CCCM Walkthrough Session Setup II

0:04
In this tutorial, which is session set up Part 2, see Part 1 for how we got here.

0:08
I am in Logic Pro and we've got a session for a basic rock band.

0:12
We've got drums, bass, rhythm guitars, lead guitar and keys, and you can see that right now everything is set to send to the master output.

0:22
And that's not really how a professional routing situation is instantiated in a DAW or a console.

0:29
So we're going to try to reflect the realities of a large studio environment and a console environment here within the DAW.

0:37
And So what we're going to do first is take some of these mono tracks, like the bass, which was recorded with a mono input one on this audio interface.

0:46
And we're going to create buses or auxiliary tracks fed by buses that are named according to the instrument group or the instrument that they reflect here.

0:56
So here's an example.

0:58
Right now the bass is sent to the stereo out, but we want to change that and send it through bus 1 and notice it created an aux track.

1:07
I usually use caps for these and notice that this is now a stereo track.

1:12
All of the buses or these aux tracks that are fed by buses are going to be capitalised just to really organise the session.

1:21
Now the bass is not a great example because it was a single track and now it's a single stereo track.

1:26
But for example, all of these rhythm guitars, which I'm going to hold shift to highlight all of them, I want to feed through Bus 2 to a new aux track that's going to be just called rhythm guitars.

1:41
So now all of these things can be processed together and the fader will be moved and it will not just affect one of the rhythm guitars, but the entire group.

1:54
Similarly, every single one of these drum components are going to be fed into the drum bus, which we'll use bus 3 to create, and this will be drums and the keys will have its own.

2:16
Now this is a stereo bus for that, and even though it's a guitar, I'm not going to use bus 2.

2:24
I'm going to have a separate lead channel or lead bus here.

2:29
So there you go.

2:32
One of the reasons that you can create this again is to have this entire section of aux tracks be the the main place to tweak levels for groups of instruments with the fader.

2:43
But also, since we're trying to approximate a studio situation, I tend to always, and many of us do, put a console simulator like an SSLE channel stereo as opposed to mono.

3:03
And now we've got this channel strip that would be used as part of an SSL board.

3:09
And so I can use the option key and put an SSLE channel on the bass and the drums and the keys and the lead.

3:19
And now, even though it's piece meal, I am creating a console that's being fed all of these tracks.

3:28
One of the very common things to do is to not only have aux tracks for the various groups of instruments, but also to create reverb kind of rooms or reverb chambers that you'll feed instruments to, to create the depth and dimension that you need in a mix and to create more realism as if the instruments are recorded in a space.

3:52
So in order to do that, rather than change the output of tracks, what we can do is use the send section.

4:02
You see how this says sends here?

4:04
You're going to click over on the right side of that and we'll use yet another bus.

4:07
This will be bus 6 and rhythm guitars.

4:10
I'm going to put a little bit toward a verb or reverb that I'm going to call far, whereas drums, and I'm not going to send the entire drum kit, but just the kick, snare, hi hat, Toms.

4:24
Those I will use the send to create a new aux track that will be near.

4:32
And this is the most common way to use reverb is to kind of send an amount of signal that can vary by instrument piece.

4:40
Like for the kick drum, I probably won't send much, but for the rest of these I might send a little bit.

4:55
You can send various levels of signal from these tracks over to let's see.

5:02
For a far reverb, I might want more of a hall situation.

5:06
So what would be it?

5:08
Maybe I'll use like Renaissance reverb from Waves, which is stereo and oh look, it's already on a hall.

5:17
Cool.

5:18
And maybe I want to go further into presets and where's like a small room or maybe a large room.

5:28
Yeah.

5:31
And you can change things like pre delay, which will not affect the transient as much, but we don't need to get into the weeds there.

5:39
For a near reverb, I like to use something from Universal Audio, which is like a real studio approximation.

5:49
Ocean Way Studios in stereo.

5:53
And this is, well, this is one of the rooms.

5:56
I don't like that room.

6:03
Yeah, here's a, here's a room that we might record in and I can unmute these.

6:09
And what's really cool is you can change the position of mics.

6:12
You can eliminate mics entirely, but I might move the far one pretty far away and I also want to make since this is near a reverb, so I will take the far verb and kind of pan it down a little bit.

6:28
And this is not a remiking situation, but a reverb will put some pre delay in there.

6:32
One thing to do with time based effects and then specifically reverb buses is in order to make it less boomy and difficult to control.

6:43
What I'll tend to do and what many of us tend to do is EQ the reverb.

6:50
So I'll take maybe Fabfilters Pro Q3IN Stereo here and maybe around 200, two, 150 Hertz.

7:01
I'll put a node there and make it a shelf, maybe a pretty steep shelf.

7:07
And that's just going to cut off all of the reverb signal that is below this frequency and make the reverb sound that persist through these channels only that which is above about 200 and 52160 Hertz.

7:24
Then as far as stereo placement of the far reverb and near reverb, one thing all you have to do is take things that are near or supposed to sound like they're near, and I will use an imaging plugin and set the width to a little bit narrower, whereas on the far reverb bus I would make it a little bit wider.

7:51
So the things that are supposed to sound farther away are the things that are panned wider, things that are panned more centre are going to be close.

7:58
That tends to work for me.

7:59
Another thing as far as routing is concerned, now that we've got the stereo outs coming from the reverb buses and the aux tracks here, as opposed to every single individual track, we're basically grouping them and then sending them is you notice that this mix window has all these tracks, but the arrange window doesn't.

8:22
Now for drums, that was for a reason.

8:24
And the reason was that the MIDI region for the entire kit is going to show up in one track in the arrange window, whereas it's broken out into all its constituent elements here in the mix window.

8:34
But sometimes you want to do things like let's say, automate the volume of the keys down during a specific section of a song.

8:41
So what I want to do is highlight all of these non reverb aux tracks and create track.

8:51
And now they showed up here and you can affect them with automation.

8:55
I tend to move the buses toward the bottom and I have them mimic the same structures above.

9:02
So I've got drums, I want to put that as the highest one, then bass, then rhythm guitars and then lead and then keys.

9:10
And because we've already got a yellow here, I might colour these tracks something that we haven't used at all.

9:16
So they really pop when you're looking at the screen here.

9:21
So maybe these will be kind of an Aqua.

9:27
So these really stick out, plus the fact that they are capitalised helps them stick out as well.

9:32
So now I could go in and dial in some volume automation at a certain point where I duck the keys for for a period of time, but automation is beyond the scope of this.

9:51
I just wanted to show you one of the reasons why you might want to include the aux tracks in the main arrange window.

9:58
One thing I also like to do is make sure that the routing was correct and I tend to use the drums for this.

10:03
This is pretty cool.

10:04
If I call up the mix window and I say hit the snare drum, notice all of the places that it shows up, we've got it.

10:15
The snare is showing up on the microphone, snare drum top and bottom, as we might expect.

10:21
It's also showing up with the overhead mic.

10:23
And you think about that in real life, if you got an overhead mic, it's going to pick up every part of the kit as well as an ambient mic.

10:31
And that signal is being fed into from all of these sources, the drum bus.

10:38
And ultimately the drum bus is fed to the stereo out.

10:41
So as I'm clicking this snare drum, you're seeing all of the places it's showing up and you notice that it isn't really showing up in the reverb.

10:48
But if I were to take the snare drum top and bottom and really increase that send level, then when I hit that, we're going to bus 7, which is this near reverb.

11:03
Now the more that I crank that when I hit the snare, you see it show up there too, so you can see all of the routing in effect, just with a snare drum hit as one example to make sure that the routing is doing what you thought it was going to do.

11:18
And we have done it.

11:19
So this session is now set up to start recording and it's organised, it's colour coded and this is pro.

11:29
So hopefully you enjoyed this session setup series of tutorials.

11:33
Good luck.
