mute =

-0 e A O@E -
Voi 00dE | e T

We are preparing to place and work with the new voice-over. Eventually, we will delete
the original audio, but for now let’s use it as a reference point.

Placing the new voice-over

The new voice-over will replace the poor quality audio that is muted on the first track.
1. In the media list, select the file titled VVoiceover.

2. Drag the file so that its starting point is approximately when our narrator appears on the
timeline. Drop the file, and Vegas Pro creates a new track for it.

3. Press either the » or [ button to play the voice-over.
4. Press the @ button to stop playback.

During playback, you will hear the narrator’s pause to review notes and cough. Below is the
“anatomy” of the voice-over.

B C D A-Welcome to Sonic Foundry...
B-Um...

A E
|'""" r W*W C-This tutorial will...
D-[Cough]

E- Found in the new...
These errors (B and D) will be removed later. Also, during playback you probably saw that
the new voice-over and the video are out of sync. Next, we will align the voice-over with
the video.
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Aligning new voice-over with video

We will now position the voice-over so that it will be synchronized with the video. We will

use the poor quality audio as a reference point. Since we can see the audio waveform,

sychronizing is made easier. You can also refer to the video’s frames on the ruler to see when
the narrator begins to appear in the video.

To make it easier to see the audio events, we can zoom in on the project. There are a several
ways to manage the project’s view. For more information, see Changing track height on page 135.

1. Press [Af4 0] so the Track View takes focus of keyboard commands.
Or, click in the Track View.

2. Press and hold the [ctri]+[shift] keys.
3. Press either the [4] or |y | keys. You will toggle through different Track heights.

4. Click and drag the new voice-over’s starting point to approximately when the narrator
begins to speak. The original audio waveform, although distorted, reveals the narrator’s
voice.

Original audio

Voice-over
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6. Press the & or i button to play just the time selection. Press the @ button, on the
Transport bar, to have playback loop continuously within the selection.

7. Watch the Video Preview window to see if the new voice-over is close.
8. Press the ® button to stop playback.

9. Repeat steps 3-7 until you have the starting points of the voice-over and the video
synchronized.

Next we will edit the “ums” from the voice-over and synchronize the remaining voice-over
with the video.

Editing the voice-over

When you played back the new voice-over, you noticed the interruption errors that it
contained. We will remove those errors and synchronize the remaining voice-over to the
video. Vegas Pro allows you to edit both time and events. We will use both methods to edit
the voice-over. In addition, we will split an event to “separate” it from the parts we want to
keep.

Locking the original audio

Time selection edits affect all tracks in the project unless a specific Track is selected. Before
we start editing the voice-over, we will lock the original audio, which is our reference, to
prevent it from accidently being edited too.

1. Click the video’s original audio to select it.

2. From the Edit menu, choose Switches and then Lock.

=
Unda Track Volume Level Changels] Chil+2
[Camt Hedo (St btz

HMute

s > I

Group o| Tz
Normali

Select All Clilsgy, _oormalze

Unda All

Clear Edit Histary
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Editing a time selection

By looking at the waveform, you will see where the “um” and cough occur. You will also see
where the narrator is speaking. We will delete the “um” using time selection.

1. On the timeline, click and drag to make a time selection where the “um” occurs.

2. Press the B button to play back the error to ensure that your time selection does not
include part of the voice-over that we need.

3. Increase or decrease the time selection by clicking and dragging an edge of the selection.

4. Once the time selection is made, choose Delete from the Edit menu, or press the
key to remove the “um.”

Next, we will split the event that contains the narrator’s cough and then delete the error.

Splitting an event using time selection

Splitting creates events from an existing one. We will make a time selection that contains
the narrator’s cough and split it from the audio, then delete the cough.

1. On the timeline, click and drag to make a time selection where the cough occurs.

2. Press the B button to play back the error to ensure that your time selection does not
include part of the voice-over that we need.

3. Increase or decrease the time selection by clicking and dragging an edge of the selection.

4. Once the time selection is made, choose Split from the Edit menu, or press the key to
split the event.

W
Undo Add Marker CtivZ - W—W—
[CamhEeda  EilShiftre

Editing T ool 3
One event | Three events
before the split Unda Al after the split

Clear Edit History
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Editing an event
We have the cough as a new event that can now be deleted.
1. Click the event with the cough.

2. From the Edit menu, choose Delete or press the key to remove the cough event.
After the edits have been made, the voice-over should look something like this:

Hirspmttn] | ooy
it | et

"Welcome to Sonic This tutorial will introduce ...found in this
Foundry Vegas. you to the powerful editing new production
and post-production features... environment.”

Aligning the remaining voice-over events

With the voice-over edited, we need to align the remaining audio to the video. When you
move events, they snap to other event edges. You may extend or shorten an event’s length
by clicking and dragging its edges, which is useful for fine-tuning the alignment. Moreover,
you may turn off snapping by choosing Enable Snapping from the Options menu.

1. Select the event that begins “This tutorial will introduce you....”

2. Click and drag the event to the approximate point where our narrator is saying this. Use
the original audio as a reference.

3. On the timeline, click and drag the mouse to select a time region.

n

. Press the & or i button to play just the time selection. Press the ¢ button, on the
Transport bar, to have playback loop continuously within the selection.

. Watch the Video Preview window to see if the new voice-over is close.
. Press the @ button to stop playback.

N o o

Repeat steps 2-6 until you have the voice-over and the video synchronized.
8. Repeat the above steps for the event that begins “found in this new....”

Next, we will group the synchronized events with the video and delete the original audio
from the project.
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The voice-over and video are synchronized, and we want to make sure that they stay
together. The Grouping feature will do that for us. However, first, we will delete the original

audio.

1. Select the original audio’s track by clicking it.

= ||l=l [}5 o 3 32 0 -0
Yol 0008 s T e Yol 0.0dB

0 53]
Eename

Duplicate Track
Insert Audio Track Ctil+Qd

Delete Delete

Inzert/Remove Envelope  » |

2. Right-click and choose Delete from the shortcut menu. The entire track is removed from
the project and the new voice-over becomes the first track.

3. Press the key and click the video event and the three voice-over events to select

them.

Unda Create Event Group Clrl+2 |
> PR ol Gl

Switches 3
Take 3
T R
ol
Select Al Ohlet =

4. From the Edit menu, choose Group and then Create New or press the | G| key to group the

events.

Next, we will place a new audio file to serve as a music bed for the video and add a

volume envelope.

CHP. 3
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Working with the music bed

We will place an event that will play for the entire video. We will add a volume envelope to
lower the volume while the narrator speaks, and then increase the volume again for the
remainder of the video.

Placing the music bed
1. Press the [ctrl]+[Homd key to move the cursor to the beginning of the project.
2. In the media list, double-click the Music bed file to place it at the start of the project.
3. Press the » button to play the project.

Adding a volume envelope

The music bed’s volume needs to be lowered as the narrator speaks. A volume envelope will
automatically lower the volume, and then raise it again when the narrator finishes speaking.
We will use the voice-over’s starting and ending points as a reference for the envelope.

1. Select the music bed track or event.

2. From the Insert menu, choose Audio Envelopes and then choose Volume. A blue line
appears across the track.

Assignable F.. [ st st ohiwr—|
Eemoye Sssignable B |

Audio Envelopes

Audio Track Chl+d — |ll I ||| m' : |||l ' I‘ '.

Empty Event I'

Time Envelope Line

3. On the music bed, place the mouse pointer slightly ahead of the voice-over’s starting
point. The mouse pointer appears as a hand (f).

4. Right-click and choose Add Point from the shortcut menu. A square point appears on the
envelope line.

(b preaciesirstives e opob—
: :

P

[ Add Point__| e . s

v Linear Fade
Fast Fade
Slow Fade

5. Repeat step 4 to add three more points on the line. You want a total of four points.
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Setting the volume envelope

Now we will use the points on the envelope to lower and raise the volume so that the music
bed does not interfere with the voice-over. When you click or hover over a point,
information about it appears.

1. Click and drag the points so that they are positioned with two near the start of the voice-
over, and two at the end.

e T e iy i AR
2. Click and drag the two inner points so that their volume level is at approximately -7.0 dB.
PP tertiier D prwy—| o You can only set one point
e _ y b
WWW : at a time or use the Envelope
tool to select and move

o ':' ore H'I'H o “”‘WHMW multiple points at a time.
1% olume at 00:00:08.852 is 0.0 dBl

L
[Walume at 00:00:03 352 is-7.0 dB]

3. Set the outer points so that their volume level is at 0.0 dB.
4. Press either B or i to play the project and check the timing of the volume envelope.
5. Adjust the outer and inner points along the timeline as needed.

Next, we will add some equalization (EQ) to the voice-over.
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Adding equalization (EQ) to the voice-over

The voice-over has a strong bass quality to it. We will adjust that quality slightly with EQ on
the first band.

1. Click the -2 button on the voice-over’s track. The Track FX dialog appears.

I _ o b0 3 4
Ve 00 ] o[ Trock EQ ~[¥_Tiack Conpresso e i
|| o W x| 2
0 € g
/
@ woa sk m 5 iy
ey el [ ———10 il 20 40 a0 160 320 E40 12k 2Bk Ak 10k 20k
LowShell =] Gan(eg) === ——@] 00
N e — | [ Enabled  Frequency (Heh =] ———@m| 160
0 /e e 0
ILow Shelf 'l Gain [dB]: i i:l IIIHI -Inf.

Bolloff [dB/oct) =] f——3@m[ 12

You can set the EQ settings by typing in the appropriate field, dragging the slider, or clicking
the arrow buttons between the slider and the setting field.

2. Set the Frequency to 160 Hz.

3. Set the Gain to -inf.

4. Set the Rolloff to 12 (dB/oct).

5. Close the Track FX dialog by clicking anywhere outside it.

6. Press either » or i» to play the project with the new EQ settings.
Next, we will save the project as a Vegas project file.

TUTORIAL CHP. 3



(61
Saving a Vegas project (*.veg)
A Vegas project file contains all of the information about a single project. However, it does
not contain any media, but maintains the references to media files used in the project.
1. Select one of the following to save the Vegas Pro project:

= From the File menu, choose Save.
= Click on the [|] button.

< Press [Ctrl]+]S] on the keyboard.
The first time you save a project, the Save As dialog appears.

Save As HE
Save jn: Storage [E:) j gl

egas Projects

Media
‘wiebPage

File name: IUntitIed Save I
Save as type: IVegas Project [*.veq] fé Cancel |

™ Copy all media with project

2. Select the drive and directory where you want to store the project.
3. Type the project name “MyTutorial” in the File Name field.
4. Click the Save button.

The subsequent times you save the project, the above Save As dialog is bypassed, your
existing file name is retained, and your project is updated to include any implemented
changes.
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Rendering the project as an *.avi

Rendering refers to the process of converting the Vegas project into one file and formatting
if for the desired playback method: media player, Internet streaming media, CD-ROM, etc.

The Vegas project is not affected (overwritten, deleted, or altered) during the rendering
process.

The following procedure is broken into two sections: setting the format and applying
compression.

Setting the format
1. From the File menu, choose Save As. The Save As dialog appears.

Save As [21=]
Savein | g8 Storape E] = cF
Viegas Frojects
Media
\webPags
File s [MyTutorisl Save |
Save aslype: [Vegas Frojeet [ veg) | Cancel
Template: [ = Custam..
Deseiption:
™ Copy all media with projact
I= | Flendern entite projest
I= | Save project markers in media file

2. Select the drive and directory where you want to save the rendered project.
3. Type a new name in the File name field, if necessary.
4. In the Save as type drop-down list, select Video for Windows (*.avi).

Save as typer |Video for Windows [*.avi] j
AIFF [*.aif)

MP3 Audio [.mp3)

Termplate: Realtdedia G2 [*.m]

egasz EDL [*.tat)
Wenas Project [*.veq
fyiden For

Wave [Microsoft] [ wav)
Wwindows Media Audio [*.wma]

™| Copy ol el Windoves Media Format [ asf
I | Bender entire praject
V' Save project markers in media file

Drescription:
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Applying compression

To ensure that the video plays back in sync, we will set comp

ression values.

1. On the Save As dialog, click the Custom button. The Custom Settings dialog appears.

Custom Settings [21x] Custom Settings [21x]
Audo | video | —— - Audo Video |
ciectDefa

Template: | HEEEEN <1 | of

[Frender 320,240 video with 44,100 Hz, 16 bi, Stereo PCM wave fle

Fomat P

. e-size video frames to:
Autes e — R videofames o200 2
Newuidh 8104 0% ek [0 [
Sanpl e [azr00 -
New gt (510 4 196 gl [ 710
Bt C—— PO &
Chanmels | EEEE
FullFrames{ {Uncompressed)
Concl ) Concl i)

(63

2. Click the Video tab, then click the Compression button. The Video Compression dialog

appears.

3. Set the compression to the following settings.

« From the Compressor drop-down list, choose Cinepak
Codec by Radius.

= Set the key frame rate to 7 frames.
= Set the data rate to 125 KB/sec.

4. Click the OK button to set the video compression.

LCompressor: k. I
IEinepak Codec by Radiuz j Cancel
Compreszion Quality. 50 Tatiane.
4 I I5| _Cetose. |

About.... |
V' Key Frame Every I? frames

¥ DataFRate 125 KB/sec

5. Click the OK button on the Custom Settings dialog.
6. Click the Save button on the Save As dialog. A status bar

appears in the lower-left

portion of Vegas Pro. Upon completion of the render, your new media file is ready for

distribution and playback.

i 4 Status bar
Note: You may cancel the rendering process Cancel __
by clicking the [#l button on the status bar. button
N

il- ME Fendering Presentation. avi

il Start |

Congratulations! You have just completed your first project using Vegas Pro.

CHP. 3
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CHAPTER

v

——g General Editing
N
>

L R P 1 e
}‘Jﬁ * ., ;ﬂ
Vegas Pro projects are multitrack compilations of events that occur over time. The events in
your project are references to source media files on your hard-drive or other storage device.

Vegas Pro is a non-destructive editor, so the audio events in your project will always contain
their referenced information. As a result, editing events in VVegas Pro is as simple as adjusting

the events’ edges (in/out points), placing, and moving the events along the timeline.

The following chapter explains general editing techniques and features that apply to a

project as a whole.

Using the cursor

When editing and playing back the project, the cursor identifies where you are along the
project’s timeline. The cursor can also be used when placing events in the project. For more
information, see Placing a media file on a track on page 33.

By clicking and dragging you may select a time range in which you can preform edits, record
into, and play back. For more information, see Selecting a time range on page 67.

The cursor may be controlled by the mouse or keyboard commands.

Description Keys Description Keys

Go to beginning of selection Home or W Center in View \

or view (if no selection)

Go to end of selection or view End or E Swap on selection Num. pad 5

(if no selection)

Go to beginning of project ~ Ctrl+Home Move left to marker(s) Ctrl+Left (arrow)

Go to end of project Ctrl+End Move right to marker(s) Ctrl+Right (arrow)

Move left by grid marks Page Up Move left to event edit Ctrl+Alt+Left (arrow)
points including fade edges

Move right by grid marks Page Down Move right to event edit Ctrl+Alt+Right
points including fade edges

Go to Ctrl+G Make time selection Shift+Left or Right

(arrow)
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Editing event and time selections

Vegas Pro gives you the flexibility to select one or more events, a time range, or events and
time range. All selection options can apply to a single track or multiple tracks.

To select an event, simply point and click on it.

Selected Non-selected
event event

ER

Selecting multiple events

By using the key, the [t key, or the Selection Edit tool ([i&]), you may select
individual or multiple events in your project. Multiple events may be selected within a track
or across tracks. Once events are selected, you may apply any of the Edit menu commands or
editing shortcut keys to them collectively.

Whichever method you choose, you may include or exclude events from a selection area by
holding down the key and clicking on an event.

Using the Ctrl key to select an event

The key allows you to select events manually.

1. Hold down the key.

2. Select the events by clicking on them. To deselect an event, simply click it again (this is
called “toggling” the event selection on or off).

Using the Shift key to select events

The [Sf] key on your keyboard allows you to select project events sequentially.

1. Hold down the [Sf] key.

2. Click the first event that you want to select.

3. Click the last event that you want to select. All events between the first and last selected
events are highlighted.

GENERAL EDITING CHP. 4
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Using the Selection Edit tool

The Selection Edit tool ([i]) allows you to select events as a block.

1. On the Toolbar, click the button.

. Point the cursor in a corner of the area that you want to select.

. Press and hold the left mouse button.

. Drag the cursor to the opposite corner of the area you want to select.

a A W N

. Release the mouse button. The events are highlighted.
/-
Note: While using the button, you may

toggle through 3 selection modes by right-
clicking.

Selecting a time range

Vegas Pro has a time selection bar that is located above the ruler. This bar displays, with a
shaded box, the time range that you have selected. You may use the time selection bar for
playing back a smaller portion of your project or to apply cross-track edits.

e Time selection bar

[ ]

00:00:15

Unless an event is locked, a selected time range affects all events, or portions of events, that
occur within the range. If you are editing the time range, only events that occur within the
time range will be affected.

[ ]

Only the events within
R

the time selection will be
affected by edits or be
played back.
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To select a time range, do the following:

1. Place the mouse pointer above the ruler (on the Marker bar). The mouse pointer includes
a left/right arrow ([;..,).

2. Click and drag to select the region. All events, or portions of events within the region are
highlighted.

3. Place the mouse pointer over the time selection’s start or end point to increase or decrease
your time range selection.

Note: You may move the entire selection
range by dragging the Time selection bar.

.

If you want to play back the time range, press the Play button (&) to listen to only the
events within the time range. Press the Loop button (¢) to have Vegas Pro continually play
back the events within the time selection.

Selecting events and a time range

Selecting a time range does not automatically select events. It simply selects a time frame of
the project. Excluding locked events, all items within the time range will play back and be
affected by Edit menu commands such as cutting, pasting, etc. However, you may select
specific events to edit or play back, and then select a time range.

1. Use the key, the key, or the Selection Edit tool [] to select the events. For

more information, see Selecting multple events on page 66.

2. Place the mouse pointer above the ruler (on the Marker bar). The mouse pointer includes
a left/right arrow (I;,.,).

3. Click and drag to select the region. Notice that events that were not selected remain
unselected (not highlighted).

[ ]

[ TN
|

Selected event—— —— Non-selected event

Selected event

o
Non-selected event — — Selected event
el "

4. Place the mouse pointer over the time selection’s start or end point to increase or decrease
your time range selection.
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Basic event editing
Vegas Pro allows you to perform simple event level editing. This editing includes common
copying, pasting, and deleting procedures that you are accustom to with other programs.

However, these editing procedures and how they are implemented depend on what type of
selection is made: event only, time only, or event and time selections.

Copying events

Vegas Pro allows you to copy events, or portions of events, to the clipboard and paste them

into your project. You may copy a single event or multiple events. Copying preserves the
original event information that is being copied.

To copy events, do the following:
1. Click on the event.

To copy multiple events, use the key, the key, or the Selection Edit tool [i%] to
select the events. For more information, see Selecting multiple events on page 66.

2. Select your time range, if applicable. Otherwise, skip to step 3. [ Edt |
Unda Size Event(s] Cirl+Z

3. Copy the event to the clipboard by doing one of the following:

Cut Chrl+
- Prgss the [ctri]+[c] keys. o e
= Click the Copy button [&] on the Toolbar. Delete Delete
= From the Edit menu, choose Copy. Undo A1
Clear Edit History

Copy time selection

Events within the time selection are reproduced and placed on the clipboard. Also, the time
information is placed on the clipboard.

Events before copy Clipboard contents Events after copy

The original events are not

affected and do not
change.
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Copy time and event selection

Events and portions of events within the time selection are reproduced and placed on the
clipboard. Also, the time information is placed on the clipboard.

Events before copy Clipboard contents Events after copy

The original events are not
affected and do not
change.

Copy event selection

Selected events are reproduced and placed on the clipboard. Also, the time information is
placed on the clipboard.

Events before copy Clipboard contents Events after copy

The original events are not
| inans affected and do not

m m change.
i

I
i

Pasting events

Once information is copied to the clipboard, you may choose a variety of ways to paste the
clipboard items into tracks. The following procedures explain pasting basics. Whichever way
you paste into a track, Vegas Pro always pastes at the cursor’s position along the timeline.

To paste events from the clipboard, do the following:
1. Move the cursor to the desired timeline location.

2. Click either the track number or within the track where you want to paste the event.

*— Click either to select the track

Y

_ D{ L E A
Yol 0048 =~ ®
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(71

If you are pasting multiple events from different tracks, Vegas Pro automatically creates
new tracks as needed for events, or simply places events in existing tracks.

3. Paste the event into the track by doing one of the following: @
- PI’eSS the + keyS Unda Size Event(s] Cirl+Z
= Click the Paste button [&] on the Toolbar. b e
= From the Edit menu, choose Paste. ; | o
Delete elete
Clipboard events are pasted at the cursor position on the track. T

Existing track events are overlapped with newly-pasted information. Clear Edit History

Clipboard contents Events before paste Events after paste

m. Hp # A
L. 1T
Paste repeat (Ctrl+B)

You specify how many times the clipboard events are pasted at the cursor position on the
selected track and specify the space between each pasted event.

After you have made your selection and copied it to the clipboard, do one of the following:

= Press the [ctrl]+[B] keys.

= From the Edit menu, choose Paste Repeat.

=
Undao Event Crozsfade Change Cril+Z |

Delete Delete |

Cirl+B

13 Ctrl+Shift+4
Tirim/Erep [Stl=TF
Split 5
Unda All
Clear Edit History

Vegas Pro displays the Paste Repeat dialog. Specify the number of times to paste the
clipboard events and their space from each other.
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Paste Repeat EHE ‘ ‘ Paste eveny: 0.000 g Seconds

MinLtes

Murnber of times to paste: IE g
5 Millizeconds
Paste spacing Frames
" Endtaend Measures

Quarter Notes
Quarter Mote Triple
Sth Maotes

Bth Mote Triplets
16th Motes

16th Mote Triplets
32nd Notes

32nd Mote Triplets

{* Ewven spacing

Paste every: 0.000

-

/N
g I Seconds @/
ok I

Cancel |

Press the OK button to paste the clipboard events the number of times you specified.
Vegas Pro begins pasting from the cursor’s position along the timeline. The clipboard
contents are pasted one after another unless you have specified a paste spacing. In that
case, a space will appear between each pasted event.

Paste insert (Ctrl+Shift+V)

Clipboard events are placed at the cursor position on the selected track. Existing events on a
track are moved later in the timeline by the total length of pasted information.

After you have made your selection and copied it to the clipboard, do one of the following:

 Press the [ctrl]+[shift]{ V] keys.

= From the Edit menu, choose Paste Insert.

Undao Event Crozsfade Change Cril+Z |

Delete Delete
Faste Repeat... Chil+B
Fa ert k Clrl+5hift+
Tirim/Erep [Stl=TF
Split 5
Unda All

Clear Edit History

Clipboard contents

i
o

Events before paste Events after paste

| 000015 D002

GENERAL EDITING
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Cutting events

Vegas Pro allows you to cut single events, multiple events, and events with a time selection
from your project. Cutting events removes them from their respective tracks, but places the
cut information (events and time) on the clipboard. Once on the clipboard, you may paste
the information into your project.

To cut events, do the following:

1. Click on the event to be cut.

To cut multiple events, use the key, the key, or the Selection Edit tool to
select the events. For more information, see Selecting multiple events on page 66.

2. Select your time range, if applicable. Otherwise, skip to step 3. @
3. Cut the event to the clipboard by doing one of the following: e e
= Press the [ctrl]+[x] keys. mw CulsC
. Paste Chil+f
= Click the Cut button [ %] on the Toolbar. Dot Dot
= From the Edit menu, choose Cut. Undo Al
Clear Edit History

Cut time selection

Events within the time selection are reproduced and placed on the clipboard. Also, the time
information is placed on the clipboard.

Events before cut Clipboard contents Events after cut

[ ]

iy i
Y ¥

Cut time and event selection

Events and portions of events within the time selection are reproduced and placed on the
clipboard. Also, the time information is placed on the clipboard.

Events before cut Clipboard contents Events after cut

[ ]

=]
i

il CH
b | ™
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Cut event selection

Selected events are reproduced and placed on the clipboard. Also, the time information is
placed on the clipboard.

Events before cut Clipboard contents Events after cut

e HE i o

Wi
s I "

Trimming/Cropping events

Vegas Pro allows you to trim/crop events, or portions of events, from your project. Trimming
events removes all events outside the time selection from their respective tracks. However,
the removed information is not placed on the clipboard. Trimming is different from cutting
in that the events within the time selection are preserved.

To crop events, do the following:

1. Click on the event to be trimmed, if applicable. Otherwise, skip to Step 2.

To trim multiple events, use the key, the key, or the Selection Edit tool [i&] to
select the events. For more information, see Selecting multiple events on page 66.

2. Select your time range.

3. Trim the event(s) by doing one of the following:
= Press the [ctr]+[T] keys.

= From the Edit menu, choose Trim/Crop.

=
Undao Event Crozsfade Change Cril+Z |

Delete Delete
Faste Repeat... Chil+B
Paste Insert Cirl+5hift+
Split 5
Unda All

Clear Edit History
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Trim/Crop time selection

Events outside the time selection are removed from the project. However, the time
information is not removed.

Events before trim Clipboard contents Events after trim
Trimmed information is not

. [ ke ]
placed on the clipboard.

[ ]

Trim/Crop time and event selection

Only selected events outside the time selection are removed from the project. Non-selected
events remain. The time information is not removed.

Events before trim Clipboard contents Events after trim
Trimmed information is not
00005 000030 placed on the clipboard.

000015 00:00:30

i

Deleting events

Vegas Pro allows you to delete events, or portions of events, from your project. Deleting
events removes all events within the time selection from their respective tracks. However,
the removed information is not placed on the clipboard.

To delete events, do the following:
1. Click on the event to be deleted.

To delete multiple events, use the key, the key, or the Selection Edit tool to
select the events. For more information, see Selecting multiple events on page 66.

2. Select your time range, if applicable. Otherwise, skip to step 3. @
Unda Size Event(s] Cirl+Z

3. Delete the event(s) by doing one of the following:
Cut Chrl+

= Press the key. Cory CulsC

B Paste Chil+f
= From the Edit menu, choose Delete.

Unda All
Clear Edit History
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Delete time selection

Events within the time selection are removed from the project. However, the time
information within the selection is not removed.

Events before delete Clipboard contents Events after delete
Deleted information is not
placed on the clipboard.

K
Nob

Only selected events within the time selection are removed from the project. Non-selected
events remain.The time information within the selection is not removed.

Delete time and event selection

Events before delete Clipboard contents Events after delete
Deleted information is not
placed on the clipboard. o

il
I

Selected events are removed from the project. The time information between events is not

[ ]

™

Delete event selection

removed.
Events before delete Clipboard contents Events after delete
Deleted information is not
o JEE s placed on the clipboard. o JEE s

Ll ] bl
L

Wl "

GENERAL EDITING CHP. 4



(77
Using the Undo and Redo commands

Vegas Pro gives you unlimited undo and redo functionality while working on your project.
While you are working with a project, VVegas Pro creates an undo history of the edits that you
performed. Each time you undo something, that edit is placed in the redo history. However,
if a redo history exists and you perform another edit, the redo history is cleared.

When you close the project or exit Vegas Pro, both the undo and redo histories are cleared.

Undo command

Pressing the [ctrl]+z] keys or Undo ([&]) button on the Toolbar will undo the last edit
performed. Repeatedly using the keyboard command or Toolbar button will continue
undoing edits in reverse order. Moreover, you may undo the last edit by choosing it from the
Edit menu (it will be the first item on the menu).

Unda b
Beda P

Undoing a series of edits

Undo last edit

ent
ent(z] Chil+Shift+2

-

W1

The undo history may be viewed by clicking the down arrow to the right of the button
on the Toolbar. A drop-down list will appear (a scroll bar also appears if numerous undos are
listed). The top listed item is the most recent edit. If you want to undo a specific edit that
appears farther down the list, all edits “above” it must be undone as well.

To undo a series of edits, do the following:
1. Click on the arrow to the right of the =] button.

7— Scroll bar

........................... Hover the mouse
pointer and drag
it down to select
a series of edits.

Move Event
Split Event
Split Event
Split Event
Paste Event(z) LI

Undo 1 Action

Undo 5 &ctions
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3. Place the mouse pointer on the item that you want to undo. Items “above” it will be
selected automatically. (Click outside the drop-down list to cancel undo.)

4. Click the last series item to undo it and all selected edits. VVegas Pro will restore your
project to the state prior to those edits.

When you undo an edit or a series of edits, they are added to the redo history. This feature
allows you to restore your project to a specific state.

Ve

. .
Note: You may also undo dll edits by choosing Undo Move Event Tz
Undo All from the Edit menu. All edits will be Bierls feve Bt BilSiieZ
undone and added to the redo history. M
\ Clear Edit History

Redo command

Pressing the [ctrl]+[shift|{Z] keys or the Redo ([&]) button on the Toolbar will redo the last
undo performed. Repeatedly using the keyboard command or Toolbar button will continue
redoing undos in reverse order. In addition, you may redo the last edit by choosing it from
the Edit menu (it will be the second item on the menu).

Undao Mowve Event Chil+2
Redo Paste Event(s) Cti+Shift+Z Redo last edit

Redoing a series of edits

The redo history may be viewed by clicking the down arrow to the right of the button on
the Toolbar. A drop-down list will appear (a scroll bar also appears if numerous redos are
listed). The top listed item is the most recent undo edit. If you want to redo a specific edit
that appears farther down the list, all edits “above” it must be redone as well.

To redo a series of edits, do the following:
1. Click on the arrow to the right of the i@ button.

— Scroll bar

Redo 1 Action
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2. From the drop-down list, use the scroll bar to locate the last series item to redo.

Hover the mouse
pointer and drag
it down to select i
a series of edits. —

Redo 1 Action

Redo 5 Actions

3. Place the mouse pointer on the item that you want to redo. Items “above” it will be
selected automatically. (Click outside the drop-down list to cancel redo.)

4. Click the last series item to redo it and all selected edits. Vegas Pro will restore your
project to the state to include those edits.

When you redo an edit or a series of edits, they are added to the undo history again. At this
point, the redo history is cleared when a new edit is performed.

Clearing the edit history

You may clear both undo and redo histories without closing your project or exiting Vegas
Pro. Once the histories have been cleared, Vegas Pro will begin creating new ones as you
continue working on the project.

To clear the edit histories, do the following:

1. From the Edit menu, choose Clear Edit History. A confirmation dialog will appear.

Sonic Foundiy ¥egas Pro [ %]
Undao Mowve Event Chil+2
Redo Move Event Ctl+ShitsZ > @ Thiz command will clear the edit hiztary for the project.

After doing this, vou will be unable to undo changes you have made.
Unda All
Are you sure you want to clear the edit history for the project?

2. Click the Yes button to clear the edit histories. Or, click the No button to cancel and
keep the edit histories.

CHP. 4
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Using project markers and regions

Vegas Pro allows you to use three types of project markers that identify parts of your project
and provide functionality for rendered projects. The three types of markers are:

= Markers—points that you place along the project’s timeline. They are typically used to
mark interesting parts in the project for later reference.

= Regions—sets that subdivide your project. Typically, regions identify ranges of time that
you need to get back to later. Regions can function as “permanent” time selections.

= Command markers—indicate when an instruction (function) will occur in a streaming
media files. These markers can be used to display headlines, captions, link to web sites, or
any other function you define. In addition, these markers can be used to embed Scott
Studios data information, which is used extensively in broadcasting.

Working with markers

Markers are useful for identifying and navigating to specific points in longer projects. Asyou
place markers in your project, Vegas Pro automatically numbers them in the order that they
were placed. You may name them and move them along the project’s timeline.

Placing and moving a marker

Markers are placed at the cursor’s position via the Insert menu, right-clicking on the Marker

bar, or pressing the [M] key. You may place a marker by positioning the cursor or on-the-fly
while your project is playing back. Markers appear as red tags above the ruler.

p P 1—Marker bar lyzert
00:00:05 00:0070 \ Agsighable FX... Insert Marker R | ey
. Marker Femove Assignable F... Loap Flapback L
Audio Envelopes 3
| Grid Spacing L4 |
Marker . .
Reeen R Right-click on Marker bar

Command C

To move a marker, do the following:

1. Place the mouse pointer on the marker you want to move. The pointer will appear as a

hand (#).

2. Click and drag the marker to the new position along the timeline.
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-

00:00:05 ,00:00:10& & ﬁ‘—'" 00:0045"

ram—

3. Release the mouse to set the marker.

4. Repeat steps 1-3 to move the marker again.

Naming a marker
You may name each marker in your project by doing the following:

1. Place the mouse pointer on the marker you want to name or rename. The pointer will
appear as a hand ().

" .

N .

™ ™
it it

2. Right-click to display a shortcut menu.

Delete

3. From the shortcut menu, choose Rename. A text box will appear next to the marker.

EEnd of narration

00:00:10

Mt
Mt

4. Type the marker name.
5. Press the key or click anywhere in the Track View to set the marker’s name.
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Navigating to a marker

You may have scrolled to a portion of the project and do not see the cursor any more. You
may click in the Track View to move and view the cursor or you may use markers to bring
the cursor into view.

To navigate using markers, do the following:

1. Place the mouse pointer on the marker that you want to position the cursor. The pointer
will appear as a hand (#).

"

N

Mt
Mt

rmﬂ

0-00:10

W Delete

B

00:00:10

Mt

Mt

Mt

2. Right-click to display a shortcut menu.

3. From the shortcut menu, choose Go to. The cursor’s yellow tags will appear below the
marker tag.

/-

Note: You may also move the cursor to each

marker by pressing the [ctri]+[«4] or [] keys.

.

Deleting a marker
You may remove markers from your project by doing the following:

1. Place the mouse pointer on the marker that you want to delete. The pointer will appear as
a hand (f).

"

> Goto >
N o 0000 B | 00:00:10

2. Right-click to display a shortcut menu.
3. From the shortcut menu, choose Delete. The marker will be removed from your project.

The marker numbers will remain the same, Vegas Pro will not renumber the tags as you
remove them. For example, if you have five markers in your project and delete markers 3 and
4, the remaining markers will be listed as 1, 2 and 5. However, as you add markers again,
Vegas Pro will begin numbering the missing sequence first.

GENERAL EDITING CHP. 4



(83
Working with regions

Regions are sets that subdivide your project. Typically, regions identify ranges of time that

you need to get back to later. Regions can function as “permanent” time selections.

Placing and adjusting a region

Region markers may be placed at the cursor position and at the beginning and end points of
a time selection via the Insert menu or pressing the [R] key.

Region start Region end Treert

ﬂ i ]_ Marker bar Azsignable F>_<
Femove Assignable F...

00:00:10

Audio Envelopes 3
Marker ]
Region 1
Command C |

To adjust a region marker, do the following:

1. Place the mouse pointer on either the region’s start or end point. The pointer will appear
as a hand (dv).

2. Click and drag the marker to the new position along the timeline.

00:00:10

Pt i
L a8

3. Release the mouse to set the region marker.

4. Repeat steps 1-3 to move either the region marker’s start or end point.
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Naming a region marker

00:00:10

Pt i
P i it

mNarration start
|

00:00:10

Pt
P i it

Selecting a region

Gota
Goto End

Eename !

00:00:10

Delete

Gota
Goto End
Select Region

Delete

00:00:10

2. Right-click to display a shortcut menu.

4. Type the regions marker’s name.
5. Pressthe key or click anywhere in the Track View to set the name.

To select the region, do the following:

/-

Note: You may also double-click between the
region markers on the Marker bar to select it.

.

2. From the shortcut menu, choose Select Region.

You may name a region marker’s start or end point by doing the following:

1. Place the mouse pointer on the region marker you want to name or rename. The pointer
will appear as a hand (#).

T q

3. From the shortcut menu, choose Rename. A text box appears next to the region marker.

You may select the events, across all tracks, within the region for editing or playing back
only the region.

1. Right-click on one of the region markers to display a shortcut menu.

Selected region

GENERAL EDITING
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Navigating to a region
You may have scrolled to a portion of the project and do not see the cursor any more. You

may click in the Track View to move and view the cursor, press the [ctri|+[«] or [] shortcut
keys to move the cursor, or use region to bring the cursor into view.

To navigate using region markers, do the following:

1. Place the mouse pointer on any region marker that you want to position the cursor. The
pointer will appear as a hand ().

T q

00:00:10

Pt i
P it

2. Right-click to display a shortcut menu.

- B q

| 00:00:10 | 00:00:10

P b i
P i it

Goto End
Select Region
Bename

Delete

3. From the shortcut menu, choose Go to or Go to End.

The difference is that Go to places the cursor at the region’s starting point and Go to End
places it at the region’s ending point. The cursor’s yellow tags will appear below either the
region’s starting or ending tag.

Deleting a region

You may remove a region from your project by doing the following:

1. Place the mouse pointer on either the region marker’s starting or ending point. The
pointer will appear as a hand ().

T q

Gota >
| D000:10 GotoEnd | D000:10 | 00:00:10

il P i it
i e

2. Right-click to display a shortcut menu.

Select Region
Bename

3. From the shortcut menu, choose Delete. The marker will be removed from your project.

The region marker numbers will remain the same, Vegas Pro will not renumber the tags as

you remove them. For example, if you have five regions in your project and delete region 3
and 4, the remaining regions will be listed at 1, 2 and 5. However, as you add regions again,
Vegas Pro will begin numbering the missing sequence first.
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Working with command markers

Command markers indicate when an instruction (function) will occur in a streaming media
file or *.wav file being used in a radio broadcast environment (Scott Studios data). The
following two sections define the markers for both streaming media and Scott Studios files.

Defining streaming media commmands

In a streaming media file, command markers can be used to display headlines, captions, link
to web sites, or any other function you define. Vegas Pro includes several command types
that you may add to a streaming media file. Some command types are exclusive to either the
Windows Media or the RealMedia player.

Command Player type Description
URL Windows Media Indicates when an instruction is sent to the user’s internet browser to change the
and RealMedia content being displayed. With this command, you enter the URL that will display at a

specific time during the rendered project’s playback.

Text Windows Media Displays text in the captioning area of the Windows Media Player located below the
video display area. You enter the text that will display during playback.

WMClosedCaption ~Windows Media Displays the entered text in the captioning window that is defined by an HTML layout
file.

WMTextBodyText ~ Window Media Displays the entered text in the text window that is defined by an HTML layout file.

WMTextHeadline ~ Windows Media Displays the entered text in the headline window that is defined by an HTML layout file.

Title RealMedia Displays the entered text on the RealPlayer’s title bar.

Author RealMedia Displays the entered text (Author’s name) when a user selects About This
Presentation from the RealPlayer’s shortcut menu.

Copyright RealMedia Displays the entered copyright information when a user selects About This
Presentation from the RealPlayer’s shortcut menu.

HotSpotPlay RealMedia Allows you to define an area in the RealPlayer video display that users can click to jump
to another RealMedia file.

HotSpotBrowse RealMedia Allows you to define an area in the RealPlayer video display that users can click to jump
to a Web page that you specify.

HotSpotSeek RealMedia Allows you to define an area in the RealPlayer video display that users can click to jump

to a point in the current RealMedia file.

Defining Scott Studios data commands

For *.wav files using Scott Studios data, command markers can be used to define
information about the *.wav file.

Command Description\

SCOTT EOM Calculates when the next queued clip will start playing in a Scott Studios system. For more information,
please refer to your Scott Studios documentation.

SCOTT Cue In Set the beginning of a file in a Scott Studios System without performing destructive editing. For more
information, please refer to your Scott Studios documentation.
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Placing a coommand marker

Command markers are placed at the cursor’s position via the Insert menu, right-clicking on

the Command Ruler, or pressing the [C | key. You may place a command marker by
positioning the cursor or on-the-fly while your project is playing back. Command markers
appear as blue tags on the Command Ruler, which is above the Marker bar.

If you do not see the Command Ruler, choose Command Ruler from the View menu.

Inzert
Aszsignable Fx...
Eemoye Sssignable B

Marker
Eeqion

ErTre—

Command Ruler_[
Marker bar_[

Inzert Command

Text command marker

URL command marker

wUHL: www.sonickoundry.com

i v

Welcome to Sonic Foundrny Yegas!
TEXT:

100:00:

10, 100:00:20,

kE

uier
—_— T

Welcome to Sonic Foundrny Yegas!
TERT: i
F Hide Command R

00:00:10

Right-click to place a command marker

from the Command Ruler

When you place command markers, the Command Properties dialog will appear (if the
Command Ruler is not displayed, Vegas Pro will automatically make it visible).

Command Properties

I

Command: @
Parameter: |

Comment: |

Pogition: IM

o]

Cancel |

| v

TEXT

WhClozedCaption =
WAT extBodytext
W T extHeadline
Title

Authar

Copyright
HotSpotPlay
HotSpotBrowse
HotSpotSesk
SCOTT EOM
SCOTT Cueln

-

This drop-down list requires
that you use the scroll bar
to find the command that
you want to place.

All the commands are shown
here for display purposes
only.

Use this dialog to define your own command or select a command from the drop-down list.
This dialog is also where you edit the behavior of the selected command markers.

= The Command drop-down list allows you to select the type of command to place.

= The Parameter field defines the behavior of the command.

= The Comments field is generally used to remind you of what the command is while you
work on the project. (Its function is similar to naming markers and regions.)

= The Position field allows you to specify when in the rendered file the command will occur.
Otherwise, command markers are automatically set to the current cursor position.

Once the command properties are set, click the OK button to place the command marker

on the Command Ruler.

CHP. 4
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Moving a command marker

To move a command marker, do the following:

1. Place the mouse pointer on the command marker you want to move. The pointer will
appear as a hand ().

2. Click and drag the command marker to the new position along the timeline.

3. Release the mouse to set the command marker.

4. Repeat steps 1-3 to move the command marker again.

Editing a commmand marker
You may change the command markers properties at any time by doing the following:

1. Place the mouse pointer on the command marker you want to edit. The pointer will
appear as a hand ().

2. Right-click the marker to display a shortcut menu.

I
-

Bename

Delete

3. From the shortcut menu, choose Edit. The Command Properties dialog will appear.

4. Change the command type, retype parameters or comments, or enter a new position
along the timeline.

5. Click the OK button to assign the new properties to the command marker.

Or, click the Cancel button to keep the command marker’s original properties.
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Naming a command marker

The name you give to a command marker will appear in the Comments field on the
Command Properties dialog. You may name each command marker in your project by doing
the following:

1. Place the mouse pointer on the command marker you want to name or rename. The
pointer will appear as a hand ().

F FiL: www.sonichaundry.com

00:00:20

2. Right-click to display a shortcut menu.

3. From the shortcut menu, choose Rename. A text box will appear next to the command
marker.

Link to Sonic Foundry's website]
WY SOnGToundry.com

00:00:20

4. Type the command marker’s name.
5. Press the key or click anywhere in the Track View to set the marker’s name.

Navigating to a command marker

You may have scrolled to a portion of the project and do not see the cursor any more. You

may click in the Track View to move and view the cursor, press the [ctri]+[<] or [»] shortcut
keys to move the cursor, or use command markers to bring the cursor into view.

To navigate using command markers, do the following:

1. Place the mouse pointer on the marker that you want to position the cursor. The pointer
will appear as a hand ().

F FiL: www.sonichaundry.com

00:00:20

{ Edit I._undrg.com — > wUHL:www.sonicfoundrg_com

Rename 0:00:20 Rl

Delete

2. Right-click to display a shortcut menu.

3. From the shortcut menu, choose Go to. The cursor’s yellow tags will appear below the
marker tag.
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Deleting a command marker
You may remove a command marker from your project by doing the following:

1. Place the mouse pointer on the command marker that you want to delete. The pointer
will appear as a hand (#).

F FiL: www.sonichaundry.com

00:00:20

? Edit... bndrycom [— g

Gota ar
Bename 0:00:20 | 00:00:20

2. Right-click to display a shortcut menu.

3. From the shortcut menu, choose Delete. The command marker will be removed from your
project.

Using a sound editor program

Vegas Pro is a non-destructive editing environment, which means that all the events’ data in
your project is maintained and available as necessary. Destructive edits may be done in a
separate application such as Sonic Foundry’s Sound Forge® to modify an audio event’s
referenced file. By setting up a separate sound editor, you can quickly access the program

from Vegas Pro via the Tools menu or [Ctr]+E] shortcut keys.

Setting up the sound editor program

If you already had Sound Forge loaded on your computer when you installed Vegas Pro, the
installation should have detected it and made it your sound editor program. However, if you
do not have Sound Forge or want to specify a different sound editor, you may do so in the
Preferences dialog.

To set up the sound editor program, do the following:
1. From the Options menu, choose Preferences. The Preferences dialog will appear.

Options

v Enable Snapping Fa
v Snap To Grid Chil+F& e
v Snap To Markers Shift+Fg

B I e B

Customize Toolbar... |

o <

Default All
Cancel Apply
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2. On the Preferences dialog, choose the Audio tab.

Preferences

Generall Routing  Audia |Sync I

Playhack buffering [seconds): =] J————————J@Dl 0.25

Mormalize peak, level [dB]: I-D.‘I dB g

Location of preferred audio editor:

C:\Program FileshSound Forge'forge32 EXE

Browse. .. |

Advanced... | Defautal |

QK I Cancel | Apply

3. Click the Browse button. The Preferred Audio Editor dialog will appear.

Preferred Audio Editor EHE
Look in: IT% My Computer j @I

e 3% Floppy (4]

AN ()
o (D]

4 Storage [E:)

Femovable Dizgk [F:]

5 (G
File name: || Open I
Files of type: IExecutabIe Files [*.exe] j Cancel |
Fecent: I j

4. From this dialog, navigate to the application to use for editing audio events.

5. Select the application’s executable icon (*.exe) and click the dialog’s Open button to set

the application as your sound editor.

The application’s path will be displayed in the Location of preferred audio editor field.

Location of preferred audio editor:
IE:\Program FilezSound Forgehforge32 EXE

CHP. 4
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Opening the sound editor from Vegas Pro

All events in your Vegas Pro project are actually references to media files on a storage device
(hard drive). When you edit an event in a sound editor, you are editing the media file to
which the event is referenced. Any changes you make and save in the sound editor, will be
reflected in the Vegas Pro project event.

To edit an event in the sound editor, do the following:
1. Select the event to be edited. You need to select the entire event.
2. From the Tools menu, choose Open in Sound Editor Or press the shortcut keys.

Mis to Mew Track...  Chil+hd
Mix to Preview... Chl+5Shift+hd

DOpenin Sound Editor - Chrl+E

Your selected sound editor application will open and the event’s referenced media file will
appear in the application. Make the necessary changes and save the file in the sound editor.
If you keep the media file’s name and location the same, its event will be updated
immediately in your project. However, if you change the media file’s name or location, you
will need to import the edited event into Vegas Pro.
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Vegas Pro provides many tools for working with the events in your project. The events may
be edited and controlled to create the desired playback interaction you want. The tools
described in this chapter are designed to achieve better work flow and play back effects that
are intuitive and easy to use.

The following sections describe event-specific editing and techniques.

Snapping events

Vegas Pro is preset to “snap” an event’s edges to grid lines, markers, the cursor position, or
time selection. As you move an event along the timeline, its edge will automatically align to
designated snap points.

50 o 150 200

——Snap points

Using the event snap offset

Each event in your project has a snap offset flag that can be moved along the length of the
event. The flag is the white triangle that is located in the lower-left corner of each event in
your project. This flag allows you to designate where in the event snapping will occur.

The time display reflects
Snap offset flag _ U time within the event not
Snap offzet 0,000 . Shap offget 50.000 the perect Ruler.
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To set the snap offset, do the following:
1. Place the mouse pointer on the snap offset triangle. The pointer turns into a hand (¢-).

2. Click and drag the snap offset flag to the new position in the event. As the flag is moved,
you will see a time display appear. This time display indicates where the snap offset flag
occurs in time in the event.

3. Release the mouse to set the snap offset flag.

Snapping to grid lines

Vegas Pro allows you to specify what type of grid you want to use in your project. The grid
lines that appear can then be used as snapping points for events and markers.

Enabling/disabling snapping to grid

You may enable and disable grid snapping by choosing Snap to grid from the Options menu

or by pressing the keys. When the grid is disabled for snapping, it will still be visible
for reference. However, unlike a snap-enabled grid, it will disappear when the lines get too
close together when zooming the view.

Changing the grid type

Vegas Pro includes many grid types that you may apply to your project. From the Options
menu, choose Grid Spacing and then the type of grid you want from the sub-menu.

Grid Spacing Buler Marks

Fiuler Eormat X
Minutes

Seconds
Milizeconds
FErames

Huarter Motes !

Quarter Mote Triplets
Sth Motes

Bth Mote Triplets
16th Motes

16th Mote Triplets
32nd Mates

32nd Mate Triplets

/-

Note: In some cases, the grid lines and the
Ruler will not “match.” This is because they
are two independent functions.
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Snapping to markers
Vegas Pro allows you place markers in your project. For more information, see Using project

markers and regions on page 80.The marker (or region) lines that appear across all tracks can
be used as snapping points for events, cursor, and time selections.

Enabling/disabling snapping to markers

You may enable and disable snapping to markers by choosing Snap to Markers from the

Options menu or by pressing the [snit]+{Fg keys. When you disable snapping to markers, the
the marker lines will not appear across the tracks. The events, however, will not snap to
them.

Disable snapping

Vegas Pro allows you to snap events to project markers that you have placed and the grid
lines that appear in the Track View. You may disable snapping to either markers, grid lines,
or disable snapping altogether.

To disable/enable all snapping, you may click the Snap (['3]) button on the Toolbar.

Or, you may toggle the snap commands located on the Options menu. When a command is
enabled, you will see a check mark next to it. To disable a snap command, simply select its
check marked command to disable it.

DOptions
v Enable Snapping F& -
All enabled~|: v Snap To Grid Ctl+Fg

v Snap To Markers Shift+Fg

L Select to disable/enable all snapping

~___ Select to disable/enable only
snapping to grid lines.

Customize Toolbar...

Ereferences... Select to disable/enable only
snapping to placed markers.

/-

Note: If you disable dall snapping, an event
will still snap to the cursor or region infout
points.
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Splitting events

Vegas Pro allows you to create multiple, independently-functioning events from a single
event by splitting them. Splitting creates a new ending point for the original event and
creates a starting point for the newly-created event.

|
I

Split position N Split position

- Two events -CD\)J’ Information is available, but will not play back
, play .

Splitting an event does not delete or cut any information from the original event. The
original event’s information is there, but omitted for playback based on where either the
event’s starting or ending point occurs on the timeline.

i Original event

~—— Split position

. - Separated events

Also, when you split an event, the events abut each other so playback is unaffected on the
timeline unless you move either of the abutting events or adjust their staring/ending points.

You may split single selected events, multiple selected events, or a time range of events.
To split an event, do the following.
1. Select the event to be split.

To split multiple events, use the key, the key, or the Selection Edit tool [i&] to
select the events. For more information, see Selecting multiple events on page 66.

2. Place the cursor at the timeline position where the split will occur.
Or, select your time range, if applicable.
3. Split the event(s) by doing one of the following:

« Press the [s] key.
= From the Edit menu, choose Split.
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Splitting without a selection

All events will be split at the cursor’s position (unless the event is locked). The split will

occur across all tracks.

Events before splitting  Events after splitting

Splitting event selection
Only the selected events will be split at the cursor’s position.

Events before splitting  Events after splitting

Splitting time only selection

Unless locked, all events within the time selection will be split at the starting and ending
points of the time range. The split will occur across all tracks.

Events before splitting  Events after splitting
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Splitting a time and event selection

Only selected events within the time selection will be split at the starting and ending points
of the time range.

Events before splitting  Events after splitting

Using the Ripple Edits

Vegas Pro includes a Ripple edit feature. This feature is a timeline based procedure that
allows you to cut, delete, and paste events or portions of events within a time selection and
simultaneously adjust existing events’ timeline position on a selected track. The existing
events' timeline position is adjusted by the total amount of the time selection that is being
cut, deleted or pasted from the clipboard.

You may turn on Ripple Edit mode by clicking its Toolbar button ([sk]) or pressing the
[ctr]+[L] shortcut keys.

Ripple edits are only available when there is a time selection present.

Cutting events in ripple mode

Cutting events or portions of events removes them and their time information from their
respective tracks. This information is placed on the clipboard from which you may paste the
information back into your project.

To cut events, do the following:
1. Click the Ripple Edits button ([sk]) on the Toolbar.
2. Click on the event to be cut, if applicable. Otherwise, skip to step 3.

To cut multiple events, use the key, the key, or the Selection Edit tool to
select the events. For more information, see Selecting multiple events on page 66.

ADVANCED AUDIO EDITING CHP. 5



(99

3. Select your time range. @
Unda Size Event(s] Cirl+Z

4. Cut the event to the clipboard by doing one of the following:

= Press the [ctrl]+[x] keys. mw CulsC

. Past Chil+f
« Click the Cut button [%] on the Toolbar. Dok Delee
« From the Edit menu, choose Cut. Undo &1
Clear Edit History

The cut events and their time information are removed from the
selected track(s) and placed on the clipboard. Existing events in the selected track(s) are
adjusted to occupy the space created by the cut.

Cutting time selection with ripple mode

Events within the time selection are reproduced and placed on the clipboard. Also, the time
information is placed on the clipboard. Existing events occurring after the time selection are
moved forward in the project by the length of the time selection.

Events before cut Clipboard contents Events after cut

|l

=t~ A e ]
!

Existing events are
——5— adjusted to occur
sooner in the project

00:00:00

Cutting time and event selection with ripple mode

Events and portions of events within the time selection are reproduced and placed on the
clipboard. Also, the time information is placed on the clipboard. Existing events occurring
later than the time selection are moved forward by the length of the time selection. Only
tracks containing selected events are affected by the ripple edit.

Events before cut Clipboard contents Events after cut

Existing events are
|oono0 | adjusted to occur
sooner in the project

w000,

This graphic
is showing
crossfades.
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Deleting events in ripple mode

Deleting events or portions of events removes them and their time information from their
respective tracks. However, this information is not placed on the clipboard. Existing events
are adjusted forward when information is deleted from a selected track.

To delete events, do the following:
1. Click the Ripple Edits button ([sk]) on the Toolbar.
2. Click on the event to be cut, if applicable. Otherwise, skip to step 3.

To cut multiple events, use the key, the key, or the Selection Edit tool [iE] to
select the events. For more information, see Selecting multiple events on page 66.

3. Select your time range. @
Unda Size Event(s] Cirl+Z

4. Delete the event(s) by doing one of the following:

Cut Chrl+
= Press the key. Cory CulsC
Past Chil+f
= From the Edit menu, choose Delete. o [
. . . . . Unda All
Deleting time selection with ripple mode Clear Edit Histary

Events within the time selection and their time information are

removed from the project. Existing events occurring after the time selection are moved
forward in the project by the length of the time selection. When information is deleted, it is
not placed on the clipboard.

Events before delete Clipboard contents Events after delete
Deleted information is not
T placed on the clipboard. 06:00:00 <«— Existing events are

T adjusted to occur
m sooner in the project

Deleting a time and event selection with ripple mode

Events within the time selection and their time information are removed from the project.
Existing events occurring after the time selection are moved forward in the project by the
length of the time selection. When information is deleted, it is not placed on the clipboard.

Events before delete  Clipboard contents Events after delete
Deleted information is not
placed on the clipboard. Existing events are

This graphic is showing
crossfades.
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Pasting events in ripple mode

Once information is copied to the clipboard, you may choose a variety of ways to paste the
clipboard items into tracks. For more information, see Pasting events on page 70. The following
procedures explain pasting information when Ripple mode is enabled. Vegas Pro always
pastes at the cursor’s position along the timeline.

To paste events from the clipboard, do the following:

1. Click the Ripple Edits button ([sk]) on the Toolbar.

2. Move the cursor to the desired timeline location.

3. Click either the track number or within the track where you want to paste the event.

*— Click either to select the track

Y

_ D{ L E M
Yol 0048 =~ ®

If you are pasting multiple events from different tracks, Vegas Pro automatically creates
new tracks as needed for events, or simply places events in existing tracks.

4. Paste the event into the track by doing one of the following: @
- PI’eSS the + keyS Unda Size Event(s] Cirl+Z
= Click the Paste button [&] on the Toolbar. o e

« From the Edit menu, choose Paste.

Delete Delete

Clipboard information is pasted at the cursor’s position on the selected T
track. Existing track events or portions of events after the cursor are Clear Edit History
adjusted to occur later in the project. The amount of adjustment is

based on the total length of the information being pasted.

Pasting single track information with ripple mode

The information on the clipboard determines how many tracks will be affected when you
paste. If you have copied or cut information from one track, only the selected track will be
affected by the pasted event and time information.

Clipboard contents Events before paste Events after paste

00: 00: s 00.00; 15 00:00:30 et .
000000 000015 # 100005 | Existing event is

| e e e ()

Paste g Newly pasted 4 >
position event
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Pasting multitrack information with ripple mode

When you have copied or cut information from multiple tracks, how the information is
pasted is determined by the track that you select for the paste. Vegas Pro will add tracks if
necessary or simply paste the information into an existing track.

Clipboard contents

Events before paste

Events after paste

=
.-
s

i
00:00:15

SO0 EE e di Selected
% <— track to
paste

Newly pasted 4

events |
|

Paste A Since the top track was selected and three
Information requires position tracks exist, no new tracks were created.
three tracks Existing events on the tracks was adjusted
later in the project.
12 v

Information requires
three tracks

00:00:15

—

Selected
% “— track to
Paste paste
posi‘cion—+

00:00:00 | 00:00:15

T New

: track
4 © | New

track

Since the third track was selected and the
clipboard information required three tracks
Vegas Pro added two more tracks.
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Accessing event properties
Vegas Pro allows you to adjust individual event properties. When you set an event’s

properties different from the original referenced media, the original referenced media is not
affected. The event settings are only used in Vegas Pro.

You may view an event’s properties by doing the following:
1. Right-click the event to display a shortcut menu.

[ ]

Show in Trimmmer

Open in Sound Forge Chil+E

Cut Chrl+

Lroup 3 I

2. From the shortcut menu, choose Properties. The Event Properties dialog will appear.

Event Properties EHE
Active take name: —— Active take name
File name: E:\TutarialMusic bed waw ——— Referenced media’s file path
Attributes: 44100 Hz, 16-bit, Steres ———————— Media attributes
Fitch shift:
EliaEs [0 =] — Pitch shift settings
LCents: ID g
Switches: ™ Mute ™ Lock
I™ Loop I™ Homaliz |—Event switches
Hermaliee gaim: UL0EE Ee-calzulate |
()8 I Cancel |

The event properties settings that you may change are the Active take’s name, its pitch shift
value, its switch use, and its normalization.
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Changing the active take’'s name

Because Vegas Pro is a non-destructive audio editor, the new name that you give to an event
does not affect the referenced media files name. In fact, you are simple giving the event a
new take name. Typically, you would change an event’s name after recording multiple takes
into a track or event. For more information, see Working with multiple recorded takes on page
208.

To change an event’s name, do the following:
1. Right-click the event to display a shortcut menu.
2. From the shortcut menu, choose Properties. The Event Properties dialog will appear.

3. Type the new name in the Active take name field. (If the name is not selected, click in the
field and select the name and then retype it.)

Event Properties EHE

Active take name:

4. Click the OK button to set the new take name.

Viewing the take name

When you change an event’s name the new name will appear in the event’s Take list that
you may access by doing the following:

1. Right-click the event to display a shortcut menu.

2. From the shortcut menu choose Take. A sub-menu list of takes will appear.

Show in Trimmmer
Open in Sound Forge Chil+E

Cut Chrl+

Switches v
Bename Active
Group ¥ Choose Active...

Properties... Delete Active
Delete...

- iscoed ]
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Displaying take names on event

You may also see the take names right on the events in the Track View. The events in your
project will display their respective active take names in the lower left portion of the
waveform. Enable the Show active take names in events check box on the Preferences dialog to
use this feature.

To enable this preference, do the following:

1. From the Options menu, choose Preferences. The Preferences dialog will appear.

v Enable Snapping Fa

v Snap To Grid Chil+F&
v Snap To Markers Shift+Fg

Customize Toolbar...

I e e i

&l

Chosselorguoge: [Engin ]

Default All
Cancel Apply

2. Click the Show active take names in events check box to enable it.

|T7 Show active take name in events |

3. Click the OK button to set the preference.
Each event in your project will display their respective take names.

Music: bed

Before prefe.rence After preference
is enabled is enabled

Ve

Note: To disable this feature, repeat steps 1-3
and “uncheck” the Show active take names in
events check box.
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Using the pitch shift

Vegas Pro allows you to apply pitch shift to selected events. A pitch shift is a way speed up or
slow down the audio to modify its timbre or fit the audio into a certain length of time.
Generally, when you increase an event’s pitch, it “speeds up” and the events overall length is
shortened. Conversely, when you decrease an event’s pitch, it “slows down” and lengthens
the event.

The semitone range in Vegas Pro is -24 to 24. Twelve semitones equal one octave, so you
may increase or decrease an event up to two octaves. Within a semitone is a finer pitch
adjustment called cents. One hundred cents equal on semitone, so you have quite a range to
finely adjust an event’s pitch. Increasing or decreasing cents affect the overall length of the
event, but in smaller increments.

Original event —»

Event with pitch shift
of 12 or one octave “speeds up”

Event with pitch shift I
of -12 or one octave “slows down”

!‘E!

To change an event’s pitch shift, do the following:
1. Right-click the event to display a shortcut menu.
2. From the shortcut menu, choose Properties. The Event Properties dialog will appear.

3. Adjust the pitch shift in the Semitone, Cents, or both using the arrows or simply typing in
the desired value.

Event Properties EHE

Active take name:

Fitch shift:

Semitones:

LCents:

Cancel |

4. Click the OK button to set the pitch shift for the event.
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Setting event switches

You may apply event switches via the properties dialog. Switches allow you to edit specific
track events by muting, locking, looping, or normalizing the waveform. You may apply one
or all switches to an event. More information on using switches is in the next section.

To change apply a switch from the Event Properties dialog, do the following:
1. Right-click the event to display a shortcut menu.
2. From the shortcut menu, choose Properties. The Event Properties dialog will appear.

3. Click the check box(es) of the switch that you want to apply to the event.

Event Properties EHE
Active take name:
File name: E:ATutorialstusic bed way
Attributes: 44,100 Hz, 16-bit, Stereo
Switches: ™ Mute ™ Lock
™ Loop ™ Momalize
Hermaliee gaim: UL0EE Ee-calzulate |
()8 I Cancel |

4. Click the OK button to set the switch(es) for the event.

Using event switches

Event switches are functions that you can apply to events. You may apply switches to a
single-selected event or multiple-selected events at the same time. Switches allow you to
edit specific track events by muting, locking, looping, or normalizing the waveform. You may
apply one or all switches to an event.

You may access switches from the Edit menu and choosing Switches to display its sub-menu.
Or, you may right-click a selected event and choose Switches to display its sub-menu. In
addition, you may access switches via the Events Properties dialog, which was discussed in
the previous section.

=
Unda Event Switches Change Clil+2 . .
GerfLFiEds CilsShiftsZ e Right-click
Show in Trimmmer event
Open in Sound Forge Chil+E
IR -
Tae = e
2o NQDD i Take ¥ Lock
Select &)1 Chil+4 r AR Group » Loop
X Mormalize
Properties... —
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Below are brief descriptions of how an event is affected when each switch is used.

Mute prevents the event from playing back, but it may be moved along the timeline.

= Lock prevents the event from being moved along the timeline, but it will play back.
Loop allows you to extend the event along the timeline (in a loop) by dragging the right
edge of the event. Vegas Pro loops the entire event’s waveform not a displayed portion.
Normalize maximizes the event’s volume without clipping it during playback.

Muting an event

You may mute an event to prevent it from playing back. Mute may be applied to one or more
selected events. When you switch an event to mute, the Switch sub-menu displays a check
mark indicating that Mute is enabled. The event remains muted until you disable the switch.

To mute an event, to do the following:

1. Click on the event to be muted.

To mute multiple events, use the key, the key, or the Selection Edit tool [i%] to
select the events. For more information, see Selecting multiple events on page 66.

2. From the Edit menu, choose Switch and then Mute from the sub-menu.

Selected etent after
mute is applied

Slected event
before mute
Unmuting an event
1. Click the muted event(s).

2. From the Edit menu, choose Switch to display the sub-menu. The Mute switch will have a
check mark.

3. From the sub-menu, choose Mute to disable it on the selected event(s).

/-

Note: You may also access the event’s
properties and deselect the Mute check box.

.
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Locking an event

You may lock an event to prevent it from being moved or edited. Lock may be applied to one
or more selected events. When you switch an event to lock, the Switch sub-menu displays a
check mark indicating that Lock is enabled. The event will remain locked until you disable
the switch.

To lock an event, to do the following:
1. Click on the event to be locked.

To lock multiple events, use the key, the key, or the Selection Edit tool [i%] to
select the events. For more information, see Selecting multiple events on page 66.

2. From the Edit menu, choose Switch and then Lock from the sub-menu.

Slected event Selected ewent after
before lock lock is applied
Unlocking an event
1. Click the locked event(s).

2. From the Edit menu, choose Switch to display the sub-menu. The Lock switch will have a
check mark.

3. From the sub-menu, choose Lock to disable it on the selected event(s).

Y

Note: You may also access the event’s
properties and deselect the Lock check box.
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Looping an event

You may loop an event so that you can extend it along the timeline by dragging the right
edge of the event. Loop may be applied to one or more selected events. When you switch an
event to loop, the Switch sub-menu displays a check mark indicating that Loop is enabled.
The event will remain looped until you disable the switch.

To loop an event, to do the following:
1. Click on the event to be looped.

To loop multiple events, use the key, the key, or the Selection Edit tool [i&] to
select the events. For more information, see Selecting multiple events on page 66.

2. From the Edit menu, choose Switch and then Loop from the sub-menu.

Selected ewent dfter
loop is applied

[2ag the i ht edge
‘ to extendt etent

Unlooping an event
1. Click the looped event(s).

2. From the Edit menu, choose Switch to display the sub-menu. The Loop switch will have a
check mark.

3. From the sub-menu, choose Loop to disable it on the selected event(s). The original
waveform is restored.

Note: You may also access the event’s
properties and deselect the Loop check box.
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Normalizing an event

You may normalize an event to maximize its volume, based on the waveform’s highest peak,
without clipping the event during playback. Normalize may be applied to one or more
selected events. When you switch an event to normalize, the Switch sub-menu displays a
check mark indicating that Normalize is enabled. The event will remain normalized until
you disable the switch.

To normalize an event, to do the following:

1. Click on the event to be normalized.

To normalize multiple events, use the key, the key, or the Selection Edit tool
to select the events. For more information, see Selecting multiple events on page 66.

2. From the Edit menu, choose Switch and then Normalize from the sub-menu.

- -
Selected event Selected event after
before normalize normalize is applied

Recalculating an events normalization

When you normalize an event, Vegas Pro analyzes the event and raises the volume based on
the waveform’s highest peak and then adjusts the rest of the event accordingly. However, if
while you are editing the event, you may have adjusted its edge to exclude the highest
waveform peak. In this case, you may want to recalculate the event’s normalization.

.7 ¥ ]
Highest peak used
for normalization

before editing

Yy «<—— FEvent edited after

Highest peak used normalization

for recalculating the
normalization

You may have Vegas Pro recalculate the normalization by doing the following:
1. Right-click the event to display a shortcut menu.

2. From the shortcut menu, choose Properties. The Event Properties dialog will appear.
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3. Click the Re-calculate button to normalize the event again.

Event Properties EHE

Active take name: IMusic bed

Switches: ™ Mute ™ Lock
™ Loop
Mormalize gain: 0.1 dB Be-calculate |
()8 I Cancel |
4. Click the OK button to normalize the event.

Ve

Note: You may set the maximum decibel level
used by Vegas Pro to calculate the event during
normalization. For more information, see

Setting the Normalize peak level on page 274.

.

Disabling event normalization
1. Click the normalized event(s).

2. From the Edit menu, choose Switch to display the sub-menu. The Normalize switch will
have a check mark.

P
Note: You may also access the event’s
properties and deselect the Normalize check
box.

A
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Using event envelopes (ASR)

You may apply envelopes to individual events. Envelopes, also known as ASRs (attack,
sustain, and release), give you the ability to control each event’s volume. The fade-in, fade-
out, and over-all level of the event may be controlled. These envelopes are different than
track envelopes in that they move with the event. Track envelopes affect the entire track
and do not move with the events.

When you place an event into your project, Vegas Pro adds “handles” that are used to set the
envelope. As you use these handles, a volume line will appear indicating how the event is
being affected. Also, the waveform will graphically display the volume change.

Envelope
handles

Volume line

Setting an event’s volume

When you place the mouse pointer at the top of the event the pointer changes to a hand
cursor (f;) with which you may use to lower the event’s overall volume.

To set the event’s volume, do the following:
1. Place the mouse pointer at the top of the event.

2. When you see the envelope cursor (#), click and drag the volume line to the desired
level. As you drag the volume line down Vegas Pro displays the event’s decibel level.

—Volume line

Gain iz -2.7 dB Decibel level
m r

3. Release the mouse to set the volume.

Setting an event's fade in and out

The event handles allow you to affect an event’s fade in and out volume. Also, you can
change the type of curve that the event uses to control the volume’s fade in or out.

To set the event’s fade in or out do the following:

1. Place the mouse pointer on a handle and the pointer changes to the envelope cursor (&).

CHP. 5
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2. Click and drag the envelope cursor, the volume line appears. As you drag the cursor,

Vegas Pro displays both the time, in the event, when the volume will be maximized and
its decibel level.

Fade in> Fade out
Volume line Volume line
T Al
Giain at 00:00:012.272 is 0.0 dB 0:03.787 is 0.0 dB]
Time and Time and
decibel decibel

3. Release the mouse to set the fade in or out.

Changing the event’s fade curve

You can set the fade curve (fast, linear, or slow) that an event uses to raise or lower the
volume over time.

Fade in curves Fade out curves

There are two ways to access the fade curve types. You may right-click anywhere in the
event’s fade-in or -out region to display a shortcut menu. From the shortcut menu, choose
Fade type to display the fade types sub-menu. Click the desired fade type to set it.

The second way is to go directly to the fade types sub-menu. When the envelope cursor (&)
is displayed, right-click to display the sub-menu. Click the desired fade type to set it.

Right-click in region Right-click with envelope

cursor showing

Fade Type
Show in Trimmer
Open in Sound Forge Chil+E

Tupe

Cut Chrl+ \_I\
LCopy Chil+C I
| Properties... |
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Crossfading events

Vegas Pro allows you to crossfade between two events on the same track. Crossfading gives
you the ability to fade out one event’s volume while another event’s volume is fading in on
the same track. This function allows you to introduce transitions between events on a track.

When you place an event into your project, Vegas Pro adds “handles” that are used to set the
crossfade. These handles allow you to adjust the crossfade, even when you are using
automatic crossfades. Volume lines also appear indicating how and when the events’ volume
are being affected. Also, their respective waveforms will graphically display how the
crossfade volume is affected.

@ ®

Handles

Drag handle
B a——

8 Fade in
volume line

Fade out
volume line

Automatic crossfades

On the Toolbar, the Automatic Crossfade button ([t4]) allows you to overlap event edges

and Vegas Pro will apply a crossfade for you. Simply, click the button or press the
short cut key to enable or disable Automatic Crossfades.

Events before crossfade Events afte!

Drag the event to
overlap the other

The crossfade “x” will automatically adjust itself as you move one event over another as long
as one event's edge is crossing the other event’s edge. In the case where edges do not cross
(one event is wholly contained in another), the shorter event will be place “on top” of the
longer event. You may still set a crossfade in this situation. For more information, see
Manually setting a crossfade on page 116.

Use the event’s handles to adjust the desired crossfade between the two events.
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Manually setting a crossfade

If you are using automatic crossfades, Vegas Pro will not insert a crossfade if a shorter event is
placed on “top” and within the same time of a longer event. In this case, during play back,
the longer event will begin playing, then the shorter event will play, and then the longer
event will resume playing at the timeline position.

To manually set the a crossfade between the edges of the overlapping events, do the
following:

1. Place the mouse pointer on one of the shorter event’s handles. The envelope cursor will
appear (&-).

2. When you see the envelope cursor appear (£-), click and drag the handle to the desired
position.

e r

Wuwu\wﬂ“ l‘

Events without crossfade Events with manual crossfade

3. Repeat Step 1-2 to set the second crossfade, if necessary, or to edit the crossfade.

Changing crossfade curves

You can set the crossfade curve(s) that Vegas Pro uses to fade in and out between two events.
The crossfade curve determines how Vegas Pro raises and lowers the events’ volume over
time.

Fast in Fast in Linear in
Slow out Fast out Slow out
Linear in Slow in Fast in
Linear out Slow out Linear out
Slow in Linear in Slow in
Fast out Fast out Linear out

You may change the crossfade curve by doing the following:
1. Right-click anywhere in the crossfade region to display a shortcut menu.

2. From the shortcut menu, choose Fade type to display the fade types sub-menu.
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Right-click in crossfade region

- Type * — Fast in - Slow out
Shaow in Trimmer . . .
Open in Sound Forge Chil+E — Linear in - Linear out
ut Ol — Slow in - Fast out
Copy Ctrl+Z — Fast in - Fast out
Easte [Str] ) .
Delete Delete — Slow in - Slow out
Switches N — Linear in - Fast out
Take 4 — Linear in - Slow out
Group L4

- — Fast in - Linear out

Properties...

| — Slow in - Linear out

3. Click the desired fade type to set it.

Changing the crossfade volume

You may set a cross-faded event’s volume and Vegas Pro will adjust the crossfade “x” to
graphically reflect the volume change. When you change the volume in the cross-faded
region, the event being faded in is affected. For the event being faded out, simply adjust its
volume. For more information, see Setting an event’s volume on page 113.

When you place the mouse pointer at the top of the cross-fade region, the pointer changes
to a hand cursor (#;) with which you may use to lower the faded-in event’s overall volume.

To set the cross-fade volume, do the following:
1. Place the mouse pointer at the top of the cross-fade region.

2. When you see the envelope cursor (#y), click and drag the volume line to the desired
level. As you drag the volume line down Vegas Pro displays the event’s decibel level.

— Volume line
for faded-in
event

volume change volume change

3. Release the mouse to set the volume.
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Grouping events

Vegas Pro allows you to group events together within tracks or across separate tracks. Once a
group is created, all the events within it may be moved together as a unit and have event
specific edits applied at the same time. Edits that may be applied are copy, paste, and delete.
Or, you may apply an event switch to the entire group at once.

You may still edit properties of individual events within a group without affecting the other
group events. For more information, see Accessing event properties on page 103.

Creating a new group

Grouping is useful when you want to preserve timing of events and move them together
along the timeline or duplicate the group and distribute it along the timeline.

To create a new group, do the following:

1. Select the events you want to group. Use the key, the key, or the Selection Edit
tool to select them. For more information, see Selecting multiple events on page 66.

2. After the events are selected, you may group them in one of three ways:

= From the Edit menu, choose Group to display a sub-menu and then choose Create New.

c A—)
Show in Trimmmer
| Unda Move Events Ciil+Z Open in Sound Forge Chl+E
3

ahe . Take v |
I

Select &) Okt = ! —

|+ -
elect Al 1 Properties... BRemave Fram
Unda All Llear u
Clear Edit History

= On one of the selected events, right-click to display a shortcut menu. From the shortcut
menu choose Group and then Create New.

= Press the | G | shortcut key to create the group.

If you want to add events to an existing group, simply select the events and the group and
repeat the above steps.

/-

Note: Events can only be in one group at a
time. Adding an event to an existing group

essentially deletes the old group and creates a
new one to include dll of the selected events.

.
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Removing an event from a group

You may remove a single event from a group. The other grouped events will not be affected
when you remove an event from the group. Also, the event you are removing from the group
is not deleted from the project, but remains at its timeline position.

To remove an event from the group, do the following:

1. On the event you want to remove from the group, right-click to display a shortcut menu.

Open in Sound Forge Chil+E

Show in Tnmmer |
|

Take 4
Group ld CreateMew G |

LClear u

2. From the shortcut menu, choose Group and then choose Remove From on the sub-menu.
The event will be removed from the group, but keep the rest of the grouped events intact.

3. Repeat Steps 1-2 to remove more events from the group.

Clearing a group
You may ungroup events by clearing the group. Clearing a group does not delete or remove
events from your project. The events will remain at their timeline position.
To clear a group, do the following:
1. Select one of the grouped events. The entire group will be selected.
2. After the group is selected, you may clear it one of three ways:

= From the Edit menu, choose Group to display a sub-menu and then choose Clear.

| Undo Mave Events Chil+Z
Take

Take 3
Ceslion 6 - :

Group

Open in Sound Forge Chil+E

Show in Tnmmer |
|

Create Mew G |

Sl Dk Properties... Bemove From
Unda All
Clear Edit History

= On one of the selected events, right-click to display a shortcut menu. From the shortcut
menu choose Group and then Clear.

= Press the | U | shortcut key to clear the group.

3. From the Edit menu, choose Group and then Clear from the sub-menu.

The events will be released from the group and may be moved or edited independently.
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Using the Trimmer window

Events may be placed in the Trimmer window directly from your project, in which case they
are referred to as media files. The Trimmer allows you to work with one media file at a time.
Many of the shortcut keys and right-click shortcut menus are available in the Trimmer.

You, also, may place a media file directly into the Trimmer from the Vegas Pro Explorer
window.

The Trimmer window may be placed in the Docking area of Vegas Pro or “float” over the
work area. For more information, see Window Docking Area on page 23.

From the View menu choose Trimmer or press the shortcut keys to display the
Trimmer window, if it is not displaying already.

History drop-down Selection bar Save
| |
1’E:\Tutorial\\u"oic:eo\u'er.wa\u' j & |# |—Open sound editor
Marker bar L] 2
Ruler 00:00:00 | D000 05 | 000010

| EllekE

gl ] v |a|a]—— Zoom in/out
2 == 0 0 N B <K Db [on000e984 000002113 (000001128
Selection tab — Trimmer ¢ Ewplorer |_/
Transport bar

History drop-down This drop-down list displays all the events in your current prgject. You may
open a media file in the Trimmer by selecting its filename from the list.

Marker bar This area displays the markers that you place along the media file's timeline.
The marker bar is identical to the one in the Track View (pg. 80).

Save button () If you have added markers or regions to a media file in the Trimmer, you can
save that data to the referenced media file for use in the sound editor or in later
projects.

Selection bar The selection bar is identical to the one found in the Track View. Use it to select
portions of audio that you would like to place on a track or for setting regions
(pg. 67).

Selection tab Click this tab to bring the Trimmer to the front when it is “behind” other

docked windows.
Sound editor button () This button opens the event in your sound editor application (pg. 90).

Transport bar The Transport bar is identical to the one found in the Track View (pg. 22).
Ruler The ruler is identical in functionality as the one in the Track View (pg. 21).
Zoom buttons These buttons are identical to the ones in the Track View (pg. 27).
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Showing an event in the Trimmer
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Showing an event in the Trimmer is actually displaying the event’s referenced media file.
You may place a media file directly into the Trimmer from the Vegas Pro Explorer. The main
functions of the Trimmer are to select portions of a media file to place in the project or to
add regions or markers to the media file for use later in other projects or a sound editor.

Showing an event from the Track View

This procedure is typically used when you want to select a portion of the media file to place
on tracks in your project or add regions or markers to the event’s referenced media file.

To show an event’s media file in the Trimmer, do the following:

1. Select the event.

2. Right-click to display a shortcut menu. From the shortcut menu, choose Show in Trimmer.
The event’s entire referenced media file will appear in the Trimmer window.

5’ E:\Tutorialbusic bed way

¥

LS

el

Open in Sound For

I

00:00:00

|00:00:05

00:00:10

00:00:15

Properties...

4l

R Bk 0 E KM

|00:00:12.957 |

Ve

Note: If the event in your project is only using
a portion of a larger media file, the Trimmer
will “select” the portion being used.

Portion being used

in the project
I

Entire media file
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Placing a media file from the Vegas Pro Explorer

This procedure is a useful way to select a portion of a long file and place it in the project.
Rather than placing the entire event and cutting the unwanted portions. For example, if you
had a long narration and only wanted to use the first five seconds, you could place the file
into the Trimmer, select the five seconds, and drag it to the Track View.

1. In the media list, select the media file.
2. Drag and drop the file to the Trimmer window. The media file will appear the Trimmer.

!‘E Muszic bed.wav

Drag and drop the
media file in the Trimmer

Working in the Trimmer window

The Trimmer window’s main function is to allow you to work with one media file for placing
portions of it on a track and adding regions and markers. The Trimmer window also allows
you to play back the media file and export it to your sound editor program.

Placing smaller portions of the event on track

After you have placed a media file in the Trimmer, you may select a segment of it and place
it in your project. Selecting a portion of the media file will not affect the event already on a
track. Vegas Pro treats the smaller portion as a separate event even though it is from the
same reference media file.

To place a smaller segment into your project, do the following:

1. Click and drag the cursor or use the Selection bar to make a time selection. The portion
of the event you want to place will be “inside” the selection.

[ e L A o]
jononon | Drag from the

Trimmer...

...to a project
track

2. Place the mouse pointer in the selected region then click and drag the it onto a track.
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Adding regions and markers to a media file

The Trimmer allows you to add markers and regions to a media file the same way you add
them to your project. However, these markers and regions are different from project markers
and regions, which was described earlier in this manual. For more information, see Using
project markers and regions on page 80. The difference between the two is simply that project
markers and regions affect the project, while media file markers and regions are embedded in
the media file.

When you add a marker or regions to a media file, Vegas Pro does not add the markers to the
project. Markers and regions that are added from within the Trimmer are only temporary.
You must save them if you want to use them again after you close the project. After the
markers and regions are added and saved to the media file, they will be available when you
open the media file in a sound editor program or in the Vegas Pro Trimmer.

Markers are placed at the cursor’s position. You may also place a marker on-the-fly while the
media file is playing back. Markers appear as red tags above the ruler.

A region is placed at the cursor’s position or at either end of a time selection. You may also
place a region on-the-fly while the media file is playing back. A region appears as green tags
above the ruler.

Marker 7 —— Region

||>iQiiQ

To add markers or regions do the following:
1. Position the cursor or make a time selection.
2. Place the marker or region in one of the following ways:

= From the Insert menu, choose Marker Or Region.

= Right-click on the Trimmer Marker bar and choose Marker or Region from the shortcut
menu.

= Press the [M] (marker) or [R] (region) shortcut keys.
3. Click the ||| button to save the markers and regions to the media file.

After a marker or region is placed, you may move, rename, and delete them from the media
file. These procedures are identical to project markers and regions. For more information, see
Using project markers and regions on page 80.
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Opening the sound editor from the Trimmer

The Trimmer allows you to open your selected sound editor application to preform
destructive edits to the media file. After you make the necessary changes and save the file in
the sound editor, Vegas Pro will automatically update the event using that media file.
However, remember to keep the media file’s name and location the same. Otherwise, you
will need to import the edited media file into Vegas Pro again. For more information, see
Using a sound editor program on page 90.

There are different ways to open the sound editor from the Trimmer when it is active:

« Click the [¥] button.
= Right-click the media file and choose Open in Sound Editor from the shortcut menu.

< Press the shortcut keys.

E’ E:4TutorialhMusic bed wav j =] |ﬂ|
Open in Sound Forge [Cil+E]

000015

00:00:00 00:00:05 00:00:10
I u |

Open in Sound Editor Chil+E

LCopy Chil+C

Save Markers/Regions e

Marker 1] iﬁ%

Begion 5 ” Hajla
2 I b St T 0:00:03 788 |00:00:02.631 [00:00:04.903

Using the Edit details window

The Edit Details window provides an alternate means for working with audio events,
Command markers, Markers, and Regions after they are placed in your project. The
following table displays what edit functions can be performed from the Edit Details window
and references to more detailed instructions for each edit.

Event editing Markers Regions Commands

Moving along time line Moving along time Moving along time Moving along time line (pg. 87)

(pg. 34) line (pg. 80) line (pg. 83)

Changing Active take name Adding a name Adding a name Selecting a command type (pg. 88)
(pg. 104) (pg. 81) (pg. 84)

Using Switches (pg. 107) Setting the parameters (pg. 88)
Setting Snap offset (pg. 93) Adding reference comments (pg. 88)

In addition to editing, you may access information about the project, namely seeing media
file reference paths.

The Edit Detail window may be docked in the Windows Docking Area or “float” on the
work space. For more information, see Docking a window on page 244.
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Viewing the Edit Details window

This window looks and acts similar to an electronic spreadsheet.You may sort, add or change
information, rearrange columns, and perform edits to items in the project.

To view the Edit Details window, choose Edit Details from the View menu or press the [a]4{4]
shortcut keys. The Edit Details window will appear. Repeat the step to hide the window. The
Edit Details window will remain on or off until you change it again: even after you exit
Vegas Pro.

Edit Details | 2]
Show: IEvents v”AII fields VI (= Show: IEvents 'I
Track rl Start | Length | End | Mumber of Takes | Active Take Mame | Take Start I ES;“:E:MS

1 7] 000003135 | 00:00:01.874| 00:00:05.010 1 Vaiceover 00:00:00.000 Warkens

2 1 00:00:05.082 00:00:03.965  00:00:09.047 1 Woiceover 00:00:05.118 Media

3 1 00:00:08.975 00:00:02.604  00:00:11.579 1 Woiceover 00:00:10.236 Regions

4 2| 00:00:00.000 | 00:00:15.763 | 00:00:15.763 1| Music bed (00:00:00.000 Selected Events
1] | |

Use the scroll bar to view other columns in the window.

The Show drop-down list allows you to view categorized project information. Following are
descriptions of each category.

Events

The Events category displays information about all the events in your project. You may sort
any of the information by clicking on a column’s header. The number of columns in the
Events category requires that you use the scroll bar to view them all.

You may use the right-click shortcut menu to edit an event.

Edit Detailz =]
Show: IEvents v”AII fields vl (=
Track rl Start | Length | End | Mumber of Takes | Active Take Mame | Take Start I
1 1] 00:00:03.135 ] 00:00:01.874 ] 00:00:05.010 1| Waoiceover 00:00:00.000
2 1) 00:00:05.082 | 00:00:03.965  00:00:03.047 1| Waoiceover 00:00:05.118 Right-click
3 1) 00:00:08.975 | 00:00:02.604  00:00:11.579 1| Waoiceover 00:00:10.236 shortcut menu
4 2| 00:00:00.000) 00:00:15.763 | 00:00:15.763 1| Music bed 00:00:00.000
Edit
2l | | Cut Tl
LCopy Chil+C
Edit Detailz [=] Paste Cirl+
Show:IEvents v”AII fiedds -]y < pLsRel pERE
Take Start | File: Path | Select IMutelLoopl Lock | Nomalize | Snap Offset | Chaose Active Take...
1| 00:00:00.000 C:AT utorial\W oiceowver. way [cd r [ [ 00:00:00.000
2| 00:00:05.118 C:AT utorial\W oiceowver. way ICd - I I 00:00:00.000
3| 00:00:10.2368  T:AT utorial\W oiceover. way ICd - I I 00:00:00.000
4| 00:00:00.000 C:ATutonial\Music bed. way I - I I 00:00:00.000
[« [+
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The following table explains each column and describes their edit function.

Column Description Edit function

Track Displays the track number where  Move the event to a different location by entering a different track
the event is located. number (pg. 35).

Start Displays when on the time line the Enter a different value to cause the event to begin playback sooner or
event starts playback. later in the project (pg. 34).

Length Displays the total length of the Enter a different value to increase or decrease the event's playback
event. time.

End Displays when on the time line the Enter a different value to cause the event to end playback sooner or

event ends playback.

later in the project (pg. 34).

Number of Takes

Displays the amount of recorded
takes “contained” in the event.

This column may not be edited it is for informational purposed.
However, you may work with recorded takes outside the Edit Details
window (pg. 208).

Active take Name

Displays the event’s current name.

Enter a different name (pg. 104).

Take Start Displays the offset into the source Enter a different value to cause the take to playback sooner or later
media file when the placed event ~ from the source media file.
begins playback.

File Path Displays the path of the event’s Enter a new media file reference path for the event to use.
media reference file.

Select Displays whether or not the event Toggle the event's selection by clicking the check box: a check mark in
is selected in the project. the box indicates that the event is selected (pg. 66).

Mute Displays whether or not the event Toggle the event’s mute switch by clicking the check box: a check
is muted. mark in the box indicates that the event is muted (pg. 108).

Loop Displays whether or not the event Toggle the event's loop switch by clicking the check box: a check mark
is looped for playback. in the box indicates that the event is looped for playback (pg. 110).

Lock Displays whether or not the event Toggle the event’s lock switch by clicking the check box: a check mark
is locked. in the box indicates that the event is locked (pg. 109).

Normalize Displays whether or not the event Toggle the event’s normalize switch by clicking the check box: a check

is normalized.

mark in the box indicates that the event is normalized (pg. 111).

Snap Offset

Displays when in the event the snap
to offset is positioned.

Enter a different value to change the snap to offset position in the
event (pg. 93).

Selected Events

The Selected Events category is visually identical to the Events category except the Edit
Details window only displays information about selected events in your project. This
category is useful when your project has many events and you only want to see and edit the
selected event.

Show: ISeIected Events 'I

Selected Events

ADVANCED AUDIO EDITING
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Markers

The Markers category displays information about markers that are already placed along the
project’s time line. This category displays two columns: the markers position along the time
line and the marker’s name. You may enter a different value in the Position column to move
a specific marker. Also, you may enter a marker name in the Name column. For more
imformation, see Working with markers on page 80.

You may use the right-click shortcut menu to edit an event.

[=]

Show: IMarkers 'I Show: IMarkers v”AII fields vl (=

Position + | Mame |
1] 00:00:03.117 | Start of Yoiceover
2| 00:00:11.545  End of Voiceover

Selected Events

Change the Change or enter a Marker name

Marker’s time .
line position Right-click
shortcut menu

Edit

(S [Sir]
LCopy Chil+C
Paste  Chrl+

Welete: [Melste

Regions

The Regions category displays information about regions that are already placed along the
project’s time line. This category displays four columns: each regions’ start, length, and end
positions on the time line. Also, the name of each region, if one was entered. You may enter
a different value in the Start, Length, and End column to edit a specific region. Also, you

may enter a region name in the Name column. For more information, see Working with regions
on page 83.

You may use the right-click shortcut menu to edit an event.

ails

[]
Shaw: IHEQiUNS 'I Show: IHegions v”AII figlds VI H s

Start © | Length | End | Mame |
00:00:05.028 | 00:00:04.001 | 00:00:09.029 Middle zplt in Yoiceowver

Fegions

|1

Selected Events

Change start, length, or end Change or enter a Region name
end position of a specific regions

Edit

(S [Sir]

. . LCopy Crl+C
Right-click Paste  Cil+/

shortcut menu | [Defete Delete
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Commands

The Commands category displays information about Commands that are placed along the
project’s time line. This category displays four columns: the command’s position along the
time line, the command type, its parameters, and any comments that were entered when the

command marker was place in your project. For more information, see Working with command
markers on page 86.

You may use the right-click shortcut menu to edit an event.

ails Edit Details =]
Show: IEommands 'I Show: IEommands v”AII fields vl (=
Commands Position = | Command | Parameters | Comment |
1| 00:00:01.0268  TEXT ‘welcome to Sonic Foundry Yegas Pro | Welcome text
2| 00:00:10.031  TEXT Wizgit the Sonic Foundry ‘W ebsitel Wizit invitation
3| 00:00:15.786  URL . zonicfoundry. com Sonic Foundry URL
Selected Events
Change the Change the Change the command’s  Change or enter
command’s command type parameters comments for
time line reference
position

Right-click
shortcut menu

Edit

(S [Sir]
LCopy Chil+C
Paste  Chrl+
Welete: [Melste

Media

The Media category displays the media file reference paths used by events in your project.
This category is for reference purposes. You can not change the reference path here, but you
may change it on the Events category page.

B
Show: IMedia 'I Show: IMedia v”AII fields VI (=
Difset__| File Path |
00:00:00.000 | C:ATutorialMuszic bed.way
00:00:00.000 | C:A\TutorialTutorial. avi
00:00:00.000 | C:4\Tutorialyy oiceover way

Hgions
Selected Events

| |w|l\3|—‘
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Customizing the Edit Details window

The Edit Details window allows you to arrange and delete columns from each category
display and save the changes to a personal “template.” Vegas Pro has one “template” from
which you may create your own display options. The All fields display is the Vegas Pro
preset. Whenever you rearrange or delete a column, you will see (Untitled) appear in the
“template” drop-down list. This area is where you will enter a name for your custom display.

Creating your custom display
To create your custom display, do the following:

1. From the Show drop-down list, choose the category that you want to customize.

2. Click and drag a column’s header to the new position. You will see this icon () as you
move the column.

/-

Note: If you want to remove the column so
that it will not display, drag the icon off the
Edit Details window.

.

3. Release the mouse to drop the column in its new position.
4. Repeat steps 2-3 to move more columns in the selected category.

5. Enter a name in the template drop-down.

Edit Dretailz

dit Details B
Show: IEvents '”My Custom Display 'l H b
6. Click the button on the Edit Details window to save the custom display.

You may delete a custom display by selecting it from the template drop-down list and
clicking the 3 button.

/-

Note: If you want to add a column that you
deleted for a custom view, you need to create a
new view from the All Fields template.
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Vegas Pro is a true multitrack mixing environment. Tracks are the containers for audio
events, which you place and arrange. A track can contain different events. There is not a

limit to the number of tracks you use in Vegas Pro. Because tracks are containers for events,
you may use track functions to affect all the events on them.

Working with
Tracks

\ SR

Vegas Pro provides track functions that allow you organize your project and apply track
features that enable you to achieve your project’s goals. This chapter explains track editing,
techniques, and features that you can apply to your project’s tracks.

Track basics

Whether you are starting your first project or opening an existing one, you will need to
manage the tracks in your project. The following procedures explain basic track
management. The terms used to describe the track “parts” are explained in the Quick Start
chapter of the manual. For more information, see Track navigation on page 36.

Adding an empty track

Typically, when you add an event to your project by double-clicking it from the Explorer
window, Vegas Pro automatically creates a new track and places the event on it.

You can add empty (eventless) tracks to a project. These tracks can be used to directly
record into, or serve as placeholders for specific audio that you will add later. For example,
your project may contain special audio, but it needs to be recorded and mixed or retrieved
from another location.

To add an empty track, do the following:

1. Place the mouse pointer in either the Track View or the Track List.
2. Right-click to display a shortcut menu.

3. From the shortcut menu, choose Insert Audio Track.
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Inzert

00:00:00 | 00:00:14 Assignable Fx...
A Femayve dssianatie B

Audio Envelopes »
Audio Track Cirl+3
i i ErmptyEvent

View pop-up Insert Audio Track. 2 it

mend Preferences... Time...
Marker 9
Hegian =
Command C

Alternatively, you may add an empty track from the Insert menu by choosing Audio Track

or pressing the [ctr]+{q] shortcut keys. Vegas Pro creates and adds an empty track at the
“bottom” of the Track List.

H‘ 00 : 00 : 00 00:00:00 |UU:UU:14
|1 =18 o0 20
Vol 0008  m———ef =

00:00:00 .,

Before track is added

4. Repeat steps 1-3 to add more empty tracks.

Duplicating a track

You may duplicate tracks in your project and all the events contained on them. When a
track is duplicated, the duplicated track is place directly below the original track. Other
existing tracks are moved “down” on the Track List. You may duplicate one track or choose
multiple tracks to duplicate at a time.

To duplicate a track, do the following:

1.

Place the mouse pointer over the track that you want to duplicate.

/-

Note: To select multiple tracks, click them
while holding down either the key to

select adjacent tracks, or the key to select
random tracks.

.

. Right-click and choose Duplicate Track from the shortcut menu.
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00:00:00

:O:Q JJJJJJJ

5 q

Duplicate Track |
Inzert Audio Track

| 00

R
Eename

3. Repeat steps 1-2, if necessary, to duplicate more tracks.

Deleting a track

You may delete tracks from your project and all events contained on them. You may delete
one track or choose multiple tracks to delete at a time.

To delete a track, do the following:

1. Place the mouse pointer over the track that you want to delete.

Y

Note: To select multiple tracks, click them
while holding down either the key to

select adjacent tracks, or the key to select
random tracks.

.

2. Right-click and choose Delete from the shortcut menu.

Or, from the Edit menu, choose Delete.

ey
0 0 - 0 0 - 3 0 00:00:00 Unda Track Yolume Level Change(s] Chil+Z
= f

[Samt Feds [t btz

Cut Chrl+
ry ] LCopy Chil+C
_— | Easte B4/

“

Delete Delete

Duplicate Track
Inzert Audio Track

Unda All
Clear Edit History

Delete

3. Repeat steps 1-2, if necessary, to delete more tracks.
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Naming or renaming a track

Every track in your project has a Scribble Strip where you can type a name for the track. The
track name may be up to 255 characters. (If you do not see the Scribble Strip, expand the
track to reveal it. When a track’s view is minimized, the Scribble Strip does not display.)

You may name or rename the track at any time by doing the following:
1. Double-click in the Scribble Strip and type the track name.

Or, right-click the on the track to display a shortcut menu. Choose Rename from the
shortcut menu. Any existing name is highlighted on the strip. Type the new track name.

S

JType in the new track name |f

Bename

Vol 20d8 =] ] e ;
Duplicate Track
e e | Insert Audio Track 72 If the track already has been
Delete named, you will see the previously
Double-click and type the name Right-click entered name.

2. Press the key to save the track’s name.

Organizing tracks

Vegas Pro is flexible when organizing your tracks. You can leave your tracks alone and work
with them as they are added. How you organize tracks is strictly based on your preferences.
However, if your project contains several tracks, organizing them can save time in editing.

Reordering tracks

When you create tracks, Vegas Pro arranges them in the order that they were added. You
may reorder the tracks. Only the order changes in the Track List and Track View; project
playback is unaffected. You may reorder one or more tracks at a time.

To move a track, do the following:
1. On the Track List, place the mouse pointer on the track that you want to move.
2. Drag and drop the track to the new position in the Track List.

3. Repeat step 2, if necessary, to continue moving the track up or down.

Ve

Note: To select multiple tracks, click them
while holding down either the key to

select adjacent tracks, or the key to select
random tracks.
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Changing a track’s color

When you add a track to Vegas Pro, a color is assigned to that track. This color may be
changed. This feature is useful if you want to organize similar tracks together. For example,
you may want all your background vocals to have a different color from your lead vocals.

To change a track’s color, do the following:

1. In the Track List, right-click on a track to display a shortcut menu.

D=8 - e <! .
Bename

Duplicate Track
Insert Audio Track Ctil+Qd

Delete Delete

Inzert/Remove Envelope  »

2. From the shortcut menu, choose Track Color to display a sub-menu.

AEEEECHENR

3. From the sub-menu, select a color for the track’s number and events.

Changing track height

There are two ways to control track height in your project: toggling the tracks’ height and
expanding an individual track.
Toggling the tracks

You may change an individual track’s height in the Track View by clicking the view (=], [&],

[@) buttons on the track. Alternatively, you may use the [ctr]+[shift+4 | or [y ] shortcut keys to
toggle through different track-height scenarios. The shortcut keys affect all tracks in your
project and make them the same height.

Click Track height Press command keys

IIE E =TT e iR b~ [Ctrl+[shift+[4] or [ ]

= E;Eli A 2 i«'mm'hm '| ‘ [Ctr+[shift+{4] or
Vol 0008 ———{ [}—
M =[O 5 [Ctrl +[shif{+4 ] or [v]

Vol 01 dp ] T e
Pan:  Center .—D—
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Expanding an individual track

You may resize a track by “pulling” the lower or right portion of it. Place the mouse pointer
at the bottom or right side of the track. The pointer turns into an up/down or left/right
arrow.

Click and drag while moving the arrow up/down (height) or left/right (width). Release the
mouse to set the desired track size.

4 Before ‘_“_’ Before
EZN P Ehl=IF e o
Vol 0.0dB @'\—D]— Vol 0.0d8 —D]—'%‘)
After
After - "
-0 oo F_@ 22
; . ‘ i ik
e - Yol 0.0dB '—D]- Fan:  Center '—D—
FPan:  Center '_D—
A
L
Working with tracks

Each track in your project has its own controls, faders, and sliders. You can work with these
controls to affect the event(s) that are contained on the track. Each track’s controls work
independently from the other tracks in your project.

Using the track fader

This fader controls the volume of the events on the particular track. The fader’s range is -.inf
to 12dB. To adjust the fader, simply click and drag it to the desired volume level. As you drag
the fader, you will see the volume level displayed to the left of the fader. Double-clicking the
fader will reposition it to 0.0 dB.

S S S

: Orchestra : Orchestra

Wob dnf [ f— Vol 0.0de =] [ e Wob 120df ———J ]
Click and drag left Double-click the slider Click and drag right

: Orchestra

to reset to 0.0dB.

Note: You may also move the fader by
clicking it and using the right or left arrow keys
on the keyboard.

WORKING WITH TRACKS CHP. 6



(137
Muting a track

This track button enables you to temporarily disable playback of the track, so you can focus
on another track’s event(s). When a track is muted, it appears “grayed out” on the Track
View. You may mute more than one track at a time.

To mute the track, simply click the mute (3£) button. Click it again to “unmute” the track.

~ <
o

Muted
track

Before muting the track After muting the track

Soloing a track

This track button isolates a track’s events for playback and mutes the other tracks’ events, so
you can focus on a track. When you solo a track, the other tracks will be “grayed out” on the
Track View. You may solo more than one track at a time.

To solo the track, simply click the solo (7) button. Click it again to restore all tracks for
playback.

Il Soloed

Before applying Solo to the track After applying Solo to the track
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Assigning a track to a bus

A bus is where various track signals are mixed together and output. If your project contains
multiple stereo busses, you may assign a track to a specific bus output.

To assign a track to a bus, do the following:
1. Click the Bus (A&)button to display a drop-down list of available busses.

2. From the drop-down list, choose the bus to which you want to output the track.
I
A—

- |0 ,g@ Nl |
Vol 00dB | ® Bus & (OPL3-54 Plaghack] Select a bus
BusB (OPL3-54 Playback] for playback

Bus C [OPL3-54 Plapback)]

/-

Note: If you only have one stereo bus in your
project, this button will not appear in the tracks
controls. For more information, see Using the
Audio properties tab on page 265.

.

Assigning a track to an auxiliary bus

An auxiliary bus allows you to send track signals to a secondary bus independent of the
primary bus. Auxiliary busses are usually used to separate signals from the rest of the project.
For example, if a musician in a studio only wants to listen to the guitar portion of the
project, you can set up an auxiliary bus for that purpose. Then the musician can play his or
her part while only listening to the guitar.

An auxiliary bus do not affect the project’s overall playback. As shown in the previous
section, the primary bus is set using the Bus (&) button on a track’s toolbar. Setting up the
auxiliary bus works differently.

To set up and auxiliary bus, do the following:

1. If you do not see the multipurpose slider, expand the track to display it.
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. Click on the multipurpose label to display a drop-down list.

»u«@”:;;;

Yol 0008 ] T o
Parc  Corter 7 —— e

® Pan: Center
Aug & -nf.

Multipurpose —»
label

. From the drop-down list, choose the auxiliary bus output.

Make sure the auxiliary bus is
different from the track bus.

Note: If you only have one stereo bus in your
project, the drop-down list will not appear. For
more information, see Using the Audio

properties tab on page 265.

Adjusting the auxiliary bus volume
When you select an auxiliary bus, you will need to adjust its playback volume with the fader.

Auxiliary tracks’ volume are preset to -inf. dB (mute) for playback.

-0

= | O s

Bumd Anf || — |

Aux s 0.0dE ._D_|

Double-click the slider
to set its volume at 0.0 dB.

CHP. 6

WORKING WITH TRACKS



140)

Assigning tracks to an Assignable FX

If you want to use DirectX plug-ins to process track signals, you can add an Assignable FX
control to the Mixer window. Assignable FX are made up of one or more plug-ins that are
used to add sound effects to the track’s signal. After the signal is processed by the plug-ins,
the signal is sent to the assigned bus output.

Before you can assign a track to and Assignable FX control, the control needs to be added to
the Mixer window. For more information, see Adding Assignable FX controls on page 186.

To assign a track to an Assignable FX do the following:
1. If you do not see the multipurpose slider, expand the track to display it.
2. Click on the multipurpose label to display a drop-down list.

M GO R

Yol 00dE  e——f
Multipurpose — |[Par;  Center w| i | fom—

label ® Pan: Center

Fat 20 -Inf.
Aug & -nf.
Aud B -nf.
Aun C-nf.

Select the Assignable FX
from the drop-down list

3. From the drop-down list, choose the Assignable FX control to which you want the track
to use.

Adjusting the Assignable FX control’s volume

When a track is assigned to an Assignable FX, you may adjust its volume with the
multipurpose fader. The Assignable FX volume is preset to -inf. dB (mute) for playback.

| EEREE e

‘FX‘I: .|nf_v|j—‘ ‘ ‘FX‘I DDdBv:—D—‘

Double-click the slider
to set its volume at 0.0 dB.

0 40 34
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Setting up to record into tracks

Vegas Pro allows you to record into single or multiple tracks. You may record into tracks that
are empty or tracks that contain events.

However, before you record into a track you need to “arm” the track. Setting up a track for
recording is simply done by clicking the Arm for Record (@) button on the track(s). After
you click this button, you will see a record meter appear on the track(s) to be recorded into.

U
G RO ,

¢ A for Record
Wob  00dF =—J ]
Pan:  Center .—D—

Arm the track first Track is ready for recording

More details on recording is discussed later in this manual. For more information, see
Recording on page 199.

Choosing a track's recording device

After you have armed the track for recording, you may select the device from which the
track will record it signal. Also you may choose whether the track will record the signal in
stereo, to the left channel, or to the right channel. For more information, see Assigning tracks
to input devices on page 202.

To select an input device and recording method, do the following:
1. Click the Audio button ([n) left of the Record button (@) to display a drop-down list.

2. From the drop-down list select the input device and recording method (Stereo, Left, or
Right).

- |T' 24 nnl
1. Sound Card 1

2. Sound Card 2
3. Sound Card 3
4. Sound Card 4
= 5 5oundCard§
® Steren

Left

Right
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Using Track FX

Vegas Pro has a special interface that allows to you use DirectX plug-ins at the track level.
Using track-level plug-ins process everything on the selected track. This interface, however,
requires plug-ins with special DirectX extensions. Some DirectX plug-ins do not have this
extension. Check your with your plug-in manufacturer to confirm whether it supports the
Vegas Pro Track FX interface. To use standard DirectX plug-ins, use the Bus FX or
Assignable FX, which you can add to the Mixer window. For more information, see Using the
Mixer on page 169.

Vegas Pro includes four built-in plug-ins: Equalization (EQ), Compression, Noise Gate, and
Dither that can be used at the track level in any order you specify. These plug-ins can be
accessed by clicking the Track FX (-z) button.

Creating a track plug-in chain

You may create a plug-in chain and control which plug-in to include. A plug-in chain can
contain one or more plug-ins. When you add multiple plug-ins, you may set their order that
the track will use when playing back. Moreover, the plug-ins you place in the chain may be
added to occur more than once. For example, a plug-in chain can look something like the
following: EQ, Compression, EQ, and Noise Gate.

After the plug-in chain is created, the entire track will be processed by each plug-in their
respective order. The plug-ins are cumulative so, in some cases, you may want to rearrange
their order to achieve the desired playback sound.

There are two ways to create plug-ins chains: via the Plug-in Chooser dialog and via the
Plug-in Explorer window:
Adding plug-ins via the Plug-in Chooser dialog

The Plug-in Chooser dialog is accessed from the track to which you are adding the plug-in
chain.

To add a plug-in chain via the Plug-in Chooser dialog, do the following:

1. Click the Track FX button (-=-). The Track FX dialog appears. The Noise Gate plug-in is
already placed in the chain. (This plug-in placement may be moved or deleted.)

4 O-Il7 Track Moise Gate = |

‘ |iUntited)

Thieshald level
aaaaa
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2. On the Track FX dialog, click the Edit Plug-in chain button (-z). The Plug-in Chooser

dialog will appear. This dialog displays the track’s number, plug-ins already in the chain,

and the plug-ins that you may add to the chain.

Track 1 - Plug-In Chooser HE
BT BAlex 8- o« |
|1 Track A Sonic Foundry Track Compressor Eaee]
""" _AFX M Sonic Foundry Track Dither
“_] FX Chains M Sonic Foundry Track E0 Add |
M Sonic Foundry Track Moise Gate
Delete |
Save As... |
IO-ITlack EQ < ?

This area displays the plug-in chain
Plug-in already contained in the chain and the order of selected plug-ins

. Select the plug-ins that you want to add. The plug-ins that you add will appear in the

chain area. There are three ways to add a plug-in to the chain:

= Double-clicking the plug-in.
= Dragging and dropping the plug-in to the chain area.
= Selecting the plug-in and clicking the Add button.

‘ I(} Track EQ I— Track Moise Gate H Track Compressor O

Plug-ins that have been added to the chain

. Click the OK button to save the track’s plug-in chain and close the Plug-in Chooser

dialog.

CHP. 6
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Adding plug-ins via the Plug-in Explorer window

The Plug-in Explorer is a dockable window that allows you to view and choose plug-ins that
may be added to a track.

To add plug-ins to tracks via the Plug-in Explorer, do the following:

1. If the Plug-in Explorer is not displayed, press the shortcut keys or from the View
menu choose Plug-ins.

2. On the Plug-in Explorer window, navigate to the Track folder and select the Fx folder.

2[R == | e 3 | .| Click and drag plug-ins to desired track
|1 Flugins % Soric Foundry Track Compressor 51 ) Tra 350
21 Audio % Soric Foundry Track Dither — | )
i i ] M Sonic Foundry Track E0
L1 Fx Chains M Sonic Faundry Track Moise Gate
B Track 7
..... g 4 . -
il ] F¥ Chaing + Musiched -
Vol 0008 ——{ [ }—
Pan:  Center .—D—
Explarer Edit Details \ Plug-Ins

3. Click and drag a plug-in to the track.

/-

Note: You may add multiple plug-ins at the
same time when you click them while pressing

the or keys and then dragging them
to the desired track.

.

4. Confirm that the plug-ins were added by clicking the Track FX button (-z) to view the
Track FX dialog. You may begin setting each plug-in’s controls or rearranging the plug-in
order.

‘ I—Il7 Track Compressor — 4 | b | =k —H ‘
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Arranging the plug-in’s chain order

The plug-ins are cumulative during playback. For example, when the track’s signal passes
through the EQ, it “carries” the EQ’s settings as it passes through the Compression plug-in
then the signal “carries” both those plug-in settings to the next plug-in, etc.

Because of this cumulative effect, you may need to arrange plug-ins in a certain order so that
one plug-in’s processing does not adversely affect the next plug-in on the chain. There is no
right or wrong way to order plug-ins. Although, some plug-ins work better when they follow
another. However, the plug-in’s order in the chain is strictly based on your preferences and
desired output.

You may arrange plug-ins on either the Track FX dialog or the Plug-in Chooser dialog.

Arranging plug-ins from the Track FX dialog
To arrange the plug-ins’ order from the Track FX dialog, do the following:
1. Click on the Track FX button (-z-). The Track FX dialog appears.

2. On the plug-in that you want to move, right-click to display a shortcut menu and choose
Move Left Or Move Right. Also, you may simply click and drag the plug-in to its new

position.
5l _[o R
: Woiceover
val e e |l of¥ TrackE@ —[¥| Tn Bypass RN
FPan:  Center '_[ i
I[Untltled] Mave Right tg LW

i Remove

Track EQ
o ———#8— & Tiack Compressar  [———

Track Moise Gate

3. Once the chain’s plug-ins are in the order that you want, click anywhere outside the
Track FX dialog to close it and save the new chain order.
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Arranging plug-ins from the Plug-in Chooser

To arrange the plug-in order from the Plug-in Chooser dialog, do the following:
1. Click on the Track FX button (--). The Track FX dialog appears.

EER
T - |
Vet 008 " il of Track EQ —V_Tiack Compressor ol ()= |
e L | [uniea =] o % |[EdtPugintren]

@ @ w0 e sk w ok
W Erbed  Fequencyzl ={——m@fi0
[Lonshel =] Gain 8} —{F—mfic

Rolof (@B/ocy [[——miff
08 © 0

_‘ O-Il7 Track EQ —|¥| Track Compressor I— 4 | }I o= | <l

|iUntited)

|
j [ |Edit Plug-ln Chain..

2. On the Track FX dialog, click the Edit Plug-in Chain button (-z). The Plug-in Chooser

dialog will appear with the plug-in chain.

There are two ways to arrange plug-ins in your chain;

= Drag and drop the plug-in to a new location in the chain.
- Select the plug-in and click either the left ([&]) or right ([&]) move button.

I(} Track EQ I— Track Moise Gate I—I Track Compressor O

Bt

Ehift Flug-In Right

I(} Track EQ H Track Compressor — Track Moise Gate |—O

\—uﬁ‘u-ﬁ:-

Ehift Flug-In Left

3. Once you arrange the plug-ins in the order that you want, click the OK button to keep
your changes and close the Plug-in Chooser dialog.

Bypassing plug-ins on the chain

You may bypass plug-ins on the chain by clicking the check box on a specific plug-in or
right-clicking the plug-in to display a shortcut menu and choosing Bypass. The plug-in will
remain bypassed until you enable it again. Bypassing a plug-in prevents its processing on the

track.
||7 Track EQ II_ Track EQ -
Effect enabled Effect bypassed

To enable the plug-in again, click its
check box or choose Bypass from
the shortcut menu.

|
. Z||7 Track EQ —[7  Track Compressor  puressesmm I-I
i Move Left
Untitled Li k
I[ — Move Right
* Femove
Track EQ

O

&

©

® Track Compressor
Track Moise Gate

You may bypass plug-ins either from the Track FX dialog or the Plug-in Chooser dialog.
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Removing plug-ins from a chain

You may remove plug-ins from a chain at any time. Chain plug-ins may be removed from

either the Track FX dialog or the Plug-in Chooser dialog.

Removing chain plug-ins from the Track FX dialog

To remove a plug-in from the chain in the Track FX dialog, do the following:

1. Click on the Track FX button (-z-). The Track FX dialog appears.

2. On the Track FX dialog, select the plug-in that you want to remove.

3. Right-click to display the shortcut menu and choose Remove.

_‘ + Compressor I—l7 Track Noise Gate Lo 4 1o | e 2
Bupass

|iUntited) Mave Left
[iowve Eight
+15 —
Track EQ !
0 L1 &

Track Compreszor
® Track Moise Gate

-15
20 40 a0 160 320 B40 12k 2Bk Gl 10k 20k

4. Repeat step 2-3 to remove other plug-ins from the chain.

Removing chain plug-ins from the Plug-in Chooser dialog
To remove a plug-in from the chain in the Plug-in Chooser dialog, do the following:
1. Click on the Track FX button (-z-). The Track FX dialog appears.

EEEE] |
{ Voiceover L ——————
A — I O ook o W 00 I | O-Il7 Track EQ —|¥| Track Compressor I— 1 | }I o= | <l
P Canter —— [ [y = o > [EqPugintran]
* I[Untitled] j (= |Edit Plug-n Chain...

0 w0 e i e sk ok ax
e A —— @i

=—{}—mfto

Bollff (dB/0ct); [————1@I[F

0 8 & o

= g

Low Shelt

2. On the Track FX dialog, click the Edit Plug-in Chain button (-z). The Plug-in Chooser
dialog will appear with the plug-in chain.

3. Select the plug-in that you want to remove and click the Delete button to remove it from
the chain.

4. Click the OK button to save the chain and close the Plug-in Chooser dialog.
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Saving plug-in chains as presets

Vegas Pro allows you to save plug-in chains as presets, so that you may use them again on
other tracks with other projects. If you use a combination of plug-ins often, saving them as a
preset chain will save you time when editing a project. The preset chains that you save
retain their order and settings that you have applied.

You may save plug-in chains as presets from existing chains on tracks or when you are
creating a plug-in chain. The plug-in chains that you save as presets will appear in the Plug-
in Chooser dialog in the FX Chains folder.

4 FX Chains =
|1 Track (T b uisicPresst
..... e
SR . Chains

Preset plug-in chains that you
&— have created and saved

A preset chain may be applied to a track the same way you assign a plug-in to a track.
To save a plug-in chain as a preset, do the following:
1. Access the Plug-in Chooser dialog, if it is not already displaying.

If you want to save a an existing chain already assigned to a track, click on the Track FX
button (-z-) and then on the Edit Plug-in Chain button (-z).

2. Once the Plug-in Chooser dialog is displaying, create a new plug-in chain or simply use
the previously created chain that is showing in the chain area.

SaveAs..[ |

‘Cr Track EQ I— Track Compressor I—ITlack Moize Gate O
3. Click the Save As button. The Save plug-in chain as dialog will appear.

Save plug-in chain as: HE

IMusicF’reset j
()8 I Cancel |

4. Enter a name that you want to use for the preset.
5. Click the OK button or press the key to save the plug-in chain as a preset.
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Vegas Pro plug-in reference

Vegas Pro includes four built-in plug-ins that you can add to your project: Equalization (EQ),
Compression, Noise Gate, and Dither. Each plug-in has its own control settings than
determine how a track is processed for final output. The tracks in your project that use the
same plug-in may be set independently of each other. For example, if you are applying
Compression to Track 1 and Track 2, each track can have different compression settings.

The following sections describe each plug-in and how they affect the track.

Using the Equalization (EQ) plug-in

This plug-in functions as a parametric equalizer (an equalizer with “parameter” controls.)
This type of EQ gives you more control over the track’s frequencies range. When this plug-in
is added to a track, it allows you to affect the track in a four-frequency range. Each band can
be configured to control its bandwidth, rolloff, and whether it operates as a peak, or shelving
filter with full gain (volume) control.

Using these controls to boost or attenuate (cut) specific frequencies allows you to adjust the
track’s overall tonal characteristics. The EQ plug-in is set on the Track FX dialog, which you
can access by clicking the Track FX button (-z).

g el Click the push pin to keep
the Track FX dialog
ﬂ open on the workspace
_‘ O-Il7 Track EQ © P P
[rted @ x| 2 Keep Vizible
" You may affect one
Frequency Graph d or all frequencies.
0 0 & € &
Select either the tab
. or corresponding
20 40 an 160 320 B40 12k 2Bk Bk 10k 20k number in the
¥ Enabled FErequency [Hz]: I:D:I ElﬂI‘IDD frequency gr'aph to
Selected set a a band’s
band’s ILow Shel =] Gain (48] :D:lmzﬂn.u controls.
controls Rolloff (dB/oct [J———mm[e
o A selected band'’s
08, © 9 number will appear red.

If you want to affect only one frequency range, set its controls and exit the Track FX dialog.
The other bands will not affect the track’s events.

Following are descriptions of each item and control found on each band’s tab.
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Presets

The drop-down list allows you to automatically set the EQ controls by choosing one of the
included presets. You may also save your own custom presets for use with other tracks.

[P Trackl |
_A O-Il7 Track EQ ©

Add air [3 dB peak at 15 kHz]
Add air [boast above 16k by & dB) Select a preset from the

Anti-DTMF T alkoff

Boost bass frequencies below 250 Hz by 4 dB
Boost frequencies above 7 kHz

Fletcher-tunzon curve [low volume compensation]
Hizz cut [cut above 8 kHz by B dB)

Remave low rumble below 80 Hz

Femove very low and inaudible frequencies below 20 H—]
Fieset all parameters =

list or save your own preset.

To save your own EQ presets, do the following:

1. Enter a preset name in the drop-down list field.

2. Set the EQ controls on each band that you want to customize.
3. Click the [&] button to save the preset.

Y

Note: You may delete any presets by selecting
it from the list and clicking the %< button.

Enable control

V¥ Enabled

Each frequency tab has this control that allows you to bypass the selected band without
adversely affecting its settings.
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Band mode drop-down control

I Band = l
Lo Shelf |

B and

High Shelt |

This drop-down list has three options to choose from: Low shelf, Band, and High shelf.

Mode Description

Low shelf The low-shelf setting attenuates (cuts) or boosts frequencies by the amount you specify below the low-shelf
cutoff frequency. This setting may also function as a high-pass filter when you increase the rolloff control.

Band The band setting affects the center frequency by attenuating or boosting the frequency range around it. The
frequency range that is affected is determined by the Bandwidth control’s setting.

High shelf  The high-shelf setting attenuates or boosts frequencies by the amount you specify above the high-shelf cutoff
frequency. This setting may also function as a low-pass filter when you increase the rolloff control.

Frequency (Hz) control

FErequency [Hz]: I:D:I [ |1 i}

This control determines the high- or low-cutoff frequency depending on whether the band
mode is set to either High or Low shelf. If the band mode is set to Band, then the Frequency
control sets the center frequency level.

Gain (dB) control

Gain (dB]: = =100

This control determines the overall gain (volume) that is applied to the selected band.
Increasing the Gain control causes the frequency range to play back louder. Conversely,
decreasing the Gain control causes the frequency range to play back quieter.

Rolloff (dB/oct) control
Bolloff [dB/octl [ J=———mmI[6

This control is only available when Low shelf or High shelf band mode is selected. The
Rolloff filter determines the number of decibels that are reduced per octave (the filter’s
steepness).

Bandwidth control

Bandwidth (oot} =] F———1@m["

This control is only available when Band is selected as the band mode. Bandwidth
determines the range of affected frequencies, around the center frequency, that are
attenuated or boosted by the EQ.
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Using the Compression plug-in

The Compression plug-in allows you to minimize the dynamic range and control the signal’s
volume “fullness” and “punch.” Also, you can prevent volume clipping as you increase the
signal’s volume. Therefore, the Compression plug-in is very useful during the mastering
process because you can play back the track loudly yet listen to clear undistorted sound.

o sl

Input meter —

Output meter

Compression
controls

Click the push pin to keep

_‘ O-Il7 Track Compressor

-ua@‘/

|iUntited)

= s

|

Output Gain [dB]:

0dE
Reduction (8} [TIEAIEIEIEN ©©
Theshold (B E=———o fm[00
Amount [=2:1]: D:I [ I‘ID—
Attack [ms): ED:l mfs
Relaselms: =] ——I@M [50

[V Auto gain compensation [ Smooth saturation

the Track FX dialog
open on the workspace

Keep Vizible

Reduction meter displays
<4— amount of reduction being
applied to the track.

Controlling clipping
The Compression plug-in has two meters that allow you to monitor both the input and

output signals. If either signal clips, these meters will display in red at the end with a

clipping value. Adjust the Compression controls and click the red area with the clipping
value to reset the meter.

Clipping signal
with dB value

Click the clipping
indicator to reset
the meter

Input Gain [dB]:

Reset meter

0de

12t 0 dB
24 to 0 dB

v -42to 0 dB
-B0ta 0 dB

Bl =ooe

v Show Labels
v Hold Peaks
Hold ¥alleys

Output Gain [dB]:

Fieduction [dB]:

Right-click to reset clip, change meter resolution,

and set the meter to hold peaks and valleys

You may also reset the clip from the shortcut menu when you right-click on a meter. In
addition, you may set the meter to use a different resolution and set it to hold peaks and
valleys of the incoming or outgoing signal.
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Presets

The drop-down list allows you to automatically set the Compression plug-in controls by
choosing one of the included presets. You may also save your own custom presets for use with
other tracks.

_‘ O-Il7 Track Compressor

1.5:1 compression starting at -24 dB
10:1 compression starting at -3 dB
21 compression starting at -18 dB S.EIeCt a pFESEt from the

21 compression starting at -15 dB list or save your own preset.
E:1 compression starting at -12 dB
Drefault all parameters

Limit lewvels to -6 dB [hard limiter]
Saoft Limiter

To save your own Compression presets, do the following:

1. Enter a preset name in the drop-down list field.

2. Set the Compression controls that you want to customize.
3. Click the ||| button to save the preset.

/-

Note: You may delete any presets by selecting
it from the list and clicking the %< button.

Input Gain (dB) control

Input Gain [dB), ~C————{@)—— 0dB

This control adjusts the volume level of the incoming signal. The associated meter displays
this incoming signal’s level before the Compressor plug-in processes the signal.

Output Gain (dB) control

Output Gain [dB); C—————{@}—— 0dB

This control adjusts the volume level of the outgoing signal. The associated meter displays
outgoing signal after the Compression plug-in processes the signal.
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Reduction meter

Reducton (8} [HETINIENECHNEEN -

This meter displays the level at which the Compression plug-in is lowering the signal’s
volume at any given time during playback. The Reduction meter is a good visual reference
to monitor compression values.

Threshold (dB) control
Thieshold (B} E=———r] Jal [00

The Threshold control determines the level at which the dynamics processor begins acting
on the signal. When the signal’s level is above the threshold level, it will be compressed. A
lower threshold level means that more of the signal will be compressed. However, if the
threshold is set to low, the compressed signal may be distorted.

Amount (x:1) control

amountx1);  [J=————@m [10

This control determines the ratio at which the Compression plug-in uses when processing a
signal. The ratio is determined by how many decibels the signal must rise above the
threshold value to result in a 1 dB increase in output level after compression.

For example, if the Compressor plug-in is set with a 3:1 ratio and the input’s signal rises 6 dB
above the threshold value, the Compressor plug-in only allows the level to increase by 2 dB.
Therefore, the Compressor plug-in reduced the signal by 4 dB.

/-

Note: A signal’s levels which occurs below the
threshold value are not affected by the
Compression plug-in.

Attack (ms) control
Attack [ms); = m s

When the input signal rises above the threshold value, the Attack control determines, in
milliseconds, how quickly the Compression plug-in reaches its maximum gain reduction
value.
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Release (ms) control

Releasefmsh =] J——1 (M [250

This control determines, in milliseconds, how quickly the Compression plug-in returns to
no compression after the signal falls below the threshold. The release time always follows the
attack time during compression.

Auto Gain Compensation control
¥ Auto gain compenzation

This toggle control, when enabled, boosts the output’s signal by a constant amount. The
boost amount is based on the Threshold and Ratio setting. This control is useful for
preventing an overall level loss when compressing audio. However, even when using the
Auto gain compensation control, you should use the Output Gain control to fine tune the
output’s level.

Smooth Saturation control

¥ Smooth saturation

This toggle control, when enabled, modifies the compression level in order to lower
“pumping” or “breathing” distortion that can occur when applying a lot of signal
compression.
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Using Noise Gate plug-in

The Noise Gate plug-in is a good way to eliminate (mask) subtle noises like tape hiss or low-
level electric hum from the signal. This plug-in has a threshold control that determines what
level of signal may pass through the gate. Signals that exist below the threshold are

prevented from passing through (the gate “closes”); whereas signals above the threshold are
allowed to pass through (the gate “opens”).

CTHE Rl
_A O-Il7 Track Noise Gate O %@
2 dd x| 2
Aftack time [0 to 500 mz]: |3
{ o
Fieleaze time [1 to 5,000 ms]: 100
L {] 1[4

Threshold level
[-Inf. to O dB)

Presets

Click the push pin to keep
the Track FX dialog
open on the workspace

F.eep Vizible

The drop-down list allows you to automatically set the Noise Gate plug-in controls by
choosing one of the included presets. You may save custom presets for use on other tracks.

_A O-Il7 Track Noise Gate O

Drefault all parameters
Long decay time
Noise gate 1

Stong beats only

Select a preset from the
list or save your own preset.

To save your own Noise Gate presets, do the following:

1. Enter a preset name in the drop-down list field.

2. Set the Noise Gate controls that you want to customize.

3. Click the ||| button to save the preset.

/-

Note: You may delete any presets by selecting
it from the list and clicking the ¢ button.
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Threshold level (0dB to -inf.) control

AInf. dB

Threshold level
[-Inf. to O dB)

This control allows you to set the signal’s threshold level. Signals below this level will be
eliminated (muted) while signals above the threshold will remain in the output sound. If the
threshold level is set too high, you may eliminate material intended to be output.

Attack time control

Aftack time [0 to 500 mz]: |3
{ Jor

This control determines how quickly the Noise Gate plug-in “opens” when the signal rises
above the threshold level. We recommend setting the attack time to a smaller value to
achieve the best results. If the attack time is too slow, the beginning of wanted signal may be
cutoff because the volume is rising too slowly.

Release time control

Fieleaze time [1 to 5,000 ms]: 100
L n 1[4

|}

This control determines how quickly the Noise Gate plug-in “closes” when the signal falls
below the threshold level. We recommend setting the release time to a larger value. Larger
values cause the signal to sound more natural while it decays (fades). If the release time is
too fast, the end of wanted signals may be cutoff because the volume fades too quickly.
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Using the Dither plug-in

The Dither plug-in is best used at the last stage when processing a signal from a higher bit
depth to a lower one. We recommend using the Dither plug-in as a Bus FX rather than a
Track FX. For more information, see Adding plug-in chains to busses on page 181. The Dither
plug-in adds a low-level, random noise to the signal. This added noise is used to mask more
obtrusive noise caused by quantization. Quantization noise is the inherent distortion that is
added to a signal due to digital processing.

In addition, the Dither plug-in contains three noise shaping algorithms. These algorithms
further hide quantization noise by pushing it to a frequency that is less sensitive to human

T

hearing.
g_ [} ﬁ O3 ¥ |
Ll o[¥ Dither < sha((
[(Oniiied) x| 2

Quantization depth (8t 32 btk == =——1@m[  18bi
Dither depth (0, 172 or 1 bit]: = @[ 1/2h
Moize shape type [OFF, 1 ar 2); D:I [ I uli3

Presets

Click the push pin to keep
the Track FX dialog
open on the workspace

Keep Vizible

The Dither plug-in contains one a preset, Default all parameters. However, you may save
custom presets for use with other tracks.

To save your own Dither presets, do the following:

1. Enter a preset name in the drop-down list field.

2. Set the Dither controls that you want to customize.
3. Click the ||| button to save the preset.

Y

Note: You may delete any presets by selecting
it from the list and clicking the ¢ button.
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Quantization depth (8 to 32 bit) control

Quantization depth (8t 32 btk == =——1@m[  18bi

This control determines the audio’s final target bit-depth. For example, if the audio is to be
rendered to a *.wav file and written to a CD, you would want to select 16-bit. This setting
will optimize the signal’s high bit-depth that is processed by the Dither plug-in. As a result,
the relatively low bit-depth that is used for signal being stored on CD will have better
quality output.

Dither depth (1/2 or 1 bit) control
Dither depth (0, 172 or 1 bit]: = @[ 1/2h

This control sets the different noise levels that the Dither plug-in will add to the signal
based on the Quantization’s depth setting. Lower quantization bit-depths may benefit from a
higher Dither depth setting. However, we encourage you to experiment with your particular
audio.

Noise shape type (Off, 1, or 2) control
Moize shape type [OFF, 1 ar 2); D:I [ I uli3

This control lowers the signal’s noise floor by moving noise into frequencies less sensitive to
human hearing. This moving of noise is referred to as noise shaping. The frequencies to
which the noise is moved are close to the Nyquist frequency (half the sample rate of the
audio). Consequently, you want to avoid using the Noise shape control with signals with
lower sample rates. For example, a 22 kHz signal has a Nyquist frequency of 11 kHz. If you
use Noise shape on this 22 kHz signal, the noise will be moved into the sensitive area of
human hearing (11 kHz). We recommend using the Noise shape control for signals that are
44.1 kHz and higher.
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Using track envelopes

Track envelopes allow you to control volume and panning aspects of a particular track.
Volume envelopes automate the volume used for events on a track, auxiliary bus, Assignable
FX send, or all at the same time. A panning envelope automates the panning aspects used
for events on a track.

Adding a volume envelope

The type of volume envelope that you add will determine what Vegas Pro component’s
volume is automated. You may add volume envelopes to tracks, auxiliary busses, and
Assignable FX sends. A volume envelope can be added to just one or all components at the
same time. You can distinguish the volume envelopes by their color.

Envelope type  Color
Track Blue
Auxiliary bus Magenta
Assignable FX send  Green

The following procedure describes adding a track volume envelope; this procedure is
identical for auxiliary busses and Assignable FX sends. The only exceptions being which
component you select and the volume envelope’s color.

To add a volume envelope, do the following:

1. Select the track that you want to add the volume envelope. (You may select multiple
tracks.)

2. From the Insert menu, choose Audio Envelopes and then choose Volume. Or, press the
key. A blue line appears across the track(s).

Aszsignable Fx...
Femove Assignable FX...

Auo Enveloges W‘ P ‘ FT || et b ol e o e e e
i E AuxB [issormsesmmmffspoi i s R e P il
Audio Track Chil+( ==l S t|

e

Cormmand E | Volume envelope lin
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Adding envelope points

Once a volume envelope is placed, you may add points to it. These points will be used to
move the envelope line so that the volume will be automated.

To add envelope points, do the following:

1. Place the mouse pointer on the volume envelope’s line. The mouse pointer appears as a
hand ().

2. Right-click and choose Add Point from the shortcut menu. A square point appears on the
envelope line.

Or, simply double-click to add a envelope point.
T T
I e ey

_ Pt o]
| Add Boint | e TR

v Linear Fade
Fast Fade
Slow Fade

3. Repeat step 2 as to add more points on the envelope.

s/ Setto B0 R Add Point
Note: If you add too many points, you may ot a or | Lrearse

v Fast Fade

delete a point by right-clicking it and choosing ceetiede

Delete from the shortcut menu. Or, you may Linsar Fade
start over adding envelope points by selecting v
Reset All from the shortcut menu.

Select Mone

Select Al
A\ N\ Fieset All

Setting the volume envelope points

Once the envelope points have been added, you may raise and lower them to different
decibel (dB) levels along the timeline to automate the track’s volume. You may move one
point at a time, even during play back and listen to the results in real-time. Also, you may
set the type of fade curve between each envelope point.

To move an envelope points, do the following:

1. Place the mouse pointer on an envelope point. The mouse pointer appears as a hand (d).
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2. Click and drag the points to the desired position. As you move an envelope point, an
information box displays both the point’s occurrence on the timeline and its decibel level.

¥ =t |

WWWW You can only set one point

WWW y at a time or use the Envelope
tool to select and move

o ':' ore H'I'H o “”‘WHMW multiple points at a time.
1% olume at 00:00:08.852 is 0.0 dBl

L
[Walume at 00:00:03 352 is-7.0 dB]

3. Click either B or i to play back the project and check the timing of the envelope.

4. Repeat steps 2-3 until the envelope points are at the desired position.

/-
Note: You may also set the volume by right- T et B0
clicking an envelope point and choosing a or | Setto0dB
volume setting from the shortcut menu. Or, e o dni B e o dni B
choose Select All from the shortcut menu to —
raise or lower all points on the envelope. Reset Al %

Changing the volume fade curves

Between each envelope point, you may set the type of volume fade curve: fast, linear, or
slow. From the selected envelope point, fade curves are applied to the volume lines that
occur later on the timeline.

To set the volume fade curve, do the following:

1. Right-click on a point to display a shortcut menu.

[2 a

Setto B0 dB X
Fast fade ——» ~e— Linear fade
Linear Fade
Clow Fade Slow fade —»
S elact Al As the graphic shows, you may have more
Fesat Al than one type of fade curve on an envelope.

2. From the shortcut menu, choose the curve type. Curve types are applied to volume line.
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Hiding the volume envelopes

After you have set your volume envelopes on the tracks, you may hide them from the Track
View. Hiding volume envelopes will not affect playback. The points that you set will still
automate the volume, you simply will not see the volume envelope’s line until you display
them again.

To hide a volume envelope, do the following:

1. From the View menu, choose Show Audio Envelopes. A sub-menu will appear. There will
be a check mark next to Volume, indicating that those envelopes are currently displayed.

v Toolbar
v Statuz Bar

v Yideo Ruler
v Commands Ruler

Show Audia Envelopes m
. +Fan

Minimize All Tracks
Fiebuild Peaks F5 |

| v Yideo Preview Alt+E I

v A B
v Aux B

v Fx1

2. From the sub-menu, choose Volume. All volume envelopes in your project will no longer
appear in the Track View.

3. Repeat steps 1-2 to display the volume envelopes again.

Removing track volume envelopes

You may remove a volume envelope from a track. When you remove the envelope, the
events on the track will no longer have automated volume. Also, the volume envelope line
will no longer be displayed.

It is important to remember that when you remove a volume envelope from a track and then
add a it again, you will need to reset the volume points.

To remove a volume envelope, do the following:
1. Select the track or tracks that you want to remove the volume envelope(s).

2. From the Insert menu, choose Audio Envelopes. A sub-menu will appear. There will be a
check mark next to Volume, indicating that those envelopes are currently being used.

3. From the sub-menu, choose Volume. All volume envelopes on the selected tracks will be
removed.

CHP. 6 WORKING WITH TRACKS



164)

Adding a panning envelope

A panning envelope allows you to control how a track’s events are mixed to either the right
or left speaker. You may add panning envelopes to tracks, which can be assigned to an
auxiliary bus and Assignable FX send. A panning envelope can be added to one or multiple
tracks at the same time. A panning envelope line appears in red.

To add a panning envelope, do the following:
1. Select the track(s) that you want to add the panning envelope.

2. From the Insert menu, choose Audio Envelopes and then choose Pan. Or, press the [P]
key. A red line appears across the track(s).

Aszsignable Fx...
Femove Assignable FX...

Audio Envelopes Wolume W

‘ Aus b ‘ Fx1 MWM W
AudioTrack  Ckd o ! I s il fbh s ]

Cormmand E | Panning envelope line

Adding pan envelope points

Once a pan envelope is placed, you may add points to it. These points will be used to move
the envelope line so that the panning effect will be automated.

To add envelope points, do the following:
1. Place the mouse pointer on the envelope line. The mouse pointer appears as a hand ().

2. Right-click and choose Add Point from the shortcut menu. A square point appears on the
envelope line. Or, simply double-click to add a envelope point.

hwr v peoveesie pertier (e
I e ey
-~

v Linear Fade
Fast Fade
Slow Fade

3. Repeat step 2 as to add more points on the envelope.

/S Setto 100 % Left Add Point
Note: If you add too many points, you may e E‘De;lgi'ght Or Linear Fade
delete a point by right-clicking it and choosing VET;:\,FF?;
Delete from the shortcut menu. Or, you may v Linear Fade " GelctNone
start over adding envelope points by selecting ;T;:\,FFE':;E
Reset All from the shortcut menu. -

\ Reset &l
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Setting the panning envelope points

Once the envelope points have been added, you may move them to different panning values
along the timeline to automate the track’s panning effect. You may move one point at a
time, even during play back and listen to the results in real-time. Also, you may set the type
of fade curve between each envelope point.

To move an envelope point, do the following:

1. Place the mouse pointer on an envelope point. The mouse pointer appears as a hand ().

2. Click and drag the points to the desired position. As you move a pan point, an
information box displays both the point’s occurrence on the timeline and its decibel level.

{[Pan at 00:00:12.507 iz 47 % Left]

You can only set one point
at a time. Two are shown

[Pan at 00:00:02.739 is 51 % Right]

for display purposes.

3. Click either B or i to play the project and check the timing of the panning envelope.

4. Repeat step 2-3 until the envelope points are at the desired position.

,
Note: You may also set the pan by right- Setto100 % Let Setto 100 % Lef

licki I R d ch X (€] Set to Center
clicking an envelope point and choosing a pan B R Setto 100 % Right
setting from the shortcut menu. Or, choose Delete BekE
Select All from the shortcut menu to raise or Selectl ETY
lower all points on the envelope. Rzl st Al

A

Changing the pan fade curves

Between each envelope point, you may set the type of pan fade curve: fast, linear, and slow.
From the selected envelope point, fade curves are applied to the pan lines that occur later on

the timeline.

To set the pan fade curve, do the following:

1. Right-click on a point to display a shortcut menu.

Set to 100 % Left

Linear Fade

Slow Fade

Select Al
Reset &l

Fast fade'_> <— Lirear fade

Sow fade —

A the graphic shows, you may have more
tmncr?eat)egedfadeay?rlxjeu%/anenelq)e.

2. From the shortcut menu, choose the curve type to be applied to the pan line.
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Hiding the panning envelopes

After you have set your panning envelopes on the tracks, you may hide them from the Track
View. Hiding panning envelopes will not affect playback. The points that you set will still
automate the panning, you simply will not see the panning envelope’s line until you display
them again.

To hide a panning envelope, do the following:

1. From the View menu, choose Show Audio Envelopes. A sub-menu will appear. There will
be a check mark next to Pan, indicating that those envelopes are currently displayed.

v Toolbar
v Statuz Bar

v Yideo Ruler
v Commands Ruler

14 v Yolume W BLE A vl

Minimize &l Tracks ~ ° .@L
Rebuild Peaks F5

| v Yideo Preview Alt+E I

2. From the sub-menu, choose Pan. All panning envelopes in your project will no longer
appear in the Track View.

3. Repeat steps 1-2 to display the panning envelopes again.

Removing track panning envelopes

You may remove a panning envelope from a track. When you remove the envelope, the
events on the track will no longer have automated panning. Also, the panning envelope
line will no longer be displayed.

It is important to remember that when you remove a panning envelope from a track and
then add a it again, you will need to reset the pan points.

To remove a panning envelope, do the following:
1. Select the track or tracks that you want to remove the panning envelope(s).

2. From the Insert menu, choose Audio Envelopes. A sub-menu will appear. There will be a
check mark next to Pan, indicating that those envelopes are currently being used.

3. From the sub-menu, choose Pan. All panning envelopes on the selected tracks will be
removed.
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Mixing multiple tracks to a single track

Vegas Pro allows you to mix down a time selection or an entire project to a single-track
stereo event. However, if your project includes any muted tracks, Vegas Pro will not mix
those events into the new mixed down track. The original tracks and their events are
unaffected when you mix to a single track.

Typically, you would use this feature when you are finished refining a few tracks and want to
combine them. Also, when you mix multiple tracks to a single-stereo track, any envelope or
track effects that you applied will be rendered into the newly mixed down track.

This option allows you to “destructively” process any plug-ins that you want to commit.
To mix multiple tracks to a single-stereo track, do the following:
1. To mix specific events, make a time selection. Otherwise, skip to step 2.

2. From the Tools menu, choose Mix to New Track or press the [Ctri+[M shortcut keys. The
Mix to New Track dialog will appear.

=

M ew Track.. Chl+t
Mix To Preview.... Cil+S hift+id

Open in Sound Editor - Chl+E

plior: (5l Stereo, 44,100 Hz, 16 bit M wave fle

T~ Render entire project

The Mix to New Track dialog has settings that you can apply to the newly mixed track.

= From the Save in drop-down list, select the drive or folder to save the new media file.
= Type a new media file in the File name field.

File name:

AIFF [*.aif)

‘ ‘ | Save as typer |Wave [Microsoft) [*.way) N

= From the Save as type drop-down list, choose the file format (*.wav is the preset).
= From the Template drop-down list, choose an audio format from the template list.

Template: I Project Default

[Mano, 44,100 Hz, 16 bit PCH
Steren, 44,100 Hz, 16 bit PCM

Multiple Mono, 44,100 Hz, 16 bit PCH
tuiltip

V' Render ertire project

le Stereo. 44,100 Hz, 16 bit PCM

= Click the Render entire project check box if you did not remove the time selection but
want to include all the events in your project in the new mixed down track, except
muted tracks.

CHP. 6
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3. Click the Save button to mix down the time selection or project to a new track.

As the tracks are being mixed down, you will see a status bar appear in the lower left

portion of Vegas Pro.

Ve

Note: You may cancel the rendering process
by clicking the [l button on the status bar.

.

Status bar

Cancel
button

il- ME Fiendering Presentation. way |

il Start |

After Vegas Pro mixes down the new track, it will appear at the bottom of the Track View. If
you mixed down the entire project, you may delete the other tracks from the project, since
they are all contained on the new track.

Creating a mix to new template

You may create your own templates for mixing down tracks or projects. When you create a
template you may choose its name from the Template drop-down list in the Mix to New

Track dialog.

To create a custom template, do the following:

1. From the Tools menu, choose Mix to New Track or press the [Ctr]+{M shortcut keys. The
Mix to New Track dialog will appear.

.
——rwrwmmm|  Seen [y sonicFoundyvegas ] ==
Mis To New Track... Ctistd | DA R e
Mix Ta Preview... Chil+Shift+p e
Open in Sound Editor - Chl+E
I o
p—
Soveas oo e T coes
i T - [

Descipton

[Gingle Stereo, 44,100 Hz, 16 6L PCM wav e

:

Custom Settings [21x]

e |

Tenplate:

o, 44,100 Hz, 16 bit PCM wave fle.

P

44,100 Hz, 16 bit, Stereo |

T~ Render entire project

Cancel Ll

2. Click the Custom button to display the Custom setting dialog.

The settings that you may change are as follows:

Template  Enter the name of your template

Sample rate Choose a rate from the drop-down list

Description Enter the template’s parameters

Bit-depth  Choose a bit-depth from the drop-down list

Format
down list

Choose an audio format from the drop-|

Channels  Choose a channel option from the drop down-list

3. Click the [|] button to save the template.

Or, click the button to delete a selected template.
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Using the Mixer

The Vegas Pro Mixer window is where you control the project’s mix. This window is where
all the Bus and Assignable FX controls appear when you add them to your project. From this
window, you may adjust the outgoing signal’s volume using the Bus faders. More details on

the Bus and Assignable FX controls are discussed later in this chapter.

Using the Mixer window

The Mixer is a dockable window that can be used to access different functions within your
project. In addition, this window is where you can adjust the outgoing signal’s volume
setting and routing.

Viewing the Mixer window

The Mixer window is preset to appear in the Windows Docking Area when you first start
Vegas. However, you may move the Mixer within the workspace at any time. For more
imformation, see Docking a window on page 244.

To hide/view the Mixer window, choose Mixer from the View menu. Or, use the Mixer

window’s shortcut keys ([A]43]) to hide or view the window.

Tocl)lbar

v Plug-lnz
v Yideo Preview

v Toolbar

v Statuz Bar

v Explorer Alt+1
v Trimmer Alt+2

v Edit Details ! Alt+4

Alt+5
Alt+E

Miger >~ [
& [ %‘ﬁHz, 16-bit

Preview [ RN T AR
BRI A RT 2 RTB-a RT-28

-Inf. -Inf. -Inf. -Inf. -Inf. -Inf.

-Inf. -Inf. -Inf.

I

00 00/ 00 00

oo U.q
I—'—I I—'—I
Preview Busses in project  Assignable FX in project

CHP.7

USING THE MIXER



170)

Using the Mixer tool bar

The Mixer’s toolbar allows you to access project properties, switch your project between
mono to stereo output, and add Assignable FX controls to the Mixer.

Properties Assignable FX
R )

Stereo/Mono

Button  Description

Ig The properties button accesses the project properties dialog (pg. 263).
D]":] This toggle button allows you to switch your project’s output to a stereo or mono signal.
-iﬁ The Assignable FX button allows you to quickly access the FX Plug-in Chooser dialog.

This dialog allows you to add Assignable FX controls to which project tracks may be
routed (pg. 186).

When you change a project from stereo to mono or vice versa, the Bus faders and meters
that appear in the Mixer window will reflect the change.

Mono bus Stereo bus

Using the Mixer Preview fader

The Preview fader allows you to adjust the volume and monitor output levels of media
reference files when you preview them from the Explorer window or play them back from
the Trimmer window. The Preview fader can save time while you decide which media files
will be placed as events on the project’s tracks. For more information, see Using the Explorer
window Transport bar on page 250.
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Adjusting the volume fader

You may adjust the Preview fader while you are previewing a media file from the Explorer
window. Simply click on the fader and drag it up or down.

Adjust the

fader

Changing meter resolution

You may select a preferred meter resolution at which the Preview fader will display the
media file’s volume level. When you change the meter resolution on Preview fader, the
other meters (busses and Assignable FX) automatically match the selected setting.

Freview

To change the Preview fader’s meter resolution, do the following:

1. Right-click on the meter to display a shortcut menu.

Freview

-Inf.

Fieset Clip
1210 0 dB

-42ta 0 dB
-B0ta 0 dB
-F8ta 0 dB
¥ S0to0dB

v Show Labels
v Hold Peaks
Hold Valleys

2. From the shortcut menu, choose the meter resolution you prefer.
3. Repeat steps 1-2 to change the resolution again.
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Adjusting for clipping

When you preview a media file from the Explorer, its volume level may cause clipping. The
clip is displayed on the Preview fader’s meter. If signal clips, the meter will display in red at
the top with a clipping value. Adjust the fader control and click the red area with the
clipping value to reset the meter. Continue to adjust the fader and reset the meter until
clipping is eliminated.

Clipping signal
with dB value

Click the clipping

indicator to reset

the meter

Freview

=
B
3.
12-
15-
13-

120

Freview

&

B

3.
12-
15-
13-

120

Freview

5.3

==
9-
12-
15-
18-

5.0

Adjusted fader
and Reset meter

Freview

-Inf.

12t 0 dB

v -24 to 0 dB
-42ta 0 dB
-B0ta 0 dB
-F8ta 0 dB

¥ S0to0dB

v Show Labels

v Hold Peaks
Hold Valleys

Right-click to reset clip,
change meter resolution,
and set the meter to
hold peaks and valleys.

You may also reset the clip from the shortcut menu when you right-click on the Preview
fader’s meter. Moreover, you may set the meter to hold the peaks and valleys in the media

file's signal.

Hiding/Viewing the Preview fader

You may choose to hide the Preview fader to make more room for other busses and
Assignable FX. To hide or view the Preview fader, simply right-click anywhere within the
Mixer and choose Show Preview fader from the shortcut menu. The Preview fader will
remain hidden or displayed until you change the setting again.

Freview |

Inzert Assignable Fx...
Bemove Assignable FX...

Properties...

' Show Preview Fader
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Using busses

Vegas Pro contains busses that appear in the Mixer window. A bus is a master control for a
track’s audio-signal mix. You may assign the track to play back on a specific bus. For more
imformation, see Assigning a track to a bus on page 138. However, to assign a track to a bus, you
must have more than one bus in your project. You may add up to 26 busses to the Mixer
window, which provides power and flexibility on complex projects. A bus is the last stage in
the signal’s flow through Vegas Pro. For more information, see Signal Flow on page 28.

With Vegas Pro busses, you control the audio’s volume level on two discrete stereo channels,
unless the project is set to mono. Each bus in your project may be muted, soloed, and
assigned to use DirectX plug-ins. In addition, you may configure each bus to use a specific
hardware output. For more information, see Using the Routing preferences tab on page 270.

Busd |
Mute ————— | 52§ .4 o%| — Playback device
Solo——— ¢ "“‘ Edit FX
Stereo fader — 3| — Meter
Scribble Strip — s
Mute Prevents playback of the bus (pg. 179).
Solo Plays only the output of that bus (pg. 180).

Stereo Fader Adjusts the bus’s volume on two stereo channels (pg. 178).

Playback device Allows you to select the device that the bus will use for playback.

Edit FX Displays the Bus FX dialog and allows you to adjust the DirectX plug-in attributes (pg. 181).
Meter Displays the playback level of the bus (pg. 178).

Scribble Strip Allows you to name the bus. Double-click on the Scribble Strip to enter a name (pg. 180).

Adding busses to the project

You may add busses to your project at anytime during the development of your project. A
bus is most commonly used as a master control for one or more tracks and to route those
tracks to a specific hardware output.

However, you may already know how you want to handle a certain project and set up the
busses prior to recording or placing media files. The number of busses that you specify are
determined by several factors that are based on your preferences. For example, you may want
to have a bus for each hardware output that you intend to use or a bus for handling DirectX
plug-ins that you plan to use in the project. Remember, you may change the number of
busses in your project at any time.
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Busses may be added to your project from the Project Properties Audio tab.
To add busses to your project, do the following:
1. Access the Project Properties dialog. There are three ways to access this dialog:

= From the File menu, choose Properties.

Mew... Chrl+h
Open... Chil+0
Lloze

Save Chil+5
Save fz...

Al+E nter

Exit Alt+F4 |

« Click the Project Properties (EF') button on the Mixer window on the Toolbar.

= Press the [art]+[Enter] shortcut keys.

2. Click the Audio tab if it is not displayed.

Project Properties HE
Summary  Audio |Video I Fiuler I
Enter the rumber
Mumber of steren busses: |1 g 7!- 0‘ dasn'ed bwses

3. In the Number of stereo busses field, enter the desired number of busses (up to 26) that will
appear in the Mixer window. The busses will be labeled with letters in alphabetical order.

4. Click the OK button to add the specified number of busses and close the Project
Properties dialog.

= Click the Apply button to add the specified number of busses without closing the
Project Properties dialog.

= Click the Cancel button to close the Project Properties dialog and keep the original bus
settings.
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Deleting busses from the project

You may remove busses from your project at any time. When you remove a bus from a
project, any tracks assigned to it will be reassigned to the previous bus in the Mixer window.
For example, if you have tracks assigned to four busses (Bus A-D) in your project and remove
Bus D, the tracks assigned to Bus D will be reassigned to Bus C.

Busses may be deleted from your project from the Project Properties Audio tab.
To delete busses from your project, do the following:
1. Access the Project Properties dialog. There are three ways to access this dialog:

= From the File menu, choose Properties.

Mew... Chrl+h
Open... Chil+0
Lloze

Save Chil+5
Save fz...

Al+E nter

Exit Alt+F4 |

= Click the Project Properties (E&") button on the Mixer window or on the Toolbar.
< Press the [Alt]+[Enter]| shortcut keys.

2. Click the Audio tab if it is not displayed.

Project Properties HE

Summary  Audio |Video I Fiuler I
Enter the number
Mumber of sterea busses: |1 g 7I— of desired busses

3. In the Number of stereo busses field, enter the desired number of busses that will appear in
the Mixer window.

4. Click the OK button to delete the specified number of busses and close the Project

Properties dialog. All tracks assigned to a deleted bus will be reassigned to the preceding
bus in the Mixer window.

= Click the Apply button to add the specified number of busses without closing the
Project Properties dialog.

= Click the Cancel button to close the Project Properties dialog and keep the original bus
settings.
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Routing busses to hardware

You may specify busses to use specific hardware for output. When you installed Vegas Pro, it
automatically determined the hardware available for output on your computer. Routing
busses is done on the Preferences dialog. There are more details about routing specific and
other preferences later in this manual. For more information, see Using Vegas Pro preferences

on page 268.

To route busses to hardware, do the following:
1. From the Options menu, choose Preferences. The Preferences dialog will appear.

Options

v Enable Snapping
v Snap To Grid

v Snap To Markers

F&
Clrl+F8
Shift+F8

Customize Toolbar... |

Preferences EHE

General Routing |Audi0 I Sync I

Bus to hardware assignments:
& Use Microsoft Sound Mapper for all busses

 Use a custom bus routing

|Preview Bug A | Bus B [Bus C|Euz D [ Bus E|Bus F
Microzsoft Sound MaEEerI (® ® i@ | @ | (® w e
Sound card 1] (‘ (‘ O O 0D
Soundcard 2] (7 (‘ (‘ O O 0D
Sound card 3| (7 (‘ (‘ O O 0D
Sound card 4| (7 (‘ (‘ O O 0D
[ i
Default recording device: IDPLB-SA Fecording j
Drefault Al |

QK I Cancel | Apply

2. On the Preferences dialog, click the Routing tab.

3. Click the Use a Custom Routing radio button.

& se a custom bus routing |

Ve

Note: If you have selected Always Use Sound
Mapper, you will not be able to assign the
busses to different hardware. You can only
assign busses to different hardware if you select

Use a Custom Routing
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4. In the table, click the radio button in the output device’s row and in the bus’s column to

assign a bus to a specific output device.

Fiouting |

Bus to hardware assignments:
 Use Microsoft Sound Mapper for all busses

& se a custom bus routing

| Freview | B

Note: Multiple busses may be mapped to a
single sound card. Also, the “grayed-out”
busses may be assigned at this time so that they
are ready when you add them later or use them
in future projects.

.

usé | BusB|Bus C|Bus D | Bus E{Bus P
Microsoft 5ound MaEEerl (‘ (‘ (‘ D D D D
Sound card 1] (@ . . . . R
Soundcard 2] (7 0 . . . R
Sound card 3| (7 . 0 . . R
Sound card 4| (7 . . . . R
Ve

5. Repeat step 2 to assign more busses to output devices.

6. From the Default recording device drop-down list, select a device used when recording. This
option sets the device that you use for recording into tracks. However, tracks may be set
to use specific devices other than the default setting. For more information, see Assigning

tracks to input devices on page 202.

7. Click the OK button or press the key to save the information and close the

Preferences dialog.

Working with busses

Busses in the Mixer window are fully independent and may be adjusted separately from the
the others. You may adjust each bus’s volume, meter resolution, and clipping controls.

Miger  H
Dol o 44100 Hz, 16-bit

Preview Mm EusC  HlBusD
SE| ¢ T mesF g ¥ T oo g T eea

-Inf. -Inf. -Inf. -Inf. InF -Inf. -Inf. -Inf. -Inf.

TRTIE IR

oo UU [T [T

Mute
Solo

Stereo fader —

Scribble Strip — ¢

Buss |
3¢ ¥ -# - |—Playback device
/ -InFM .

: Edit FX
4| —Meter
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Adjusting the bus fader

You may adjust a bus’s fader during project playback. The fader on a stereo bus is split so that
you can adjust the levels of the two stereo channels.

To adjust the fader, do the following:

1. Click and drag in the middle of the fader to adjust both channels at the same time. Or,
click the left or right fader to adjust either stereo channel.

2. Release the mouse to set the desired level.

Adjust the
fader

Adjust each
stereo channels 23
fader separately

Note: Double-click the fader to reset it to 0.0
dB. If you have set each channel differently,
double-click either the left or right fader to have
the other fader match its volume setting.

Changing bus’s meter resolution

You may select a meter resolution at which a bus will display the signal levels that are being
mixed. When you change the meter resolution on this control, the other meters (Assignable
FX and preview fader) automatically match the selected setting.

To change the bus’s meter resolution, do the following:

1. Right-click on the meter to display a shortcut menu.

3 U "D‘“’rg Fieset Clip
-Inf. -Ini

|
12ta 0 dB
-42ta 0 dB g
-B0ta 0 dB
-F8ta 0 dB
SDtDDdB

v Show Labels
v Hold Peaks
v Hold Yalleys

2. From the shortcut menu, choose the meter resolution that you prefer.

3. Repeat steps 1-2 to change the resolution again.
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Adjusting the bus for clipping

When signals are playing back through the bus, its volume level may cause clipping. The
clip is displayed on the bus's meter. If signal clips, the meter will display in red at the top
with a clipping value. Adjust the fader control and click the red area with the clipping value
to reset the meter. Continue to adjust the fader and reset the meter until clipping is
eliminated.

You may also reset the clip from the shortcut menu when you right-click on the bus’s meter.
Moreover, you may set the meter to hold the signal level’s peaks and valleys.

Click the clipping
Clipping signal indicator to reset Adjusted fader %‘
with dB value the meter and Reset meter S
Bzt | Bzt | Bzt | M Right-click to reset the clip,
337 ek R T el R T elea3 12t 0 dB change meter resolution,
(17 |[a0] (o0 9 37 v -24to0dB and set the meter to
= I A2to 0B hold peaks and valleys.
i i E0to 0 dB
N N oo 7800 dB
i i i 90 to 0 dB
- E - E - v Show Labels
. v Hold Peaks
v Hold Yalleys

Muting a bus

This bus button enables you to temporarily disable playback of the bus. When a bus is
muted, it appears “grayed out” and the word Muted appears at the bottom of the meter. You
may mute more than one bus at a time.

To mute the bus, simply click the Mute (3£) button. Click it again to “unmute” the bus.
‘N
¢/<

Before muting the bus After muting the bus

Muted bus
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Soloing a bus

This bus button isolates a bus’s playback and mutes the other busses, so you can focus on a
specific output. When you solo a bus, the other busses will be “grayed out” and the word
Muted appears at the bottom of their respective meters. You may solo more than one bus at a

time.

To solo the bus, simply click the Solo (2) button. Click it again to restore all busses for
playback.

=}
Before applying Solo to the bus After applying Solo to the bus
BusB | T

Soloed bus
Naming or renaming a bus

Every bus that appears in the Mixer window has a Scribble Strip where you can type a name.
You may name or rename the bus at any time by doing the following:

1. Double-click in the Scribble Strip and type the a bus name.

Bush ]
320 ees

-Inf. -Inf.

Double-click and

type the name  [If the bus already has been
named, you will see the previously

Scribble Strip entered name.

2. Press the key to save the bus’s name.
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Adding plug-in chains to busses

You may add any DirectX compatible plug-ins or a chain of plug-ins to a bus. When you add
plug-ins to a bus, the track signals that are assigned to the bus will be processed by the plug-
in(s) to create the desired output. However, if plug-ins are assigned at the track level (EQ or
Compression, for example), the track’s signal will flow through the track’s plug-in(s) before
the bus plug-ins. For more information, see Signal Flow on page 28.

Bus plug-in chains may be added at any time. Once plug-in chains are added to a bus, you
may remove or add specific plug-ins until you achieve the desired output.

Y

Note: DirectX plug-ins must be installed on
your computer prior to adding them.

-

There are two ways to create bus plug-in chains: via the Plug-in Chooser dialog and via the
Plug-in Explorer window:

Adding plug-in chains via the Plug-in Chooser dialog

To add plug-in chains to a bus, do the following:

1. Click on the Bus FX button (-z-). The Plug-in Chooser dialog appears.

J—p Busz A - Plug-In Chooser EHE
BAlex 8- o« |
& - - A Sonic Foundry Acoustic Miror W Sonic Foundry Graphic EQ Cancel |
| § D"q oL 44100 Hz, 16+t M Sonic Foundry Amplitude Modulation W Sonic Foundry kulti-Band Dynamics
Preview | EEEPLN & Soric Foundry Chorus s Soric Foundry kulti-Tap Delay
. &l
%1 + M Sonic Foundry Click Remaoval W Sonic Foundry Moize Gate
-Inf. -Inf.-Inf. M Sonic Foundry Clipped Peak Restoration W Sonic Foundry Moise Reduction Delete |
2 M Sonic Foundry Distortion W Sonic Foundry Paragraphic ECQ Save A |
M Sonic Foundry Flangew/ah-wah W Sonic Foundry P. tric EC) VeSS
M Sonic Foundry Gapper/Snipper W Sonic Foundry Fitch Shift
M Sonic Foundry Graphic Dynamics W Sonic Foundry Reverb
4 I I 3
oo U.q _I
L : IO— Reverb HNoise HReduction — Graphic EQ I-O EinS
Mixer Wideo Preview L d
Chain area—

2. Select the FX folder to view a list of the available plug-in on your system. If you have any

preset plug-in chains saved, you may select the FX Chains folder and view those presets. For
more information, see Working with preset plug-in chains on page 196.
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3. Select the plug-in and add it to the chain area. You can add plug-ins in three ways:

= Click on the desired plug-in then drag and drop it to the chain area.
= Double-click on a plug-in.
= Select the plug-in and click on the Add button.

4. When you have finished adding plug-ins, click on the OK button to save the chain.

Adding plug-ins chains via the Plug-in Explorer window

The Plug-in Explorer is a dockable window that allows you to view and choose DirectX
plug-ins that may be added to a bus.

To add plug-ins to a bus via the Plug-in Explorer, do the following:

1. If the Plug-in Explorer is not displayed, press the shortcut keys or from the View
menu choose Plug-ins.

2. On the Plug-in Explorer window, navigate to the Audio folder and select the FX folder. If
you have any presets plug-in chains saved, you may select the FX Chains folder and view
those presets. For more information, see Working with preset plug-in chains on page 196.

Click and drag plug-ins to the desired bus

=

AP Mi=ial=Ral=k
|1 Flug-lns A Sonic Foundry Graphic Dynamic: Fecovia T
Bl Audia i N Sonic Foundry Graphic EQ W Sonic B
""" _AFx i Sonic Foundry Multi-Band Dynamics W Sonic B
i Fi Chains M Sonic Foundry Multi-T ap Delay W Sonic B
-] Track M Sonic Foundry Moize Gate W Sonic B
k% Sonic Foundry Moize Reduction Sanic Fi
M Sonic Foundry Paragraphic EQ ® Sonic B

ki Sonic Foundry Reverb
[ | |

\ __ fiBusB |
330 eles 32 0 okl

-Inf. -Inf. -Inf. -Inf.

-10.0 -10.0 -0 A0

3. Click and drag the plug-ins to the bus to which you want to apply the chain.

/-

Note: You may add multiple plug-ins at the
same time by clicking them while pressing the

or keys and then drag them to the

desired bus.
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4. Confirm that the plug-ins where added by clicking the Bus FX button (-z) to view the
Bus FX dialog. You may begin using the plug-in controls or rearranging the chain’s order.

mp Moize Reduction I—Il7 Reverh — 4 | }l ab <A Added bus plug-ins

e

Arranging bus plug-ins on the chain

The plug-in controls that you set are cumulative during playback. For example, when a
signal passes through Noise Reduction, it “carries” the Reduction’s settings as it passes
through Reverb then the signal “carries” both those plug-in setting to the next plug-in, etc.

Because of this cumulative effect, you may need to arrange the plug-ins’ chain order so that
one plug-in’s processing does not adversely affect the next one in the chain. There is no
right or wrong way to order plug-ins. Although, some plug-ins work better when they follow
another. For example, the Dither plug-in is best suited as the last one in a chain. However,
the chain’s plug-in order is strictly based on your preferences and desired output.

You may arrange the chain’s plug-ins from either the Bus FX or the Plug-in Chooser dialogs.

Arranging plug-ins on the Bus FX dialog
1. Click the Bus FX button (-z-). The Bus FX dialog appears.

2. Right-click on the plug-in that you want to move to display a shortcut menu.

[¥  Moise Reduction s
Move Right t!

Femove

» MNoise Reduction
Reverb
Graphic EQ

3. From the shortcut menu, choose Move Right or Move Left.

4. Repeat steps 1-3 to continue arranging plug-ins.
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Arranging plug-ins on the Plug-in Chooser dialog
To arrange the chain’s plug-in order, do the following:

1. Click the Bus FX button (-z-). The Bus FX dialog appears.

W ¥ Noise Feduction [V Reverb - 4| » F

{Edit Plug-in Chain...

of
Bus F

2. On the Bus FX dialog, click the Bus FX Edit button (-2) to display the Plug-in Chooser
dialog.

There are two ways to arrange plug-ins in your chain on the Plug-in Chooser dialog:

= Drag and drop the plug-in to a new location in the chain.
= Select the plug-in and click either the left ([&]) or right ([&]) move button.

l—> Eit B
IO— Feverb |— Graphic EQ HNoise Reduction -© Ehift Plug-n Right
\—b | A5
IO-INoise Heduction - Reverb |— Graphic EQ |—O
hift Plug-In Left

3. Once you get the desired chain order, click the OK button to save it and close the Plug-in
Chooser dialog.
Bypassing plug-ins on the chain

You may bypass a plug-in on the chain by clicking its check box or right-clicking the plug-in
to display a shortcut menu and choosing Bypass. The plug-in will remain bypassed until you
enable it again. Bypassing a plug-in prevents its processing on the signal.

You may bypass plug-ins either from the Bus FX dialog or the Plug-in Chooser dialog.

- - - - - - 1
||7 Moize FReduction | ||_ Muoise Feduction | ||7 Moize Reduction
Effect enabled Effect bypassed fi e Left a
Move Right

To enable the plug-in again, click its
check box or choose Bypass from

the shortcut menu & Maize Reduction
. Feverb
Graphic EQ

Femove
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Deleting plug-ins from the bus chain
After you have created bus plug-in chains, you may remove any of the plug-ins from the

chain at any time. You may remove bus plug-ins from the Bus FX dialog of the Plug-in
Chooser dialog.

Deleting plug-ins from the Bus FX dialog

To delete a plug-in from the chain, do the following:
1. Click on the Bus FX button (-z-). The Bus FX dialog appears.

[¥  Moise Reduction s

Iwe et
Move Right

» MNoise Reduction
Reverb
Graphic EQ

2. Right-click on the plug-in that you want to remove to display a shortcut menu.

3. From the shortcut menu, choose Remove. The plug-in will be removed from the chain.

Deleting plug-ins from the Plug-in Chooser dialog
1. Click the Bus FX button (-z-). The Bus FX dialog appears.

2. On the Bus FX dialog, click the Edit Plug-in Chain button (-z-). The Plug-in Chooser
dialog will appear with the chain.

Delete |

I(} Reverb I— Moize Reduction Hﬁlaphic EQ o

3. Select the plug-in that you want to delete and click the Delete button to remove it from
the chain.

4. Click the OK button or press the key to save the chain and close the Plug-in
Chooser dialog.
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Using Assignable FX controls

With Vegas Pro, you can take advantage of plug-ins when processing your project’s signal.
These plug-ins may be added to your project as Assignable FX controls. Assignable FX
controls can have a series of plug-ins (chains) assigned to it.

The Assignable FX controls appear in the Mixer window along with busses to which you
may route the Assignable FX.

Bus assignment

ofe
Mute = \% Assignable FX
Input .
Master — 8| Meter
Fader
Output

o/ 0o 0o U.q . )
Master 7 Scribble Strip

Fader

Mute Prevents the Assignable FX from processing the track’s signal (pg. 194).
Input Master Fader Adjusts the signal’s incoming volume to the Assignable FX (pg. 193).
Output Master Fader Adjusts the signal’s outgoing volume to the Assignable FX.

Solo Plays only the output of that Assignable FX chain (pg. 195).
Assignable FX Displays the Assignable FX dialog and allows you to adjust their attributes (pg. 188).
Meter Displays the incoming and outgoing signal level to the Assignable FX (pg. 193).
Scribble Strip Allows you to name the Assignable FX (pg. 195).

Ve

Note: To use the Output Master Fader to
control the wet/dry mix, make sure you set
each plug-in to 100% wet. Use the Output
Master (FX return) fader to balance the dry
track signal with the wet plug-in signal.

Adding Assignable FX controls

You may add up to 32 Assignable FX controls to the Mixer window. Each control can have
up to 32 DirectX plug-ins added its chain. In order to have the control appear in the Mixer
window, you need to select at least one plug-in for it to control.

There are two ways to add Assignable FX to your project: via the Plug-in Chooser dialog and
via the Plug-in Explorer window.
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Adding Assignable FX controls via the Plug-in Chooser dialog
To add and Assignable FX control via the Plug-in Chooser, do the following:

(187

1. From the Insert menu, choose Assignable FX or right-click in the Mixer window and
choose Insert Assignable FX from the shortcut menu. The Plug-In Chooser dialog will

appear.

gnable Fx...
Femaye dssianatile EX.

From the Menu bar

From the Mixer window

able F... k

Eemove Assignatie

v Show Preview Fader

Properties...

FX 1 - Plug-In Chooser EHE
BT BAckx 8- o |
A Sonic Foundry Acoustic Miror W Sonic Foundry Multi-Band
M Sonic Foundry Amplitude Modulation W Sonic Foundry kulti-Tap C
Sonic Foundry Chorus Sonic Foundry Noise Gate -m
-] Track M Sonic Foundry Click Fremoval % Sonic Foundry Noise Red:
M Sonic Foundry Distortion W Sonic Foundry Paragraphi Delete |
M Sonic Foundry Flange# ah-wah W Sonic Foundry Parametric E—
M Sonic Foundry Gapper/Snipper W Sonic Foundry Fitch Shift Ve
M Sonic Foundry Graphic Dynamics W Sonic Foundry Reverb
M Sonic Foundry Graphic EQ s Soric Foundry Simple Del.
< | vl
4 A
. |

. Chain area Q

. Select the FX folder to view a list of the available plug-ins on your system. If you have any

presets plug-in chains saved, you may select the FX Chains folder and view those presets.
For more information, see Working with preset plug-in chains on page 196.

You can add plug-ins in three ways:

. Select the plug-in(s) and add it to the chain area.

= Click on the desired plug-in then drag and drop it to the chain area.
= Double-click on a plug-in.
= Select the plug-in and click on the Add button.

. When you have finished adding plug-ins, click on the OK button to save the chain.

The Assignable FX control is added to the Mixer window. These controls are number
chronologically (FX 1, FX 2, FX 3, etc.).

Newly added Assignable FX

Y Mizer f
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Adding plug-in chains via the Plug-in Explorer window

The Plug-in Explorer is a dockable window that allows you to view and choose DirectX

plug-ins that may be added as Assignable FX controls.

To add plug-ins as Assignable FX controls via the Plug-in Explorer, do the following:

1. If the Plug-in Explorer is not displayed, press the shortcut keys or from the View
menu choose Plug-ins.

2. On the Plug-in Explorer window, navigate to the Audio folder and select the FX folder. If
you have any presets plug-in chains saved, you may select the FX Chains folder and view
those presets. For more information, see Working with preset plug-in chains on page 196.

Click and drag plug-ins to the Mixer window

AP Mi=ial=Ral=k
|1 Flug-lns A Sonic Foundry Graphic Dynamics — Sy
Bl Audia i N Sonic Foundry Graphic EQ W Sonic B

[ Lt i Sonic Foundry Multi-Band Dynamics W Sonic B

-1 FX Chains M Sonic Foundry Multi-T ap Delay W Sonic B
-] Track M Sonic Foundry Moize Gate W Sonic B
k% Sonic Foundry Moize Reduction Sanic Fi
M Sonic Foundry Paragraphic EQ ® Sonic B

ki Sonic Foundry Reverb
[ | |

Sonic Foundry =
\ |
Buse —— JIFc

33 0 ek 32 0 ol
-Ink. -Inf. -InE. -Ink.
3 3 E Output Master
a1 (FX return)
y| Fader

-0 0] 00 00 00 00

3. Click, drag, and drop the plug-in to the Mixer window. Vegas Pro will create one
Assignable FX to control the selected plug-in.

/-

Note: You may add multiple plug-ins at the
same time by clicking them while pressing the
or keys and then drag them to the
Mixer window. In this case, Vegas Pro will
create one Assignable FX control for dll the

plug-ins (the chain).
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4. Confirm that the plug-in(s) where added by clicking the Assignable FX button (-z) to
view its dialog. You may begin using the plug-in controls or rearranging the chain’s order.

SN . [V Reverh — 7 MoiseF 3 4| | 52 1 -0+ &
IV Attenuate high fregs. abave (100 to 15,000 Hz}: [12,000

I J=lc

00 00 00 00

Arranging Assignable FX plug-ins on the chain

The plug-in controls that you set are cumulative during playback. For example, when a
signal passes through Noise Reduction, it “carries” the Reduction’s settings as it passes
through Reverb then the signal “carries” both those plug-in setting to the next plug-in, etc.

Because of this cumulative effect, you may need to arrange the plug-ins’ chain order so that
one plug-in’s processing does not adversely affect the next one in the chain. As a result,
some plug-ins work better when they follow another. For example, the Dither plug-in is best
suited as the last one in a chain. However, the chain’s plug-in order is strictly based on your
preferences and desired output.

You may arrange the chain’s plug-ins from either the Assignable FX or Plug-in Chooser
dialogs.

Arranging plug-ins on the Assignable FX dialog
1. Click the Assignable FX button (-2-). The Assignable FX dialog appears.

2. Right-click on the plug-in that you want to move to display a shortcut menu.

[¥  Moise Reduction B

Bypass

Move Right t!

Femove

» MNoise Reduction
Reverb
Graphic EQ

3. From the shortcut menu, choose Move Right or Move Left.

4. Repeat steps 1-3 to continue arranging plug-ins.
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Arranging plug-ins on the Plug-in Chooser dialog
To arrange the chain’s plug-in order, do the following:

1. Click on the Assignable FX button (--). The Assignable FX dialog appears.

‘_m—w NeissF § 4| ¥ 32 J“—A

d E dit Flug-In Chain...
G
Aszsignable Fx

2. On the Assignable FX dialog, click the Edit Plug-in Chain button (-z) to display the

Plug-in Chooser dialog.

There are two ways to arrange plug-ins on your chain:

= Drag and drop the plug-in to a new location in the chain.
= Select the plug-in and click either the left ([&]) or right ([&]) move button.

|

IO— Reverb |— Graphic EQ HNoise Heduction —C

IO-INoise Heduction - Reverb |— Graphic EQ |—O

\—>E‘u-4ﬁ-

Ehift Flug-In Right

Ehift Flug-In Left

3. Once you get the desired chain order, click the OK button to save it and close the Plug-in

Chooser dialog.

Bypassing plug-ins on the Assignable FX chain

You may bypass a plug-in on the chain by clicking its check box. The plug-in will remain
bypassed until you enable it again. Bypassing a plug-in prevents its processing of the signal.

You may bypass plug-ins either from the Assignable FX dialog or the Plug-in Chooser dialog.

||7 Moize FReduction | ||_ Moize FReduction |

Effect enabled Effect bypassed

To enable the plug-in again, click its
check box or choose Bypass from
the shortcut menu.

You may bypass all plug-ins from the
Assignable FX control's shortcut menu.

- - 1 __
||7 Moize Reduction
Iwe et [g

Move Right
Femove

» MNoise Reduction
Reverb

Graphic EQ

Delete &l

Flug-ln Chooszer. ..

00 00 00 00
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Deleting plug-in from the Assignable FX chain
To delete a plug-in from the chain, do the following:

1. Click on the Assignable FX button (--). The Assignable FX dialog appears.

‘_{m—w NeissF § 4| ¥ 32 J“—A

d E dit Flug-In Chain...
G
Aszsignable Fx

2. On the Assignable FX dialog, click the Edit Plug-in Chain button (-z). The Plug-in
Chooser dialog will appear with the chain.

Delete |

|O-|Hev9lh— Moize Reduction I— Graphic EQ I-O

3. Select the plug-in that you want to delete and click the Delete button to remove it from
the chain.

4. Click the OK button to save the chain and close the Plug-in Chooser dialog.

Note: You may also remove plug-ins from the Move Left
Assignable FX dialog by right-clicking the plug- Move Right
in and choosing Remove from the shortcut
menu. » MNoise Reduction
Reverb
2\ Graphic EQ
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Routing Assignable FX to busses

When you add Assignable FX to your project, you may assign them to a specific bus for
output. The bus will then mix the Assignable FX control’s plug-ins along with any tracks
that may be route to the same bus.

To route an Assignable FX to a bus, do the following:

1. Click Bus button (&) on the Assignable FX. A sub-menu will appear and display all the
busses that are in your project.

00 00 00 00 00 00 00 00

2. Click the bus to which you want the Assignable FX control to be routed.
The Assignable FX control will display the bus’s letter to which it is routed.

Working with Assignable FX controls

Assignable FX controls that appear in the Mixer window are fully independent and may be
adjusted separately from the others. You may adjust each Assignable FX's volume, meter
resolution, and clipping controls.

Solo Bus assignment
FX l—lu‘
o[}
Mute = = %Assignable FX
Input
Master —
Fader
; 00 00 00 00 ; 00 00 00 00 ;\)Al;‘ts[i:: '\‘_PJ 00 00 00 Scribble Strip
\ Mixer / Fader
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Adjusting the Assignable FX faders

You may adjust a Assignable FX's faders during project playback. The faders on the incoming
and outgoing signal meters are split so that you can adjust the two stereo channels’ levels.

To adjust the faders, do the following:

1. On either set of faders, click and drag in the middle of the fader to adjust both channels at
the same time. Or, click the left or right fader to adjust either stereo channel.

2. Release the mouse to set the desired level.

Adjust the Adjust each
stereo channels
fader separately

. I

Note: Double-click the fader to reset it to 0.0
dB. If you have set each channel differently,
double-click either the left or right fader to have
the other fader match its volume setting.

00 00 00 00

00 00 00 00

.

Changing Assignable FX’'s meter resolution

You may select a preferred meter resolution at which the Assignable FX displays the signal
levels that are being processed. When you change the meter resolution on this control, the
other meters (busses and preview fader) automatically match the selected setting.

To change the meter resolution, do the following:

1. Right-click on the meter to display a shortcut menu.

=4
$-l-i-p Fieset Clip
-InE. |

N 12to0dB

| —
-42ta 0 dB t!

-B0ta 0 dB
-F8ta 0 dB
30 ta 0 dB

00 00 00 1

v Show Labels
v Hold Peaks
v Hold Yalleys

2. From the shortcut menu, choose the meter resolution that you prefer.

3. Repeat steps 1-2 to change the resolution again.
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Adjusting the Assignable FX for clipping

When signals are playing back through the Assignable FX, its volume level may cause
clipping. The clip is displayed on both the incoming and outgoing meters, depending on it’s
fader level. If signal clips, the meter will display in red at the top with a clipping value.
Adjust the fader controls and click the red area with the clipping value to reset the meter.
Continue to adjust the faders and reset the meter until clipping is eliminated.

You may also reset the clip from the shortcut menu when you right-click on either
Assignable FX’s meter. Moreover, you may set the meter to hold the signal level’s peaks and
valleys.

Click the clipping

Clipping signal indicator to reset Adjusted fader
with dB value the meter and Reset meter

Right-click to reset the clip,

e ] E A2t 0 dB change meter resolution,
E E ﬁ (23] 25 22 v -24t0 0 dB and set the meter to
s S = E q “EEle hold peaks and valleys.
3 a a - —8- —3- -E0to 0 dB
k g i i i i 00 00 g 78to0dB
TR TR R 4 80100 dB

v Show Labels
v Hold Peaks
v Hold Yalleys

00 00 00 00 00 00 00 00 00 00 00 00

Muting an Assignable FX

The Mute button (3%) appears on both the Assignable FX control and its dialog. This button
enables you to temporarily disable playback of the Assignable FX. When an Assignable FX is
muted, it appears “grayed out” and the word Muted appears at the bottom of the meter. You
may mute more than one Assignable FX at a time.

To mute the Assignable FX, simply click the Mute (3£) button on either the control or
dialog. Click it again to “unmute” the Assignable FX.

_Oisnion |7 Reverb =} «|»| (%) ¥ -+ 4

~ ; )
“ < Before muting the Assignable FX After muting the Assignable FX

00 00 00 00 00 00

Muted Assignable FX
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Soloing an Assignable FX

The Solo button (?)appears on both the Assignable FX control and its dialog. This
Assignable FX button isolates the control’s playback and mutes the other Assignable FX and
tracks that are assigned to them, so you can focus on a specific output. When you solo an
Assignable FX control, the other controls will be “grayed out” and the word Muted appears
at the bottom of their respective meters. You may solo more than one Assignable FX control
at a time.

To solo an Assignable FX control, simply click the Solo (7) button on either the control or
the dialog. Click it again to restore all Assignable FX for playback.

_Distotion_[HI¥ Reverb —} [4|[¥] s@»n«-u

F 1 = ]
e B e e ey
23 22 -InE. -Ink. -InE. -Ink.

Before applying Solo to the Assignable FX After applying Solo to the Assignable FX

2 2 2 2 2 2
00 00 00 00 00 00 00 00 00 00 00 00

Soloed Assignable FX

Naming or renaming an Assignable FX

Every Assignable FX control that appears in the Mixer window has a Scribble Strip where
you can type a name.

You may name or rename the Assignable FX at any time by doing the following:
1. Double-click in the Scribble Strip and type the a Assignable FX name.

& Double-click and

@ type the name  ['[f the control already has been
U: named, you will see the previously
Scribble Strip entered name.

2. Press the key to save the Assignable FX's name.
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Working with preset plug-in chains

You may save and edit the plug-in chains that you added to busses or created as Assignable

FX controls. These chains will be stored by Vegas Pro for use in future projects. If you use the
same plug-in chains, saving them as presets is faster way to apply them to busses or creating
Assignable FX controls. The plug-in chains may be save as presets from existing chains that
are being used in a project or as you are creating them for busses or Assignable FX.

Creating new preset plug-in chains

You may save preset plug-in chains from existing chains or as you create them in the Plug-in
Chooser. The first time you create a plug-in chain, you are adding it as a bus or Assignable
FX chain in the Plug-in Chooser dialog.

Once the preset chains are save as presets, they may be used as either bus or Assignable FX
plug-in chains. The preset FX chains that you save appear in the Plug-in Chooser dialog.

2[4 F¢ Chains =
|1 Plugns (P MusicPreset
E1-L_] Audia (P MyCustomPreset
SR PresetBusChai : ;
ERYr < Chains (59 PresetBusChain Preset plug-in chains that you
B Track have created and saved

/-

Note: If you adding plug-ins by dragging them
from the Plug-in Chooser dialog, you can still
save those chains as presets. For more
information, see Creating presets from existing
plug-in chains on page 197.

Saving preset during chain creation

To save a plug-in chain while you are creating it in the Plug-in Chooser dialog, do the
following:

1. From the Plug-in Chooser dialog, select the plug-ins that you want to use and add them to
the chain area.

2. Arrange them in the order that you prefer.
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3. Click the Save As button. The Save plug-in chain as dialog will appear.

Save plug-in chain as: HE

IMusicF’reset j
()8 I Cancel |

4. Enter a name that you want to use for the preset.
5. Click the OK button or press the key to save the plug-in chain as a preset.

The preset will be saved to the FX Chain folder in the Plug-in Explorer window. In addition,
the chain will be added to either the bus or Assignable FX for which you created it.

Creating presets from existing plug-in chains

You may save plug-in chains that are being used in a project as presets. If you use a
combination of plug-ins often, saving them in a preset will save you time when editing a
project. The preset chains that you save retains the order of plug-ins and the settings that
you have applied.

After the preset chain is save, it may be applied to a bus or an Assignable FX.
To save an existing plug-in chain as a preset, do the following:

1. Click an existing Bus or Assignable FX button (-z-) and then on the respective Edit Plug-
in Chain button (-=) to display the Plug-in Chooser dialog.

2. Once the Plug-in Chooser dialog is displaying with the plug-ins on the chain area, click
the Save As button. The Save plug-in chain dialog will appear.

Save plug-in chain as: HE

IMusicF’reset j
()8 I Cancel |

3. Enter a name that you want to use for the preset.
4. Click the OK button or press the key to save the preset.
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Editing preset plug-in chains

You may add, delete, and rearrange plug-in on preset chains at any time. Editing is
preformed on the Plug-in Chooser dialog.

To edit a preset plug-in chain, do the following:

1. From the bus or Assignable FX control, click either the control’s FX button (-z-) to display
their FX dialog.

2. From the FX dialog, click the Edit Plug-in Chain button (-a-). The Plug-in Chooser dialog
will appear with the preset in the chain area.

3. Add, delete, or rearrange plug-ins associated to the preset chain.
4. Click the OK button or press the key to save the preset.

/-

Note: Click the Save As button to save the
edited chain as a preset.

Organizing your plug-ins

Within the Plug-in Chooser dialog, you may create folders and move selected plug-ins into
them. For example, if you have different company’s DirectX plug-ins installed on your
computer, you can move their respective plug-ins to newly created folders.

Navigate New View
] 2 | ok X|E -
Refresh Delete
FX1- Plug -In Chooser
- | F>< =aEil = Ok |
|1 Audio A Sonic Foundry Acoustic Miror i Sonic Foundry Multi-Band
: R X . R X Cancel |
[ _AFx & Soric Foundry Amplitude M odulation W Sonic Foundry kulti-Tap C
""" {1 F Chaing M Sonic Foundry Chorus W Sonic Foundry Moise Gate |
-] Track M Sonic Foundry Click Fremoval % Sonic Foundry Noise Red:
13{( Sonic Foundry Distortion W Sonic Foundry Paragraphi Delete |
: S onic Foundry Flange/ weah W Sonic Foundry Parametric Save A
M Sonic Foundry Gapper/Snipper W Sonic Foundry Fitch Shift &I
M Sonic Foundry Graphic Dynamics W Sonic Foundry Reverb
M Sonic Foundry Graphic EQ s Soric Foundry Simple Del.
N i
I(} Diistortion I— Feverb H Flange/ W ah-wah -© i

The Plug-in Chooser dialog works similarly to the Windows Explorer that is included with
your operating system. However, you may only work with the plug-ins that are loaded on
your system from the Plug-in Chooser dialog.
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Vegas Pro W|II record into multiple mono or stereo audio tracks while simultaneously playing
back existing audio tracks. You are limited only by the performance of your computer system
and audio hardware. You may record into an empty track, a time selection, an event, or a
combination of time and selection. Audio playback during recording is not recorded with
the new audio.

Recording in Vegas Pro is a non-destructive operation. Even when recording into an
existing event, you are not overwriting the data that is already displayed in that event.
Instead, the data is recorded into a new take for that event.

Setting up your equipment

Following are general setup scenarios. There are numerous ways to connect your equipment
to your system. Refer to your equipment’s documentation for specific setup instructions.

Basic setup

This setup includes a simple microphone and speaker that are connected to the computer’s
sound card. With a more sophisticated microphone, you would typically want to use a
preamplifier for input to the sound card.

Sound card out—

Sound card in
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Setup with mixer

This setup includes a mixer where the speaker and microphone connect. The mixer is then
connected to the computer’s sound card. Mixers usually have pre-amps built into them. This
diagram does not show you an instrument or a physical preamplifier, such as a rack-mounted
component. The reason for this omission is because these types of setup vary widely based on
your mixer, instrument, and pre-amp type. Refer to your components’ documentation for
specific setup configurations.

_—-’/‘—‘H-\HHH""‘-\-\._\_

Mixer out

Sound card out
Sound card in —— >~

-
Mixer in

Setup with digital multitrack

This setup includes a digital multitrack recorder with an optional MIDI synchronization
component. Usually you would have a mixer, microphone, etc. connected to these
components. For simplicity, this diagram demonstrates that VVegas Pro can be used in this
type of environment. As mentioned earlier, your particular setup may vary depending on
your equipment. Refer to your components’ documentation for specific setup configurations.

Digital card

\ Y
MIDI card = @
N Zan®
/ g’
\ Pid Digital
M \ Sync.in multitrack
~. N\

The dashed line indicates ~

an option if you are synching

Vegas Pro to tape via a

MIDI Time Code. MTC converter
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Arming the track for recording

Whether you are recording into an empty track, a selected event, or a time selection, you
need to prepare the track for recording. Click the Arm for Record (@) button. You must arm
a track before any new data is created. You may arm multiple tracks prior to recording. Once
a track is armed, you will see a record meter appear on the track(s) to be recorded into. You
will also see one of two recording device button appear: 1] or [l. The button that appears is
based on the preferences routing tab. For more information, see Using the Routing preferences

tab on page 270.
Button Description
[:u:(] Stereo This button appears when you have selected Use Microsoft Sound Mapper for all busses on the Preferences

routing tab. The Sound Mapper allows you to choose how the signal will be recorded: stereo or mono.
I Mono left Click on this button to view a menu with Stereo, Left, or Right. To record in mono choose either the left or
,(] Mono right right channel prior to recording. When you select either the left or right channel, the button will change to
reflect your choice for mono recording.

[] Stereo This button appears when you have selected Use custom bus routing on the Preferences routing tab. When

you choose this option, you can specify which device you will record from on any given track prior to

Mono left  recording. Click on this button to view a menu with all available devices and Stereo, Left, or Right. You

Mono right may record in stereo or mono. The device that you select will have a number assigned to it. This number
will appear on the button

0 @3 ]

A for Record
Yol  0.0dB

Pan:  Center .—D—

Arm the track first Track is ready for recording Track is ready for recording
using the Sound Mapper using your custom routing

Using the Sound Mapper for stereo or mono recording

After you have armed the track for recording, you may choose whether the track will record
the signal in stereo, in mono from the left channel, or in mono from the right channel.
Stereo is the default setting.

To select a recording method, do the following:
1. Click the Audio button ([si]) left of the Record button (@) to display a drop-down list.
2. From the drop-down list select the recording method (Stereo, Left, or Right).
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Assigning tracks to input devices

After you have armed the track for recording, you may select the device from which the
track will record it signal. Also you may choose whether the track will record the signal in
stereo, in mono from the left channel, or in mono from the right channel.

Whichever device and recording option you select, Vegas Pro will display the selection on
the track’s toolbar.

F-o w1 e31]

Stereo
F-o e ae 31

Left channel
-0 > me 31|

Right channel

To select an input device and recording method, do the following:
1. Click the Audio button (f) left of the Record button (@) to display a drop-down list.

2. From the drop-down list select the input device and recording method (Stereo, Left, or
Right).

- |T @ ! n il
1. Sound Card 1
2. Sound Card 2
3. Sound Card 3
4. Sound Card 4
= 5 5oundCard§
® Steren

Left

Right
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Starting and stopping recording

To start recording, click the Record button (@) on the Transport bar, which is located just

below the Track View.

(@ AP I @ KM K»

L Start/stop L Stop recording
recording

=] e

Recorded waveform

Depending on the recording selection, you will see Vegas Pro create a waveform along the
timeline as you record into the armed track(s).

To stop recording, click the Record button (@) again or the Stop button (@) on the
Transport bar. A dialog will appear allowing you to rename, delete, or keep the *.wav file.

Recorded Files EHE

C:\Program FileghSonic Foundry Yegash

way
0] Track 3 Recording 12.wav
"E Track 5 Recording 2 wav
"E Track B Recording 2 wav

Delete | Rename Delete &l |
F Shows after every recording seszion

When a check mark appears in this box,
Vegas Pro will display this dialog after
each recording session.

Delete—removes selected file
Rename—changes the name of a selected file
Delete All—removes all files in dialog
Done—returns to Track View

CHP. 8
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Recording into an empty track

Whether your project is new or already contains tracks, you may record into an empty track.
As you record, Vegas Pro will create the event’s waveform that will display on the track. The
event, like all events in your project, will have a source media file. By default, VVegas Pro
stores recorded media files in the Vegas Pro program folders. However, you may specify
where recorded media files are stored. For more information, see Specifying where recordings are
stored on page 213.

On the Track View, the cursor position is where recording will begin. You may want to place
the cursor along the timeline before you record. Positioning the cursor is not always
necessary since you may move the event after recording.

To record into an empty track, do the following:

1. Press the [ctri+[Q] keys to insert an empty track. Or, from the Insert menu, choose Audio
Track.

2. Place the cursor on the timeline where you want to begin recording.

3. Select the track that you want to record into.

/-

Note: To select multiple tracks, click them
while holding down either the key to

select adjacent tracks, or the key to select
random tracks.

.

. Arm the selected track(s) by clicking the Arm for Record button (@) on the track(s).
. Choose the input device from which the track will record (pg. 202).
. Choose the recording method that the track will use (pg. 202).

N o o b

Start recording by clicking the Record button (@) on the Transport bar.

Recording will begin at the cursor's position and continue along the timeline until you stop
recording.
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Recording into a time selection

By making a time selection, you specify where along the timeline to record. Also, the time
selection determines how long Vegas Pro will record. Any selected events that occur within
the time selection will be split, and the recorded data will be placed into the time selection.
For more information, see Recording into an event with a time selection on page 207.

The recorded event, like all events in your project, will have a source media file. By default,
Vegas Pro stores recorded media files in the Vegas Pro program folder. However, you may
specify where recorded media files are stored. For more information, see Specifying where
recordings are stored on page 213.

To record into a time selection, do the following:
1. Click the Arm for Record button (@) on the desired track.

Y

Note: To select multiple tracks, click them

while pressing either the or keys.

.

2. Choose the input device from which the track will record (pg. 202).

3. Choose the recording method that the track will use (pg. 202).

4. On the Marker bar, click and drag to make the time selection. You may adjust the time

selection by dragging the selection bar’s starting and ending points.

—L Time selection bar

00:00:00

T =]

. Click the Record button (@) on the Transport bar to begin recording.

Vegas Pro will display the event’s waveform as it is recorded and automatically stop
recording when the cursor reaches the end of the time selection.

To record multiple takes, click the Loop play (#) button on the Transport bar. For more
imformation, see Working with multiple recorded takes on page 208.

— Loop play
(@ APP> I B KM KW
L start recording

Recorded waveform

CHP. 8
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Recording into an event

You may record directly into an event. By recording into an event, you specify where along
the timeline to record and for how long. The edges of the selected event serve as the punch-
in and -out points that Vegas Pro uses for recording. Recording into an event allows you to
establish pre-roll before recording, which gives you time to prepare before recording starts.

The existing event that you record into is not affected or deleted. It will be listed as a take
“under” the recorded event. For more information, see Working with multiple recorded takes on
page 208. After you record into an event, the recorded waveform appears on the track.

The recorded event, like all events in your project, will have a source media file. By default,
Vegas Pro stores recorded media files in the Vegas Pro program folder. However, you may
specify where recorded media files are stored. For more information, see Specifying where
recordings are stored on page 213.

To record into a selected event, do the following:
1. Place the cursor before the event to allow for pre-roll.
2. Press the key and click the event to select it.

Selected Non-selected
event event

ER

Note: You may record into multiple events by
pressing the key and make your selections.

/-

.

3. Click the Arm for Record button (@) on the event’s track. If you are recording into
multiple selected events, arm their respective tracks.

4. Choose the input device from which the track, with the selected event, will record (pg.
202).

5. Choose the recording method that the track, with the selected event, will use (pg. 202).
6. Click the Record button (@) on the Transport bar to begin recording.

(@ APP> I B KM KW

L Start/Stop L stop recording
recording

Vegas Pro will display the event’s waveform as you record.

7. Click the Record button (@) or the Stop button (@) on the Transport bar to stop
recording.
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Recording into an event with a time selection

You may record into a selected event within a time selection. This option allows you to add

for pre- and post- roll during recording. The time selection is adjustable to increase or

decrease the pre- and post-roll. During recording, the selected event’s edges serve as the

punch-in and -out points. You may create multiple punch-in and -out points by selecting
more events within the time selection.

You may need to split an existing event into three pieces so that you can select a smaller
portion of the event to record into. For more information, see Splitting events on page 96.

To record into an event with a time selection, do the following:
1. Click the Arm for Record button (@) on the desired track(s).

2. Choose the input device from which the track, with the selected event, will record (pg.
202).

3. Choose the recording method that the track, with the selected event, will use (pg. 202).
4. Select the event to record into.

Y

Note: You may record into multiple events by
pressing the key and make your selections.

A
5. On the Marker bar, click and drag to make the time selection. You may adjust the time
selection by dragging the selection bar’s starting and ending points.

To record multiple takes, click the Loop play (#) button on the Transport bar. For more
mformation, see Working with multiple recorded takes on page 208.

Time selection bar
00:00:05

Pre-roll Post-roll

Punch-in Punch-out

6. Click the Record button (@) on the Transport bar to begin recording.
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Working with multiple recorded takes

If you made a time selection during recording, clicking the Loop Play (¢ ) button on the
Transport bar will enable you to continually create takes during recording. Takes are
different versions of a recorded event that you may play back and edit.

During recording, Vegas Pro continually “loops” back to the beginning of the time selection
and starts recording a new take until you stop recording. After you are done recording takes,
you can preview, choose a new active, rename, and delete them.

Previewing takes

Vegas Pro allows you to view a list of takes and preview them before placing them in your
project. The takes are listed from the selected event in which the takes were recorded.

To preview takes, do the following:
1. Select the event in which multiple takes were recorded.
2. Right-click to display a shortcut menu.
Or, from the Edit menu, choose Takes to display a sub-menu.

3. Select Choose Active... from the sub-menu. The Take Chooser dialog appear.

Show in Trimmmer
Open in Sound Forge Chil+E

Switches

Eename Active

Group

0

Take Chooser =]

Properties... Delete Active
Delete...

Choose Active Take

[Maone]
| Track 2 Recording 24 Take 1

Track 2 Recording 24 Take 1
® Track 2 Recording 24 Take 2

Track 2 Recording
(a1 |
Undo Delete Event Chrl+Z
Bedo Delete Event Chil+Shift+2
>
Switches * ’7> J—‘ ak. I Cancel
e ) | I
G 3
=feup Delete Active Play Stop
Select Al Chil+4, Delete...

4. Select the take that you want to preview and use the Play (») and Stop (@) buttons

within the dialog.

5. To use a take, select it and click the OK button or double-click the take that you want to

use. The selected take is now the active take.

The event take will be displayed as the active take on the track in your project.

RECORDING
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Choosing an active take after loop recording

As an alternative to the previous section, you may select an active take using the shortcut
menu. After you have recorded multiple takes, the take that appears on the Track View is
called the active take. The active take is the last one which you recorded. You may make a
previous recorded take the active one so that it will play back.

To select new active take, do the following:
1. Select the event into which multiple takes were recorded.

2. Right-click to display a shortcut menu.

Show in Trimmmer
Open in Sound Forge Chil+E

Switches 3 |

Benane Acive
Group ¥ Choose Active...
Properties... Delete Active

Delete...

Original event name ——————| Guitarlntro

. Track 1 Recording 16 Take 1
List of takes Track 1 Recording 16 Take 2
Track 1 Recording 16 Take 3

Selected take Track 1 Recording 16 Take 4 k

(take appearing in the project)—.| ® Track 1 Recording 16 Take 5

3. From the shortcut menu, choose Take. A sub-menu will appear with the event’s original
file name (in this example, Guitarintro) followed by the recorded takes, which are
numbered sequentially. The active take will have a bullet next to it.

Y

Note: This listing of the original event and
takes “rotate” as you make different takes
active. Also, you may give takes more
meaningful names. For more information, see
Renaming an event take on page 210.

.

4. Select the take that you want to make active by clicking it.
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Renaming an event take

Vegas Pro names recorded takes by specifying the track number and the take number, for
example, Track 2 Recording 24 Take 2. These take names are specific to your project, but are not
descriptive of what sound(s) were recorded. You may rename each take and give them more
meaningful descriptions for easier reference while working on your project.

You may only rename the active take name. For more information, see Choosing an active take
after loop recording on page 209.

To rename an event take, do the following:
1. Click the recorded event to select it. The event being displayed is the active take.

2. Right-click on the selected event to display a shortcut menu.

L4 ]

00:00:14

Show in Tri.mmer
Open in Sound Editor Ctil+E

Switches 4 I
Group 3 LChooze Active...
Properties... Delete Active

Delete...
Inzert Empty Event =

Zoom Selection Chl+Up DeltaSFxP
® Track 1 Recording 10 Take 1
Track 1 Recording 10 Take 2

. From the shortcut menu, choose Rename Active. The take’s name will appear in a text box

in the lower-left portion of the event. The event’s take name will be selected.

|2 a |2 a

1
Track 1 Recording 10 Take 1 Marration Take 1

Before take rename After take rename

. Type a new name in the text box.
5. Press the key to save the new take name or click outside the text box.
6. Repeat steps 1-5 to rename the other takes in the event. Remember to make a take active

before renaming it.

/-

Note: You may change event names via the
event’s properties. For more information, see
Changing the active take’s name on page 104.

.
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Deleting an event take

Vegas Pro allows you delete unwanted recorded takes from your project. Deleting a take does
not remove the event takes source file. You need to manually remove unwanted media
source files that were recorded. By removing unwanted media source files that were
recorded, you will save on disk space. For more information, see Using the Explorer window on
page 245.

There are two ways to delete event takes: deleting the active take and takes from a list.

Deleting the active take

The active take is the event that appears on the Track View. If the event take you want to
remove is not displayed, make it the active take before deleting it. For more information, see
Choosing an active take after loop recording on page 209.

To delete the active take, do the following:

1. Click on the event take to select it.

2. Right-click on the event take to display a shortcut menu.

3. From the shortcut menu, choose Takes and then Delete Active from the sub-menu.

Or, from the Edit menu, choose Takes and then Delete Active from the sub-menu.

Show in Trimmmer
Open in Sound Editor Ctil+E

Switches

Group

Bename Active
3 LChooze Active...

Undao Delete Take

Bedao Delete Active Take Cil+Shift+2

Chrl+Z

Properties...

[ Deileotive _p |

Delete...

DeltaSF<P
® Track 1 Recording 10 Take 1

Switches

Group

LChooze Active...
3

Select Al

Clrl+d, Delete... !!

Unda All
Clear Edit History

Track 1 Recording 10 Take 2

The event take will be removed, and if there are multiple takes, the next take will appear on

the Track View.
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Deleting event takes from a list

To delete event takes from a list, do the following:

1. Click on the event take to select it.

Takes dialog will appear.

You may delete takes from a list when you have chosen the one that you want to use in your
project. You may delete multiple event takes at a time.

2. Right-click on the event to display a shortcut menu.

3. From the shortcut menu, choose Takes and then Delete from the sub-menu. The Delete

Or, from the Edit menu, choose Takes and then Delete from the sub-menu. The Delete

Takes dialog will appear.

L2 a

Show in Trimmmer
Open in Sound Editor Ctil+E

Switches 3 I

Benane Acie
Group 3 LChooze Active...
Properties... Delete Active

DeltaSF<P
® Track 1 Recording 10 Take 1
Track 1 Recording 10 Take 2

Undao Delete Take Chil+2
Bedao Delete Active Take Cil+Shift+2

Switches 4 I
Erocse Acve.
3

Group

Delete Active

Select Al Chil+4,

Unda All
Clear Edit History

/-

Note: To select multiple event takes, hold

down either the or keys.

-

Delete Takes

Delete takels):

Track 1 Recording 10 Take 1
Track 1 Recording 10 Take 2

r B D—‘ ’TI Cancel

| |
Play Stop

4. Select the event take that you want to remove. Click the play button to confirm that the
selected event is the one you want to remove.

5. Click the OK button to remove the selected event take(s) from your project.

RECORDING
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Specifying where recordings are stored

Vegas Pro is a non-destructive audio editing environment. Events within your project are
actually references to media source files located on a storage device such as a hard drive or
CD-ROM. When you record into Vegas Pro, the event appears on the Track View while its
media source file is written to your hard drive. By default, VVegas Pro stores recorded media
source files in the Vegas Pro program folder. However, you may specify where Vegas Pro
writes and stores recorded media source files.

To change where recorded media source files are stored, do the following:

1. From the File menu, choose Properties or press the shortcut keys. The Project
Properties dialog will display.

Mew... Chrl+h
Open... Chil+0
Lloze

Save Chil+5
Save fz...

Al+E nter

Exit Alt+F4

Proiect Properties

Sunmay | ud | vieo | P |

Tite: |

I~ Start o new projects with these settings

Cancel Apply

2. Click the Audio tab to display the projects audio properties.

Project Properties EHE
Summary Audio | Video I Fiuler I
Mumber of sterea busses: |1—§
Sample rate (Hz): -
Bit-depth: 16 =~
Recorded files folder:
C:\Program Files\Sonic Foundy Yegash Browse... |
Free storage space in selected folder.  796.6 Megabytes
™ Start all new projects with these settings
’TI Cancel Apply

Path where recorded
media source files are
written and stored. Also,
available disk space.

RECORDING



214)
3. Click the Browse button. The Recorded Files Folder dialog will appear.

Save ir: _ 4 Sonic Foundry Yegas ﬂ gl
ﬁ Desklop —
_5 My Computer
Ly 3% Floppy (&)

mat N4 (C)
__1 Program Files -
W k- onic Foundry Yegad)
e ()
my Storage [E:] -

Falder: C:\Program FileghSonic Foundry Yegash
Cancel |

| v

Free space:  599.3 Megabytes

4. Navigate to the hard drive or folder where you want Vegas Pro to write and store recorded
media source files.

5. Click the Save button to set the destination drive or folder.
Click the Cancel button leave the current destination the same.

6. Repeat steps 1-4 to change the destination again.

Ve

Note: Check Start all new projects with these
settings if you want new projects to store
recorded media source files to the same
location. Otherwise, Vegas Pro will use its
default settings.

[V Start all new projects with these seftings
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CHAPTER

o Saving a nd
- 9 ¢ Rendering
. projects

[~ B e

Vegas Pro allows you to save and render projects into many different formats. The chosen
format is determined by how you want to deliver the media. When you render a Vegas Pro
project to a different format, your project is not affected. It may be opened again in Vegas
Pro for editing.

This chapter explains saving a project and using the Save As function. In addition, you will
find reference information for the rendering options available in Vegas Pro. Many of the
codecs used for specific rendering formats are updated periodically by their creators. For the
latest information about specific codecs, contact their respective manufacturer.

Saving your project

The first time a project is saved you will have two options. Either option saves all the
project’s information: track and bus plug-ins, volume and panning envelopes, bus
assignments, Assignable FX settings, etc.

The first option allows you to save all of the information about a project. It saves the
references to media files used in the project.

The second options allows you to save the project so that its media content is copied to that
same folder as the project itself. This option makes transporting the project easy and
convenient.

To save the project, do the following:
1. Select one of the save methods:

= From the File menu, choose Save.
= Click on the [|] button.

< Press [ctri]+[s] on the keyboard.
The first time you save a project, the Save As dialog appears.
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Save As HE
Save jn: Storage [E:] j gl
|__I'egas Projects
|_IMedia
| I'webPage
File name: IUntitIed Save I
Save as type: IVegas Project [*.veq] fé Cancel |
™ Copy all media with project

The subsequent times you save, the above dialog is bypassed, your existing file name is
retained, and your project is updated to include any implemented changes.

2. Select the drive and directory where you want to store the project.
3. Type the project name in the File name field.

4. Click the Copy all media with project check box if you want all the media copied into the
same folder as the project.

Save as type: IVegas Project [*.veq] j

¥ Copy all media with project

5. Click the Save button on the Save As dialog.

Creating a copy of a project (using Save As...)

After you have been working with your project, you may use the Save As command in the
File menu to create a copy of the project. This option also allows you to rename the project
or render it to a different file format. Typically rendering to a different format means that the
project is finished and ready for distribution.

Y

Note: You may use Save As from the File
menu to save the project the first time. The
only difference from the previous procedure is
that the Save As dialog includes other file
formats.
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To create a copy of the Vegas Pro project, do the following:

1. From the File menu, choose Save As. The Save As dialog appears.

Savein [Gsoeer ] & il [EE

Vegas Projects
Med

WebPage

2. Select the drive and directory where you want to store the project.
3. Type a new name in the File name field.

4. Click the Copy all media with project check box if you want all the media copied into the
same folder as the project.

Save as type: IVegas Project [*.veq] j

¥ Copy all media with project

5. Click the Save button on the Save As dialog.

Save As dialogs check boxes

The Save As dialog has three check boxes, which you can used when saving your file or
rendering it to a different format. These check boxes appear in the lower-left corner of the
dialog.

Vegas Pro (*.veg) projects only. This option copies the media that is referenced in

ol Copp =R ™ the project to the same folder to which you are saving the project (for portability).

V' Render ertire project
I | Save project markers inmedia fie N\, If you have a time selection in your project, this option ensures that the entire
l project is rendered. If you do not select this option, only the time selection is rendered.

If your project contains markers or regions, you may save that information in the rendered
file. Saving markers into a media file can enhance the end user’s interaction with the media file.
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Rendering projects

Rendering refers to the process of converting the Vegas Pro project into one file and
formatting it for the desired playback method: media player, Internet streaming media, CD-
ROM, etc. The project file is not overwritten, deleted, or altered during the rendering
process. You may return to the original project to make edits or adjustments and render it
again. The following table describes the formats available for rendering your Vegas Pro

project:

Format Name Extension Definition

Audio Interchange File Format *.aif The standard audio file format used on Macintosh computers.

MPEG Layer 3 *.mp3 Highly compressed audio format. You may render up to 20 *.mp3 files
without registering the optional plug-in (see note below this table).

RealMedia G2 *.rm The RealNetworks standard for streaming media via the Web. This option
renders both audio and video into one file.

Vegas Pro EDL *ixt This option creates a text version of event placements in the Track View. This

text description can then be imported into a database or text application for
modification or other purposes.

Vegas Pro project *.veg This option saves the references to media files used in the project. Also saved
is project information, track plug-ins, envelopes, bus assignments, and output
properties. The *.veg file does not combine events into a single file.

Video for Windows *.avi The standard video file format used on Windows-based computers. This
option renders both audio and video into one file.

Wave (Microsoft) *.wav The standard audio file format used on Windows-based computers.

Windows Media Audio *.wma The Microsoft audio-only format used to create files for streaming or
downloading via the Web.

Windows Media Format *.asf The Microsoft standard used for streaming audio and video media via the
Web.

s

Note: Vegas Pro allows you to render up to
20 *.mp3 files without registering the optional
plug-in. This feature gives you the opportunity
to try the plug-in. After the 20th *.mp3 is
created, you need to register the plug-in to
create *.mp3 files.
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Rendering to an audio format

The audio only formats that you can choose from are *.aif, *.mp3, *.wav and *.wma. The
file formats of *.aif and *.wav allow you to set the frequency, bit-depth, channel, and sample
rate to which the Vegas Pro project will be rendered. The *.wma format allows you to set the
streaming qualities. The MPEG file format allows you to set its exclusive controls for the
best audio quality based on your delivery method. For more information, see Using *.mp3
controls and templates on page 227.

Rendering to a *.aif, *.mp3, *.wwma or *.wav file

This procedure is identical for each audio format to which you want the project rendered.
The only difference is the selection from the drop-down list on the Save As dialog.

To render a Vegas Pro project to one of these formats, do the following:
1. From the File menu, choose Save As. The Save As dialog appears.
. Select the drive and directory where you want to save the rendered file.

. Type a new name in the File name field, if necessary.

A W N

. In the Save as type drop-down list, choose AIFF (.*aif), MP3 Audio (*.mp3), Wave
(Microsoft)(*.wav), or Windows Media Audio (*.wma).

Save as type: IVegas Project [*.veq] j j
MP3 Audio [ mp3)
Fealtedia G2 [*./m]
£ £
AIF yesssEDLCW) -MP3  |lyeqss DL (-1t
egas Project [*.veg ‘Yegas Project [ veqg)
Wideo for Windows [*. avi] Wideo for Windows [*. avi]
wave [Microsoft) [%.way) wave [Microsoft) [%.way)
Windows Media Audio [*.wma] Wwindows Media Audio [*.wma]
‘Windows Media Format [* azf] ‘Windows Media Format [* azf]
egas Project [*.veq) j egas Project [*.veq) j
*WAV | L [*mp3] *WMA |15 Lo [*mp3)
Fealtedia G2 [*./m] Fealtdedia G2 [*.m]
egasz EDL [*.tat) egasz EDL [*.tat)
: egaz Project [* veq]
i Wideo for Windows [*. avi]
[Micra k wiave [Mi t] [*
“windows Media Format [*. asf

5. If necessary, select any applicable check boxes (pg. 217).

6. Click the Save button. A status bar appears in the lower left portion of Vegas Pro. Upon
completion of the render, your Vegas Pro project is ready for distribution and playback.

/-

] Status bar
Notg. You may cancel the rendering process Cancel [ Tguur=r= e —
by clicking the ®l button on the status bar. button Hston]
N
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Rending to a video format

You may render a project with audio and video to an *.avi file. With this format, you may set
the audio portion’s frequency, bit-depth, channel, and sample rate. In addition, you can set
the frame rate, frame size and compression to which the Vegas Pro project will be rendered.
For more information, see Using *.avi controls and templates on page 232.

To render a Vegas Pro project to an *.avi file, do the following:
1. From the File menu, choose Save As. The Save As dialog appears.
. Select the drive and directory where you want to save the rendered *.avi file.

. Type a new name in the File name field, if necessary.

A W N

. In the Save as type drop-down list, choose Video for Windows (.*avi).

| Save as type: |Vegas Project [ veq) j
AIFF [*.aif)

MP3 Audio [.mp3)

Fealtedia G2 [*./m]

egasz EDL [*.tat)
e ject [
id

Wave [irosot] a]
Wwindows Media Audio [*.wma]
‘Windows Media Format [* azf]

5. If necessary, select any applicable check boxes (pg. 217).

6. Click the Save button. A status bar appears in the lower left portion of Vegas Pro. Upon
completion of the render, your Vegas Pro project is ready for distribution and playback.

,
i Status bar
Notg: You may cancel the rendering process Cancel __ [FTgmmr=r T ——
by clicking the %] button on the status bar. button Hstor]
N
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Rending to a streaming media format

You may render a project with audio and video to a streaming media format. Streaming
media can be used for presenting information via the Web. Vegas Pro can render a project to
either Windows Media (pg. 236) or RealMedia (pg. 239) players. With these formats, you
may set the audio portion’s frequency, bit-depth, channel, and sample rate. In addition, you
can set the frame rate, frame size and compression for the video portion.

Rendering to a *.asf, or *.rm file

This procedure is identical for each streaming format to which you want the project
rendered. The only difference is the selection from the drop-down list.

To render a Vegas Pro project to one of these formats, do the following:

1. From the File menu, choose Save As. The Save As dialog appears.

2. Select the drive and directory where you want to save the rendered file.

3. Type a new name in the File name field, if necessary.

4. In the Save as type drop-down list, choose Windows Media Format (.*asf), Or RealMedia G2
(*.rm).
Save as type: |Vegas Project [ veq) j ‘Yegas Project [ veg) j

AIFF [*.aif)
* ASF MP3 Audio [ mp3)
Fealtedia G2 [*./m]
egasz EDL [*.tat)
egaz Project [* veq]
Wideo for Windows [*. avi]
wave (Microzoft] (% wav]
: "

AIFF [*.aif)
|43 Audia [* mpd

Wegaz EDL [*.tat]
egaz Project [* veq]

Wideo for Windows [*. avi]
wave (Microzoft] (% wav]
Wwindows Media Audio [*.wma]
‘Windows Media Format [* azf]

5. If necessary, select any applicable check boxes (pg. 217).

6. Click the Save button. A status bar appears in the lower left portion of Vegas Pro. Upon
completion of the render, your Vegas Pro project is ready for distribution and playback.

Y

] Status bar
Notg. You may cancel the rendering process Cancel __ [RIgE T ——
by clicking the 2] button on the status bar. button Hston]
N
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Using rendering format controls and templates

For each file format to which you may render your project, Vegas Pro allows you to choose
from the templates that appear on the Save As dialog’s Template drop-down list. You may
also save your own templates by clicking the Custom button. However, in most cases, the
templates provide the best results for rendering your projects.

Selected rendering

format il [\ indovs Media Format [ asf] ﬂ Click the Custom
button to change
Selected template ————p [ 28.8Video - Voice =l Custorn... |<— control settings
Creates video ASF content for clients or create/delete
) connecting with 28.8 Kbpsz dial-up modems. a template
Selected template’s————— [Best used with content that is voice ariented,
description

Each rendering format, has its own controls and in some cases codecs that you can use prior
to rending your project. The control settings and codecs that you select depend largely upon
how you want to deliver the media.

The following sections present and overview of each formats controls and template creation.
Many of the codecs used for specific rendering formats are updated periodically by their
creators. For information about specific codecs, contact their respective manufacturer.
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Using *.aif controls and templates

The *.aif file format is the audio standard for Macintosh operating systems. To access this
format’s controls, click the Custom button on the Save As dialog. The Custom Setting
dialog appears. The Format drop-down list is set to PCM (Pulse Code Modulation). The
Attributes drop-down list is dependent on the chosen sample rate, bit-depth, and number of
channels.

Templates

You may use an included template by choosing one from the Template drop-down list. (These
templates may also be accessed from the Save As dialog.)

Template: I Project Default

Steren, 44.1 kHz, 16 bit PCM
Steren, 48 kHz. 16 bit PCM
<untitled:

The template’s properties or parameters will be displayed in the other fields listed on the
dialog. For example, the description, sample rate, bit-depth, etc. may change depending on
the template that you select.

Description
This text box displays any information that was entered when the template was created.

Sample rate

The sample rate you choose directly affects the audio’s quality. The higher the setting you
choose the better the quality, but the larger the file size.

| Sample rate: 44,100 - l

a.000
11.025
22,060

Bit-depth

The bit-depth affects the audio’s quality like the sample rate. The higher the setting you
choose the better the quality, but the larger the file size.

| Bit-depth:
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Channels
You may render your project to channel types: Stereo, Mono, Multiple Mono, and Multiple
Stereo.
| LChannels: Stereo @
Moo |
e Mona
Multiple Stereo

Channel Description

Stereo Renders all the project’s busses to a stereo file. The signal is saved to the respective right and
left channels that you specified in the project. This may cause clipping in the rendered stereo
file. You can compensate for the clipping by reducing each channel’s volume fader prior to
rendering.

Mono Renders the project so that both the right and left channels are summed to one mono signal.
This may cause clipping in the mono file. You can compensate for clipping by reducing each
channel’s volume fader prior to rendering.

Multiple Mono Renders each of the project’s busses into two mono files: one left and one right. For example,

if your project has two busses, Vegas Pro will render 4 mono files (two right and two left).
This feature is useful if you are using applications that do not work with stereo files.
Therefore, if you wanted to export tracks from Vegas Pro into one of these applications, you
would need to export each channel as a mono file.

Multiple Stereo

Renders each of the project’s bus into a stereo file. For example, if your project has two busses,
Vegas Pro will render 2 stereo files. Therefore, each bus in your project (and the tracks
assigned to the bus) are rendered into a single stereo file.

Saving an *.aif rendering template

You may create your own *.aif templates, by doing the following:

1. In the Template field, enter a name.

Audio |
Template:

[My AIFF Template =

2. From the drop-down lists on the Audio tab, choose the settings that you want the
template to use.

3. Click the [|] button to save the template.

You may edit a previously saved template by choosing it from the drop-down list, making
your setting changes, and clicking the button.

/-

Note: To delete a template, choose it from the

drop-down

list and click the % button.
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Using *.wav controls and templates

The *.wav file format is the audio standard for Windows operating systems. To access this
format’s controls, click the Custom button on the Save As dialog. The Custom Setting
dialog appears. The Attributes drop-down list displays available choices dependent on the
Format option that you choose.

Templates

You may use an included template by choosing one from the Template drop-down list. (These
templates may also be accessed from the Save As dialog.)

Template: I Project Default

Mono, 44,100 Hz, 16 bit PCH
Steren, 44,100 Hz, 16 kit PCM
Multiple Moo, 44,100 Hz, 16 bit PCH

The template’s properties or parameters will be displayed in the other fields listed on the
dialog. For example, the description, sample rate, bit-depth, etc. may change depending on
the template that you select.

Description
This text box displays any information that was entered when the template was created.

Format
You may choose one of the rendering codecs available from this drop-down list.

Format: PCH ﬂ

ACELP.net

CCITT &-Law

CCITT w-law

D5SF Group TrueSpeech(Th]
elemediaTh £:24000P music codec
GSME.10

Ik ADPCH

-

Microsoft ADPCH
MPEG Laver-3

SXE300P

Wouware MetaSound

Wouware Metal/oice

Wouware Metzcape Compatible Codecs

WYouware v1.1.6 Bitstream-Mode Codecs

Wouware v1.1.6/1.1.8 File-Mode Codecs

Youware v1.1.8 Bitstream-Mode Codecs

‘windows Media Audio V2

“windows Media Audio V2 hd
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Sample rate

The sample rate you choose directly affects the audio’s quality. The higher the setting you
choose the better the quality, but the larger the file size.

| Sample rate: 44,100 - l

a.000

11.025
22,060

Bit-depth

The bit-depth affects the audio’s quality like the sample rate. The higher the setting you
choose the better the quality, but the larger the file size.

| Bit-depth:

Channels

You may render your project to channel types: Stereo, Mono, Multiple Mono, and Multiple

Stereo.

| LChannels: Stereo @

Moo |
iSteren
Multiple Stereo

Channel Description

Stereo Renders all the project’s busses to a stereo file. The signal is saved to the respective right and
left channels that you specified in the project. This may cause clipping in the rendered stereo
file. You can compensate for the clipping by reducing each channel’s volume fader prior to
rendering.

Mono Renders the project so that both the right and left channels are summed to one mono signal.
This may cause clipping in the mono file. You can compensate for clipping by reducing each
channel’s volume fader prior to rendering.

Multiple Mono Renders each of the project’s busses into two mono files: one left and one right. For example,

if your project has two busses, Vegas Pro will render 4 mono files (two right and two left).
This feature is useful if you are using applications that do not work with stereo files.
Therefore, if you wanted to export tracks from Vegas Pro into one of these applications, you
would need to export each channel as a mono file.

Multiple Stereo

Renders each of the project’s bus into a stereo file. For example, if your project has two busses,

Vegas Pro will render 2 stereo files. Therefore, each bus in your project (and the tracks
assigned to the bus) are rendered into a single stereo file.

SAVING AND RENDERING PROJECTS
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Saving a *.wav rendering template
You may create your own *.wav templates, by doing the following:

1. In the Template field, enter a name.

Audio
Template: IMyWav Template j [H K

2. From the drop-down lists on the Audio tab, choose the settings that you want the
template to use.

3. Click the ||| button to save the template.

You may edit a previously saved template by choosing it from the drop-down list, making
your setting changes, and clicking the button.

/-

Note: To delete a template, choose it from the
drop-down list and click the %< button.

.

Using *.mp3 controls and templates

Vegas Pro allows you to render up to 20 *.mp3 files without registering the optional plug-in.
This feature gives you the opportunity to try the plug-in. After the 20th *.mp3 file is
created, you need to purchase the plug-in to create more *.mp3 files. To access this format’s
controls, click the Custom button on the Save As dialog. The MPEG 1 Layer 3 Templates
dialog appears.

MPEG 1 Layer 3 Templates EHE
Template: IProiectDefauIt j | = |

Drescription:
Create a sterea 128 kbps MP3 file

Settings... |
()8 I Cancel |
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Templates

You may use an included template by choosing one from the drop-down list. (These
templates may also be accessed from the Save As dialog.)

Template: I

ps Stereo
160 kbps Mono
160 kbps Stereo
128 kbps Mono
128 kbps Stereo
B4 kbps Mono
B4 kbps Sterea
16 kbps Mono

8 kbpz Mona

Description
This text box displays any information that was entered when the template was created.

Saving an *.mp3 rendering template
You may create your own *.mp3 templates, by doing the following:

1. In Template field, enter a name.

MPEG 1 Layer 3 Templates EHE

Template: IMy MP3 template j il

2. Click the Settings button. The Sonic Foundry MP3 plug-in dialog will appear.

/-

Note: If you have not registered the Sonic
Foundry MP3 plug-in, Vegas Pro will launch a
Registration wizard. You may follow the
dialog’s instructions to purchase the plug-in
from Sonic Foundry, or click the | would like to
continue using the trial version radio button.
The trial version is good for up to 20 *.mp3
file renderings.

-

3. On the Encode tab, choose a bit-rate from the drop-down list.
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4. Click and drag the Quality slider and click the control check boxes that you want to use

6. Click the OK button to return to the MPEG 1 Layer 3 Templates dialog.

i Sonic Foundry MP3 Plug-In HE

Encode | D3 Summaryl

Encode | D3 Summary

Bitiate: [128 kbits/sec =l >
Luality: y f
1
Fastest Highest
encode quality sound

[T Convert to mona
Froperty marking
™ Copyrighted
I~ Frivate
v Original material

[ 8™ Cancel

for the rendered *.mp3 file.

Click this : Sonic Foundry MP3 Plug-In EHE
check box D35
to save the Encods |
entered —— ¥ Save D3 tag tafile
data with Tt [OurMP3effor
the file.

Artist: IThe egaz Pro Band

Copyright:  [1333

Alum: | 5elf Tited

Comments: IDebut releaze

ear I‘ISSS

Genre: IBIues 'l

| ()8 I Cancel

24 khits/zec

Bitrate:

£ kl
B4 khits/sec

112 khbits/zec —
128 kbits/zec

286 khbits/zec

. Click the ID3 Summary tab, to enter information about the file.

7. Click the ||| button to save the template.
You may edit a previously saved template by choosing it from the drop-down list, making
your setting changes, and clicking the button.

Y

Note: To delete a template, choose it from the

drop-down list

and click the < button.
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Using *.wma controls and templ

ates

Vegas Pro allows you to render your project to Microsoft *.wma files, which can be used for
streaming or downloading via the Web. When you render to this format, Vegas Pro displays
Microsoft’s encoding wizard that carries you through the rendering (encoding) process.

Also, the *.wma format allows you to set up Redirector settings, which will appear on the
Windows Media player. Click the Redirector button to display the ASF Redirector Setting

File dialog.

V' ‘wirite Windows Media Format Redirector File [ 455/ Wik

Server path [e.g. mms://mediazerver/mediafolder]:
Imms:.-".-"mediaserver.-"mediafolder.-"

¥ Indicate banner graphic [e.g. http://webserver/prama. gif)

URL: Ihttp:.-".-"webserver.-"promo.gif <

[+ Click through link (2.0, http:/Awebserver/default htm§
LRL: Ihttp:.-".-"webserver.-"default.htm

o]

b —

Cancel

| Enter path to multimedia server.

—— Enter path to graphic banner that will
display on the Windows Media player.

+—— Enter the URL to which the user would link
if the graphic banner is clicked.

Templates

You may use an included template by choosing one from the drop-down list. (These
templates may also be accessed from the Save As dialog.)

Template:
160 CD Tranzparency Audio

16 &M Radio
28.8 FM Radio Mono
28.8 FM Radio Stereo
56 Dial-up High Quality Stereo
64 Near CD Quality Audio
96 CD Qluality Audic

=
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Saving a *.wma rendering template

You may create your own *.wma templates, by doing the following:
1. On the Save As dialog, click the Custom button. The Edit Template dialog will appear.

Edit Template EHE
e Selected template
Template Description:
Creates CD-quality stereo audio ASF content for clients ;I )
with high-speed Internet and LAN connections. +— Selected template S
= description
Dretails:
iﬂg:s E;dr:; \1’%'3‘1?3";2 ﬂjdllf_‘?usdtg:f i’ 4 Detailed description of selected
e 44100 He - 'ce{;platesJc codec usage, resample
< setting, etc.
L |,\ Edi.. | Ratmerzz | Click the Custom button
to start the Microsoft
Redirector... | encoding wizard

2. Click the Custom button to start the Microsoft Encoding wizard.

ol that it s recommended that your use.
f the pre-defined NetShaw templates rather than

e Cancel Help

3. In Template Name field, enter a name and then type a description (optional).
4. Click the Next button to set the bandwidth settings.

sk = i Bandwidth w0 | [ | (8 | |Resample

5. Click the Next button to set the Resample rate from the drop-down list.
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6. Click the Next button to choose an audio format form the Format drop-down list (There
is only one Audio codes available from the Audio drop-down list.)

s, 45
i IS NseiEEs)

Coter ]

<ok Fris» = Format

7. Click the Finish button to save the template and return to the Edit Template dialog.
You may edit a previously saved template by choosing it from the drop-down list, clicking
the Edit button (starting the wizard again), and making your setting changes.

/-

Note: To delete a template, choose it from the
drop-down list and click the Delete button.

.

Using *.avi controls and templates

The *.avi file format is the standard for video files on the Windows operating systems in
which the Vegas Pro project’s audio and video is rendered to one file. To access this format’s
controls, click the Custom button on the Save As dialog. The Custom Setting dialog
appears and has two tabs: Audio and Video. The Attributes drop-down list displays available
choices dependent on the Format option that you choose.

The following sections describe and display each tabs controls.

Templates

Vegas Pro does not include pre-saved templates. However, you may create and save your
own. For more information, see Saving an *.avi rendering template on page 236.

After a template is save, you may select it from the drop-down list. The template’s properties
or parameters will be displayed in the other fields listed on both the Audio and Video tabs.

Description
This text box displays any information that was entered when the template was created.
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Format (Audio tab)
You may choose one of the rendering codecs available from this drop-down list.

Format: PCH ﬂ

ACELP.net

CCITT &-Law

CCITT w-law

D5SF Group TrueSpeech(Th]
elemediaTh £:24000P music codec
GSME.10

Ik ADPCH

Microsoft ADPCH

MPEG Laver-3

-

SXE300P

Wouware MetaSound

Wouware Metal/oice

Wouware Metzcape Compatible Codecs

WYouware v1.1.6 Bitstream-Mode Codecs

Wouware v1.1.6/1.1.8 File-Mode Codecs

Youware v1.1.8 Bitstream-Mode Codecs

‘windows Media Audio V2

“windows Media Audio V2 hd

Sample rate (Audio tab)

The sample rate you choose directly affects the audio’s quality. The higher the setting you
choose the better the quality, but the larger the file size.

| Sample rate: 44,100 - l

a.000
11.025
22,060

Bit-depth (Audio tab)

The bit-depth affects the audio’s quality like the sample rate. The higher the setting you
choose the better the quality, but the larger the file size.

| Bit-depth:

CHP. 9 SAVING AND RENDERING PROJECTS



234)

Channels (Audio tab)
You may render your project to channel types: Stereo, Mono, Multiple Mono, and Multiple
Stereo.
| LChannels: Stereo @
Moo |
e Mona
Multiple Stereo

Channel Description

Stereo Renders all the project’s busses to a stereo file. The signal is saved to the respective right and
left channels that you specified in the project. This may cause clipping in the rendered stereo
file. You can compensate for the clipping by reducing each channel’s volume fader prior to
rendering.

Mono Renders the project so that both the right and left channels are summed to one mono signal.
This may cause clipping in the mono file. You can compensate for clipping by reducing each
channel’s volume fader prior to rendering.

Multiple Mono Renders each of the project’s busses into two mono files: one left and one right. For example,

if your project has two busses, Vegas Pro will render 4 mono files (two right and two left).
This feature is useful if you are using applications that do not work with stereo files.
Therefore, if you wanted to export tracks from Vegas Pro into one of these applications, you
would need to export each channel as a mono file.

Multiple Stereo

Renders each of the project’s bus into a stereo file. For example, if your project has two busses,

Vegas Pro will render 2 stereo files. Therefore, each bus in your project (and the tracks
assigned to the bus) are rendered into a single stereo file.

Change frame rate to: (Video tab)

This control allows you to have the video frame rate changed during the rendering process.
You can select from a variety output methods to reduce the frame rate. By selecting one, you
help to reduce the total data rate of the file, which can make playback easier on slower

computers.

Lhange frame rate to: I[Keep original frame rate of 15.000 fpg]

b streaming (1
Film [24.000 fps)
Half Film [12.000 fps)
Half MTSC [14.985 fps)
Half PAL/SECAM [12.500 fps) —
Medium streaming (7.500 fpz)
MNTSC [29.970 fps)

PAL/SECAM [25.000 fps)

Fied Book digital audio [75.000 fpg]
Slide show [0.250 fpz)

Slow streaming [4.000 fpz)

Wideo for Windows default [15.000 fps] =
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Re-size frames to: (Video tab)

This control allows you to have the video frames resized during the rendering process. The
included choices on the drop-down list enable you to reduce the total data rate of the file,
which can make playback easier on slower computers.

| BRe-size frames to: I[Keep original frame size of 320x240] J:l,

|
Animation full [512x48E) -
Animation small [256x243)
MPEG-4/Fractal zmall [176x144)
MTSC 142 width [320:480)
MTSC 142 width with T% cropping [304x456]
MTSC 144 with TV cropping [304x228)
MTSC ful 1 [720=480)
MTSC full 2 [720=48E)
MTSLC offline video tape [320x240)
MTSLC online video tape [E40x480]
MTSC with TV cropping [E08x456)
PaAL 1/2 width [384x57E)
PAL 1/2 width with T% cropping [360x540]
FAL 1/4 with T cropping [360x270)
PAL offline video tape [384x288)
PAL online video tape [7EEx57E)
PAL with T% cropping [720x540]
Prezentation [240x180]
Prezentation full [320x240]
Prezentation small [160:120] =

Compression (Video tab)

The Video tab has a Compression button that you may click to apply video compression
codecs. When you click this button, the Video Compression dialog appears.

Y¥ideo Compression E
Compressar: Compressar:
Full Frames [Uncompressed] Cancel | Full Frames [Uncompressed] 3
: o Cinepak Codec by R adius
Cornprzon Ohality Ty | Intel Indeo(R] Videa F3.2
i | = Microsoft Video 1
About... | |Indeo® video 5.04
¥ | KewFrame Eveny |1 [rames: — iFull Fra ampressed|
[ | DataFate 125 KB/sen Compression codecs

When you select on of the codecs, the dialog’s controls are enabled. For details about each
codecs controls and configuration, contact the manufacturer.

Interleave audio control (Video tab)

When enabled, this control allows you to specify how often the audio and video stream data
is interleaved. Interleaving relates directly to how the data is saved in the file. For example,
during the rendering process, the audio data is written in between the video data based on
the frame setting that you specified.

¥ Interleave every I‘I Frames

Interleaving allows for optimal playback of the *.avi file.

CHP. 9 SAVING AND RENDERING PROJECTS



236)

Saving an *.avi rendering template
You may create your own *.avi templates, by doing the following:
1. In Template field, enter a name.

[ Audic |Video |

Template: IM_I,IAVI Template j &

2. From the drop-down lists on the Audio tab, choose the settings that you want the
template to use.

3. On the Video tab, choose the setting and compression values that you want the template
to use.

4. Click the ||| button to save the template.
You may edit a previously saved template by choosing it from the drop-down list, making
your setting changes, and clicking the button.

Ve

Note: To delete a template, choose it from the
drop-down list and click the 3 button.

Using *.asf controls and templates

Vegas Pro allows you to render your project to Microsoft *.asf files, which can be used for
streaming via the Web. When you render to this format, Vegas Pro displays Microsoft’s
encoding wizard that carries you through the rendering (encoding) process.

Also, the *.asf format allows you to set up Redirector settings, which will appear on the
Windows Media player. Click the Redirector button to display the ASF Redirector Setting
File dialog.

ASF Redirector File Settings [ %]
V' ‘wirite Windows Media Format Redirector File [ 455/ Wik

Server path [e.g. mms://mediazerver/mediafolder]:
Imms:.-".-"mediaserver.-"mediafolder.-" <« Enter path to multimedia server.

¥ Indicate banner graphic [e.g. http://webserver/prama. gif)

<——1—— Enter path to graphic banner that will

URL: Ihttp:.-".-"webserver.-"promo.gif . ¢ .
display on the Windows Media player.

v Click through link [e.q. http://webserver/default him}
URL:  [htp://webserver/detauit htm <«——+—— Enter the URL to which the user would link

if the graphic banner is clicked.
()8 I Cancel
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Templates

You may use an included template by choosing one from the drop-down list. (These
templates may also be accessed from the Save As dialog.)

Template:

160 CD Tranzparency Audio - |\

16 &M Radio

28.8 FM Radio Mono

28.8 FM Radio Stereo

56 Dial-up High Quality Stereo

64 Near CD Quality Audio

96 CD Qluality Audic

128 CD Transparency Audi
Tra

0

Saving an *.asf rendering template
You may create your own *.asf templates, by doing the following:

1. On the Save As dialog, click the Custom button. The Edit Template dialog will appear.

Edit Template EHE

Template:

<«— Selected template

Template Description:

Creates an ASF stream or file that haz Fi-radio-quality ﬂ )
mono audio content. Use this sefting to encode a single +«— Selected template S
bandwidth that supports client connections over modems LI description
Dretails:
iﬂg:s E;dr:; ”fé”fg;\‘ss ';"BEE'; Z’“‘;qdo'ﬂ;‘fz =1 4 Detailed description of selected
Em——es 44100 Hz P 'ce{;platesJc codec usage, resample
i setting, etc.
Custom... | Edit... | Femoye |

,\ Click the Custom button
to start the Microsoft

Redirector... | encoding wizard

2. Click the Custom button to start the Microsoft Encoding wizard.

ol that it s recommended that your use.
f the pre-defined NetShaw templates rather than

e Cancel Help

3. In Template Name field, enter a name and then type a description (optional).
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4. Click the Next button to choose a video Bit-rate setting.

Video
<Back Cancel Helo Bit-rate

<Back Cancel Help Bandwidth

5. Click the Next button to set the bandwidth settings.
6. Click the Next button to set Resample rate from the drop-down list.

Codee: |vw/indows Media Audio 42

: =

Bl | Coceo [windowsMedasudovz ] +——————p ACELP.net -
M | Eoma m MPEG Layer-3 I—

C Yorware MetaSound o
Wouware Metah'oice hd

W Use Video

» |Format: | 15 kbps, 16 kHz, mono

1 kbps, 16 kHz, stereo
16 kbps, 22 kHz, mono
kbps. 16 kHz, stereo &

Resample

L » |[¥ UseViden

Codec: I Microsoft MPEG-4 Video Codec 41 j

-4 Video Codec
Microsaft MPEG-4 Video Codec V3

7. Click the Next button to choose an audio codec, format and video codec from their
respective drop-down lists.

8. Click the Finish button to save the template and return to the Edit Template dialog.

Edit Tem; [21x]

You may edit a previously saved template by choosing it from the drop-down list, clicking
the Edit button (starting the wizard again), and making your setting changes.

/-

Note: To delete a template, choose it from the
drop-down list and click the Delete button.

.
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Using *.rm controls and templates

Vegas Pro allows you to render your project to RealMedia *.rm files, which can be used for
streaming via the Web. When you render to this format, Vegas Pro displays the Encoding
Template Wizard that carries you through the rendering (encoding) process.

Also, the *.rm format allows you to set up Redirector settings, which will appear on the
RealPlayer. Click the Redirector button to display the RealMedia Redirector File Setting

dialog.
RealMedia Redirector File Settings [ %]

¥ iwiite FealMedia Rediector File [ RaM]

Server path [e.g. rtsp://mediazerver/mediafolder]:

Irtsp:.-".-"mediaserver.-"mediafolder.-"

o]

<« | Enter path to multimedia server.

Cancel

Templates

You may use an included template by choosing one from the drop-down list. (These
templates may also be accessed from the Save As dialog.)

Template:

|71 video

tereo
BE Dial-up Modem Audio Mono
BE Dial-up Modem Audio Stereo
100 Audio
Dial-up Modem bulti-rate Videa
Dial-up Modem - Corporate Internet Multi-rate Video
28.8 Video - Voice
28.8Video - Audio Emphasiz
56 Dial-up Modem Yideo - Audio Emphasiz
56 Video, Smooth Motion, Music
100ideo
300ideo
ISDM - Corporate Internet Multi-rate Video
T1 Wideo

[

|_v|’
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Saving an *.rm rendering template

You may create your own *.rm templates by clicking the Custom button on the Save As
dialog. The Edit Template dialog will appear.

Edit Template EHE

Template:

«— Selected template

Template Description:

For delivery of high quality audio content to 28,8 baud ;I ,
modems or above. Good for radio, music and general <4 Selected template’s
purpoze audio only content. LI description
Dretails:
File type: Fealtdedia G2 Sure Stream [TH) ﬂ J Detailed description of selected
Connection types: 28K Modem _I templates

custon. |v\ o s Click the Custom button

to start the Microsoft

Riedirector Settingsl Advanced | 0K I encoding wizard

On the Edit Template dialog, click the Custom button to start the Encoding Template
Wizard.

1. In Template Name field, enter a name and then type a description (optional).

Encoding Template Wizard

Type and
Target = || Bandwidth

3. Click the Next button to set the bandwidth settings.

SAVING AND RENDERING PROJECTS CHP. 9



C241

4. Click the Next button to choose the audio’s type for encoding.

Encoding Template Wizard Encoding Template Wizard

Desche the audio content of the media les you want
toencode

W [ aid |

v ode
Ressmpleate: [44100 =

B
fikd ks
o2
il

Audio
Cancel Hep Type Cancel Hep Resample rate

5. Click the Next button to choose a Resample rate from the drop-down list.

6. Click the Next button to choose a the video type for encoding.

Encoding Template Wizard

Encoding Template Wizard

L
© Custom
Iz (B 1024 [iFiom souce fie) |
Iz keight (8o 1,024 Fiom souce fie) |
Video
Type _c=s | % || Frame size

7. Click the Next button to select a video frame size.
8. Click the Finish button to save the template and return to the Edit Template dialog.

Edit Template [21x]

You may edit a previously saved template by choosing it from the drop-down list, clicking
the Edit button (starting the wizard again), and making your setting changes.

Y

Note: To delete a template, choose it from the
drop-down list and click the Delete button.

.
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CHAPTER

Customizing
Vegas Pro

¢ 4
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Vegas Pro may be customized to your project needs and working preferences. You may
change these settings at any time. You have complete control over your project. If you use
the same settings for all of your projects, you may set Vegas Pro to use them as your default
settings. Many of the settings depend on your equipment or studio setup. Vegas Pro can be

set to work with the components that you prefer.

In this chapter, you will find information about functions that allow you to customize the
appearance of Vegas Pro, set a project’s properties, and set the application’s preferences.

Dockable Vegas Pro windows

Vegas Pro has six dockable tool windows that you may use while working on a project. These
windows may be accessed via the View menu or their shortcut keys.

Window  Shortcut keys Description

Explorer @ _.E The Explorer window is similar to the Windows 9x and NT file management Explorer
included with your operating system. Use the Vegas Pro Explorer window for selecting
media files to place in your project (pg. 245).

Trimmer The Trimmer window is a good place to edit an audio event. When an event is placed in the
Trimmer window, you may take portions of the event and place them on separate tracks by
dragging and dropping (pg. 120).

Mixer @ The Mixer window gives you access to your project’s properties, bus assignments, output
levels, and FX chains (pg. 24).

Edit Details @ The Edit Details window provides an alternate and more precise means of working with
your audio events (pg. 124).

Plug-ins @ @ The Plug-in Explorer window allows you to create, organize, and rename the plug-ins
compatible with Vegas Pro (pg. 196).

Video @ This window displays a project’s video event during project editing and playback. If a video
event is not a placed in the project, you will see “--No Video--" in the center of this window
(pg. 24).

When you display these windows, they will “float” on the Track View. You may let them
“float,” move them around on the Track View, or place them in the Windows Docking Area.
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Docking a window

The Window Docking Area allows you to keep frequently used windows available, but out of
the way, while you are working with a project. The Window Docking Area can display all
windows at the same time. As a result, each window will be relatively narrow depending on
your monitor size. So, we recommend “dividing” this area into three regions: right, middle,
and left. You “divide” the docking area by how you place these windows. However, you may
“divide” the docking area any way that you prefer. It is strictly based on your work
preferences.

To dock a window, do the following:

1. If the window is not already displayed, choose it from the View menu or press its shortcut
keys (pg. 243). Otherwise, sKip to step 2.

2. Click the windows title bar and drag the window below the Track View. You control
where the window will be placed by moving the window to the left or right

3. .When the windows’s title bar disappears, release the mouse. The window is now docked.

After a window is docked, you will see
a control bar on its left side.

This control bar enables you to close,

expand, and move the window out of

the Docking Area.

Close window
J—

;i
: - .
= Expand window
Hshow: [SclectedEverts = E[=
- : N . )
T P T R T -
S El> ey  — T T - Move window
s 5] || i (S | = e B
mp3 I 00004758 | [~
o ot 1 IS =
S 11 = .
Sani 1M1 & = 3
3 = <
- < » »[a[a;
& L [ sl @ >> 0 [wouomm
| LH T -dit Details | Miser | Plugins Trimmer Video Preview A -
Ve

Note: If you dock a window on top of another

one, the newly docked window will appear on Click tab to bring window to “top.”
the top layer. The window “beneath” it \\ Exol ,{'II Ti
displays a title tab, which you can click to bring L f ! i s J"'Ir

it to the top layer or press the window’s
shortcut keys to display it.
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Using the Explorer window

The Explorer window works similarly to the Windows 9x and NT file management Explorer
included with your operating system. Primarily, you will use the Explorer window to place

media files into your projects. However, the Explorer window allows you to locate, preview,
rename, and delete media files.

The Explorer window is a dockable window and can be customized to fit your needs and

preferences.
Select drive/folder name —‘ Toolbar —
I |
2L 4 Music R =RER= N e =R
[ gﬂ Desktop ﬂ k0 Drums ]
EI--- 4y Computer @Homs
5} 3% Floppy (4] k0] LeadGiuitar
(] @Drgan
Drive/folder Storage [E) Piano | Selected drive/folder
Tree View | 0] R hythGvitar Contents List pane
pane
=l &————— Summary view:
Window tabs |\ Esplorer  Tiimmer Al This area displays
information about
the selected file.
Toolbar

] 2] | % % (]

> W RNp |

—
v

Up Refresh Create Delete Favorites Play Stop Auto
folder Preview

Selects and opens the folder or drive one level »
above the active folder.

(2] Displays any content changes in the active F
folder or drive if a file was added, renamed, or
deleted.

=%  Creates a new folder within an active folder or Rp
drive.

9<  Removes a selected folder or media file. -

[w] Adds the selected folder to your Favorites

folder. The Favorites folder contains media files
that you use most often.

View

Plays the selected media file.

Stops play back of the selected media file.

When enabled, automatically plays a media file
when it is selected.

Displays Explorer viewing options.
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Managing your media files

The Explorer window allows you to organize your media files by moving them to new folders,
renaming, deleting, and playing back media files prior to placing them in you project. The
Explorer window works similarly to the Windows 9x or NT Explorer that is included with
your operating system. If you are familiar with this operating system utility, you will find the
Vegas Pro Explorer window easy to use. If the Explorer window concept is new to you,
following are instructions that help you discover how easy managing your media files can be.

Finding your media files

The Explorer window’s Tree View pane allows you to select the drive or folder and view its
contents in the Contents List pane.

To select a drive or folder, do the following:
1. From the drop-down list, select the drive that you want to view.
Or, select any drive or folder from the list that is already displaying in the Tree View pane.

Drop-down list —

.xl 4 Tutarial ! % x 4 Tutarial j [£] | i | = O ke | v
My Campuiter -] download | [ Mame | Size | Type |
o5l 3% Floppy [4:) Media [T Music bed wav 272ME  Wave Sound
=S N4 [C] L1 Music ] Tutorial avi 6.4EMB  Video Clip
< Storage [_E:] 1 Narration J ] T utorial veq 12B9KE  veqFile
BJFEIE Disk IF] #pg\u"ldeo W Tutarial wayv B.5EME  Wave Sound
@ G Other @Volceover.wav 221MB  Wave Sound
@ [H:] Perzonal
| My Documents : 1] Sounds il
Metwork Meighborhood 4| [IC I—I | | _’I
\_ (%] My Favorites Ezxplorer Edit Details Flug-ns
o £33 My Biefoase = Tree View pane Content List pane

2. Click the plus sign next to the drive or folder to display its contents. (The plus sign
becomes a minus sign. Click the minus sign to hide the drive or folders contents.)

E-{ ] Media ————— > E-L] Media ——— L] Media
Click plus sign Click minus sign
toexpand = i {1 Video to collapse

3. Click a folder from Tree View pane and the files in it will display in the Contents List
pane.
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Moving folders to different drives or other folders

You may move folders and their contents to different drives or place them in existing folders
by doing the following:

1. Using the drop-down list, navigate to the drive and folder location of the folders that you
want to move.

2. Inin the Tree View or Contents List pane, select the folder that you want to move by
clicking it.
To select multiple folders, hold down either the or keys.

3. Drag the selected folder(s) to the desired folder within the Tree View or Contents List
pane. If you want to move the folder(s) to a different drive, drag it to the desired drive in
the Tree View pane.

4. Release the mouse and the folder(s) and its contents will be placed in the new location.

,
Note: If the folder contains media files that — F"g =
are bei‘ng 1/LS€d in pTOj€CfS, Vegas Pro ’Wl” @ This file could nat be found in the speciid faldsr. It may be on the Vegas CO-AOM
prompt you to locate the media files when that Would youe o ok 1 e locaionfor i le?

project is opened again. (5] o | Motom] corcel |

Moving media files to different folders

Within the Explorer window, you may move media files to different folders by doing the
following:

1. Using the drop-down list, navigate to the drive and folder location of the media file that
you want to move.

2. In the Contents List pane, select the file you want to move by clicking it.
To select multiple files or folders, hold down either the or keys.
3. Drag the selected file(s) to the desired folder in the Tree View pane.

4. Release the mouse and the media file(s) will be placed in the folder.

/-
Note: If the media file you moved is being — F"g s
used in a project, Vegas Pro will prompt you to 3 Tris i 2o ot b o i th soecie k. iy b o i Vegas CDAAD
locate the media files when that project is Woul 0ot o i 3w ton for s 7
opened again. [ e | Mo | Mowal| cancel |

A
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Creating a new media folder

You may create folders within the Explorer window to store media files or other folders by
doing the following:

1. Navigate to the drive and folder location where you want to create the new folder.
2. Click the New (£¥) button. A folder will appear in the Contents List pane.

3. Select the newly created folder and right-click to display a shortcut menu.

Add to My Favorites'
Delete

4. From the shortcut menu, choose Rename.

5. Type the name of the new folder and press the key to save the name.

Once the new folder is created, you may begin moving media files to it or move it to a new
location.

Renaming media files and folders

You may rename media files and folders that are not currently being used in an open project
within the Explorer window. If you try to rename a media file or folder that is used in an
open project, Vegas Pro will notify you of a sharing violation. Save and close the open
project before renaming these project items.

To rename a media file or folder, do the following:
1. Select a media file or folder in the Tree View or Contents List pane.

2. Right-click to display a shortcut menu.

i Tutorial. way

W Delete @T
| [ I

3. From the shortcut menu, choose Rename.

4. Type the new name for the media file or folder and press the key to save the name.

,
Note: If the media file or folder that you — =
Tenamed iS being 1/LS€d ma pTOj€Ct, Vegas PTO @ This fils could not ba found in the specified folder. It may be on ths Vegas CD-ROM
will prompt you to set the new path where the Woukd o e 10 lookn 2 e sl for i fe?
project’s media file(s) reside. (e ] to | Mowi] Coesl |

A
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Deleting media files and folders

You may delete media files and folders that are not currently being used in an open project
within the Explorer window. If you try to delete a media file or folder that is used in an open
project, Vegas Pro will notify you of a sharing violation. Save and close the open project
before deleting these project items.

To delete a media file or folder, do the following:

1. Select a media file or folder in the Tree View or Contents List pane.

To select multiple files, hold down either the or keys.
2. Click the Delete (5<) button.The Confirm Delete dialog will appear.

Or, you may right-click on the selected media file or folder to display a shortcut menu.
From the shortcut menu, choose Delete. The Confirm File Delete dialog will appear.

W . W Confirm File Delete [ %]
Add to My Favorites'
I R— Fiename
m Are you sure you want to zend 'DeltaSF<F.way' to the Recycle Bin?
Fiename

3. Click the Yes button to delete the media file or folder
Click the No button to keep the media file or folder on your storage device.
4. Type the new name for the media file or folder and press the key to save the name.

/-
Note: If the media file or folder that you = FD e =
d€l€t€d is bei‘ng Msed na pTOj€Cf, Vegas PTO @ This file could not be found in the specified foldes, It may be on the Yegas CO-ROM
will prompt you to set the new path where the ool R 5
project’s media file(s) reside. [ | e e sl

A
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Adding folders to Vegas Pro Favorites

Vegas Pro includes a Favorites folder found in the Tree View pane. You may add folders that
contain media files to this folder. The Favorites folder allows you to quickly access frequently
used media files and place them in your project.

To add folders to Vegas Pro Favorites, do the following:
1. Select a folder in the Tree View or Contents List pane.

To select multiple folders, hold down either the or keys
2. Click the Add to Favorites (1) button.

Or, you may right-click on the selected folder to display a shortcut menu. From the
shortcut menu, choose Add to Favorites.

]
Add to "My Favorites' 1’@ My Favarites j =
Delete : Desktap M ame
Rename My Computer (%] Sounds
1 .1 My Documents [®] Tutarial

Metwork Meighborhood

The folder will appear “under” the Favorites folder in the Tree View pane.

Using the Explorer window Transport bar

The Explorer window contains a transport bar that allows you to listen to media audio files
before you place them into your project. When you play back a media file, you may monitor
its volume level on the preview bus that is located in the Mixer window. For more
information, see Using the Mixer on page 169.

> l Rp

Play Stop Auto Preview

Previewing a media file

You may preview one file at a time from the Contents List pane of the Explorer window by
doing the following:

1. Select the media file that you want to preview.

2. Click Play () button. The media file’s levels may be monitored on the preview bus.
3. Press the Stop (@) button to quit play back before the media file finishes playing.

4. Repeat steps 1-3 to preview other media files.
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Using Auto Preview

The Auto Preview button allows you to set Vegas Pro to automatically preview media files
when you select them in the Contents List pane. When the selected media file begins
playback, you may monitor its volume level on the preview bus that is located in the Mixer
window.

The Auto Preview (k) button is a toggle feature, so it is either on or off all the time.
Simply, click the ke button to turn it on or off.

Changing the Explorer window views

The Explorer window allows you to change the way the files and folders are displayed. You
may toggle through the display options by clicking the View (Ei'¥) button or selecting a
display option from the buttons sub-menu. Following are descriptions of each display option.

Tree View
Displays all the available drives and folders that you may select to located media files.
i@ Tutarial L' @kl

Desklop -
Iy Computer ’

| My Documents

+ -- Metwork Meighborhc
|- (%] My Favorites

(8] Sounds

=45 Tutorial

: "1 Finished Pro
@) My Briefcase

&2

-

Region View

This information appears below the Contents List pane. It displays the embedded regions, if
any, that are contained in the selected media (*.wav) file. You may place a *.wav file’s region
directly on a track in your project. This option can save editing time because you do not
need to place the entire media file: just the region(s) that you want.

M

Fegion I Start | End | Length _I
00:00:09.126  00:00:11.568  00:00:02.442
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Summary View

This information appears below the Contents List pane. It displays information about the
selected media file.

'4'_:-! Music bed.way

Audicr 44100 Hz, 16t Stereo, 00:00:15. 763

Details
In the Contents List pane, the files display their size, date, and when it was last created or
modified.

Mame | Sizel Type

__IFinizhed Project File Falder

bed. waw 272MB  Wave Sound
MI
All Files
In the Contents List pane, all file types, including non-media files, in the selected folder are
displayed.
=) |

Mame | Sizel Type

__|Finizhed Project File Falder

Muszic bed. =k 10.67KE  5FK File

@ Music: bed.way 272MB  Wave Sound

.test.veg 10.30KE  vegFile

] Tutarial avi E.4EMB  Video Clip m

Tutorial. avi.sfk 9.80KB  SFK File T

Tutorial. avi.sfk1 9.80KB  SFK1 File

LI PP e
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Changing the Ruler settings

You may specify a time format that the Vegas Pro ruler displays. The ruler, located above the
Track View, displays real-time in several different formats. The real-time format that you
select affects how the ruler and Time window will display time units.

To change the ruler’s format, right-click on the ruler and select the desired time format from
the shortcut menu. Or, from the Options menu, choose Ruler Format and select the desired

time unit. You may also change ruler settings on the Project Properties dialog’s Ruler tab. For
more information, see Using the Ruler properties tab on page 267.

00:00:15 R
Samples
. . Enable 5 i F&
Right-click NebiE SnappIng Samples
EEET . Eirvam T g [StrlEe
5 to dlsplay W Stiap o Ertkers Shiiftfe
Time & Frames Seconds
Py shortcut ; ; =
zolute Frames menu Grid Spacing ¥ Time & Frames
Measures & Beats Ruler Format Abszolute Frames
SMPTE Mon-Drop [29.97 fps) Measures & Beats
SMPTE Non-Drop 30 (30 fps) Customize Toolbar... SMPTE Mon-Drop [29.97 fps)
SMPTE Cirop [29.97 fps] Preferences... SMETE Mon-Drop 30 (30 fps)
SMPTE E.BU [25 fps) SMPTE Drop [29.57 fps)
SMPTE FEilm Sync [24 fps) SMPTE EBU (25 fps]
Feet and Frames 16mm [40 fpf] SMPTE Film Sync [24 fps)
Fest and Frames 35mm [16 fpf] Feet and Frames 16mm [40 fpf)
E dit Fuuler Offset Feet and Frames 35mm [16 fpf]

Following are description for the different time units available in Vegas Pro.

Command Description

Samples This option displays the Time Ruler at the project sample rate.

Time This option displays the Time Ruler in hours:minutes:seconds:milliseconds.

Seconds This option displays the Time Ruler in seconds.

Time & Frames This option displays the Time Ruler in hours:minutes:seconds:frames. The frame rate is 15
frames per second.

Absolute Frames This option displays the Time Ruler in total frames from the beginning of the project. The
frame rate is 15 frames per second.

Measures & Beats This option displays the Time Ruler in musical Measures & Beats based on the ruler
properties.

SMPTE Drop (29.97 fps) This option displays the Time Ruler in hours:minutes:seconds:frames. The frame rate is

29.97 frames per second with dropped frames.

SMPTE Non-Drop (29.97 fps)  This option displays the Time Ruler in hours:minutes:seconds:frames. The frame rate is
29.97 frames per second.

SMPTE Non-Drop (30 fps) This option displays the Time Ruler in hours:minutes:seconds:frames. The frame rate is 30
frames per second.

SMPTE EBU (25 fps) This option displays the Time Ruler in hours:minutes:seconds:frames. The frame rate is 25
frames per second.
SMPTE Film Sync (24 fps) This option displays the Time Ruler in hours:minutes:seconds:frames. The frame rate is 24

frames per second.
Feet and Frames 16mm (40 fpf) This option displays the Time Ruler in 16mm feet with 40 frames per foot.
Feet and Frames 35mm (16 fpf) This option displays the Time Ruler in 35mm feet with 16 frames per foot.
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Using Edit Ruler Offset
You may set the ruler’s time offset at the cursor’s timeline position by doing the following:

1. Position the cursor to the desired location along the timeline.

[ v |
lo0:00:00 00:0045 [oo:00:30 00,0045 00:0100 oo |

2. On the ruler, right-click to display a shortcut menu.
3. From the shortcut menu, choose Edit Ruler Offset.

[ 7 |
lo0:00:00 0000415 [oo:00:30 AR A 00:0145
Samples
® Time
Seconds
Fest and Frames 35mm [16 fpf) |
[ Iz |
|-00:00:00 00,0045 |00.030.008 i

4. Entering a time value using the number keys.

5. Press the key to set the ruler’s time. The value that you enter at the cursor’s position
will affect the entire ruler.

[ T |
{00153 050274 [oo.0z29 050244 05,0253 ooz |

Grid spacing

Vegas Pro allows you to specify how your project’s Track View is equally divided. You may set
the grid spacing in time, frame, measure, or note units. You may also set the grid to divide
the Track View based on the ruler’s time format. The grid appears across all track in your
project and the grid’s lines can be used as snap points. For more information, see Snapping to
grid lines on page 94.

To change the grid spacing, do the following:
1. From the Options menu, choose to Grid Spacing. A sub-menu will appear.

2. From the sub-menu, choose the desired time unit. The grid spacing changes to reflect
your selection.

Y

Note: In some cases, the grid lines and the
Ruler will not “match.” This is because they
are two independent functions.
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Working with the Toolbar

Vegas Pro is preset to display the Toolbar below the Menu bar. However, you may move,
resize, hide, and customize the Toolbar to suit your preferences. The setting that you apply to
the Toolbar will remain set until you change them again.

Moving the Toolbar

You may move the Toolbar and have it “float” anywhere on the Vegas Pro workspace. The
Toolbar may then be returned to its preset position, below the Menu bar, where it will
“dock” into place.

To move the Toolbar from its preset location, do the following:
1. Place the mouse pointer on the move handle located on the left side of the Toolbar.

kD ZHE | Yy2a@E - '|E:ER|§DTDH¥!E iR :‘_&|[}@‘ Drag the Toolbar

to desired location.

SR E TR T

To dock the Toolbar,
drag it back to the
Menu bar.

SNSRI E TR AT

[ x|
DB HE | % DB -] [ g LR 2

2. Click and drag the Toolbar to the desired location. Notice that the Toolbar now has a
title bar.

3. Release the mouse to drop the Toolbar on the Vegas Pro workspace.

/-

Note: To return the Toolbar to its preset
position, simply drag it up to the Menu bar and
release the mouse. The Toolbar will
automatically dock in position.
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Resizing the Toolbar

Vegas Pro allows you to resize the Toolbar after it has been moved away from the original
docked position and is “floating” on the interface.

To resize the Toolbar, do the following:
1. Click and drag the Toolbar’s frame in a horizontal or vertical direction.

2. Release the mouse when the Toolbar is at the preferred size.

Hiding and displaying the Toolbar

You may hide the Toolbar to create more workspace or if you prefer to use the Vegas Pro
shortcut keys for editing and arranging. For more information, see Keyboard command reference
on page 25. After the Toolbar is hidden, you may display it again where it will appear in its
preset position, below the Menu bar.

Hiding the Toolbar

There are two ways to hide the Toolbar depending on whether it is “floating” or not.

= |f the Toolbar is docked or “floating,” choose Toolbar from the View menu. The check
mark, next to the command, is removed and the Toolbar disappears. The Toolbar will
remain hidden until you display it again.

ﬂ @ Close button
Toolbar
VStatusﬁE!\ D = [d & ,Ef‘, Ll% LQIIL —

v Plug-lnz Al+5
v Yideo Preview Alt+E

= |f the Toolbar is “floating,” you may simply click on the close button in the upper right

hand corner of the Toolbar.

Displaying the Toolbar

From the View menu, choose Toolbar. A check mark will appear next to the command and
the Toolbar will appear in its preset position. The Toolbar will remain visible until you hide
it again.
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Reordering the Toolbar buttons

Vegas Pro allows you to easily change the Toolbar’s button order on-the-fly or via the
Customize Toolbar dialog to suit your work preferences.

Reordering buttons on-the-fly
1. Press and hold the key.

2. Click and drag the button that you want to move to the new location on the Toolbar. You
will see a hand icon (L) within an outline of the button that you are moving.

3. Release the mouse to drop the button in its new location.

/-

Note: If you drag and drop the button “off”
the Toolbar, the button will be remowved.

.

4. Repeat steps 1-3 to reorder more Toolbar buttons.

Reordering buttons via the Customize Toolbar dialog

The Customize Toolbar dialog allows you to control the order and functionality available
from the Toolbar. You may return the Toolbar to its default settings by pressing the Reset
button on the Customize Toolbar dialog.

To reorder the Toolbar's buttons from this dialog, do the following:

1. From the Options menu, choose Customize Toolbar. The Customize Toolbar dialog will

appear.
Dptions
I3l SnaPping A8 Current toolbar buttons:
Shap 1o End [t HFE
v Sap ok arkers ShiftrEE D Mew [Chrl+M) o
Thase (o MIDI Time Code ClF7 | E gpe” [[E:'l"';]
ave [Chrl+
Customize Toolbar... k @ Froperties [Al+Enter)
Ereferences...
= Separator
W, Cut [Cirl+) Move Up |
% Copy [Cl+C] " D
4 3 |

I
Order of current buttons
on the Toolbar

2. On the Current toolbar buttons: pane, select the button you want to move and click on the
Move Up and Move Down buttons.

3. Repeat step 2 to reorder more buttons.

4. Close the Close button to save the changes and close the Customize Toolbar dialog.
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Adding buttons to the Toolbar

Vegas Pro includes a series of function buttons that you may add to the Toolbar. These
buttons are listed in the Customize Toolbar dialog. You may also add separators on the
Toolbar to organize the buttons to your preferences.

You may return the Toolbar to its default settings by pressing the Reset button on the

Customize Toolbar dialog.

To add a button to the Toolbar, do the following:

1. From the Options menu, choose Customize Toolbar. The Customize Toolbar dialog will

appears.

F&
Shap 1o End [t HFE
v Sap ok arkers ShiftrEE

LChaze to MIDI Time Code Chrl+F7 |

Freferences...

Customize Toolbar... k | —

Axailable toolbar buttons:

Separator
& Save s

¥ Delete [Del) j Add > |

15 Trim/Crop (CtileT)

Lock
[ Play (Space]
[0 Pause [Erter)
Chmm (T mmml d
RS
]

]
Buttons available to
add to the Toolbar

2. On the Available toolbar buttons pane, use the scroll bars to locate the button that you want
to add and select the it. The buttons’ icons are what will be displayed on the Toolbar.

3. On the Current toolbar buttons pane, select the button that you want the newly added

button to proceed in order.

For example, if you want to add the Trim/Crop button and want it to precede the Cut
button, select the Cut button on the Current toolbar buttons pane.

Selected button
will be added...

Add -

[ Trim/Crop (CuleT)

. The Trim/Crop button,
...above this . . -
selected button in this example, will be

added “above” and
precede the Cut button
on the Toolbar.

[3, cut(Crke)
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4. Click the Add button. The new button will be added “above” the selected button on the
Current toolbar buttons pane.

/-

Note: You may also double-click a button to
add it to the Toolbar.

.

5. Repeat steps 2-4 to add more buttons to the Toolbar.
6. Click the Close button to save the Toolbar settings and close the Customize Toolbar
dialog.
Removing buttons from the Toolbar

You may remove buttons and separators from the Toolbar. If you have added buttons to the
Toolbar, removing unused or unwanted buttons allows you to maximize the Toolbar’s space
for buttons that you may want. You may remove Toolbar buttons in one of two ways either
on-the-fly or via the Customize Toolbar dialog.

Removing buttons on-the-fly
1. Press and hold the key.

2. Click and drag the button that you want to remove “off” the Toolbar. You will see a hand
icon (Lm)) within an outline of the button that you are removing.

3. Release the mouse to remove the button.

4. Repeat steps 1-3 to move remove more Toolbar buttons.
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appears.

F&
Shap 1o End [t HFE
v Sap ok arkers ShiftrEE

LChaze to MIDI Time Code Chrl+F7

Customize Toolbar... k

Freferences...

Note: You may also double click on the

button to remowe it.

dialog.

Removing buttons via the Customize Toolbar dialog

You may return the Toolbar to its default settings by pressing the Reset button on the
Customize Toolbar dialog.

<- Bemove |

4. Repeat steps 2-3 to remove more buttons from the Toolbar.

Current toolbar buttons:

[ Mew [Cl+N)

2 Open (Chrl+0)

[H Save [Chil+5]

@ Properties [Al+Enter]
Separator

% Cut [Chrl+x)

% Copy [Cl+C]

-
Dimmbm Tkl T
S i ol

2. On the Current toolbar buttons pane, select the button that you want to remove.

1. From the Options menu, choose Customize Toolbar. The Customize Toolbar dialog will

3. Click the Remove button. The button will be removed from the Current toolbar buttons
pane and not appear on the Toolbar.

5. Click the Close button to save the Toolbar settings and exit the Customize Toolbar

CUSTOMIZING VEGAS PRO
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Using the Time Display window
The Time Display window reflects the cursor’s position on the time line and the end point of

a time selection. You may change the Time Display window’s time settings, including what
time the window displays, and color usage.

The Time Display window may be moved from its docked position, above the Track List, to
“float” on the Vegas Pro workspace. In addition, the Time Display window may be docked in
the Windows Docking Area. For more information, see Docking a window on page 244.

Changing the Time Display window's settings

The Time Display window always reflects the ruler settings that are selected. You may
change the ruler settings via the Time Display window or vice versa. For more information,
see Changing the Ruler settings on page 253.

To change the time settings, do the following:
1. Place the mouse pointer on the Time Display window.

2. Right-click to display a shortcut menu.

- Samples
v Time at Cursor e
Time Format S
MIDI Time Code In w
MIDI Time Code Qut Absolute Frames
MID Clock Out Measures & Beats
- SMPTE Mon-Drop [29.97 fps)
=Ml Ve el SMETE Non-Drop 30 (30 fps]
® Custom Text color... SMPTE Dirop (29.97 fps]
Default Background color SMPTE EBLI (25 fps)
® Custom Background color... SMPTE Eim Sync (24 fps)
Feet and Frames 16mm [40 fpf]
Feet and Frames 35mm [16 fpf]

3. From the shortcut menu, choose Time Format to display a sub-menu.
4. From the sub-menu, choose the desired time format.

Both the Time window and ruler will display the chosen time format.
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Changing the Time Displays colors

You may change the background and text color used by the Time Display.

To change the color usage, do the following:

1. Right-click on the Time Display to display the shortcut menu.

2. From the shortcut menu, choose either Custom Text color Or Custom Background color.

The Color dialog will appear.

3. On the Color dialog, choose the color setting that you want.

4. Click the OK button to set the text or background color and close the Color dialog.

Or, click the Cancel button to keep the existing color settings and close the Color dialog.

v Time at Cursor
Time Earmat 3

MIDI Time Code |n
MIDI Time Code Qut
MIDI Clack Out

Default Text color
Custorn Test color

® Default Background color
Custom Background color...

Color

Basic colors:

T T T
T
T .
HT . .N
ENEEEEEN
T

LCustom colors:

-------- -Hug:lﬁ EEdilg

-------- ﬁat:lm ﬁreen:lﬂ_
Wefifie Euston Calars >3 | ColrlS alid Lur: IE Blue: lﬁ
Cancel | Add ta Custom Colors |

v Time at Cursor
Time Earmat 3

MIDI Time Code |n
MIDI Time Code Qut
MIDI Clack Out

® Default Text color
Custom Text color...

Default Background color
ckground color...

Note: To return the Time Display’s text or
background color to its default settings, select
either Default Text color or Default
Background color from the shortcut menu.

.

Ve
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Setting the Time Display to monitor MIDI time code

The Time Display window can be setup to monitor the status of incoming or out-going MIDI
time code. Vegas Pro can monitor MIDI time code being generated from and external device
and monitor MIDI time code and MIDI clock information that is being generated. From
within Vegas Pro, the Time Display settings work in conjunction with your projects
properties and MIDI set up options. For more information, see Using the Sync. preferences tab
on page 275.

To change the Time Display to monitor MIDI input or output, do the following:
1. Place the mouse pointer on the Time Display window.

2. Right-click to display a shortcut menu.

Time at Cursor
Time Earmat

-

J— Monitors incoming MIDI time code

MIDI Time Code |n
— Monitors Vegas Pro generated MIDI time code

MIDI Clack Out

Bl el —|— Monitors Vegas Pro generated MIDI Clock

® Custom Text color...

Default Background color
® Custom Background color...

3. From the shortcut menu, choose the type of MIDI monitoring that Vegas Pro will display.

Once you have made your selection, the Time Display window displays both the MIDI code
being input or output and a status message.

Working with project properties

Vegas Pro has many settings that you can use with a project. Some settings are simply
informational details about the project, while others control how Vegas Pro will work and
handle your project and its output. If you have multiple projects, Vegas Pro stores the
settings used for each project, so you do not need to alter settings when you open a different
project: saving you time.

The Project Properties dialog may be access three ways:

Mew... Chrl+h
= From the File menu, choose Properties o ol
= Click the Project Properties ([&]) Toolbar button sove e
= Press the [Alt]+[Enter]| shortcut keys. Saveds..
Froperties... Alt+Enter
The Project Properties dialog has four tabs: Summary, Esit anee |

Audio, Video, and Ruler. to display a properties page,
click the desired tab. Following is an overview of each tab and its setting options.
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Using the Summary properties tab

This tab allows you to enter information about the project. These tab fields may be left
blank or if information exists you may change it at any time.

Field Description Project Properties EHE
Title Enter the name or title of the open project. Summay | Audio | Video | Ruler |
Artist Enter the name of the narrator, band, or artist(s) :
being recorded into the project. Li I
Engineer  Enter the name(s) of the people who mixed and Artist |
edited the project. Engineer: I
Copyright  Enter the date and ownership rights of the Copyright: |
project. Comments: =
Comments Enter information that identifies and describes
the project.
Check box  Click the Start all new projects with these <
settings check box if your projects’ requirements
do not change or you want consistent settings IO £l v e s il s sl
for future projects. ’TI o~ | Aol |
The following list describes how to work with the
Summary tab:
= To enter information, click inside a field and type.
« Press the key to move to a different field.
= Click the Apply button to save information, but keep the Project Properties dialog open.
L _J

Click the OK button or press the key to save the information and close the Project
Properties dialog.

= Click the Cancel button to keep original information, if any existed, and close the Project
Properties dialog.
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Using the Audio properties tab

This tab allows you to set different characteristics the project will use to handle the audio.
Since audio requires a lot of disk space, this page displays the available drive space where
Vegas Pro stores recorded audio.

[tem Description Project Properties HE
Number of Enter the number of stereo busses that you Summary Audio | video | Ruler |
stereo busses  want in your project. You may add up to 26
busses. The busses appear in the Mixer. i v of ke e [ =]
Sample rate Choose a sample rate from the drop-down Sample rate [Hz): hd
list or enter your own rate. The sample rate Bit-depth: 16 hd
range is 2,000 Hz to 96,000 Hz. Higher Fecorded fles falder
sample rates result in better quality sound, C:5Program FileshSonic Foundry Yegash Browse... |
but also means larger audio files. Free storage space in selected folder:  736.6 Megabytes
Bit-depth Choose a bit-depth from the drop-down list.
A higher bit-depth results in better quality
sound, but also means larger audio files.
Recorded files  Displays the path where recorded audio is I™ Start all new projects with these setfings
folder stored. The Browse button allows you to
select a new location to store recordings. ok ] Cones &eply
Free storage Displays the available disk space where
space in recorded audio is stored.
selected folder
Check box Click the Start all new projects with these

settings check box if your projects’
requirements do not change or you want
consistent settings for future projects.

The following list describes how to work with the Audio tab:

To enter information, click inside a field and type.

Press the key to move to a different field.

Click the Apply button to save information, but keep the Project Properties dialog open.
Click the OK button or press the key to save the information and close the Project
Properties dialog.

Click the Cancel button to keep original settings and close the Project Properties dialog.
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Using the Video properties tab

This tab allows you to set different characteristics the project will use to handle the video.
Also, this tab displays information about the video contained in your project.

Item

Description

Override active
video file frame
rate

Select this option to use a different frame
rate than what is saved with the video in your
project.

Reference
frame rate (fps)

Enter or select the frame rate Vegas Pro will
use for the video during playback.

Active video file

Displays the reference path of the video
contained in your project.

Attributes Displays the properties of the video event in
your project. Each property is defined below.

Frame size The video's frame dimensions and color
depth.

Length The video’s total number of frames.

Frame rate The video’s number of frames displayed per
second.

Data rate The video’s transmission rate in bits per

second.

Project Properties

Summaryl Audin Video |F|u|er I

¥ ‘Dvemide active video file frame rate

Reference frame rate [fps]: |1 5.000

Active video file:  E:\TutorialTutorial. avi
Altributes:

320x240:24

173 Frames

15.000

322 KB/Sec

Cinepak Codec by Fadius

Frame size:
Length:
Frame rate:

D ata rate:
Compression:

™ Start all new projects with these settings

o]

Cancel Apply

Compression

The codec that has been applied to the video.

Check box

Click the Start all new projects with these
settings checkbox if your projects’
requirements do not change or you want
consistent settings for future projects.

The following list describes how to work with the Video tab:

« Click the Override active video frame rate check box and enter a different frame rate.

Properties dialog.

Click the Apply button to save information, but keep the Project Properties dialog open.
Click the OK button or press the key to save the information and close the Project

Click the Cancel button to keep original settings and close the Project Properties dialog.
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This tab allows you to set ruler settings used in your project. You may also change ruler
settings on the Tack View. For more information, see Changing the Ruler settings on page 253.

Item Description
Ruler time Choose a ruler time format from the drop-
format down list.

Ruler start time

Enter a value that the ruler will use at the
beginning of your project. This feature is
useful for sychronization purposes.

Beats per
minute (tempo)

Enter the desired number of beats per minute
for the project.

Beats per
measure

Enter the desired number of beats to occur
per measure for the project.

Note that gets
one beat

The value entered will determine the time
signature used by the ruler when its format is
set to Measures and Beats. For example, if
the entered value is 4, then a quarter note
gets one beat.

Check box

Click the Start all new projects with these
settings checkbox if your projects’
requirements do not change or you want
consistent settings for future projects.

Project Properties

Summaryl Audio I ‘iden  Ruler |

Fiuler time format;: I Time

Buler start time: lm
Beats per minute [tempo]: W@
Beats per measure: Ih—g
Mote that gets one beat: m

™ Start all new projects with these settings

[

()8 I Cancel

Apply

The following list describes how to work with the Ruler page:

Properties dialog.

To enter information, click inside a field and type.
Click the Apply button to save information, but keep the Project Properties dialog open.
Click the OK button or press the key to save the information and close the Project

Click the Cancel button to keep original settings and close the Project Properties dialog.
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Using Vegas Pro preferences

The preference options are different from project properties. The distinction to remember is
that Project properties are unigue to each project, while preferences affect and control how
Vegas Pro works as an application. Adjusting preferences allow you to set VVegas Pro to
optimally function with your equipment and process audio in a variety of ways. Some of
these options you will probably set up one time, while others may be adjusted on a project
basis.

Any changes that you make to the preferences, will remain set until you change them again
or reset Vegas Pro to use its default presets.
Viewing the Preferences dialog

You may access the Preferences dialog by choosing Preferences from the Options menu. This
dialog contains four tabbed pages: General, Routing, Audio, and Sync.

Options

v Enable Snapping Fa
v Snap To Grid Chil+F&
v Snap To Markers Shift+Fg

Customize Toolbar...

Default All
Cancel Apply

The following sections explain the preference settings on each tab.
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Using the General preferences tab

The General tab contains toggle check boxes. These check boxes control whether specific
feature are used with Vegas Pro. A feature is enabled when a check mark appears in the
check box. Simply click in a feature’s check box to turn it on or off. The feature will remain
on or off until you change its toggle setting. The following table describes each toggle and

how it affects Vegas Pro.

Item

Description

Automatically open last project on startup When enabled, Vegas Pro will open the most recently used project if Vegas Pro was

exited with the project still open.

Show logo splash screen on startup

When enabled, the Vegas Pro logo will appear when you start the program.

Show a Tip of the Day on startup

When enabled, a tip for using Vegas Pro will appear on each startup.

Show active take name in events

When enabled, each event that you place in your project will have its active take
name displayed on it.

Draw waveforms in events

When enabled, each event in your project will graphically display the audio’s
waveform.

Animate video ruler

When enabled, video on the video ruler will change as the cursor travels along the
timeline.

Number video frames

When enabled, video on the video ruler will display each frame’s number.

Prompt to keep files after recording

When enabled, Vegas Pro will prompt you to delete or keep audio after it has been
recorded.

Create Undos for FX parameter changes

When enabled, allows you to undo any changes made to Assignable FX in your
project.

Recently used project list

When enabled, the Vegas Pro File menu will display this setting’s number of last
used praject files.

Always prompt to save new files with
Scott chunk

When enabled, Vegas Pro will display the Scott Studios Information dialog when
you save a new file or click the Save As button. This options allows you to embed
and Scott Studio command markers that you placed in your project (pg. 86)

Always launch Send after saving Scott
files

When enabled, Vegas Pro will start the Scott Studios Send application after you
have saved a file that contains Scott Studios data. The Send application allows you
to send the newly created file to several different network locations.

Choose Language

Allows you to set Vegas Pro to your language preference.

The following list describes how to work with the General tab:

Preferences dialog.

To enable or disable a feature, click in its check box.

Click the Default All button to return the General tab to its default settings.
Click the Apply button to save information, but keep the Preferences dialog open.
Click the OK button or press the key to save the information and close the

Click the Cancel button to keep original settings and close the Preferences dialog.

CHP. 10
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Using the Routing preferences tab

The Routing tab allows you to configure Vegas Pro to the equipment that is connected to
your computer. When you installed Vegas Pro, it automatically determined the hardware
available for output on your computer. These options are available on the Routing tab.

Preferences [21x]

General Fouting | Audio | Sync |

Bius to hardware assignments:

& Use Microsoft Sound Mapper for all busses

€ Use a gustom bus routing

[Freview | Bus A Bus B[ Bus ClEc D B E[Eu F
Miciosoft Sound Mapper| @ (@ (6 (@ @& (¢ i (@

ondeadd] ¢ 1 C O O
ondcad2| ¢ (T C O O C PO
ondead3| ¢ 1 O 1O O O
ondeadd| & 1 O L (O

Y |

Defaul recording device: | DPL3-54 Recarding =l

Dicault 4l

[ ok | ceca | s |

In the table on this tab, you will see virtual bus designations that you may add to a project.
For more information, see Using the Audio properties tab on page 265. Each bus may be routed to
a specific output device of your choosing. You may notice that some of the busses are grayed
out because they have not been added to your project yet. However, you may still configure
the busses not currently in use, so they will be ready when you add them later. You can add
busses to your project using the Project Properties Audio tab. For more information, see Using
the Audio properties tab on page 265.

To route busses to hardware, do the following:

1. Click the Use a Custom Routing radio button.

& se a custom bus routing |

Ve

Note: When the Always Use Sound Mapper
radio button is selected, you can not assign the
busses to different hardware devices. All busses
will use the hardware that is assigned to the
Microsoft Sound Mapper. To view this
information, access the Multmedia control
panel on your computer.
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2. In the table, click the radio button in the output device’s row and in the bus’s column to
assign a bus to a specific output device.

Preferences EHE
General Routing | Audio I Sync I
Bus to hardware assignments:
 Use Microsoft Sound Mapper for all busses
& se a custom bus routing
|Preview Bug A | Bus B [Bus C|Euz D [ Bus E|Bus F
Microsoft 5ound MaEEerl (‘ (‘ (‘ D D D D
Sound card 1] (@ . . . . R
Soundcard 2] (7 0 . . . R
Sound card 3| (7 . 0 . . R
Sound card 4| (7 . . . . R
[ i
Default recording device: IDPLB-SA Fecording j
Drefault Al |
QK I Cancel | Apply |
/-
Note: Multiple busses may be mapped to a
single sound card.
A

3. Repeat step 2 to assign more busses to output devices.
4. From the Default recording device drop-down list, select a device used when recording.
The following list describes how to work with the Routing tab:

Click the Default All button to return the Routing tab to its default settings.
Click the Apply button to save information, but keep the Preferences dialog open.
Click the OK button or press the key to save the information and close the
Preferences dialog.

Click the Cancel button to keep original settings and close the Preferences dialog.
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Using the Audio preferences tab

The Audio tab allows you to set preferences to optimize how Vegas Pro uses your computer’s
components efficiently to handle the resource-intensive audio that you are using in your
projects. The following table briefly describes each preference. More details of each
preference is discussed later in this section.

Item Description Preferences HE
Playback Buffering Sets the amount of_ memo_ry Generl | Routing Audio | sync |
(seconds) Vegas Pro uses during project
playback. Playhack buffering [seconds): =] J————————J@Dl 0.25
Automatically Fade Sets the fade length of a split ¥ Biomaticall fade st sones imsie 10
Edit Edges (ms) or resized event. Momalize peak level (dB ) |—'U-1 & g
Normalize Peak  Sets the maximum level that : _—
) Location of preferred audio editor:
Level (dB) veQaS PI‘O will use when C:\Program FileshSound Forge'forge32 EXE Browse. .. |
normalizing an event.
Location of Displays the path of the audio p— | T |
Preferred Audio  editor that you can start — =
Editor directly from Vegas Pro to
perform destructive edits to ’TI Cancel | Aoy |
audio. —

The following list describes how to work with the Routing tab:

= Click the Browse button to change the sound editor program. For more information, see
Setting up the sound editor program on page 90.

= Click the Advanced button to set other Audio preferences. For more information, see
Setting advanced audio preferences on page 274.

= Click the Default All button to return the Audio tab to its default settings.

= Click the Apply button to save information, but keep the Preferences dialog open.

= Click the OK button or press the key to save the information and close the
Preferences dialog.

= Click the Cancel button to keep original settings and close the Preferences dialog.

Adjusting the Playback Buffering slider

You can specify how much memory is used by Vegas Pro when playing back your project.
This preference is useful but must be carefully adjusted. If you set the buffer size too high,
you may experience gapping during playback.

Conversely, if you set the buffer size too low, you may experience gapping as well because
Vegas Pro has too little memory to work with during playback.

The Playback Buffer slider needs to be set in such away to balance RAM usage and playback
buffering. The rule is to set this slider as low as possible without introducing gapping.
Following is a procedure to help you achieve the proper balance between RAM usage and
playback buffering.
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To adjust the slider to avoid gapping during play back, do the following:
1. Open a project that has multiple events.

2. On the Audio preferences tab, click the Playback Buffer (seconds) slider and move it to .25.

Playback buffering [zeconds]: I:D:I M 025 |
3. Start playing back the project.

4. If the playback still gapping, increase the Playback Buffer (seconds) slider slightly.

As you increase the buffer size, the RAM meter at the bottom of Vegas Pro will indicate
more RAM is being used.

5. Repeat steps 3-4 until gapping ceases.

If you continue to experience gapping and the RAM meter begins to display in yellow or red,
you are experiencing gapping due to lack of RAM. You can try the following to control the
gapping within Vegas Pro:

= Decrease the number of events you are trying to play back. This may mean muting tracks
or soloing a couple of tracks. RAM is mostly affected by the number of unique events that
are playing back simultaneously.

= Use the Mix to New Track feature to combine all the events into one event. For more
imformation, see Mixing multiple tracks to a single track on page 167.

If you are still experiencing gapping, you may need to add RAM to your computer. Vegas Pro
only requires a minimum of 32 MB. However, we recommend 128 MB of RAM to get
optimum performance.

Adjusting the fade length for editing events

When you place an event in your project, you may resize the event by moving its edges. For
example, you may place an event that is 10 second in length but resized or split it to play
back only 5 seconds. However, the 5 seconds that you “omitted” for playback are still
available.

| ¥ Automatically fade edit edges (ms) I‘ID §|

This control allows you to set Vegas Pro to automatically fade events at their edges where
you have “omitted” audio information. You can specify, in milliseconds, the length of the
fade. The fade affects transitions between event edges so that “popping” is not introduced
during playback.

CHP. 10 CUSTOMIZING VEGAS PRO



274)

Setting the Normalize peak level

When you want to normalize an event in your project, you can control the maximum peak
Vegas Pro will use when recalculating the event’s waveform.

Mormalize peak, level [dB]: I-D.‘I dB g |

This control allows you to specify the maximum decibel level used when normalizing an
event. For more information, see Normalizing an event on page 111.

Setting advanced audio preferences

From the Audio preferences tab, you may access advanced settings by clicking the Advanced
button. The Advance Audio Preferences dialog will appear and display all the audio devices
that are installed on your computer.

Advanced Audio Preferences EHE

General |

Flaub: ll u
Flayback: 0P wbac
Fecord: Microzoft Sound kapper

Record: OPL3-54 Recording Select a device in the list

Settings for zelected audio device:

[V Interpolate position [required for inaccurate devices)

Position bias [-64 to B4} —F——@ o Set the controls that Vegas

™ Da not pre-oll buffers before starting plapback. Pro will use for each device

QK I Cancel | Lol |

If you select one of these devices from the list, you may set the controls that Vegas Pro will
use with the device. Each device may be set up independently of the other devices.
Following are descriptions of each control.

Interpolate position

During project playback, you may notice the cursor position is different than what you are
hearing. This problem stems from inaccuracies in some audio devices.

||7 Interpolate position [required far inaccurate devices]|

Click this control’s check box and Vegas Pro will attempt to compensate for the inaccuracies
by interpolating the cursor’s correct position during playback or recording.
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Position bias

The position bias control gives you additional cursor control when it is inaccurately

displayed during project playback and recording.

Puosition bias [-54 to 54]: —F——@ o |

If you have enabled the Interpolate position control and are still experiencing cursor position
inaccuracies, move the Position bias control forward or backward to compensate for the
inaccuracies of the audio device.

Do not pre-roll buffers before starting playback

When this option is not checked (disabled), Vegas Pro will begin storing (buffering) project
audio information prior to playback. This storing is very fast and unnoticeable in most cases.
However, some audio devices “stutter” when you begin playback as a result of the buffering
process. If your audio stutters when you start playback, click this check box to prevent Vegas
Pro from buffering audio information prior to playback.

| ™ Da not pre-oll buffers before starting plapback. |

Using the Sync. preferences tab

The Sync. tab allows you to specify how Vegas Pro will synchronize MIDI Time Code
(MTC) to other software applications and hardware devices. Vegas Pro can also chase to
MTC from an input device, which you may select on this tab. The following table briefly
describes each preference. More details of each preference is discussed later in this section.

Item Description Preferences HE
ngerate MIDI Select the output device and. General | Routing | Audio | Svnc |
Tlm_e Code frame rate that Vggas Pro V.Vlll Gienerate MIDI Time Code seffings:
settings use when generating MIDI time :
de Dutput device: -
code.
- Frame rate: | SMPTE Man-Drap 30 (30 fos) =l
Generate MIDI Select the output device that ;
Clock settings Vegas Pro will use when (i I el SSUER
generating MIDI Clock Output device: |ESFM Synthesis [D400) =l
information. This device may Chase to MIDI.Tlme Code settings:
be set to the same one that you ek e [Es5 MPU-4m DCO0) =
selected for Generate MTC. Frame rate: |SMPTE Mon-Drop 30 (30 fps] =l
Chase to MIDI Select the input software or Atharend. | | Detok |
- g b
Time Code device and frame rate that S ==
settings Vegas Pro will use when
chasing MTC. 0K I Cancel | Apply |
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The following list describes how to work with the Sync. tab:

Click the Advanced button to set other Sync. preferences.

Click the Default All button to return the Sync. tab to its default settings.

Click the Apply button to save information, but keep the Preferences dialog open.
Click the OK button or press the key to save the information and close the
Preferences dialog.

Click the Cancel button to keep original settings and close the Preferences dialog.

Setting advanced Sync. preferences

From the Sync. preferences tab, you may access advanced settings by clicking the Advanced
button. The Advanced Sync. Preferences dialog will appear and display three tabs for MTC
input, MTC output, and MIDI Clock Output. The following sections display the selected
tab followed by definitions of its controls.

MTC input

This tab contains controls for MTC input. It is displayed only if a device is selected for MTC
input on the Sync. tab.

MTE Input | MTE Dutput | MIDI Clack Dutput

™ Trigger playback only [do not chase]

[200 =]
[T-o00 =]
Synchronization delay time [zeconds): |1 .oan g

QK I Cancel | Apply |

The following list describes how to work with the MTC Input tab:

= Click the Apply button to save information, but keep the Advanced Preferences dialog
open.

= Click the OK button or press the key to save the information and close the
Advanced Preferences dialog and return to the Sync. tab.

= Click the Cancel button to keep original settings and return to the Sync. tab.
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IV Trigger playback only [do not chase}

ol

When this option is selected, Vegas Pro will not chase its playback speed to the incoming
MTC data. Instead, Vegas Pro will trigger at the appropriate time. There are two situations
when you will want to use this option.

= |f your computer does not have the speed required to accurately chase time code. This
method is best used for shorter periods of time. We recommend not using this feature for
long periods of time because Vegas Pro may fall out of sync.

= |f your sound card has an external “Word Clock” input, this clock source will keep your
digital signals locked together and eliminate the need for VVegas Pro to chase.

Free-wheel zlack time [seconds]: ID.2DD g
Free-wheel plapback time [zeconds]: |1 .ooo g

Sunchronization delay time [seconds]: |1 .aoa g

When Free-wheel for time code loss i$ selected, Vegas Pro will continue to play for a specified
period of time without chasing if time code is lost for some reason. Enabling this option can
compensate for infrequent losses in time code monitoring. If losses in time code are frequent,
troubleshooting should be done on your hardware to find the cause of the problem.

The Free-wheel slack time field specifies the amount of time that time code can be lost before
the Free-wheel playback time starts. A longer time is more tolerant of loses in the incoming
time code.

The Free-wheel playback time field specifies the amount of time that Vegas Pro will play back
after the Free-wheel slack time has been exceeded.

The Sychronization delay time field specifies the amount of time required for Vegas Pro to
synchronize itself to incoming time code. On slower computers this time should be set to
around two seconds. On faster computers, it may be set lower. However, setting this value
too low can sometimes result in audible pitch shifting at the start of playback.
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MTC Output

This tab contains controls for MTC output. It is displayed only if a device is selected for

MTC input on the Sync. tab.

MTC Input MTE Dutput | MIDI Clack Dutput

¥ Usze internal timer for MTC generatiors

Internal timer rezolution [milizeconds]: |4 vl

Full-frame meszage generation:
@ Never
' On start and stop of playback and record

" For all curzor postion changes

QK I Cancel | Apply |

The following list describes how to work with the MTC Output tab:

= Click the Apply button to save information, but keep the Advanced Preferences dialog

open.

= Click the OK button or press the key to save the information and close the
Advanced Preferences dialog and return to the Sync. tab.
= Click the Cancel button to keep original settings and return to the Sync. tab.

¥ Usze internal timer for MTC generatiors

Internal timer rezolution [milizeconds]: |4 vl

When the Use internal timer for MTC generation check box is enabled, the MIDI Time Code
that Vegas Pro generates will be based off of you computer’s Central Processing Unit (CPU)

clock. Otherwise, Vegas Pro will generate MTC based on the sound card’s clock.

The Internal timer resolution field allows you to control MTC resolution: higher values
indicate lower resolution and vice versa.
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Full-frame meszage generation:
@ Never
' On start and stop of playback and record

" For all curzor postion changes

When the Sync. tab’s Generate MIDI Time Code is used, the Full-frame message generation radio
button list specifies when Vegas Pro will send full-frame time code messages.

Full-frame messages are used by some external audio synchronizers to seek a proper location
prior to synchronization. For example, tape-based recorders benefit from seeking to full-
frame messages because of the time required to move the transport to the proper location.
However, full-frame messages are ignored by some devices and may actually cause
unexpected behavior in other devices. Check your hardware documentation to find out if it
supports full-frame messages.

MIDI Clock Output

This tab contains controls for MIDI Clock output. It is only displayed if a device is selected
for MIDI Clock output on the Sync. tab.

MTC Input | MTC Output  MIDI Clock Output |

I~ Send Start instead of Continue when beginning playback:

¥ Use intemal timer for MIDI Clock generation
™ Always send MIDI Clock

Song Position Pointer generation:
 Never
&' On start and stop of playback and record

" For all curzor postion changes

QK I Cancel | Apply |

The following list describes how to work with the MIDI Clock Output tab:

= Click the Apply button to save information, but keep the Advanced Preferences dialog
open.

= Click the OK button or press the key to save the information and close the
Advanced Preferences dialog and return to the Sync. tab.

= Click the Cancel button to keep original settings and return to the Sync. tab.

||7 Send Start instead of Continue when beginning playback: |

When Sent Start instead of Continue when beginning playback option is checked, Vegas Pro will
send a Start command rather than a Continue command when Generate MIDI Clock is enabled
on the Sync. tab. Normally, Vegas Pro will send a Continue command to allow the chasing

device to start at a specific time. However, some older MIDI sequencers do not support the

Continue command and must start from the beginning every time.
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||7 Use internal timer for MIDI Clock generation |

When the Use internal timer for MIDI Code generation option is checked, the MIDI Clock that
Vegas Pro generates will be based on your computer’s Central Processing Unit (CPU) clock.
Otherwise, Vegas Pro generate MIDI Code based on the sound card’s clock.

V' Alwayz send MIDI Clack

When the Always send MIDI clock option is checked, Vegas Pro will send MIDI Clock
information when Generate MIDI Clock is enabled on the Sync. tab. Some applications and
devices “listen” for MIDI Clock information, even when the master application is not
playing. This “listening” allows the applications and devices to synchronize faster. However,
some applications and devices may not support this VVegas Pro feature. If your MIDI Clock
slave device does not support this feature, we recommend that you disable this feature’s
control.

Song Position Pointer generation:
 Never
&' On start and stop of playback and record

" For all curzor postion changes

Song Position Pointer generation

The Song Position Pointer generation radio button list specifies when Vegas Pro will send Song
Positon Pointer messages when Generate MIDI Clock is enabled on the Sync. tab. Song Position
Pointer messages are used by MIDI applications and devices to seek to a proper location prior
to starting the synchronization process.
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Why are some of my DirectX plug-ins not working correctly?

-

A
>
9

Vegas Pro is a non-destructive time-based editor. As a result, there are certain types of
DirectX Plug-ins that perform poorly in Vegas Pro as Assignable FX or Bus FX. These types
of plug-ins are roughly classified as any plug-in that outputs a different amount of time than
what goes in. This includes all plug-ins like time compress/expand, gapper/snipper and pitch
shift without preserving duration. However, these types of FX plug-ins may perform suitably
as Bus FX, but only if one bus is used in the project.

In addition, plug-ins that require a lot of pre-buffering will also perform poorly such as Sonic
Foundry Acoustic Mirror when using long impulse files.

Why do | hear gaps in my audio playback?
There are many reasons that your audio playback can gap.

= Playing back more simultaneous tracks than your hard drives can handle

< Running out of physical RAM can cause Windows to start using virtual memory
< Running too many DirectX plug-ins can use up all your computer’s power

= Having sound card driver problems can cause play back gapping

Below are a things you can check and do to make sure your system is optimized to prevent
gapping.
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RAM usage meter

If the RAM usage meter at the bottom of the Vegas Pro Track View indicates that most of
your physical RAM is in use, you could be gapping because Windows virtual memory is
being used. Virtual memory is a method used by Windows to write information to your hard
drive to make room in physical RAM. This process uses a lot of your computer’s resources.

J\ Mizer Wideo Preview
|Recard Time: 01:10:40 (RAM: 27MBA28MB De——==2— RAM usage meter

[ MDA in1sam

To minimize the amount of RAM that you are using, try the following:
1. Exit all background applications not in use.

2. Adjust the playback buffering slider on the Preferences’ Audio tab.

Dptions Preferences EHE
Enable Snapping Fa = "
Aud
v Brap To Grid (i a — » Gonerol| Flouing Audo |Symc |
v Snap o Markers St Playhack buffering [seconds): =] J————————J@Dl 0.25

Clyetines Laaleen ¥ Biomaticall fade st sones imsie 10
Mormalize peak, level [dB]: 01 dE g

Location of preferred audio editor:
IE:\Program FilezSound Forgehforge32 EXE Browse. .. |

Adjust this slider as low as possible, but setting it too low will cause gaps as well.

3. Run fewer events simultaneously by muting or soloing them.

4. Add more RAM to your computer. However, after 128 MB, the performance increase that
you get will start to decline.

Disk meter

If the Disk meter at the bottom of the Track View ever bounces near or above 50%, you will
probably experience gapping. This issue is due to the data not being read off the hard drive
fast enough.

J\ Mizer Wideo Preview
|Record Time: 01:10:40 [RAM: 27MB./128MB([Diski 507 D— Disk usage meter

[ mMDA 1014aM

To optimize the reading of data off the hard drive, try the following:
1. Fully defragment your audio hard drives regularly.

2. Split audio usage between different physical hard drives, not just different partitions of
the same drive.
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3. Run fewer events simultaneously. It is not how many tracks you have in the project, but
how many different events are playing simultaneously that matters.

4. Make sure that you trim out any silent sections of events to minimize the wasted disk
access.

5. Use hard drives with fast seek times and spindle speeds of 7200 RPM or greater. SCSI
drives have better prolonged data transfer performance than IDE drives.
CPU usage

If neither the RAM or Disk meter looks out of the ordinary, you can try to adjust how Vegas
Pro utilizes the central processing unit (CPU).

To optimize CPU usage, try the following:

1. If you are using video, turn off the Animate video strip option on the Preferences’ General

tab.
Dptions Preferences EHE
Enable Snapping Fa . "
G |
v Sriep To Grid il enerd | Fouting | audi | syrc |
v Sap ok arkers Stk General Preferences: |

Show active take name in events
Crraw waveforms in events
Animate video ruler

Mumber video frames

Prompt to keep files after recording

Customize Toolbar... |
Create Undos for B parameter changes

2. Zoom out ([ctri] +[w]) fully on the Track View while playing so that the screen does not
have to scroll to keep the cursor on it.

I e

3. Run fewer DirectX plug-ins.

4. Make sure that the peak files are built for all of the audio data in the project before
playing. Peaks are only built for those files on screen so you can get into the situation
where the screen scrolls and it ends up building a peaks on-the-fly. You can play while
peaks are being built, but on a CPU bound machine, it will gap for sure.

Why can't | get my other DirectX plug-ins to work as Track effects?

This version of Vegas Pro has a special DirectX interface at the track level. It means that
only DirectX plug-ins with a special wrapper will work in that position. The Track EQ,
Compressor and Dither plug-ins will work there.
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MPEG and Quicktime Video Audio/Video Synchronization Issues

Vegas Pro is able to open MPEG and Quicktime audio/video files that were encoded using
Microsoft DirectShow codecs. However, there is an implementation issue that causes the
audio and video to fall out of sync with each other. This happens frequently and it is not
consistent in its offset. Therefore, this issue makes working with these types of files
troublesome.

We are working to correct this issue for future versions of Vegas Pro. In the meantime, a
work around is to separately save out the video and audio portions of the files into AVI and
Wave files, respectively. After that, you can reload them into Vegas Pro, re-synchronize
them and the synchronization will stay constant.

Some AVI's that open in Windows Media Player don't open in Vegas Pro

Some newer AV files use codecs that are unreadable by applications that do not support
Microsoft DirectShow codecs. These files are usually either compressed with a DV or MPEG
4 codec. They might also be larger than the standard AVI file limit of 4 Gigabytes.Vegas Pro
does not currently support these files.

Why does a mono event increase 6 dB when panning a track hard to either
side?

In Vegas Pro, all audio events on tracks is stereo. So, a mono-audio event is interpreted as a
stereo event with the same data in both channels. The Vegas Pro track-pan control
preserves some amount of stereo separation when panning a stereo signal and gradually
mixes the level from channel to channel. Therefore, with a mono-audio event, Vegas Pro is
adding a duplicate of the event on top of itself. This duplication doubles the amplitude and
results in a 6 dB increase in volume when you pan a track hard left or right. To compensate
for this increase, adjust the tracks volume with the fader. Or, lower the event’s sustain
portion using an event envelope (ASR). For more information, see Using event envelopes
(ASR) on page 113.
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A-Law

A companded compression algorithm for voice signals defined by the Geneva
Recommendations (G.711). The G.711 recommendation defines A-Law as a method of
encoding 16-bit PCM signals into a non-linear 8-bit format. The algorithm is commonly
used in United States’ telecommunications. A-Law is very similar to u-Law, however, each
uses a slightly different coder and decoder.

iR

Adaptive Delta Pulse Code Modulation (ADPCM)

A method of compressing audio data. Although the theory for compression using ADPCM is
standard, there are many different algorithms employed. For example, Microsoft's ADPCM
algorithm is not compatible with the International Multimedia Association’s (IMA)
approved ADPCM.

Aliasing

A type of distortion that occurs when digitally recording high frequencies with a low sample
rate. For example, in a motion picture, when a car’s wheels appear to slowly spin backward
while the car is quickly moving forward, you are seeing the effects of aliasing. Similarly,
when you try to record a frequency greater than one-half of the sampling rate (the Nyquist
Frequency), instead of hearing a high pitch, you may hear a low-frequency rumble.

To prevent aliasing, an anti-aliasing filter is used to remove high-frequencies before
recording. Once the sound has been recorded, aliasing distortion is impossible to remove
without also removing other frequencies from the sound. This same anti-aliasing filter must
be applied when resampling to a lower sample rate.

Amplitude Modulation (AM)

A process whereby the amplitude (loudness) of a sound is varied over time. When varied
slowly, a tremolo effect occurs. If the frequency of modulation is high, many side frequencies
are created which can strongly alter the timbre of a sound.
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Analog

When discussing audio, this term refers to a method of reproducing a sound wave with
voltage fluctuations that are analogous to the pressure fluctuations of the sound wave. This
is different from digital recording in that these fluctuations are infinitely varying rather than
discrete changes at sample time (see Quantization).

Attack

The attack of a sound is the initial portion of the sound. Percussive sounds (drums, piano,
guitar plucks) are said to have a fast attack. This means that the sound reaches its maximum
amplitude in a very short time. Sounds that slowly swell up in volume (soft strings and wind
sounds) are said to have a slow attack.

Audio Compression Manager (ACM)

The Audio Compression Manager, from Microsoft, is a standard interface for audio
compression and signal processing for Windows. The ACM can be used by Windows
programs to compress and decompress *.wav files.

Bandwidth

Refers to the EQ plug-in that is built in. Each frequency band has a width associated with it
that determines the range of frequencies that are affected by the EQ. An EQ band with a
wide bandwidth will affect a wider range of frequencies than one with a narrow bandwidth.

Beats Per Measure (BPM)

In music theory, the time signature of a piece of music contains two pieces of information:
the number of beats in each measure of music, and which note value gets one beat. Vegas
Pro uses this notion to determine the number of ticks to put on the Time ruler above the
Track View, and to determine the spacing when the ruler is displaying Measures & Beats.

Beats Per Minute

In music theory, the tempo of a piece of music can be written as a number of beats in one
minute. If the tempo is 60 BPM, a single beat occurs once every second. Lower BPM’s equal
slower tempo, and vice versa.

Bit

A bit is the most elementary unit in digital systems. Its value can only be 1 or 0,
corresponding to a voltage in an electronic circuit. Bits are used to represent values in the
binary numbering system. As an example, the 8-bit binary number 10011010 represents the

unsigned value of 154 in the decimal system. In digital sampling, a binary number is used to
store individual sound levels, called samples.
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Bit Depth

The number of bits used to represent a single sample. Vegas Pro uses either 8, 16, or 24-bit
samples. Higher values will increase the quality of the playback and any recordings that you
make. While 8-bit samples take up less memory (and hard disk space), they are inherently
noisier than 16 or 24-bit samples.

Byte

Refers to a set of 8 bits. An 8-bit sample requires one byte of memory to store, while a 16-bit
sample takes two bytes of memory to store.

Clipboard

The clipboard is where data that you have cut or copied in Vegas Pro is stored. You can then
paste the data back into Vegas Pro at a different location, or paste it into other applications,
such as Microsoft Word, or another instance of Vegas Pro. Some data, such as audio, cannot
be pasted into applications such as Microsoft Word or Notepad, but the text data from the
Edit Details window can be pasted. This allows you to then print or format the data.

Clipping
Clipping is what occurs when the amplitude of a sound is above the maximum allowed

recording level. In digital systems, clipping is seen as a clamping of the data to a maximum
value, such as 32,767 in 16-bit data. Clipping causes sound to distort.

CODEC

An acronym for Coder/Decoder that is commonly used when working with data
compression.

Crossfade
Mixing two pieces of audio by fading one out as the other fades in.

Cutoff frequency

The cutoff-frequency of a filter is the frequency at which the filter changes its response. For
example, in a low-pass filter, frequencies greater than the cutoff frequency are attenuated
while frequencies less than the cutoff frequency are not affected.

DC Offset

DC Offset occurs when hardware, such as a sound card, adds DC current to a recorded audio
signal. This current causes the audio signal to alternate around a point above or below the
normal -infinity dB (center) line in the sound file. To visually see if you have a DC offset
present, you can zoom all the way into a sound file and see if it appears to be floating over
the center line.
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Decibel (dB)

A unit used to represent a ratio between two numbers using a logarithmic scale. For
example, when comparing the numbers 14 and 7, you could say 14 is two times greater than
the number 7; or you could say 14 is 6 dB greater than the number 7. Where did we pull that
6 dB from? Engineers use the equation dB = 20 x log (V1/V2) when comparing two
instantaneous values. Decibels are commonly used when dealing with sound because the ear
perceives loudness in a logarithmic scale.

In Vegas Pro, most measurements are given in decibels. For example, if you want to double
the amplitude of a sound, you apply a 6 dB gain. A sample value of 32,767 (maximum
positive sample value for 16-bit sound) can be referred to as having a value of 0 dB.
Likewise, a sample value of 16,384 can be referred to having a value of -6 dB.

Device Driver

A program that enables Windows to connect different hardware and software. For example,
a sound card device driver is used by Windows software to control sound card recording and
playback.

Digital Signal Processing (DSP)

A general term describing anything that alters digital data. Signal processors have existed for
a very long time (tone controls, distortion boxes, wah-wah pedals) in the analog (electrical)
domain. Digital Signal Processors alter the data after it has been digitized by using a
combination of programming and mathematical techniques. DSP techniques are used to
perform many effects such as equalization and reverb simulation.

Since most DSP is performed with simple arithmetic operations (additions and
multiplications), both your computer’s processor and specialized DSP chips can be used to
perform any DSP operation. The difference is that DSP chips are optimized specifically for
mathematical functions while your computer’s microprocessor is not. This results in a
difference in processing speed.

Dithering
The practice of adding noise to a signal to mask quantization noise.

Drag and Drop

A quick way to perform certain operations using the mouse in Vegas Pro. To drag and drop,
you click and hold a highlighted selection, drag it (hold the left-mouse button down and
move the mouse) and drop it (let go of the mouse button) at another position on the screen.

GLOSSARYAPPENDIX B



(289
Dynamic Range

The difference between the maximum and minimum signal levels. It can refer to a musical
performance (high volume vs. low volume signals) or to electrical equipment (peak level
before distortion vs. noise floor). For example, orchestral music has a wide dynamic range,
while thrash metal has a very small (always loud) range.

Endian (Little and Big)

Little and Big Endian describe the ordering of multi-byte data that is used by a computer’s
microprocessor. Little Endian specifies that data is stored in a low to high-byte format; this
ordering is used by the Intel microprocessors. Big Endian specifies that data is stored in a
high to low-byte format; this ordering is used by the Motorola microprocessors.

Envelopes (Audio and Video)

Envelopes, as used by Vegas Pro, are a way of automating the change of a certain parameter
over time. In the case of Volume, you can create a fade out (which requires a change over
time) by adding an envelope and creating an extra point to the line that indicates where the
fade starts. Next, you pull the end point of the envelope down to infinity.

Equalization (EQ)

The process by which certain frequency bands are raised or lowered in level. EQ has various
uses. The most common use for Vegas Pro users is to simply adjust the subjective timbrel
qualities of a sound.

Event

A media file that has been placed into a Vegas Pro project. The media file is placed on a
track or the video ruler and plays back as an audio or video “event” along the project’s
timeline.

File Format

A file format specifies the way in which data is stored on your floppy disks or hard drive. In
Windows, the most common file format is the Microsoft *.wav format. However, Vegas Pro
can read and write to many other file formats so you can maintain compatibility with other
software and hardware configurations.

Frame Rate (Audio)

Audio uses frame rates only for the purposes of synching to video or other audio. In the latter
case, the rate of 30 non-drop is typically used. In the former case, 30 drop is usually used.
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Frame Rate (Video)

The speed at which individual images in the video are displayed on the screen. A faster
frame rate results in smoother motion in the video. However, more times than not, frame
rate is associated with SMPTE standard frame rates for video: 29.97, 25 or 24 for film.

Frequency Spectrum

The Frequency Spectrum of a signal refers to its range of frequencies. In audio, the frequency
range is basically 20 Hz to 20,000 Hz. The frequency spectrum sometimes refers to the
distribution of these frequencies. For example, bass-heavy sounds have a large frequency
content in the low end (20 Hz - 200 Hz) of the spectrum.

Hertz (Hz)
The unit of measurement for frequency or cycles per second (CPS).

Insertion Point

The Insertion Point (also referred to as the Cursor Position) is analogous to the cursor in a
word processor. It is where pasted data is placed or other data is inserted, depending on the
operation. The Insertion Point appears as a vertical flashing black line and can be moved by
clicking the left mouse button any where in the waveform display of a data window.

Markers

Saved locations in the sound file. Markers are stored in the Regions List and can be used for
quick navigation.

Markers can be displayed in the Trimmer window for sound files that contain them, but
more often, markers and regions are used at the project level to mark interesting places in
the project.

Media Control Interface (MCI)

A standard way for Windows programs to communicate with multimedia devices like sound
cards and CD players. If a device has a MCI device driver, it can easily be controlled by most
multimedia Windows software.

Media Player

A Microsoft Windows program that can play digital sounds or videos using MCI devices.
Media Player is useful for testing your sound card setup. For example, if you can’t hear sound
when using Vegas Pro, try using Media Player. If you can’t play sound using Media Player,
check the sound card’s manual. Please contact your sound card manufacturer before calling
Technical Support at Sonic Foundry.
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MIDI Clock

A MIDI device specific timing reference. It is not absolute time like MIDI Time Code
(MTC); instead, it is a tempo-dependent number of “ticks” per quarter note. MIDI Clock is
convenient for syncing devices that need to do tempo changes mid-song. Vegas Pro supports
MIDI Clock out, but does not support MIDI Clock in.

MIDI Port

A MIDI Port is the physical MIDI connection on a piece of MIDI gear. This port can be a
MIDI in, out or through. Your computer must have a MIDI to output MIDI Time Code to an
external device or to receive MIDI Time code from an external device.

MIDI Time Code (MTC)

MTC is an addendum to the MIDI 1.0 Specification and provides a way to specify absolute
time for synchronizing MIDI capable applications. Basically, it is a MIDI representation of
SMPTE time code.

Mix
A function Vegas Pro performs inherently by adding events to multiple audio tracks.

Multiple Stereo

A Mixer configuration that allows you to assign individual tracks to any number of stereo
output busses. In single stereo mode, all tracks go out the same stereo bus. Multiple stereo
configuration allows you to keep your signals from the Tracks discrete if you want them to
be.

Musical Instrument Device Interface (MIDI)

A standard language of control messages that provides for communication between any
MIDI compliant devices. Anything from synthesizers to lights to factory equipment can be
controlled via MIDI. Vegas Pro utilizes MIDI for synchronization purposes.

Noise-shaping

Noise-shaping is a technique which can minimize the audibility of quantization noise by
shifting its frequency spectrum. For example, in 44,100 Hz audio, quantization noise is
shifted towards the Nyquist Frequency of 22,050 Hz.

Non-Destructive Editing

This type of editing involves a pointer-based system of keeping track of edits. When you
delete a section of audio in a non-destructive system, the audio on disk is not actually
deleted. Instead, a set of pointers is established to tell the program to skip the deleted section
during playback.
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Normalize

Refers to raising the volume so that the highest level sample in the file reaches a user-
defined level. Use this function to make sure you are fully utilizing the dynamic range
available to you.

Nyquist Frequency

The Nyquist Frequency (or Nyquist Rate) is one-half of the sample rate and represents the
highest frequency that can be recorded using the sample rate without aliasing. For example,
the Nyquist Frequency of 44,100 Hz is 22,050 Hz. Any frequencies higher than 22,050 Hz
will produce aliasing distortion in the sample if no anti-aliasing filter is used while recording.

Pan
To place a mono or stereo sound source perceptually between 2 or more speakers.

Peak Data File

The file created by Vegas Pro when a file is opened for the first time. This file stores the
information regarding the graphic display of the waveform, so that opening a file is almost
instantaneous. The peak data file is stored in the directory in which the file resides and has a
sfk extension. If the peak data file is not in the same directory as the file, or is deleted, it will
be recalculated the next time you open the file.

Plug-In

An effect that can be added to the product to enhance the feature set. VVegas Pro supports all
DirectX plug-ins. The built-in EQ, Compression and Dithering effects are also considered
plug-ins because they work in other DirectX-compatible applications.

Plug-In Chain

Plug-ins can strung together into a chain so that the output of one effect feeds into the input
of another. This allows for complex effects that couldn’t otherwise be created.

Pre-roll/Post-roll

Pre-roll is the amount of time elapsed before an event occurs. Post-roll is the amount of time
after the event. The time selection defines the pre- and post-roll when recording into a
selected event.
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Preset

A snapshot of the current settings in a plug-in. Presets are created and named so that you
can easily get back to a sound that you have previously created.

A preset calls up a bulk setting of a function in Vegas Pro. If you like the way you tweaked
that EQ, but do not want to have to spend the time getting it back for later use, save it as a
preset. All presets show up in the combo box on the top of most function dialogs in Vegas
Pro.

Pulse Code Modulation (PCM)

PCM is the most common representation of uncompressed audio signals. This method of
coding yields the highest fidelity possible when using digital storage.

Punch-In

Punching-in during recording means automatically starting and stopping recording at user-
specified times.

Quadraphonic

A mixing implementation that allows for four (4) discrete audio channels. These are usually
routed to two (2) front speakers and two back speakers to create immersive audio mixes.

Quantization

The process by which measurements are rounded to discrete values. Specifically with respect
to audio, quantization is a function of the analog-to-digital conversion process. The
continuous variation of the voltages of a analog audio signal are quantized to discrete
amplitude values represented by digital, binary numbers. The number of bits available to
describe these values determines the resolution or accuracy of quantization. For example, if
you have 8-bit analog-to-digital converters, the varying analog voltage must be quantized to
1 of 256 discrete values; a 16-bit converter has 65,536 values.

Quantization Noise

A result of describing an analog signal in discrete digital terms (see Quantization). This
noise is most easily heard in low resolution digital sounds that have low bit depths and is
similar to a “shhhhh” type sound while the audio is playing. It becomes more apparent when
the signal is at low levels, such as when doing a fade out.

Region

A subsection of a sound file denoted by a start and end point. You can define any number of
regions in a sound file.
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Resample

The act of recalculating samples in a sound file at a different rate than the file was originally
recorded. If an audio file is resampled at a lower rate, Vegas Pro decreases sample points. As
a result, the file size and the frequency range are reduced. Resampling to a higher sample
rate, Vegas Pro will interpolate extra sample points in the sound file. This increases the size
of the sound file but does not increase the quality. When down-sampling, one must be aware
of aliasing (see Aliasing). Vegas Pro automatically resamples all audio that is added to the
project’s sample rate.

Ruler Tags

Small tab-shaped controls above the Time Ruler that represent the location of markers,
regions, and loop points in the waveform display.

Ruler, Time

The Time Ruler is the area on a data window above the tracks display window that shows
the horizontal axis units.

Sample

The word “sample” is used in many different (and often confusing) ways when talking about
digital sound. Here are some of the different meanings:

= A discrete point in time which a sound signal is divided into when digitizing. For
example, an audio CD-ROM contains 44,100 samples per second. Each sample is really
only a number which contains the amplitude value of a waveform measured over time.

= A sound which has been recorded in a digital format; used by musicians who make short
recordings of musical instruments to be used for composition and performance of music or
sound effects. These recordings are called samples. In this manual, we try to use sound file
instead of sample whenever referring to a digital recording.

The act of recording sound digitally, i.e. to sample an instrument, means to digitize and store
it.
Sample Rate

The sample rate (also referred to as the sampling rate or sampling frequency) is the number
of samples per second used to store a sound. High sample rates, such as 44,100 Hz provide
higher fidelity than lower sample rates, such as 11,025 Hz. However, more storage space is
required when using higher sample rates.

Sample Size
See Bit Depth.
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Sample Value

The sample value (also referred to as sample amplitude) is the number stored by a single
sample. In 16-bit audio, these values range from -32768 to 32767. In 8-bit audio, they range
from -128 to 127. The maximum allowed sample value is often referred to as 100% or 0 dB.

Shortcut Menu

A context-sensitive menu which appears when you click on certain areas of the screen. The
functions available in the shortcut menu depend on the object being clicked on as well as
the state of the program. As with any menu, you can select an item from the shortcut menu
to perform an operation. Shortcut menus are used frequently in Vegas Pro for quick access to
many commands. An example of a shortcut menu can be found by right-clicking on any
waveform display in a data window.

Sign-Bit

Data that has positive and negative values and uses zero to represent silence. Unlike the
Signed format, two’s complement is not used. Instead, negative values are represented by
setting the highest bit of the binary number to one without complementing all other bits.
This is a format option when opening and saving RAW sound files.

Signal-to-Noise Ratio

The signal-to-noise ratio (SNR) is a measurement of the difference between a recorded
signal and noise levels. A high SNR is always the goal.

The maximum signal-to-noise ratio of digital audio is determined by the number of bits per
sample. In 16-bit audio, the signal to noise ratio is 96 dB while in 8-bit audio it’s 48 dB.
However, in practice this SNR is never achieved, especially when using low-end electronics.

Signed

Data that has positive and negative two’s complement values and uses zero to represent
silence. This is a format option when opening and saving RAW sound files.

Small Computer Systems Interface (SCSI)
A standard interface protocol for connecting devices to your computer. The SCSI bus can
accept up to seven devices at a time including CD ROM drives, hard drives and samplers.

Society of Motion Picture and Television Engineers (SMPTE)

SMPTE time code is used to synchronize time between devices. The time code is calculated
in Hours:Minutes:Second:Frames, where Frames are fractions of a second based on the frame
rate. Frame rates for SMPTE time code are 24, 25, 29.97 and 30 frames per second.
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Sound Card

The sound card is the audio interface between your computer and the outside world. It is

responsible for converting analog signals to digital and vice versa. There are many sound

cards available on the market today covering the spectrum of quality and price. Vegas Pro
will work with any Windows-compatible sound card.

Stereo
Mixer implementation that includes 2 discrete channels.

Surround

Mixer implementation that includes 6 discrete channels.

Tempo

Tempo is the rhythmic rate of a musical composition, usually specified in Beats Per Minute
(BPM).

Time Format

The format by which Vegas Pro displays the Time Ruler and selection times. These include:
Time, Seconds, Frames and all Standard SMPTE frame rates. The status format is set for
each sound file individually.

Time Signature
See Beats per Measure.

Track

A discrete timeline for audio data. Audio events sit on audio tracks and determine when a
sound starts and stops. Multiple audio tracks are mixed together to give you a composite
sound that you hear through your speakers.

Trim/Crop
A function that will delete all data in a sound file outside of the current selection.

p-Law

u-Law (mu-Law) is a companded compression algorithm for voice signals defined by the
Geneva Recommendations (G.711). The G.711 recommendation defines p-Law as a
method of encoding 16-bit PCM signals into a non-linear 8-bit format. The algorithm is
commonly used in European and Asian telecommunications. g-Law is very similar to A-Law,
however, each uses a slightly different coder and decoder.
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Undo Buffer

This is the temporary file created before you do any processing to a project. This undo buffer
allows the ability to rewrite previous versions of the project if you decide you don't like
changes you've made to the project. This undo buffer is erased when the file is closed or the
Clear Undo History command is invoked.

Undo/Redo

These commands allow you to change a project back to a previous state, when you don't like
the changes you have made, or reapply the changes after you have undone them. The ability
to Undo/Redo is only limited by the size of your hard drive. See Undo Buffer.

Undo/Redo History

A list of all of the functions that have been performed to a file that are available to be
undone or redone. Undo/Redo History gives you the ability to undo or redo multiple
functions as well as preview the functions for quick A/B-ing of the processed and
unprocessed material. To display the history list, click the down-arrow button next to the
Undo and Redo buttons.

Unsigned

Data that has only positive values and uses half the maximum value to represent silence.
This is a format option when opening and saving RAW sound files.

Video for Windows (AVI)

A file format of digital video for Windows. Vegas Pro allows you to open .AVI files and edit
the audio embedded within them.

Virtual MIDI Router (VMR)

A software-only router for MIDI data between programs. Vegas Pro uses the VMR to receive
MIDI Time Code and send MIDI Clock. No MIDI hardware or cables are required for a
VMR, so routing can only be performed between programs running on the same PC. Sonic
Foundry supplies a VMR with Vegas Pro called the Sonic Foundry Virtual MIDI Router.

Waveform

A waveform is the visual representation of wave-like phenomena, such as sound or light. For
example, when the amplitude of sound pressure is graphed over time, pressure variations
usually form a smooth waveform.
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Waveform Display

A section inside of the Trimmer window that shows a graph of the sound data waveform.
The vertical axis corresponds to the amplitude of the wave. For 16-bit sounds, the amplitude
range is -32,768 to +32,767. For 8-bit sounds, the range is -128 to +127. The horizontal axis
corresponds to time, with the left-most point being the start of the waveform. In memory,
the horizontal axis corresponds to the number of samples from the start of the sound file.

Zero-crossing

A zero-crossing is the point where a fluctuating signal crosses the zero amplitude axis. By
making edits at zero-crossings with the same slope, the chance of creating glitches is
minimized.

Zipper noise

Zipper noise occurs when you apply a changing gain to a signal, such as when fading out. If
the gain does not change in small enough increments, zipper noise can become very
noticeable. Vegas Pro fades are accomplished using 64-bit arithmetic, thereby creating no
audible zipper noise.
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Activation code, 15
Active take, selecting, 209
Adding empty tracks, 131

AIlFF
bit-rate, 223
channels, 224
rendering, 219
sample rate, 223
saving a template, 224
templates, 223

Arming tracks to record, 38, 201
ASR See Envelopes

Assignable FX, 186-195
adding via Plug-in Chooser, 187
adding via Plug-in Explorer, 188
adjusting for clipping, 194
assigning track to, 140
bypassing plug-ins, 190
changing plug-in order, 189
control, 186
deleting, 191
meter resolution, 193
muting, 194
naming/renaming, 195
routing to busses, 192
send, 40
soloing, 195
tracks, See Track FX
volume adjustment, 140

Audio editing, 93-129

B

Audio files See Events

Audio preferences, 272
advanced control settings, 274
controls, 272-274

Audio property settings, 265

Auxiliary bus, 40
track assignment, 138
volume adjustment, 139

AVI
bit-depth, 233
channels, 234
format, 233
frame rate, 234
frame size, 235
rendering, 220
sample rate, 233
saving a template, 236
template, 232
video compression, 235

Bus assignment, 37

Busses, 173-185
adding plug-ins via Plug-in Chooser, 181
adding plug-ins via Plug-in Explorer, 182
adding to project, 173
adjusting faders, 178, 193
adjusting for clipping, 179
arranging plug-ins, 183
assign track to, 138
assigning plug-ins to, 181
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bypassing plug-ins, 184
controls, defined, 173
deleting from project, 175
deleting plug-ins, 185
meter resolution, 178
muting, 179
naming/renaming, 180
routing to hardware, 176
soloing, 180

Bypassing
Assignable FX plug-ins, 190
bus plug-ins, 184
track plug-ins, 146

Color, tracks, 135

Command markers, 86

defined, 87

deleting, 90

editing, 88

moving, 88

naming, 89

navigating, 89

placing, 87

Scott Studios, defined, 86

Compression plug-in, 152
amount control, 154
attack control, 154
auto gain comp. control, 155
controlling clipping, 152
input gain control, 153
output gain control, 153
presets, 153
reduction meter, 154
release control, 155

smooth saturation control, 155

threshold control, 154

Computer ID number, 15

Converting format See Rendering a project

Copying events, 69
time and events, 70
time selection, 69

Crossfades, 115-117
automatic, 115
curve types, 116
curve types, changing, 116
manually setting, 116
volume, changing, 117

Ctrl. key selecting, 66
Cursor, using, 65

Customizing Vegas Pro, 243-280
docking windows, 243
Explorer window, 245-252
preferences, 268-280
project grid spacing, 254
project properties, 263-267
project ruler, 253
time display window, 261-263
toolbar, 255-260

Cutting events, 73-74
ripple mode, 98
time and event selection, 73

Cutting time and events
ripple mode, 99

Cutting time selection
ripple mode, 99

Deleting a track, 133
Deleting Assignable FX, 191

Deleting events, 75, 76
ripple mode, 100
time and event selection, 76
time selection, 76

Deleting plug-ins, 185

Deleting time and events
ripple mode, 100

Deleting time selection
ripple mode, 100

Desktop shortcut, 14
Digital multitrack setup, 200
DirectX plug-ins, 181
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Dither plug-in, 158
dither depth, 159
noise shape type control, 159
presets, 158
quantization control, 159

Docking Vegas Pro windows, 243-244
Duplicating a track, 132

Edit Details window, 124-129
commands category, 128
customizing, 129
displaying, 125
edit functions, 124
events category, 125
markers category, 127
media category, 128
regions category, 127
selected events category, 126

Edit history, clearing, 79
Edit tool, selection, 67
Editing
time vs. event, 66
Email technical support, 12
Encoding wizard (RealMedia), 240

Envelopes, 113-114
adding points, 161
event volume, 113
fade curve types, 114
fade in and out, 113
hiding panning on track, 166
panning fade curves, 165
setting points, 161
track, 160-166
volume fade curves, 162

Equalization plug-in, 149
band mode, 151
bandwidth control, 151
enable control, 150
frequency control, 151
gain control, 151
presets, 150
rolloff control, 151

Equipment setup, 199-200
basic, 199
mixer, 200
with digital multitrack, 200
with MIDI option, 200

European contact information Title page
Event edge fade, setting, 273
Event editing, basics, 69-76

Event properties
name, changing, 104
pitch shift, 106
switches, 107
viewing name, 104, 105

Event switches, 80-112
locking, 109
looping, 110
muting, 108
normalizing, 111
normalizing, recalculating, 111

Event takes
deleting, 211
deleting active, 211
deleting from list, 212
renaming, 210

Event, recording into, 206

Events
copying, 69
crossfading, 115-117
cutting, 73
defined, 29
deleting, 75
editing, 54, 56
envelopes (ASR), 113
grouping, 57, 118-119
locking, 54
moving in time, 34
moving multiple, 35
moving single, 35
name, changing, 104
name, viewing, 104
pasting, 70-72
placing, 33, 34,52
properties, setting, 103-112
removing from video, 42
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ripple edits, 98-102 Grouping events, 57, 118-119
selecting options, 66 clearing, 119

selecting with time, 68 creating new, 118
snapping, 93 removing event from, 119
splitting, 96

splitting with time selection, 55 |
trimming/cropping, 74
Installation, 13

Expanding a track, 136 system requirements, 12
Explorer window, 23

all files view, 252 K

auto preview, 251

details view, 252

managing media files, 246-250

Keyboard commands, 25-27
cursor placement, 26, 65

previewing media files, 250 edit t2526

region view, 251 ev_en !

summary view, 252 miscellaneous, 27
' playback, 26

toolbar, 245

transport bar, 32, 250
tree view, 251

using, 30, 50, 245

view options, 31, 251-252

project file, 25
track view, 27
view, 27
window view, 25

E L
Fader Labeling Assignable FX, See Naming Assignable FX
Assignable FX, 140
auxiliary bus, 139 Labeling busses, See Naming busses
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cursor, 65
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video placement options, 34

Media formats for import, 29
Microsoft Encoding wizard, 231, 237
MIDI Clock output, 279

MIDI Time Code
input devices, 276
output devices, 278
time display window, 263

Mix to new, template, 168

Mix to preview, 44
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viewing dialog, 268

Preferences
active take names, disabling, 105
active take names, enabling, 105

Preset chains, 196-198
editing, 198
organizing, 198
saving, 196
saving during creation, 196
saving from existing chains, 197

Preview fader
adjusting for clipping, 172
adjusting volume, 171
hiding/viewing, 172
meter resolution, 171
Project playback, 42
entire, 43
media player, 44
mix to preview, 44
time selection, 43

Project properties, 45

Project property settings, 263-267
audio tab, 265
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pasting multitrack information, 102
pasting track information, 101

Routing hardware preferences, 270

Ruler, 21
changing settings, 253
offset, setting, 254
property settings, 267
time formats, 253
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Sound editor program, 90-92
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opening from Vegas Pro, 92
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Starting Vegas Pro, 14
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normalizing an event, 111

Sync. preferences, 275
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cutting, 73
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removing plug-ins from chain, 147
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Track List, 21
Track Number, 36
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deleting from track(s), 166
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Track View, 22
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bus assignment, 37
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multi-purpose slider, 40
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muting, 137
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Number, 36

organizing, 134
panning, 40, 164-166
recording into, 141, 204
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scribble strip, 39

solo button, 38
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volume fader, 39

Transport bar, 22, 42, 52

reference, 43

Trimmer window, 24, 120-124

event, placing, 121

event, placing from track, 121
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events, placing on track, 122
overview, 120
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sound editor, opening from, 124
working with, 122

Trimming events, 74

time and event selection, 75
time selection, 75

Troubleshooting, 281-284
Tutorial, 49-63

aligning audio with video, 53, 56
editing time selection, 55
editing voice-over, 54
equalization (EQ) settings, 60
event editing, 56
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grouping audio and video, 57
locking events, 54

placing music bed, 58
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saving the project (*.veg), 61
splitting an event, 55

time selection editing, 55
video compression settings, 63
video placement, 50

video playback, 52

Video Preview window, 51
voice-over placement, 52
volume envelope, 58

Undo command, 77
series of edits, 77

Undo/Redo commands, 77-79
clearing history, 79
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creating a copy of a project, 216

project properties, 45
registering, 15
renaming a project, 46

rendering a project, 47, 218-241

saving a project, 45,215
shortcut, 14
starting, 14

Vegas Pro overview, 19-28
Explorer window, 23
Keyboard commands, 25
Main window, 19
Marker bar, 20
Mixer window, 24
Ruler, 21
Scrub control, 22
Toolbar, 20
Track list, 21
Track view, 22
Transport bar, 22
Trimmer window, 24
Video preview window, 24
Windows Docking Area, 23

Vegas Pro windows, docking, 244
Video compression, 63

Video event
basics, 41
moving along timeline, 41
placement options, 34
placing, 34,50
removing audio, 42

Video preview window, 24, 51
Video property settings, 266
View buttons, 37

View options, tracks, 135

Volume
Assignable FX fader, 140
auxiliary bus fader, 139
track fader, 136

\olume envelopes, 160-163
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deleting from track(s), 163
hiding on track(s), 163
setting points, 59, 161
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Wave (Microsoft)
bit-depth, 226
channels, 226
formats, 225
rendering, 219
sample rate, 226
saving a template, 227
templates, 225

Web site
help, using, 18
technical support, 12

What's This? help, using, 17
Window Docking Area, 23,244

Windows Media Audio
Microsoft encoding wizard, 231
rendering, 219
saving a template, 231
template, 230
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Microsoft encoding wizard, 237
redirector, 236
rendering, 221
saving a template, 237-238
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Windows Media streaming command, defined, 86
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