083. PTPA REAL TIME EFFECTS (AND OTHERS)

Introduction

There are some nice real time plug-ins in PTPA and also third party free/shareware/expensive plug-ins you can use. I would like to share some ideas with you on real time plug-in usage. 

You might ask: “What is a real time plug-in ?”  Essentially it means the effect is created "on the fly" while the track is playing rather than the old way of highlighting a track and processing after the fact.  This is known as off-line processing in general terms.
A real time plug-in is just a bunch of dsp (digital signal processing computer math code) that "creates a type of effect" while the song is playing. 
Aside: You could even program your own plug-in effects if your willing to learn some programming language.
For example assembler or C programming.

At this time PTPA supports DX plug-ins and  VST plugins  through a what is known as a ‘wrapper.’ 
eg  Directixer wrapper). Due to the clamoring for VST  plug-in support by the PG user base I expect VST support will probably be in PTPA 11.

Warning about plugin usage

Now let me say even though this wonderful world of plug-ins looks great, don’t discount the included PTPA effects detailed in an earlier topic. 
Otherwise you might be doing yourself a disservice. 
There are some things to understand about real time plug-ins.  
Because they work "on the fly" some can REALLY impact/load down a low end PC, while the PC is also trying to take care of business generating audio for other tracks at the same time as well as display graphic information related to the song.
   

The suite of PG real time plug-ins like echo/chorus,etc., 
are very nice low consumers of pc resources. BUT...be aware SOME ARE NOT.  Therefore on non PG plug-ins before using a plug-in willy nilly I would suggest you run tests by playing a track, then plug-in the third party plug-in 
(via FX button on the mixers track) and watch the cpu useage via some task monitoring software With Windows XP, you can monitor the CPU usage by pressing CTRL-ALT-DEL and clicking on the ‘performance’ tab)
If your cpu suddenly surges from 20 per cent to 40 per cent usage then you’ll know that this is a plug-in to be careful of, 
and possibly to avoided in using on lots of tracks.

Ideally I look for plug-ins that are very cleverly programmed and don’t use lots of pc resources.
Memory requirements

Plug-ins are a bit like cars to use a crude analogy.  
Some cars they consume lots of gas while others don’t.  A trick to use is if you MUST use a plug-in that consumes lots of "gas", try putting it 
in an aux location with several tracks sharing it.  Some of the ‘gas’ used by plugins is the RAM of the computer. 
  If you anticipate using lots of real time plug-ins then lots of memory is a MUST
.  If a pc is starved of memory (gas) you WILL HAVE PROBLEMS.  If running lots of tracks and a slew of plug-ins I would suggest 2 GB of memory be considered. 1 GB at the minimum.
Let the performance monitoring software of your choice  guide you in this regard as it shows cpu and memory usage.  
In addition, it goes without saying (even though I’m about to) that you need a fast processor 
to run lots of tracks and plug-ins. Use a puny processor and you WILL have problems.
Use google search and see what folks are saying about a plug-in before you use it in a serious production situation. Often you’ll find folks commenting on various plug-ins as to how well they run and whether they consume a LOT of pc resources.
Tricks using plugins

Now lets look in detail at some plug-in tricks/options as 
there are lots of them.

Trick #1Use PG’s Supplied Plug-in Presets
 If you notice to help newbies, PG have preset "styles" of plug-ins.  The way that you use these is to 
a preset fx combo that corresponds to the type of track you are applying the preset to.
  The preset will have a good starting point for effect settings for that kind of track.  If you have a vocal track, perhaps there is a ‘vocal’ preset with the plugin provided by PG.  This is very handy for someone getting their feet wet with fx processing.  PG give you a starting point from which you can do your own tweaking either of an individual fx setting or chaining fx together.  Much like band in a box has styles of music you can set up as accompaniment, you can choose a "style" of effect whereby each one can sound different.

In summary you could plug-in just one effect on a track or an aux or output

or chain effects together to get different "sound effects pictures".  But it doesn’t stop there. Read on.
Trick #2 Undocumented Effects Usage
There are thousands of possibilities to extend the range of "sound picture" you can get with just the PG plug-ins without buying more plug-ins. 
The reason I'm emphasising this is I don’t think many users are possibly aware of this fact.  Here are just a few techniques:

2.1. The duplicate and shift technique.
Here’s how to do this. Duplicate a track to a fresh new free track.  On the duplicate shift it forward a "little" few milliseconds in time, t
hen experiment with different plug-in approaches.  Try applying o
ne or more plug-ins on the original only as previously covered but 
but now add one or more plug-ins on the duplicate as well.  Or try keeping the original dry but add one or more plug-ins to the duplicate.  You 
could also add one or more plug-ins on an aux.  
As you can see there are thousands of combinations depending on each plug-ins settings you set, how you combine or chain various plug-ins,

how many milliseconds you decide to shift the duplicate track, and DON’T FORGET how you set faders and pans of the original and duplicate in the mixer.  
In some cases you might get a nice result, and in others all washed out and horrible. 
It purely depends on how you set everything up 
and also the settings decisions you make (eg the amounts of wet (effect) versus dry audio track you use.)
This stuff is VERY SUBTLE. In some cases you might decide only a twinge of effect is needed.  In others you might find that instead of using a 2 millisecond shift of the duplicate maybe a 4 ms shift paints a pleasing picture.

In summary, what is this about ?  It’s all about painting a picture.

You could go crazy and put a chain of effects on original plus a shifted duplicate and then go nuts adding a fx chain to an aux and then sending some signal from the original plus duplicate to the aux.  But probably in this situation each piece in the puzzle would likely have a major dry amount of signal to stop being washed out. You won’t know the effects of each setting or combo until you try it and gain more experience in what effect combinations are appropriate for different kinds of tracks.  If we really wanted to go crazy, we could do the following:  Let’s say you had an fx chain on both original and duplicate, and you wanted to get even more freaky.  
You could then experiment with how using some of the OLD EFFECTS (I detailed before in the other topic) might change things.  (note to use old effects 16 bit only).

Do the duplicate and shift trick , then on the duplicate BEFORE setting up fx chains print some fx on the duplicate track, and see how that changes the "sound picture" once an fx chain is added to the duplicate.
  The number of possibilities is kind of mind blowing , isn’t it?

2.2. External Effects Processing.
Note:  some of these ideas are probably easier with a soundcard with multi inputs.


For example:  Process the real time plug-in (or fx chain) on a track, 
then save the track to an external audio editor which has fx built in , add some more fx then import back into PTPA. Or send a dry or an effected track out to some external device like a 3 head tape machine, or an outboard effects device, and record the result back into PTPA. Then it gets silly. You could then duplicate and shift this result also, 
and mix in with the original track.  All that I'm trying to do is "open the window of possibilities" to get you thinking about various effects approaches.
Heres another crazy ideajust to get you thinking.

(one of many.). Let’s say that you have a dry recording of drums played by a drummer.  
  L
et’s go NUTS !!!
Duplicate the stereo drum track to a fresh new track.  Then shift the duplicate 2 milliseconds. Now plug-in the PG echo chorus on the duplicate.  Set it relatively dry (twinge of "wet").  
Here’s where it gets ULTRA WILD AND ZANY.  Solo this effected duplicate track, and send it out the soundcard output to some sort of power amp feeding a PA speaker in some sort of reverberant space like a loading dock.

So you have these pumping drums being played out the speaker.  
Now put a mic in the loading dock to pick up the loading dock reverberation.  T
he mic shouldn’t be too close to the speaker.  
Now record the mic signal to a fresh track .

THERE WILL BE A LOT OF FUTZING AROUND WITH THIS I WARN YOU.

So now we have 3 tracks: 1.  the original dry drum track, 2. 
the effected drum track using the PG echo chorus plug-in, and 3. the loading dock mic. Now mix the three together in the PTPA mixer. Try the fader of the original higher than the effected duplicate and the loading dock track. Play around with the pans on the three tracks.  Also see what the effect of shifting the loading dock track by a few milliseconds might do.  Zany, huh?  M
aybe even on the loading dock track experiment with....yep...you guessed it a plug-in.

HE's going nuts i can hear you say !!!! Nope...just trying to get you thinking of the unbelievable number of possibilities, and expand the traditional horizons of how folks think of effects usage.  

Maybe the loading dock recording doesnt sound too great.  DONT JUMP TO CONCLUSIONS !! Sometimes when you bring in the other tracks in a mix it might add to the song picture character.  

I hope you have the time to spend to explore some of these FUN fascinating techniques.  Why ?  Because sometimes happy accidents with sound can occur, a
nd you wont find them less you try.  I used to have more time for these tricks years ago, but other family

commitments haven’t allowed me the time to pursue them in the last few years, but I'm hoping to get back into them, as they can be rewarding.
Summary
EXPAND YOUR THINKING ABOUT HOW TO USE EFFECTS.

Ok, perhaps you don’t have a lot of money for fancy outboard fx units.

SO GET INVENTIVE. In some cases on the big songs of the past they might have had only one reverb chamber, but they were highly inventive and brilliant engineers.

I’ve met a couple in my travels. Back then today’s outboard devices and plug-ins weren’t even around. But listen to some of the brilliant stuff done even 40 years ago and the inventiveness and brilliance of engineers from that era.  (You might want to study some of the greats like Rudy Van Gelder, Alan Parsons, George Martin, etc.)
You can do the same using the PG plug-ins and your own inventiveness.  Therefore I implore you to try various zany approaches. You never know what you might come up with 
that makes your song stand out. Do crazy stuff like put speakers in bathrooms, in the garage, in a loading dock, in a basement, in a hall way, in a stairwell,  send an effected track to it and see what arises.
Also think how you might incorporate in your arsenal of effects tricks other third party free or shareware plug-ins that are available on the net. There are literally hundreds and even thousands.

One final experiment for you to try, this time on a bass track:  
Duplicate it and shift 3 millisecs.  Then add a twinge of PG chorus with a third party plug-in, solo it and send out of soundcard to some whacky guitar pedal, and record the result on a new track and mix it in and see what you get.
All these tricks can be tried on any track type. vocals, drums, bass, guitar, synth, sax, back up vocals and on and on. The POSSIBILITIES ARE ENDLESS.  

Let’s review this chapter’s tricks:  
duplicating tracks,  shifting tracks, adding PG fx singly or in combinations, adding into the mix outboard effects units, tape machines (think slapback), guitar pedals, and mic’ed speakers in various environments/settings, 
third party plug-ins.
Good luck. 
