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Lesson 12, Part 1 – Loops: 

Music For The Non-Musician 

 

Welcome to lesson 12, Loops, where we talk about how to record music even if you're not a 

musician. We're gonna talk about loops today. And if you've never heard of loops, well just think of 

them as a fast way to add music to whatever you're doing. Even if you can't sing or can't play an 

instrument. So just exactly what is a loop anyway? A loop is a few seconds of sound that repeats 

over and over again. For example, if you have five seconds of say, a drum track, you could loop it 

by making several copies of it and then playing them one after the other, so that just as the original 

sound ends the first copy starts. This pattern repeats or loops as many times as you want. 

 

Let's say this red rectangle is five seconds of drums. If you make five copies of this sound and 

string them back to back, you get 25 seconds of continuous drums instead of five seconds. And this 

was created with just one single five-second piece of audio. We're gonna learn how to make loops in 

Reaper. So, where do you get loops? I hear you asking. Well, you can get them by downloading 

them. There are free loops out there. Here's one website where you can get some free loops. It's 

called free-loops.com and then of course there are also some loops that you can buy out there or you 

can create your own. 

 

We'll talk about a couple of common different kinds of loops; Drum or percussion loops and music 

loops. Then we'll talk about what to do with those loops once you got them. The only limit is your 

imagination and the law. Remember, that music belongs to whoever composed it so be sure not to 

take somebody else's song and turn it into a loop and then try to sell that or use it in your own 

production. 

 

Okay. Let's go ahead and open up Reaper. And I'm going to open up a loop file. By the way we're 

gonna be using a file that you can download free from homebrewaudio.com. Just go to 

www.homebrewaudio.com and under products in the navigation bar, hover over resources and click 

on that, and that will take you to some things you can download. What you want is this loop 

download right here. Just right mouse click on the slow rock drum basic and download that 

somewhere on your computer. 

 

Okay, now it's time to get our loop. But actually there is one more thing we need to do first. Go to 

project settings, this little button here, with the I for information, and look at the time base for items, 

envelopes and markers. We don't want position length and rate, we want beats position only. 

Otherwise let me show you what will happen. We'll leave it with position length and rate and insert 

media file slow rock drum basic, 104 beats per minute. This loop has a tempo of 104 beats per 

minute. 

 

But the default Reaper project is 200 beats per minute. Obviously, you can change that but what 

happens if I change this to try to match the loop at 104, it stretched this whole file in order to make 

it match the new project settings. So let's undo that, let's first change that time base to beats position 

only, then we can change this to 104. There that's much better. Now you can see that these 

transients, the places where the drum hits line up with these grid lines. Now we sort of went over 

some of this in lesson 11 on MIDI but every audio item in Reaper is loop-able. All you have to do is 
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grab the end of it and just drag it to create the loops. 

 

So here is one instrument [music] And if we want two we just drag it until we see that notch and 

then that means we've created a second loop. [music] And because it's perfectly trimmed and timed 

to be 104 beats per minute in a project that is also set at 104 beats per minute every instance of the 

loop is going to line up exactly with these grid lines. The little notch here you'll see will be right on 

the grid. See I can make as many as I want. And if I make too many I can just drag it back. Let me 

show you what I was talking about when I said every audio item in Reaper is loop-able. 

 

I'm just gonna record a little bit of my voice here. Testing, this is me just doing a loop test. Now 

watch what happens when I hover over the right edge, click down on the left mouse button and drag 

it to the right. This is me just doing a loop test. Testing, this is me just doing a loop test. Testing this 

is me... Now I'm not sure how useful that would be but I'm just demonstrating here that to make a 

loop out of an audio file in Reaper is as easy as dragging the right edge of it out to the right until 

you've created as many loops as you need. 

 

In fact, technically, we did not have to change the project settings in Reaper to match the beats per 

minute of the loop. I mean if you just ignore the grid lines and the metronome, you can still insert 

the loop and loop it, and it will still work just fine. 

 

[music] 

 

It just makes things a lot more convenient and a lot easier to match the beats per minute of the 

project to the beats per minute of the loop if you're going to be recording music. Okay, now here is 

the way you can use loops to create your own music. 

 

First, let's create a new project in Reaper, and now, let's go to View and we're going to click on 

Media Explorer, and what that does is bring up the Media Explorer window, which creates a new 

tab here at the bottom so you can still view your mixer and also the Media Explorer. And this allows 

you to navigate around your computer, and to see any audio files you might have there. And what's 

really cool is that you can... Well, that was a weird loop, but you can preview the loops right from 

their location. And if you like what you hear, you can just drag them into Reaper. 

 

So let me go back. I am looking at a collection of loops that came with Adobe Audition 3.0 which is 

what I use. Any version of Adobe Audition from 1.5 allows you to use this loop collection called 

Loopology. You can check that out at Adobe.com. But, one thing that it does that's really cool is it 

creates loops that are all sort of in the same family. So right here you've got a bunch of loop folders. 

And I am going to check the Funk and Rock number one, and I am going to go down to Heavy 

Dirty Rock. Now you can see here that the beats per minute is in the range of 120 to 149 beats per 

minute. So not everything in here will be at120. Let's just check here, yeah, 120 is the default 

project setting for Reaper. So let's find something that's 120, hopefully a rock. 

 

So let's try Dirty Rock one. See you can just drag it right up here and you can see that it's 120 

because the beats are right on the line and this project is set at 120. So now that I've got one 

measure of that loop, I am going to just drag it out and we have, let's make four measures of it. And 

notice here that each loop... Let me just back this up to one loop here. Each loop, this particular loop 

here is actually two measures long. So we have three-four. So we have two counts of four there. So 

this loop is actually two measures long. So if I stretch this out to four, that actually gives me eight 
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measures. 

 

Now obviously, it's important that any other instruments we add in here match up beat-wise to this 

particular drum loop up here. So we know the drum is 120. It would help if the loop manufacturers 

actually put what the beats per minute were in the title. In this case, that did not happen, so let's 

audition it. We'll put it in there and play it with the drum. I'll stretch that out. This loop is actually 

half a measure. One measure is two loops, and then if I drag that out to match one full loop, with the 

drums we end up with four loops at the base. Okay, so let's see if that matches. Yeah, that one 

actually matches. So that's 120, so if I want to, I could stretch that out and have it. Oh actually, see 

it's not quite matching when it gets up here, slightly off. 

 

Yeah, so what we want to do is come down here in Reaper and let's turn on Tempo Match. Now if 

we drag this loop up to Reaper, see it says rate is point 993. What it's doing is it's matching the beats 

of this loop to the project. And now, if we stretch this out, it should... Yeah, it was just slightly too 

fast before, so now it slowed down a little bit so it keeps track with the drums above it. Let's grab 

another base loop. Just for a change here, this is a D, so it would be like a chord change, and I 

should put this snap on so that it will snap it right to the measure, and let's see what that sounds like. 

Okay, so that would go to a D, and let's put the A back in here. We'll stretch that all the way to there. 

 

Okay, so we have A for two measures, and then D for two measures, and then A for four measures. 

Alright, so now let's look for some guitar. So I'm going to come back to Loopology, Heavy Dirty 

Rock. I'll get some guitar in there. These first two measures were A, so let's try. This section is a D, 

so let's find something that's a D and put that in there. Now we're back to A, so I will put the Dirty 

Crunch 06A back. And, we need a little bit more guitars, so let's find... This is still A, so let's find an 

A that's a little different. Yeah, let's try that one. So I'll drag this up here, and that matches up with 

the length that we have for the base and drums so let's hear the whole thing and see what we've got 

all built by loops. 

 

[music] 

 

And you can add all kinds of other things to that if you wanted to, you could go back and find some 

strings or piano or whatever else and just combine them all in, play with everything until you've got 

something that you like. Just as a reminder, remember that loops that come in libraries like this 

belong to the publisher and there is a license agreement that usually let's you use the loops in your 

own productions but you can't just turn around then and sell the loops to somebody else. In part two 

of this lesson also you have to build your own... 


