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What is reverb?

> Reverberation

> Many closely spaced and random echoes
from reflections off the different boundaries

INn a space
, , | Refotors  Revebeanns
> Direct signadl AN

> Early reflections

> Reverberation

> RT60

RT60: the amount of time it takes the
reverb sound to reach 60 dB below the
original signal level.




Different types of Reverb

Hall: simuldates the revertp acousTics of O cert hall.
Longer RT60 time.
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shorter reverb time.

Live (stage). simulates a live stage. Often has longer early
reflections but can vary a |of.

Spring: simulates a spring reverb device.

Plate: simulates the bright character of metallic plate
reverb devices. Often used on vocals and drums.

Gate: cuts off the tail of a reverb signal. Used on drums.



Spring Reverb




Plate Reverb
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Reverb Stra

REVErD's purpose Is 10 give d sense o1 space 10 d recoraing. Ine

INaiviaual parts oI a song are alil vm\)rd@q \ /ITN AITTerent revero
CNnaracreristics, or none ai cnll, AQAdINg revero laier glues aiiterent
ITACKS togetner spariially.

Insert "= “v—'b@mcmAuM'o' duse  from the tracks
ilﬁ@ﬁ you want fo revero.

This way, different tracks can share a common reverb effect.

> By changing the level of the send on each frack, you can conftrol
how much reverb has been added fo it.

> Make sure the sends are (noft pre)
> This way, the reverb follows along with volume changes on the frack.

> A little goes a long way! It's easy 1o over-do reverb.

> Drums: “place” the drums in a new space.
> Useful if recorded without a room mic or in a small space
>


http://www.youtube.com/watch?v=G8VM7ZXHOMs

Reverb Strategies

A lot can be learned from presets

> No preset is perfect for your context — tweaking settings is
almost always necessary.

Roll off the low and high frequencies.

> Makes reverb more nafural, less conspicuous, and gives it
depth.

Avolid a reverb setting that has a metallic sound.

Longer pre-delay settings make a sound seem closer.
Shorter times make it seem farther away.

: Use more than one reverb in a mix

> One with a short decay time (well under 1 second) and pre-
delay (5-10 ms)... "ambience”... provides some distance to
dry sounds but isn’t very audible itself.

> Another with a longer tail and possibly brighter sound (less
high frequency cut), and longer pre-delay (30-70ms - to
keep things from sounding too distant)



Reverb Stra

OPEC [IC INSTrTUMeENTS
Kick and bass often have no reverp, alihough it’s
not always bad for them to have it.
Synth pads have liftle or no reverb.

Drier synth sounds may need both short and long
reverp

> |ead vocals need just enough reverb o blend them

with the mix, but not enough to make them seem
distant.

> Again - lean towards using too little reverb rather
than foo much.

> Seft it so that you really only nofice the reverb when
you mute it.



