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PG Music Inc. License Agreement

CAREFULLY READ THE FOLLOWING TERMS AND CONDITIONS BEFORE COMPLETING THE INSTALLATION OF THIS
SOFTWARE. USAGE OF THE SOFTWARE INDICATES YOUR ACCEPTANCE OF THE FOLLOWING TERMS AND CONDITIONS.

LICENSE
A. The program may only be used on a single machine.

B. You may transfer the program and license to another party if the other party agrees to accept the terms of this Agreement. If you transfer
the program, you must either transfer all copies, whether in printed or machine readable form, to the same party, or, destroy all copies not
transferred. This includes all modifications and/or portions of the program merged into other programs.

C. You may receive the program in more than one media. Regardless of the type or size of media you receive, you may install or use the
media on a single machine.

D. The program (including any images, “applets,” photographs, animations, video, audio, music, and text incorporated into the program) is
owned by PG Music Inc. or its suppliers, and is protected by international copyright laws and international treaty provisions.

You may not use, copy, or transfer the program, or any copy, modification or merged portion of the program, in whole or in part, except as
expressly provided for in this license. If you transfer possession of any copy, modification or merged portion of the program to another party,
your license is automatically terminated.

Some programs such as Band-in-a-Box® have a ‘server” function (including BandInABoxServer.exe program) to connect to a “Client”
(mobile client version of Band-in-a-Box® on iPhone or other mobile device). You are only licensed to connect the Server function (including
BandInABoxServer.exe program) to Clients where you own or have properly licensed both the Client and Server software that is being
connected, not to clients or Server software owned/licensed by third parties. The preceding also applies to any other PG Music products
(RealBand etc.) with a similar type of connection between a Server program and a Client.

LIMITATION OF REMEDIES
PG Music Inc.’s entire liability and your exclusive remedy shall be:

A. The replacement of any media not meeting PG Music Inc.’s “Limited Warranty,” which are returned to PG Music Inc., or an authorized
PG Music Inc. dealer, with a copy of your receipt.

B. If PG Music Inc. or the authorized dealer is unable to deliver replacement media which is free of defects in materials or workmanship,
you may terminate this agreement, and your money will be refunded.

In no event will PG Music Inc. be liable to you for any damages, including but not limited to lost profits, lost savings, or other incidental or
consequential damages arising out of the use or the inability to use such program, even if PG Music Inc. or an authorized PG Music Inc. dealer
has been advised of the possibility of such damages, or for any claim by any other party.

NOTICE TO CUSTOMERS

The following paragraph applies to the video join tool (vjt.exe, vjt_ffmpeg.exe, and other files in the \Data\VJT folder) that may be included
with this installation. Notice Required for the License Granted under Articles 2.1 and 2.6 and for Sales to Codec Licensee Customer(s). As a
condition of the license granted under Article 2.6 and the license granted to a Codec Licensee to make Sales to Codec Licensee Customer(s),
Licensee agrees to provide any party that receives an AVC Product from Licensee exercising such license rights the following notice: THIS
PRODUCT IS LICENSED UNDER THE AVC PATENT PORTFOLIO LICENSE. SUCH LICENSE EXTENDS TO THIS PRODUCT
ONLY AND ONLY TO THE EXTENT OF OTHER NOTICES WHICH MAY BE INCLUDED HEREIN. THE LICENSE DOES NOT
EXTEND TO ANY OTHER PRODUCT REGARDLESS OF WHETHER SUCH PRODUCT IS INCLUDED WITH THIS LICENSED
PRODUCT IN A SINGLE ARTICLE. THIS PRODUCT IS LICENSED UNDER THE AVC PATENT PORTFOLIO LICENSE FOR THE
PERSONAL USE OF A CONSUMER OR OTHER USES IN WHICH IT DOES NOT RECEIVE REMUNERATION TO (i) ENCODE
VIDEO IN COMPLIANCE WITH THE AVC STANDARD (“AVC VIDEO”) AND/OR (ii) DECODE AVC VIDEO THAT WAS
ENCODED BY A CONSUMER ENGAGED IN A PERSONAL ACTIVITY AND/OR WAS OBTAINED FROM A VIDEO PROVIDER
LICENSED TO PROVIDE AVC VIDEO. NO LICENSE IS GRANTED OR SHALL BE IMPLIED FOR ANY OTHER USE. ADDITIONAL
INFORMATION MAY BE OBTAINED FROM MPEG LA, L.L.C. SEE HTTP://WWW.MPEGLA.COM.

The following paragraph applies to the video join tool (vjt.exe, vjt_ffmpeg.exe and other files in the \Data\VJT folder ) that may be included
with this installation. Video Join Tool "VIJT" is hereby licensed to the End-user as a limited, non-exclusive, non-transferable license to run one
copy of the object code version of the x264 Software on one machine, device, or instrument solely as integrated into the Integrated Product. If
the Integrated Product is licensed for concurrent or network use, the End-User may not allow more than the maximum number of authorized
users to access and use the x264 Software concurrently. The End-User may only make copies of the Integrated Product only for backup and
archival purposes. The End-User is Prohibited from: (a) copying the Integrated Product and/or x264 Software onto any public or distributed
network; (b) using the x264 Software to operate in or as a time-sharing, outsourcing, service bureau, application service provider or managed
service provider environment; (¢) using the x264 Software as a standalone application or any other purpose than as integrated into the
Integrated Product; (d) changing any proprietary rights notices which appear in the x264 Software or the Integrated Product; or (¢) modifying
the x264 Software. The End-User may transfer the license granted by the EULA only if (a) End-User complies with any transfer terms
imposed by Licensee and delivers all copies of the Integrated Product to the transferee along with the EULA; (b) transferee accepts the terms
and conditions of the EULA as a condition to any transfer; and (c) the End-User’s license to use the Integrated Product terminates upon
transfer. The End-User must comply with all applicable export laws and regulations. If the EULA is ever terminated, the End-User is required
to immediately destroy all copies of the Integrated Product and x264 Software upon termination of the EULA.

This program may include video join tool (vjt.exe, vjt_ffmpeg.exe and other files in the \Data\VIT folder). The program uses FFmpeg under
the LGPLv2.1, which can be seen here: http://www.gnu.org/licenses/old-licenses/Igpl-2.1.html. FFmpeg software is not owned by PG Music
and information on ownership can be found at www.ffmpeg.org.
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TRADEMARKS

Band-in-a-Box®, Band-in-a-Box for Bozos®, CloudTracks®, GuitarStar®, JazzU®, PG Music®, PowerTracks Pro®, RealBand®,
RealDrums®, RealStyles®, and RealTracks® are either the trademarks or registered trademarks of PG Music Inc. in the United States,
Canada, and other countries. Microsoft® and Windows® are either registered trademarks or trademarks of Microsoft Corporation in the
United States and/or other countries. Apple®, the Apple logo, iPad™, iPhone®, iPod touch®, Leopard®, Macintosh®, Mac®, Panther®,
Power Mac®, QuickTime®, Snow Leopard®, Tiger®, and TrueType® are trademarks of Apple Computer, Inc., registered in the U.S. and
other countries. IBM® is the registered trademark of International Business Machines Corporation. Roland® and “Roland” Logo, DIROL®
and “EDIROL” Logo, GS® and “GS” Logo, are registered trademarks and “MIDI2” Logo, EDIROL Virtual Sound Canvas Multi Pack, VSC-
MP1™ are trademarks of Roland Corporation. Steinberg and ASIO are trademarks of Steinberg Media Technologies AG. VST is a registered
trademark of Steinberg Media Technologies AG. Amplitube® and SampleTank® are registered trademarks of IK Multimedia Production srl.
Fretlight® is a registered trademark of Optek Music Systems, Inc. Other brands and their products are trademarks or registered trademarks of
their respective holders and should be noted as such.

PATENTS
Band-in-a-Box® is protected under US Patents 5990407, 8097801, 8581085, and 8680387.

Band-in-a-Box®, RealBand®, and other PG Music software uses “élastique Pro V3 by zplane.development” as a time and pitch stretching engine,
“élastique Tune V1 by zplane.development” as a monophonic pitch editing engine, and “Harmony addon V1 by zplane.development” for the
¢lastique Tune Engine.

Some audio conversions use libsndfile. Libsndfile is licensed under LPGL. BeStPlain chord font - © 2016 by Bernhard Steuber CDS Design
GmbH http://cdsdesign.de. RealScore and BigBand chord fonts - Copyright © 2014 by Nor Eddine Bahha http://norfonts.ma.

Printed in Canada
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Chapter 1: Welcome

Welcome to RealBand, your all-in-one audio workstation and accompaniment program!

RealBand is a program that combines the most popular features from PG Music’s PowerTracks Pro Audio DAW and the award-
winning Band-in-a-Box into an all-in-one sequencing program with automatic accompaniment.

RealBand offers powerful features for musicians, students, and songwriters. With intelligent automatic arrangements,
RealTracks live instrument tracks, RealDrums live drum tracks, the amazing Audio Chord Wizard, seamlessly integrated digital
audio/MIDI recording, built-in DirectX effects, and notation, RealBand turns a typical PC into a music production powerhouse.

This documentation will provide you with information on how to get the most out of the great features that RealBand has to
offer.

Updates and improvements to this version of the program are ongoing and are freely available at www.pgmusic.com.

About RealBand

RealBand is a fully-featured and powerful music arranging, sequencing, and digital recording program. RealBand is the perfect
tool for musicians, students, and songwriters alike.

Features included in RealBand

o Intelligent automatic accompaniment by Band-in-a-Box.

o RealTracks and RealDrums — automatic live instrument parts.
o Audio Chord Wizard interprets chords from audio files.

o 256-track MIDI/audio mixer with multiple FX busses (up to 16 effects per track) in addition to a dedicated FX insert which is
allows for 4 effects per track.

o Support for popular audio file formats — MP3, WMA, WMV, WAV, and CDA.
o Built-in DirectX audio effects.

e DirectX and VST plug-ins supported.

¢ Band-in-a-Box files load directly.

o Compatible with all Band-in-a-Box styles and Real instruments.

o Shares native .SEQ file type with PowerTracks Pro Audio, directly compatible.
o Support for MIDI and Karaoke files.

o Karaoke lyrics window.

e Piano roll window with graphic controller editing.

® Onscreen notation and lead sheet style printout.

o Virtual guitar fretboard and piano keyboard.

e ...and much more!
Installation

Minimum System Requirements

Windows® 7/8/10/ 11 (32 or 64-bit)

Minimum 1 GB RAM (2 GB+ recommended)

Minimum 1.0 GHz processor (2 GHz+ multicore recommended)

Disk space required for the installation depends mainly on how many RealTracks Sets and other content you install.

- A basic installation of Band-in-a-Box (with the included MIDI SuperTracks, Artist Performances, MIDI Styles, Soloists, and
Melodists), and RealBand requires about 3 GB of free hard disk space.

A full installation of Band-in-a-Box, RealBand, and all of the RealTracks included in the Pro version requires about 30 GB of
hard disk space. 40 GB is required for the MegaPAK version.

- If you have additional RealTracks Sets, they require about 100-350 MB per set on average.

- If you install additional Video RealTracks Sets, they require about 2 GB per set on average.

- A full installation of Band-in-a-Box, RealBand and all RealTracks available (UltraPAK or UltraPAK+) requires close to 170
GB of hard disk space.

1024x768 screen resolution (1360x768+ recommended)

USB port for the USB flash drive version of the MegaPAK or Pro.

USB port for the USB hard drive version of the UltraPAK, UltraPAK+, or Audiophile Edition.

A MIDI sound source is required. This could be a sound card, a MIDI keyboard, MIDI sound module, or software synthesizer.
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Internet connection recommended for activation and updates.

Installing the Program

Use one of the following methods to install the program files into the RealBand directory. By default, this directory is
C:\RealBand, but you may choose another location. If you have a previous version of RealBand installed on your computer, you
should install the files to your existing RealBand directory.

Installing from the Downloaded Installer Files

If you ordered the e-delivery, download all installer files from the link provided. Double-click on each file to run the installation
program.

Installing from the DVD

Insert the DVD into the DVD drive. In a few seconds, a browser window will open with a list of the DVD contents. If it does
not open, access your DVD drive from the Windows® Explorer. Double-click on SETUP.EXE to run the installation program.

Installing from the USB Flash Drive

Insert the USB flash drive into the USB port. The Windows® AutoPlay should open the drive and show you the contents. If the
drive does not automatically open, find the drive in the Windows® Explorer and double-click on the flash drive icon to open it.
Double-click on a setup file to run the installation program.

Installing from the USB Hard Drive
Larger versions of Band-in-a-Box/RealBand ship on portable USB hard drives. You can run Band-in-a-Box and RealBand

directly from the hard drive by using the program shortcuts. Before you use the programs, you should double-click on
Setup.exe. This will set up any files that need to be installed/registered on your computer.

Note: Before unplugging the hard drive from your computer, make sure it is not in use, then click the “Safely Remove Hardware” icon in your
taskbar. When you plug the drive in, Windows® may prompt you to select an appropriate action - if so, select “Open folder to view files.”

Setup and Configuration
Step One - MIDI Setup

The first time the program runs you will be prompted to select a MIDI device from a list of currently installed devices (e.g., SB
Audigy MIDI 10, Microsoft GS Wavetable SW Synth, etc.). If you don’t see the MIDI Driver Setup dialog automatically it can
be reached by pressing the [MIDI Devices] toolbar button. Select the MIDI device (or devices) that you want to use with
RealBand (optionally) set the internal MIDI clock/timer in milliseconds.

This clock/timer setting determines how often the computer should reset its “MIDI watch.” If you ever find you need an even
higher degree of MIDI accuracy (and your system is extremely fast) you can decrease this number, say to 5, and the MIDI clock
will be checked and reset twice as often. The default is 10 milliseconds (1/100*" of a second) —which is fine for most systems.

MIDI Driver Setup E=SS]  The MIDI Input Driver is the port that your MIDI
\nput Driverlsl: Qutput Driverlsk: coptroller, for exqmple a MIDI keyboard or MIDI
MIDISPORT Lo / 151 In MIDISPORT Lo / 11 ut guitar controller, is attached to.

Microzoft MIDI Mapper . . .

Microsoft GS Wavetable Synth The MIDI Output Driver selection is the port that
your MIDI synthesizer (e.g., Sound Canvas) or an
internal sound card, DXi, or VSTi synth is

Move Selected Devices to Top connected to.
Fle-Foute MIDI playback to default xS Ti Syrith Note: This is a straightforward procedure and you should
Default DXIASTi Synth: [ CopatewT v| vol, Trim: 0 encounter no difficulties selecting a MIDI driver. However,

if you do experience any difficulties selecting a MIDI

driver, or you do not see your sound card’s internal synth

or MIDI interface listed in the MIDI Driver Setup dialog,

Wisual Delay [Synth Latency] in M5: 0 Moorer .| you may not have the appropriate MIDI drivers installed or
configured in your Windows System.

Timer Period in Milizeconds: 10

Audio Delay in M5 [usually same as visual delay]: 0

[ Ok ] | Cancel | | Help |

Software Synthesizers

RealBand supports both DirectX (DXi) and VSTi software synthesizers, which allow RealBand to play high quality sounds
directly through your computer sound card, without requiring any external MIDI hardware.

DXi Synthesizer Support

To use DXi (DirectX instrument) synthesizers with RealBand, you can think of the DXi as a type of “MIDI Output Driver.” As
such, you can either visit the MIDI Driver Setup dialog (Options | Preferences | MIDI | MIDI Devices) and select the “Re-
Route MIDI Playback to Default DXi Synth” checkbox to send all MIDI playback to the default DXi synth, or you can assign
DXi synths to individual tracks in the Tracks window.
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Routing to Default DXi Synth
The “Default DXi Synth:” combo box lets you select which DXi (or VSTi) synth is used as the default software synth.

7] Re-Rauts MIDI playback to default DHiA/STi Sprth The “Re-Route MIDI playback to default DXi Synth™

Default DXVVSTiSyri: CopatewT <] volTim o setting will cause RealBand to re-route all MIDI
playback to the default DXi or VSTi synth. This is the

Timer Period in Miliseconds: 10 easiest way to use a DXi softsynth for playback.

isual Delay [Synth Latency] in MS: 0 Latency Adjust... If this OptiOIl is checked, then all MIDI tracks’
Audio Delay in M5 [usually zame as visual delay): O playbaCk Output WIH be routed to the default
DXi/VST synth regardless of the individual track’s
[ ok ] [ cancel | [ Hep | port number.

VSTi Synthesizer Support
Installing a VSTi Synthesizer

(i To select a VSTi synthesizer for the first time, click on the [VSTi/DXi] toolbar button to open the DirectX/VST
S| Window.

‘ Track | Synth 16 [Defaul] -” Select >> Synth 16<< in the Track list.
Plugin In the Plugin list, select “Add VSTi Plugin...” at the bottom of the list.
Mane -

Note: VSTi synthesizer plug-ins have the text “<VSTi>" prepended to the plug-in name, and VST effects plug-ins
have “<VST>" prepended to the plug-in name.

VST/VSTi plug-ins are often located in the Program Files folder in a subfolder named VST plug-ins, but they could also be in
a folder named Steinberg, or wherever else they have been installed on the hard drive.

Select a VSTi plug-in .dll file in the following Select a VST plug-in dialog, and it is added to the plug-in list. After you add
each VST, the plug-in is permanently added to the list. You only have to add each plug-in one time.

Track: [>> Copotetw/T (Defaull << = || [ Options | Aux1

Edt | Bypass | Plugin Load Group Auxz
G [ CopotewT -J O
[Mane v Load Presst | \Pa

|N0ne '| 'I.'rim.

[Mane + || [Delete Preset o

Now your VSTi synthesizer will be available along with the DXi Synth selections in the MIDI Driver Setup dialog.

| Re-Route MIDI playback to default DS Ti Synth
Diefault DXIAVSTi Synth: | Coyatew/T ~| ol Tim 0

Latency Adjustment

Pressing the [Latency Adjust] button in MIDI Driver Setup or the [Soft Synth Latency Adjust] in Options | Preferences |
Audio opens the Soft Synth Latency Adjust dialog. This lets you adjust for fine tuning latency settings for MIDI (non-DXi, and
non-VSTi) soft synths.

This works by playing a song called LatencyAdjust.SEQ (included with RealBand) which contains a MIDI note and audio note.
Pressing the [Start] button starts the playback; you can then tweak the Soft Synth Latency MS setting until you hear the MIDI
and audio tracks are in sync.

Soft Synth Latency Adjust (S|
This |\Eﬁﬁ you adjust ﬂﬂ; |aisrt2c§f bsett;ng g a_lllﬂlong?ﬂ soft ss_fnlﬁ (E-gﬂ-1 iS-\“f;‘-a\feTable Séf_nﬁﬂ) 5{1 o1 Note: If the notes sound in sync but you later play a song and the
ear. When you press the Start button, PT will load in a spedal song that contains an audic an . . . :
track that plays quarter notes, The note of the MIDI track is & 5th higher than the note on the MIDI and audio still sound Ilk.e they are out of sync, then Ilkely you
audio track. overshot the correct MS setting by 500ms. If this happens, we
While the notes are playing, adjust the latency on the spin control until it sounds like both notes are recommend startmg the adJUStment again at a value of zero and
played in unison. Press start again. If the song starts with the tracks lined up right away then you increasing it until you hear the MIDI and audio notes in sync.

are finished. If not, then this means you overshot or undershot the real latency by the length of a
quarternote which is 500ms. {e.g.: If the MIDI begins exactly a quarternote early then

the latency setting is now 500ms too high. If the audio is heard a quarternote early than the
latency setting is still 500ms too low.)

Soft Synth Latency MS: 0

01

Start ] | Stop Close | | Help
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Step Two - Digital Audio Setup

RealBand includes an auto-configuration utility to profile your computer’s sound card and install optimal parameters to use
when recording and playing back digital audio. Go to Options | Preferences and select the Audio tab to view and edit these
settings. You will see the Audio dialog.

Preferences Li_E-J

1-General| 2-4udio| 3File | 4-Big Lyrics Window | S-Maotation| 6-MIDI| 7-Song Generation| 8-5MPTE | S-Metronome | 10 - Piano

Audio File Type Audia Driver Type
|1B-Bit, 441 v| |ASID v| Enable Input Maritaring (AS10 Only)
DM Size: [MME orly] 0 BT — Allows [M effects recording (4510 only)
Dha Offset: MME only) 0 | Default (MME anly] | | Reset Realime Effects |

Usze 16-bit 1/0 for higher bit rez. file types [MME only)

Offset In b4S: 1] Track Buffer Size: BB536 -
Output Buffer Milizeconds: [MME anly] 2000 Input Buffer Seconds: [MME only] 1
Input Channel for MONO Tracks: Left - | Buffer Size for Edit/Save: 512 Bytes +
Audio Temp Directory
C:AUzershdshandyappD atatLocalhT emph Browse
| Full Duplex [Record/Play at zame time] Quick Volume Change
] Advanced MIDI to Audio Sync [MME only] | Realtime Effects Enabled
Audio 1/0 Thread [MME only) |Main Thread v|
| &lways record audio too, if current track is MIDI | Backup most recent audio take
Speed Change Quality: | TIMESTRETCH_GUALITY_4BAND_SLIM - |
Unassigned Dutput Ports ‘Work &g Subgroups Mono Tracks can use effects in Stereo mode
| Soft Synth Latency Adjust... | Recording Offset M5 [MME Only): O

Pressing the [Default (MME only)] button instructs the program to analyze your sound card and apply the optimal values for
your system if you are using the standard MME audio drivers. These settings normally don’t need to be changed.

Project Recording Options

The options you may need to manually adjust in this dialog are:

1)

2)

3)

4)

5)

The “Audio File Type” is shown at the top of this dialog. Select the 96 kHz, 48 kHz, 44.1 kHz or 22.05 kHz sample rate
option at either 16-bit or 24-bit depth, depending on your system’s speed and storage capacity, on the number of tracks, and
on the fidelity you wish to record. For CD audio use the 16-bit, 44.1 kHz setting. If you experience sluggish performance
from your computer, you could try the 22.05 kHz setting.

The “Audio Driver Type” is MME by default, but if your sound card supports ASIO drivers you can choose this type. ASIO
is an alternate driver system developed by Steinberg. It allows for much lower latency than ordinary MME drivers. When
RealBand detects ASIO drivers it will prompt you to ask if you want to use them.

The [Drivers] button will open the Audio Drivers dialog if the Driver Type is set to MME, Windows Audio Drivers dialog
if the Driver Type is set to Windows Audio, or the ASIO Audio Drivers dialog if the Driver Type is ASIO.

If using MME, the Microsoft Sound Mapper is selected by default for both input and output. If you have multiple sound
cards, or a multiple I/O card, you can select more than one input or output. This will affect the computer performance when
recording or playing audio tracks. The more ports that are selected, the more demand is placed on your computer. This may
require a very fast computer.

“Input Channel for MONO Tracks” - Left/Right/L+R (2 Tracks). Since most digital audio sound cards are stereo, you have
the option of recording to your project using the left channel, the right channel, or both. To determine the best setting for
your recordings you must consider the audio source being recorded. For example, if you are recording a single voice with a
mono-microphone you would choose either Left or Right channel to record. If your recording source is stereo, such as a
guitar preamp or a synthesizer with stereo outputs, you should select L+R (2 Tracks) from the “Input Channel for MONO
Tracks” list box.

Note: If you are using multiple sound cards this setting must be set to L+R (2 Tracks). Also, if performance is sluggish with multiple sound
cards selected you should disable some of the sound cards to free up system resources.

The text box that displays the path of your “Audio Temp Directory” is another important setting.
Audio Temp Directory

C:\Uzers\AppD atatLocalhTemph | Browse |

If you have only one hard drive then you do not need to worry about this setting, just leave it on the default setting of
C:\windows\temp.

If you have multiple hard drives or multiple partitions you should use the [Browse] button to point to the best performing
drive with the most available disk space.
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If you don’t know what your “best” hard drive is, we have also included a special hard drive benchmarking utility so that you
can test your hard drive(s) for their audio-recording capabilities to aid you in making this selection.

To test your hard drive(s) for their audio capabilities select the Test Audio Performance option from the Action menu. This will
test your system and give you its findings on the digital audio recording capabilities.

To reapply this benchmark with another drive revisit the Audio dialog and change the path of the “Audio Temp Directory” to
another drive, D:\temp for instance. Then select Test Audio Performance from the Action menu again and note the difference in
the estimated number of tracks for each drive.

Setup for Multiple Sound Cards or Multi —Port Audio Cards

RealBand has the ability to input and output tracks of digital audio through separate channels of multiple sound cards or
multiple ports of a multichannel card. If your computer system has multiple sound cards, or if you have a multiple channel audio
card, you can configure RealBand for digital audio production through a mixer or other multi-channel system such as the front
and rear speakers of a surround sound setup.

1) To configure for multiple sound cards, choose the [Drivers] button from the Audio dialog to bring up the Audio Drivers

dialog.
Audic Drivers =X
Audio Input Drivers) Audio Output Driver(s)
Microsoft Sound Mapper Microzoft Sound Mapper
Microphane (VIA High Definition peakers (VIA High Definition A
Stereo Mix {VIA Hig i Digital Output Device (HDOMI TX0
CD Audio (VIA High Definition A SPDIF Interface (TX1) (VIA High

Move Selected Devicesto Top ]

[ ok | [ Cancel | [ Hep |

2) Choose the input and output digital audio devices that you want to use.

Note: The Microsoft Sound Mapper driver option refers to the default Windows sound card setup as configured in the Windows Control
Panel.

3) Inthe Tracks window you can choose which sound card to output each track of audio on by clicking on the track type icon
and selecting one of the ports that you activated in the Audio Drivers dialog.

Tracks (Ctrl-1)

Disp | | +| ZWhole | 7Sel | _Snap | Play Selectsd ea | L || P
|

1 BB Bass ST
& " Generic Audio . e L é
AUD:ASIO: {0,1) HD Audioresr output (fx] (S)

e ’ _

Part: ASIO: (0,1) HD Audio rear output 1 + HD Audio rear output 2 » | @  ASIO: (0,1) HD Audio rear output 1 + HD Audio rear output 2
Set All Audio Tracks to ASIO: (0,1) HD Audio rear output 1 + HD Audio rear output 2 (ASIO: (0,1) HD Audio rear output 1 + HD Audio rear output 2)

In the Classic Tracks View window, you can choose which sound card to output a given track of digital audio on by double-
clicking the Pt column for any given audio track. Here, we have set the Bass, Piano, and Guitar tracks to be output through the
Pt 1 sound card, and the Drums to be output through the Pt 2 sound card.

# Classic Tracks View (Ctrl-9)
T Ty|P| Name |Ch|Key | Vel | Pt]
@ P BB Bass 2 00 0

¥ P RealDrums-JazzBrushes 10 |0 0
@ P BB Piano 300 0
@ P BB Guitar 6 0 0

Audio Output Port (-S|

: Microsoft Sound Happer - The Audio Output Port dialog is presented when the Pt column is double-clicked.
: Digital Output Device {(HDHI TX@ . . . . .
: (Digital Output Device (HDHI TX0) The sound cards/drivers selected in this dialog will correspond to the number shown
: {Digital Output Device (HDMI TX@8) . . . . .
: (Digital Output Device (HDMI TXB) to the left of the driver name and in the Pt column in the Classic Tracks window.
: (Digital Output Device (HDHI TH@)=
: (Digital Output Device (HDHI TX@)
: (Digital Output Device (HDHI T¥@)
: (Digital Output Device (HDHI TX@)
18: (Digital Output Device (HDHMI TX8)
11: (Digital Output Device (HDMI TX8)
12: (Digital Output Device {(HDHMI TX8)
13: (Digital Output Device (HDHMI TX8)~

#‘u‘m‘_l

L =J0--T = RN B L RO

[ QK ] [Eancel] [ Help ]

The Safe boot-up option gives the user the chance to boot-up RealBand with clean configuration and INI files if a crash
occurred during the most recent session. This runs automatically on launching the program after a crash.
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Audio Drivers

Windows Audio Session Audio Driver

RealBand supports Windows Audio Session (WASAPI) audio driver, an alternative to ASIO (a driver with low latency, but
usually can be used by one program at a time) or MME (an older driver with worse latency). The Windows Audio Session
driver has ultra-low latency (< 25 ms on a typical Windows PC), so audio operations like playing or sending out information via
MIDI happen with no noticeable delay. Note that this supports 1 stereo input plus 1 stereo output at a time. For multiple
inputs/outputs, you should continue to use either MME or ASIO.

When you boot up RealBand, it will be already set to use this driver without any action from you. If you want to confirm the
selection, open the Preferences dialog (Options | Preferences | [Audio]) and see the “Audio Driver Type” option. When the
WASAPI is selected for the driver type, clicking on the [Drivers] button will open Windows Audio Drivers dialog.

RB i o Dri _
e Windows Audio Drivers ® X1 Audio Input Driver / Audio Output Driver: The Audio

Audio Input Driver Audio Output Driver Input Driver is the device that will be used for recording
kers (Realtek High Definition Audio sound (e.g., a microphone). The Audio Output Driver is
the device that will be used for playing sound.

User Default Driver: If enabled, the device that is
selected as the "Default Device" in your Windows Sound
Control Panel will be used.

Use Default Driver Use Default Driver L. . . .

AU Sample Frames = 25,40 ms latency Buffer size: This is an audio buffer size in sample

frames.
Shared Mode e Exclusive Mode / Shared Mode: Shared Mode is

Song Sampling Rate: 44100 recommended so that other programs will still be able to

Actual Driver Sampling Rate: 44100 access the audio input/output devices.
Song Sampling Rate: This is the sampling rate of the

Cancel Help 8 p g ping

current song.

Actual Driver Sampling Rate: This is the actual sampling rate of the audio driver. If this is different from song, then
resampling will be in use.

MME Audio Driver

If the current Audio driver type is set to MME, the [Drivers...] button in the Options | Preferences | Audio dialog opens the
Audio Drivers dialog, which lets you select Audio Input and Audio Output drivers. This dialog is for MME drivers, and not
ASIO or ASIO.

Audio Drivers % | By default, the Microsoft Sound Mapper is selected for both input
Audo Input Driver(s) Audio Output Driverls) and output. If you have multiple sound cards, or a multiple I/O card,

you can select more than one input or output. This affects computer
Microphone (Realtek High Defini Speakers (Realtek High Definiti .
performance; the more ports that are selected, the more demand is
placed on your computer.
If Output always on checkbox is enabled, sound will always be
sent to the device. If this is checkbox is disabled, sound will be sent

Move Selected Devices o Top to the device only when the song is playing. Enable this option if
[ Output always on you want MIDI plugins to work when the song is not playing.
Cancel Help

Order of Audio Ports

The [Move Selected Devices to Top] button lets you adjust the order of the Audio Output ports. You can choose which Audio
Output devices appear as Port 1, Port 2, etc. within RealBand, and not be stuck with the default ordering for the ports
determined by the Windows operating system.

If the ports are in a different order than the order you want, you can select (highlight) one or more ports, and press the [Move
Selected Devices to Top] button. This will move the highlighted ports to the top of the list.

When you launch the Audio Drivers dialog, all the highlighted ports will always be shown at the top. They will be in the same
order they were before, relative to each other. For example, let’s say you have 4 ports on your system, and, by default they show
up sequentially:

Driver A
Driver B
Driver C
Driver D
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In the preceding picture, none are highlighted. Now, let’s say that you highlight the 4" port (Driver D), and move it to the top,
and then you highlight the last port in the list (which is now Driver C, since Driver D was moved to the top). You now have 2
ports selected, (Driver D at the top and Driver C at the bottom). Driver D and Driver C will be ports 1 and 2 within RealBand.

Driver D
Driver A
Driver B
Driver C

The next time you launch the Audio Drivers dialog, you’ll see Driver D and Driver C at the top, followed by the other two un-
highlighted ports. The important point here is that the chosen order of the highlighted ports Driver D followed by Driver C was
preserved, as shown in the picture below.

Driver D
Driver C
Driver A
Driver B

The Microsoft Sound Mapper will use the sound card selected as the preferred device in the Control Panel | Sounds and Audio
Devices | Audio tab. You should not select both the Microsoft Sound Mapper and the device it uses. For example, if the
preferred output device in the Audio Tab of the Multimedia settings in Control Panel is set to “AWE 64 Wave Out” you should
NOT select both the “Microsoft Sound Mapper” and the “AWE 64 Wave Out” as two output ports in RealBand. You would just
select one or the other, but not both. If you selected both you would get an error message saying you couldn’t open one of the
devices.

Recording Tracks in Stereo or Mono

Each Input and Output port is a Stereo pair, with a left and right channel. For example, if you select 4 Input Ports and 4 Output
Ports, then you would be actually getting 8 input and 8 output channels, since each audio port has both a left and right channel.
In the Tracks window, you can select the output port for each track, and in the Mixer window you can use the pan setting for
the track to control where the output gets sent (left or right channel for the port).

When recording to a stereo audio track, the track will contain both the left and right channels. If you’ve selected multiple input
ports, RealBand will record to multiple stereo tracks and offer to insert stereo track(s) if necessary.

MONO tracks contain only 1 channel per track, but you could record mono tracks in pairs if you’ve set the “Input Channel for
MONO Tracks” to L+R in the Options | Preferences | Audio settings.

When recording to MONO tracks, multiple ports are only utilized if the Input Channel for MONO tracks in the Options |
Preferences | Audio settings is set to “L+R.” This will be set to “L+R” automatically if you select multiple input ports. The
audio data will be recorded as 1 L+R pair per input port with all the data recorded on adjacent available tracks. Tracks will be
inserted if necessary (same method as when recording L+R with a single port).

See the Options - Audio Preferences help topic for more information on stereo recording. Multi-port recording works the same
as stereo recording, except there is more than one pair of stereo tracks being recorded by RealBand.

If the Record Channel is set to “Left” or “Right” only Input Port number 1 (the first input port in the list that was selected by
you in the Audio Drivers dialog) will be recorded onto a MONO track.

Note: Port number 1 is used as a source of timing when syncing MIDI to digital audio. If you are attempting to use two different brands of sound
cards together on one computer as two separate ports, there may be timing problems if the cards have different DMA buffer sizes, but it is
possible you may not encounter any noticeable timing issues. The multi-port feature is mainly meant for multi-port cards. Feel free to try multiple
sound cards, but your results may vary.

MME Recording Offset

The “Recording Offset MS [MME/Windows Audio]” setting is found in the Options | Preferences Audio dialog. It can be
used to correct a timing issue under Windows Vista that can cause recorded tracks to be delayed in time. Should that happen,
you can increase the offset to a setting greater than zero. Usually the delay is around 50 to 60ms.

ASIO Audio Drivers

This dialog lets you choose an ASIO driver. ASIO is an alternate driver system developed by Steinberg. It has much lower
latency than ordinary MME drivers.

You can arrive at this dialog in 3 different ways:

1) Ifyou haven’tused ASIO drivers, but RealBand detected them, and you answered “Yes” when asked if you want to use an
ASIO driver.

2) If, within the Audio Preferences, you change the audio Driver Type from MME to ASIO.
3) If the audio Driver Type is already set to ASIO, but you press the [Drivers] button in the Audio Preferences.
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[4S10 Audio Drivers >

Select one ASID Device:

<Mane> 4510 Driver's Control Panel..
AS10 Multiclient W’raﬁﬁer
Fiesampler Quality
Good ~

14510 Always On

Preload Track Buffer MS: (2000

Output Part(z):

[01] HD Audio output 1+ HD Audio outout 2
[2.31 HD Audio output 3 + HD Audio output 4
[4.5] HD Audio output 5 + HD Audio output B
[6.7] HD Audia output 7 + HD Audio output 8

[ Shaw Waming for Untested S oundcard Fomats

Driver Info

name : ASI044LL +2

wersion ; $00000002

input channels : 2

autput channels : 8

allowed zample rate : 22050 <Yes> 44100 <Yes> 48000 <Yes> 96000 <Yes>

input data format: Int32LSE output data format: Int32LSE

buffer sizez in gamples: min=64 max=2048 pref=512 granularity=2

actual ASIO buffer size in MS:11.61

sctual ASIO sample rate used: 44100 (Resampler MOT in use]

I ak. Cancel Help

The Select one ASIO Device list box lets you select an ASIO driver to use. You can only select one ASIO driver at a time, but
you can run a multiclient application like Steinberg’s ASIO Multiclient Wrapper to have several clients running with the same
ASIO driver.

ASIO4All Driver Warning
There is a warning if the ASIO4All driver is “not connected”

Sometimes the ASIO4All driver will not be connected to an audio driver and output will be silent. This is usually due to a soft
synth already using the audio driver. If RealBand detects that ASIO4ALL isn’t connected, it will warn you about this, so you are
aware of why the audio is silent.

Support for using ASIO with multiple programs at once. Previously, if you were using an ASIO driver (so that you have low
latency), you could only use ASIO with one program at a time. Now you can use multiple programs at once with ASIO - for
example RealBand and Band-in-a-Box at the same time. This requires using the Steinberg” ASIO Multiclient Wrapper, which
you can download here: ftp://ftp.steinberg.net/Download/Hardware/ASIO_multiclient driver/

To get this function working:

1. install the ASIO Multiclient Wrapper

2. Run the ASIO Multi Server, and select your ASIO Driver (e.g., ASIO4ALL). The ASIO Server is a program located in
“C:\Program Files (x86)\vidance\asiomulti\asioserver.exe”

3. Run RealBand, and choose Prefs-Audio-Driver Type ASIO, and then select ASIO Multiclient wrapper” as your ASIO driver.

Note that you may have to reboot your PC after you have installed any new ASIO Drivers.

The steps above need only be done once. The next time you run RealBand, things will already be setup.

Once you have selected an ASIO driver, you will see the Input Port(s) and Output Port(s) list boxes filled with your driver’s

input and output ports. By default, the first of each will be selected. You are allowed to select multiple ports with a Ctrl+click

on the ports you choose in the list, and all the ports you select will be available for output within RealBand. If you do not hear

input or output, then you may need to try different ports than the defaults. You may need to read your sound card’s instructions
to determine the correct ports to use.

The [ASIO Driver’s Control Panel] button launches a settings dialog specifically provided by your SRS RS
driver manufacturer. This usually lets you adjust the latency by letting you choose different buffer sizes in
milliseconds.

§

ASIO Buffer Latency

Some drivers might let you choose the buffer size in samples, which is less convenient than milliseconds. T
The smaller the buffer size, the lower the latency, and the faster the response. Smaller buffers require —

more CPU power and if you hear dropouts or artifacts, you may need to increase the buffer size.

Since many ASIO drivers do not support multiple sample rates, RealBand has a built-in resampler which
lets you play and record songs that have a different sampling rate than the rate(s) directly supported by
your ASIO driver.

The Resampler Quality combo lets you choose Fast, Good, Better, or Best. Fast is the quickest but is the lowest of the four
levels of quality. Best is the slowest (uses more CPU time) but the most transparent and accurate quality.
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See the following Understanding Latency section.

ASIO Always On is normally selected, but it can be disabled if a driver has trouble running ASIO constantly. When this setting
is turned off (unchecked), the ASIO driver is only used for playback and recording and MIDI Thru will be routed to the default
MIDI Output destination as selected in the MIDI Driver Setup. This minimizes MIDI Thru latency when ASIO is not on, and it
is the same way MIDI Thru behaves with high-latency MME drivers.

The Driver Info ficld shows various characteristics of your driver.

The Name is the driver’s name.

The Version is the version number of your driver.

Input Channels is the total number of mono input channels that your sound card has. (Note: RealBand groups these into stereo
pairs.)

Output Channels is the total number of mono output channels that your sound card has. (Note: RealBand groups these into
stereo pairs.)

The Allowed Sample Rates field shows the sample rates allowed by your sound card’s ASIO driver. RealBand has a built-in
resampler which lets you play and record files that aren’t directly supported by your ASIO driver.

Input data format and output data format is the format of the data that the ASIO driver uses (such as integer or float, 16 or 32
bit, LSB or MSB which is the ordering of the bytes).

The Buffer Sizes In Samples shows a range of allowed buffer sizes. The Pref is the preferred size, and this is the size that
RealBand uses. Your driver may alter the preferred size if you’ve launched the ASIO Driver Control Panel and have selected a
new buffer size from within the driver’s Control Panel. If your driver changes the preferred size, then RealBand will be aware of
the new preferred size.

Actual ASIO buffer size in MS is the length of an ASIO buffer in milliseconds.

Actual ASIO sample rate used is the sample rate of the ASIO driver itself. If it says (RESAMPLER IN USE) then the .SEQ
file is a different sample rate than the ASIO driver. If it says (RESAMPLER NOT IN USE) then the .SEQ file and ASIO driver
both are using the same sample rate.

Understanding Latency

Latency is based on the buffer sizes. The smaller the buffer sizes the lower the latency. Lower latency lets you hear mixer
volume changes quickly, as well as hear MIDI thru echoed out via a DXi soft synth practically in real time.

The latency, in MS is determined by the buffer size in samples, as well as the driver’s sampling rate.

Note: If your ASIO Driver’s control panel lets you select the buffer size in MS, then you don’t have to pay much attention to the part of this
discussion about converting samples to MS.

Converting Samples to MS: For example, suppose the driver’s sample rate is 48K. A 48K sampling rate means that it is
playing at 48,000 samples per second. If the buffer size were 48000 samples, then the latency would be 1 second, or 1000ms
(which is very large and slow, and usually not allowed in ASIO). If the buffer size were 4800 samples, which is 1/10 second,
then the latency would be 100ms. If the buffer size were 2400 samples, which is 1/20 second, the latency would be 50 ms. If the
buffer size were 240 samples, which is 1/200 second, the latency would be a mere Sms which is incredibly low and very fast.

Normally, you can change your driver’s latency by pressing the [ASIO Driver’s Control Panel] button. Normally, the driver
specifies the buffer sizes in milliseconds, which equals the latency.

Low latency is faster and more responsive but uses more CPU power.

Depending on the speed of your computer, you may find that the playback has dropouts, clicks/pops, or other artifacts if you set
the buffer sizes too small. This is because smaller buffers use more CPU power and if your computer can’t handle the low
latency, you will hear artifacts. If this happens, you would need to use larger buffer sizes. You may need to experiment to find
what works well. You may be able to use smaller buffers with songs that don’t have a lot of tracks and effects, but may find that
you need to use larger buffers with songs that have more tracks and use more effects. This is because more tracks and more
effects use more CPU power, which leaves less CPU power available for the audio routines to keep up with lower latencies.
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Chapter 2: RealBand 2024

There are over 30 new features to RealBand 2024, including 256 available tracks, 32 VSTi/DXi synth instances, modern color
scheme for some windows, Playable RealDrums support, new arrow buttons to change the current time, chord symbols to
display in the Track window, 48 tracks to display in the Mixer, the ability to hide any extra masters or auxes in the Mixer,
improved handling of VU levels in the Track window, better VU levels display when recording to mono tracks, song preview in
the StylePicker, the ability to initiate track generation from the StylePicker, and much more!

Summary of New Features

The number of tracks has increased to 256, which is more than 5 times the previous maximum of 48 tracks.

There are now 32 available VSTi/DXi synth instances instead of 16.

The new up/down arrows next to the time indicator on the tool bar will increase/decrease the current time by 1 tick.
The following windows now have a more modern color scheme that matches the modern toolbar icon sets.

- Tracks window

- Mixer window

- Audio Edit window

The icons for non-floating windows that were redundant and took up space at the bottom of the area are now hidden from view.
Some windows like Meter Map, Tempo Map, Sysex, etc. have a moderately darker look.

Playable RealDrums are now supported.

The two new commands in the right-click menu of the Tracks window allow you to:

- Increase or decrease the volume of the selected area of a track by using gain nodes, but without having to manually enter them
in the gain node area of the track.

- Fade-in or Fade-out a section using gain nodes, without having to manually enter them in the gain node area of the track.
The Time Line at the top of the Tracks window will show chord symbols for regular chords (non-MicroChords).

Holding the Alt key while pressing the Play Region button in the Tracks window will play the selected area of the current track
regardless of whether the track was muted or not.

There is a new “Copy/Move highlighted area of current track to another track” command in the right-click menu of the Tracks
window. It makes it easier for “comping” which is to create a track that is a composite of different takes/tracks. It's a quick way
to move/copy to a destination track without having to first cut/copy and then paste.

The Mixer can now display up to 48 tracks at a time instead of 24, if the computer monitor resolution supports it.

The “Hide extra auxes/masters” checkbox in the Mixer window, when checked, will automatically hide any extra masters or
auxes beyond the highest used master and highest used aux.

The Grid lines submenu in the right click menu of the Tracks window and Audio Edit window will now display a checkmark on
the menu item of the current setting.

The Quarter Triplets setting is added to the Grid Lines submenu in the right-click menu of the Tracks window and the Audio
Edit window.

The right-click menu that pops up when you click on the nodes area in the Tracks window has a new command to erase all the
gain nodes in the highlighted area.

VU levels displayed in the overview section of the Tracks window now better handle the situation of recording multiple tracks
of audio simultaneously. RealBand will now display the correct VU levels for higher tracks within a group of tracks being
recorded at the same time, rather than always displaying the same VU levels for higher tracks as the first track in the group of
tracks being recorded.

When recording to mono tracks, the VU levels shown in the overview section of the Tracks window during recording will be the
specific VU levels for the input channel of the track being recorded. Also, if L+R is selected as the Input Channel for Mono
Tracks in audio settings, and you are recording a group of tracks at the same time (e.g., multiple inputs ports selected in ASIO
Drivers dialog), then each track in the group of tracks being recorded will have the correct VU levels shown for its specific input
channel (either left or right channel) in the overview section of the Tracks window

The floating VU Meters window will display the input and output for all ports that were selected in the Audio Drivers dialog
and not just for Input 1 and Output 1.

Tip of the Day is now a floating window that can stay on screen rather than a modal dialog.

When dragging a section of audio or MIDI within the Tracks window or a section of audio within the Audio Edit window, you'll
see either the audio waveform or MIDI overview during dragging rather than just a rectangle during dragging.

In the StylePicker, you can now preview the chords of the song that were entered in RealBand.
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You can now initiate generation of tracks from the StylePicker by pressing a render button, and then when you exit the
StylePicker RealBand will generate the tracks in RealBand.

RealBand loads an Hi-Q patch if it exists when generating a MIDI SuperTrack.
Fixes since 2023 Release

Added: A checkbox in File-Preferences that will enable the saving of all VSTi/DXi synth instances to .SEQ files even if they are
in default slots.

Fixed: Undo for generation of individual RealTracks or RealDrums wasn't working correctly.
Fixed: Small chance of an access violation occurring during Undo if the existing song had non-default DXi/VSTi synths.
Fixed: When visiting the StylePicker, the list box would not be set to the current RB style.

New: The right-click menu in Tracks window will now hide the MIDI-specific commands when the track is an audio track, and
hide the audio-specific commands if the track is a MIDI track.

Fixed: Auto-detection of guitar tracks in the Notation window is now less likely to mistake a non-guitar track for a MIDI guitar
track.

Fixed: When running in 4k, Tracks the window would not maximize fully.
Added: MIDI submenu to the right-click menu when the track is a MIDI track.
Fixed: Issue with Playable RealTracks not being heard, due to an issue loading sforzando on some computers

Fixed: Generate Audio Harmonies was getting an error -6 for some of the harmony presets like Jimmy Smith, Super Sax, and
Glen Miller.

Fixed: Shots and Holds in an .SGU were not interpreted correctly. For example C...d (hold all instruments except drums) would
incorrectly import as Cd, resulting in an Error code 8 when attempting to generate the track.

Fixed: Tracks window - Right click menu - Select Hi-Q MIDI Synth Patch now includes SynthMaster presets.
Fixed: If generation of RealDrums results in a RealChart track also being generated, the RealChart track was set to channel 11.

Fixed: Clicking on the piano of the main screen could result in silence if the current track was an audio track, and the only MIDI
track was a RealChart track.

Fixed: If the Edit - Tracks - Merge Tracks was used and the Merge Audio to Mono checkbox was checked, and then a regular
render of the whole song was done in the future, it would result in a mono render.

Fixed: the "Force Enabled" checkbox setting in the MicroChords dialog might not be remembered by the program.

Fixed: if you visit the MicroChords dialog and press Cancel it will now undo the MicroChord changes you made and you could
choose to Edit - Redo afterward if necessary.

Fixed: The Help button was not working in Adjust Volume/Trim of all Tracks dialog.

Fixed: Could not enter MicroChords when typing with the Ch checkbox enabled in the notation window.
Fixed: Highlighted area in black in chords window only showed the first chord in a highlighted bar.
Fixed: Undo was not working correctly after generating track.

Fixed: Set MIDI volume of Playable RT SFZ Sound menu item in the PRT menu wasn't doing anything.

Fixed: F10 hotkey for MicroChords dialog in Chords window. (Could not use F6 because that's the Now hotkey in RB) (Could
not use M because it's the part marker hot key).

Fixed: The Help button in newer dialogs is now linked to the new help topics.
Fixed: Stems generation might not have worked properly.
Fixed: Unchecking the Enable Realtime Effects checkbox in audio settings would crash the program.

Fixed: If the Event List window was opened and you right-clicked on the right side of the Tracks window (track overview or
nodes section) then it was possible the Tracks window location could jump to a location offscreen.

Fixed: The Include Nodes checkbox did not work for Drag and Drop in the Tracks window

Fixed: If selecting File | New but then cancelling because work was changed since last save, then the Measure Offset of the song
was set to the default measure offset without the user being aware of it.

Fixed: Regular text markers were drawn in the same color as part markers

Fixed: Deleting section text events in the Section Text dialog in the Notation window (the dialog launched by pressing the 'T'
button) could cause an integer overflow or access violation

Fixed: File | Import was causing Track 1 to be set to a mono audio track, even if a different track type existed on Track 1.
... and more!
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Details of New Features
Let’s take a closer look at the great new features in RealBand 2024!

256 available tracks

The number of tracks has increased to 256, which is more than 5 times the previous maximum of 48 tracks.
3 - Untitled

- Untitled
- Untitled
- Untitled
- Untitled

3 - Untitled
- Untitled

- Untitled
Untitled

120 1S 13 18 120 120 130 150 12

trdbtat bt it ¢t

32 VSTi/DXi synth instances

There are now 32 available VSTi/DXi synth instances instead of 16.
i DirectX/VST Window - O X

D=i A WS TiSynth 1 Options

Arrow buttons to change the current time
The new up/down arrows next to the time indicator on the tool bar will increase/decrease the current time by 1 tick.

Modern color scheme for some windows

The following windows now have a more modern color scheme that matches the modern toolbar icon sets:
- Tracks window

- Mixer window

- Audio Edit window

To use a modern color scheme, go to Options | Icon Set and select Modern.

Fil File Edit Generote Render Action Block Options Window Help

Run Control Panel - Drivers. Y J ‘- II.H

Patch Names.

Punch In
Resolution [120] -
Sync Source [Internal] »
Auto Syne Chase

Endless Loop...

Auto Rewind >
Record Filter (MIDI)...

Icon Set >
Hide Tool Bar CtrleT

Show Piano
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Icons for unused non-floating windows hidden

The icons for non-floating windows that were redundant and took up space at the bottom of the area are now hidden from view.
RealBand 2023:
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RealBand 2024:
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Darker look for some windows

Some windows like Meter Map, Tempo Map, Sysex, etc. have a moderately darker look.

|| Tempe Map (Ctri-4) =N | Meter Map == |
=a
| pelete

8: a8e 148
25:01:000 110

Delete

Playable RealDrums support

Playable RealDrums are now supported by linking a RealChart track (or any MIDI track) with an audio track containing a
RealDrum.

Open the Notation window, display the RealChart track, and press the [PT] button and select Enable Playable Tracks from the
menu.

; 9-RCReaDrums-BossaBrushes# ~ | Drums ~[PT .[l\able'P_‘lﬂ;abI;Tla(k; & e e Bars [6]
Hetation

Current sound: <none>

Switch to Linked RealTrack

D G Creste Mote Region to mutegenerted accompanimnt.. E

Remove Mute Region at current time

Make notes in selected area playable notes E

Make notes in selected area non-playable notes

Delete all notes in From/Thru range of selected area

Change loudness [velocity) of playable notes in selected area
| | | Set MIDI Volume of Playable SFZ Sound [0] " &
9 2 Re-select recommended playable RT SFZ Sound 3

A dialog will then open and let you select either an existing RealDrums track or a blank track to link to the current notation
track. If you select a blank track, then you will have a chance to generate a new RealDrums track.

Select an existing RealTracks or RealDrums Track (or blank track) to link to the current notation track. *

Select a new Playable RT 5FZ Sound

Mono] BB RealBass 921: Bass, Acoustic, Bossa EFu 118 -
5 BB RealDrums—BossaBrushesii1

: [Stereo] BB RealPiano 925: Piano, Acoustic, Rhythm Bossa Ev 110

: [Mono] BB RealGuitar 923: Guitar, Electric, Rhythm BossaFreeComp Ev

: [Mono] BB RealStrings 475: Sax, Alto, Bossa Ev 148

[MIDI] RC925:Piano

: [MIDI] RC923:Guitar

: [MIDI] RCH75:Strings

: [MIDI] RC:RealDrums-BossaBrushesit

18: [MIDPI] RC925:Piano

11: [MIDI] RC923:Guitar hd

1:
2:
2
y
5
[H
7
g
9

Cancel Help

The selected RealDrums track is then linked to the current notation track, and the [PT] button gets the green borders to
indicate that you are in the playable track mode. You can now add playable drum notes by clicking on the Editable or Staff Roll
Notation window.
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The notes you have entered show in green and will be heard during playback along with the RealDrums audio. But you would
want to have your own notes play in place of the RealDrums audio. So, press the [PT] button, select Create Mute Region to mute
generated accompaniments from the menu and select the region.

"t Make a mute region to mute playable tracks - [m] >
Erom: (bar beat/tick) e : = Snap to nearest bar
Thru: (bar beat/tick) : : : Snap to nearest bar
Cancel Help

This will add a green label at the top for the selected region. When you play the song, the RealDrums audio in this region won’t
be heard, but the green notes you have entered will be heard.

P = ETEII0n [Sma]CiGea 47|14 §-ACResbums Bassamshestt ~Tonms <[ PT] Ao s UG [T 1T Voso v

There is also a feature to change the non-playable notes in a region to playable notes. To do this, select the notes, click on the
[PT] button to, and select Make notes in selected area playable notes from the menu. The selected notes will then become green
and be heard during playback. This menu also has options to change the playable notes to non-playable notes, set MIDI volume
of playable notes, choose a different Hi-Q patch, etc.

saBrushes#1 ~ | Drums ~ |P__T'

Disable Playable Tracks %

Current sound:Hi-Q 001 01 Drums, Acoustic, Rock Kit Sforzando.tgs
Switch to Linked RealTrack

Create Mute Region to mute generated accompaniment...

Remove Mute Region at current time

Make notes in selected area playable notes

Make notes in selected area non-playable notes

Delete all notes in From,/Thru range of selected area

Change loudness (velocity) of playable notes in selected area

Set MIDI Volurne of Playable SFZ Sound [100]

Select a new Playable RT 5FZ Sound
Re-select recommended playable RT SFZ Sound

New commands in the right-click menu of the Tracks window to adjust volume
The two new commands in the right-click menu of the Tracks window allow you to:

- Increase or decrease the volume of the selected area of a track by using gain nodes, but without having to manually enter them
in the gain node area of the track.

- Fade-in or Fade-out a section using gain nodes, without having to manually enter them in the gain node area of the track.

Adjust overall velume of selected area using gain nodes...
Fade-in or fade-out using gain notes..
Change level of all nodes by * Fade-in or Fade-out using gain nodes *
. 5 Starting Gain Mode Value [db)
Giain Node [db) adjustment (-3 to +36) P
Ending Gain Hode Value [db)

Preserve level before/after cumently highlighted region

Cancel

Cancel

Chord symbols displayed in the Tracks window

The Time Line at the top of the Tracks window will show chord symbols for regular chords (non-MicroChords).
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Play region even if the track is muted

Holding the Alt key while pressing the [Play Region] button in the Tracks window will play the selected area of the current
track regardless of whether the track was muted or not.
8|k a —-| Q+5e|emon 2 3 - 5 6 7 8 9a 10

DAW Plugin Solo | play Whole

made Tracks | Re ||:rk"1‘-=|ecuon togrld | zoom | 1 EmTb3 AR |Dm7 7 Gi7 C7 FMa]? D7

PTI P [ | & '.

20

Copy/Move highlighted area of current track to another track

There is a new “Copy/Move highlighted area of current track to another track” command in the right-click menu of the Tracks
window. It makes it easier for “comping” which is to create a track that is a composite of different takes/tracks. It's a quick way
to move/copy to a destination track without having to first cut/copy and then paste.

Delete (DEL]

Copy/Move higlighted area of current track to another track... m
Grid lines » i

Up to 48 tracks to display in the Mixer

The Mixer can now display up to 48 tracks at a time instead of 24, if the computer monitor resolution supports it.

LV/LI/
\ ll\ o

Hide extra auxes/masters in the Mixer

The “Hide extra auxes/masters” checkbox in the Mixer window, when checked, will automatically hide any extra masters or
auxes beyond the highest used master and highest used aux.

Checkmark displayed on the current grid lines submenu item

The Grid lines submenu in the right-click menu of the Tracks window and Audio Edit window will now display a checkmark on
the menu item of the current setting.

Grid lines > <MNone>
Insert Volume Change... ~  Quarter Note
Adjust overall volume of selected area using gain nodes... Quarter Triplets
Fade-in or fade-out using gain nodes.. Eighth Note
Audio Effects... ) Eighth Triplets
16th Note
Click Track 5 1nd Note
e ’ Settings...

Quarter Triplets setting added to the Grid Lines submenu in the Tracks window right-click menu

The Quarter Triplets setting is added to the Grid Lines submenu in the right-click menu of the Tracks window and the Audio
Edit window.

Grid lines 5 <None>
Insert Volume Change... ~  Quarter Note
Adjust overall volume of selected area using gain nodes... Quarter Triplets
Fade-in or fade-out using gain nodes.. Eighth Note
Audio Effects... N Eighth Triplets
16th Mote
Click Track 3 nd Note
fliack ’ Settings...
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Erase all nodes in highlighted area

The right-click menu that pops up when you click on the nodes area in the Tracks window has a new command to erase all the
gain nodes in the highlighted area.

:;il’lllllllllllllllﬁﬁ AR
[ Delete

Edit

Cleanup Nodes

Erase All Nodes

Erase All Nodes in highlighted area only
Change level of all nodes (selected area) by..

Improved handling of VU levels in overview section of the Tracks window

VU levels displayed in the overview section of the Tracks window now better handle the situation of recording multiple tracks
of audio simultaneously. RealBand will now display the correct VU levels for higher tracks within a group of tracks being
recorded at the same time, rather than always displaying the same VU levels for higher tracks as the first track in the group of
tracks being recorded.

Note: Multi-input audio recording is implemented in RealBand for ASIO. Go to the Audio Preferences dialog, select ASIO for “Audio Driver
Type” and press the [Drivers] button below it. In the ASIO Audio Driver dialog, select more than 1 input port by Ctrl+clicking on ports. Then, if
the track you’re recording on (the current track with the number displayed red in Tracks window) is a stereo audio track, the first port will record
both channels of the first input port that was selected in the ASIO Audio Drivers dialog. The next track after the current track will record both
channels of the next port that was selected. If the current track is a mono audio track, then the left channel of the first input port will be recorded
onto the current track and the right channel onto the next track. Then the left channel of the second port will be recorded onto the next track
after that, and so on. In order to be able to record multiple inputs in mono in RealBand the “Input Channel for Mono Tracks” setting in the Audio
Preferences dialog needs to be set to “L+R (2 Tracks).”

Multi-input audio recording is not implemented for Windows Audio. Multi-input audio recording is implemented in RealBand for MME, but this
isn’'t recommended because of the higher latency and being less reliable for multi-input recording than ASIO.

Better VU levels display when recording to mono tracks

When recording to mono tracks, the VU levels shown in the overview section of the Tracks window during recording will be the
specific VU levels for the input channel of the track being recorded. Also, if L+R is selected as the “Input Channel for Mono
Tracks” in audio settings, and you are recording a group of tracks at the same time (e.g., multiple inputs ports selected in ASIO
Drivers dialog), then each track in the group of tracks being recorded will have the correct VU levels shown for its specific input
channel (either left or right channel) in the overview section of the Tracks window.

Input and output for all ports displayed in VU Meters window

The floating VU Meters window will display the input and output for all ports that were selected in the Audio Drivers dialog
and not just for Input 1 and Output 1.

Floating Tip of the Day window

Tip of the Day is now a floating window that can stay on screen rather than a modal dialog.
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Audio waveform or MIDI overview shows during dragging a section

When dragging a section of audio or MIDI within the Tracks window or a section of audio within the Audio Edit window,
you’ll see either the audio waveform or MIDI overview during dragging rather than just a rectangle during dragging.
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T P T

Song Preview in StylePicker

In the StylePicker, you can now preview the chords of the song that were entered in RealBand. To do this, enter a chord
progression on the Chord Sheet and open the StylePicker window. Then, select a style and press the [Play] button in the “Play
Current Chord Sheet” area. This will play the chords in your song using the selected style. You can change the tempo by
entering a number in the “t=" field or using the [+][-] buttons. The [Stop] button stops the playback.

_ADMIRE R 44 evd 85 Admire Classic Country Ballad Country Country... 202311  Xtra PAK 17 5 2 Pop,Country Ballad,Ballad, Country Classic
_AHEAD R 44 evis 90 Ahead Laid-Back Prog Rock Medium Rodk Other 70 2023/11  Xprog 6 2 Heavy RockProg Rock W

Memo: This dassic country RealStyle features acoustic piano, 12-string guitar, ~
pedal steel, electric bass, and drums using brushes. Examples: Wichita Lineman,
Chedk Yes Or No, Genre “Intensity™ Score=55/100

_ADMIRE.STY. Admire Classic Country Ballad

All RealTracks. Quintet. Tempo=85 (70-105

Instruments: El.Bass, Ac.Piano, 125tr.Guit, PedalSteel, Drums v

Play Using Current Chord Sheet for Song

Play Sool| - -f Load Sona Demo

[]4 bar preview
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Clear Save as STY

Render button in StylePicker to initiate generation of tracks

You can now initiate generation of tracks from the StylePicker by pressing a render button, and then when you exit the
StylePicker RealBand will generate the tracks in RealBand.
Select a style and press the [Render Tracks] button in the StylePicker window.

_ABSCOND R 44 evid 95 Abscond Prog Jazz Funk Jazz Jazz 71 202311 ¥prog 5 2 Prog Rock,Fusion,Pop
R 44 evd 110 Accent Groovy IndieFolk Folk Pop 67 202311 ¥prog 4 2 Pop,Medium Rock

L
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[n]
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Memo: This jazz RealStyle with heavy prog rock influences features electric
organ, synth, distorted bass guitar, and drums, Examples: Teen Town, Pal
Working Man, Genre "Intensity” Score=71/100

_ABSCONMD.STY. Abscond Prog Jazz Funk

All RealTracks. Quintet. Tempo=35 (80-115)

Instruments: El.Bass, El.Fiano, Organ, Synth, Drums

Play Using Current Chord Sheet for Song

Play e T Load Song Demo

[]4 bar preview

- Render Tracks I Cancel
Clear Save as .STY

This will open a small panel where you can select tracks types that you want RealBand to generate.
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king M Select Files types to Render X
Seglql'l: RealTracks (Audio) MIDI Trac