
   
 

   
 

 Audio Recording Intro with GarageBand 
 

This program is intended to guide members through various features of Garageband and 
basic audio recording. This guide can be broken down into sections, customizing the type 
of program desired.  

The first section covers navigation of the software, followed by a section for audio 
recording with instruments and microphones, and finally a section on digital music 
creation using Garageband’s Loops and Drummer tools.  

Tools Required 

• Instructor computer with Garageband and full Sound Library installed 
• MacBook kit with Garageband installed for members 
• (optional) USB recording interface and microphone w/XLR cable 
• (optional) MIDI keyboard and USB cable 

 

Section 1 - Starting a New Project 

 



   
 

   
 

Starting a project is easy and Garageband provides options: 

• New Project will set up a blank timeline for recording 
• Project Templates will do the work ahead of time and set up pre-made tracks of 

specific instruments and project details based on the genre of music/style of 
recording selected.  

• Basic music lessons are available for both piano and guitar by selecting Learn to 
Play  

• Further lessons can be purchased from the Lesson Store.  

The Details for each project will depend on the project type and set parameters for the 
song such as tempo for the metronome, music key and time signatures for things like 
Loops, as well as Input and Output devices – what Garageband uses to receive and play 
sound information.  

Lastly, an existing project can also be opened from this initial window.  

 

Track Types 

 

If a New Project has been selected, the next step will be selecting the initial Track Type.  



   
 

   
 

There are three track types to select from, colour-coded in the menu and the 
corresponding tracks. The Details below each option will include Input and Output device 
selection.  

Software Instrument Track (green) – This track type is for any non-microphone devices 
that connect to the computer via USB. Things like electronic drums, MIDI keyboards, and 
trigger pads will use this track type, as the information being sent to Garageband is digital 
and can be modified after the recording.  

Audio Track (blue) – There are two Audio track types available: a Line In option on the left 
for microphones (also where external audio tracks like .mp3s can be dragged and dropped) 
and an Instrument option on the right, for things like electric guitar and bass. This 
instrument track type will offer a series of guitar and bass amplifiers and effects pedals 
that can be used to modify the recorded instruments.  

Drummer Track (yellow) – The last track type is an automated drummer, where users can 
select from a series of drummer profiles and genre types, and Garageband will analyze the 
recorded music and create a drum track to play along with it. 

 

 

Details – This section below the track types will allow users to choose the Input and 
Output options for the track type selected. This will determine what speakers the audio is 
coming from (output) and what device is being used to record the track (input). There can 
only be one input per track, so make sure the proper instrument or audio device is 
connected and selected here. If plugging in a device with more than one input (a USB 
recording interface, for example), those inputs can be chosen from a drop-down menu as 
shown in the image. Clicking on either the input or output devices from the Track Type 
window will bring up the settings menu shown below.  

Selecting I want to hear my instrument as I play and record will turn track monitoring on, 
which allows users to hear their instrument/microphone live in the software as they record. 

 



   
 

   
 

Users can specify the Input and Output devices from those connected to the computer via 
USB. In the image below, a RODE USB microphone and a MacBook’s onboard microphone 
are available as Input Devices.  

 

Once an initial track type has been selected, Garageband will open to the main window 
with that track ready for recording. If the Software Instrument track type is selected, but 
no devices are plugged in, then a virtual keyboard will appear on the screen that can be 
used with the computer’s typing keyboard to make music.  

 



   
 

   
 

Navigating the Main Window 

With the main program window launched, recording can now begin. But first, some 
navigation.  

 

The light-grey strip along the top of the screen contains playback and project controls. The 
icons at the top-left will open and close panels on the screen like the Instrument Library 
(drawer icon) or the Track Controls (knob icon). Moving right, playback controls include 
rewind, fast forward, stop (or return to start if the playhead is anywhere but), play, record 
(the red circle), and looping a segment of the recording for playback. 

Next, the black display in the middle indicates where along the song the playhead currently 
is, the tempo of the song (in beats-per-minute), the time and key signatures for the project, 
and a drop-down menu to change those parameters. To the right of the display is an 
Instrument Tuner (tuning fork icon), followed by a pair of purple buttons - one to enable a 
4-beat count-in when the record button is pressed, and a Metronome, or click-track, 
which will keep pace with the project’s tempo and not be included in any recorded audio. 

The slider bar to the right is the Master Volume Control for all the project’s tracks. Sliding 
the button to the right will increase the volume (indicated in decibels) and sliding to the left 
will decrease it, to the point of muting. Lastly, the two icons on the far-right corner are for 
Notes and Loops (explained later). 

 

Tracks 

 

Moving down the main window, each track in a project has a Track Header, located left of 
the timeline in the center of the window. Playback controls can be adjusted in the header, 
and any recorded audio for that track will be displayed visually along the timeline to the 
right of the header (in green or blue). Playback controls include volume (the slider bar), a 
panning knob to move the sound to the left or right stereo channel or anywhere in between, 
and the ability to mute or solo the track during playback (with the mute and headphone 
icons). Tracks can also be renamed by clicking the title for further organization.  



   
 

   
 

To add more tracks, click on the + icon above the track headers, or go to the Track menu 
and select New Track. Choose a track type, verify the Input and Output devices, and the 
new track will appear below the other(s).  

 

Track Controls 

 

Track controls (when opened) are found at the bottom of the window and will change 
depending on the track type and instrument selected from the Instrument Library. These 
controls manipulate the sound of the recording on the track by affecting things like bass, 
treble, and adding filters like reverb or compression.   

The default track controls are shown above. Selecting a Software Instrument track will 
force users to select an instrument from the Instrument Library, which will have a 
different looking control display, depending on the instrument selected. These controls will 
be logical to the instrument, so choosing an electric guitar from the library will display a 
guitar amplifier and the relevant controls for it.  

Lastly, other controls can be accessed here, such as recording volume, Input selection, 
track monitoring, tuning, and adding other plug-in effects to the track. A noise gate will 
reduce background noise in the recording, if any.  

 

With basic navigation of Garageband completed, program delivery can continue with 
Section 2 (audio recording with instruments and microphones) or Section 3 (Garageband 
Loops and Drummer tools), depending on the type of program scheduled.  

This concludes Section 1.  

 

Section 2 – Preparing Tracks for Recording 
 



   
 

   
 

1. Start by creating a New Track and selecting the appropriate track type. Depending on 
the device, this could either be a Software Instrument or Audio track.  

Recall that software instruments connect directly to the computer via USB and provide 
sound information digitally. This includes devices like digital keyboards, electronic drums, 
and trigger pads. Audio tracks require a recording interface to connect analog instruments 
like microphones and electric guitars to the computer. Most recording interfaces will 
connect via USB and are plug-and-play, meaning GarageBand should recognize them 
immediately as useable Inputs. If not, drivers may need to be downloaded and installed. 

 

2. Once the track type has been selected, a new track will appear, and recording can begin. 
Ensure the audio information is being transmitted to GarageBand before recording.  

 

If audio is being transmitted, the track header will visualize the recording volume with a 
green bar that moves from left to right, becoming yellow and then red the further right 
(louder) it goes. Recording volume (or gain) can’t be adjusted here, that’s done with the 
input device being used. The volume in the track header is for playback only. If track 
monitoring is turned on, live audio should be heard through the output device. 

 

  

3. By default, GarageBand enables single-track recording, but if multi-track recording is 
desired (multiple microphones capturing the audio, or multiple people playing different 
instruments on separate tracks simultaneously), it can be enabled by clicking on the Track 
menu and selecting Configure Track Header. This will open a settings menu where the 
Record Enable button can be turned on for each track. Once set up, each track can be 



   
 

   
 

armed for recording by clicking the record button in the track header. Armed tracks will 
record simultaneously when the record button is pressed at the top of the screen.  

 

4. Enable (or disable) the 4-click count-in and metronome if desired, adjust the tempo as 
needed, and begin recording the first track(s) by clicking the record button in the playback 
controls at the top of the window. Depending on the track type and input device being 
used, the set up and recording process will differ slightly for each, as outlined below.  

 

Recording an Audio Track 

Audio tracks are used for any microphones or analog instruments being recorded. These 
can be connected to the computer through various means but are usually done using a 
recording interface as shown below. These devices typically have multiple inputs and 
allow connections for both microphone and instrument cables.  

     

Each input will have its own gain (recording volume) that can be adjusted for optimum 
recording levels. This includes a warning light if the gain is too high (shown as a peak), 
which can cause distortion in the recorded audio.  

Headphones and speakers can be connected directly to this device, which can be used as 
an output in Garageband, if desired. This allows output volume control directly from the 
interface for monitoring purposes.  

 



   
 

   
 

Some microphones will require ‘phantom power’, which means they require more direct 
current from a power source to operate. This can be provided from the recording interface, 
in the form of a +48v button for each input or bank of inputs.  

Once the instrument or microphone has been connected and audio is transmitting, 
recording can begin. To begin recording, click on the recording button at the top of the 
screen. A red bar will fill across the track(s) as it records until stopped, either by pressing 
the stop button or the space bar on the computer keyboard. 

 

Post-Recording Audio Track Production 

 

An Audio Track recording will look like this, with a blue visualization of the recorded audio. 
The volume of the recording is reflected in the visualization, with the large white sections 
indicating high volume and the smaller, narrower sections indicating low volume. 

Effects and filters can be added by browsing the Instrument Library located on the left. 
The Audio Track type for microphones and line inputs is meant for clean recordings and the 
effects and filters here reflect that. Track controls are located at the bottom of the screen. 

The audio itself can be manipulated by right-clicking on it at the point of the playhead. This 
will open a menu where the audio can be cut, copied, pasted, or the track split in two. This 
can be useful to remove unwanted sections of recorded audio. 



   
 

   
 

 

One difference between the Microphone/Line Input and Instrument audio tracks is the 
selection of instrument effects available in the Instrument Library. Choosing the guitar 
audio track opens a wide range of sounds and effects to apply to the instrument once it’s 
been recorded. Visualizations for guitar amplifiers and pedal boards become available in 
the Track Controls and have a wide variety of options to customize the sound.  

 

 

Setting Up and Recording a Software Instrument Track 

Digital instruments provide their sound information differently than an analog instrument 
and connect directly to the computer via USB cable, as shown below. Most will be 
recognized by GarageBand immediately and made available as an input device. Note that 
USB microphones require an Audio track type to function.  

[insert photo] 

 

 

 



   
 

   
 

 

 

 

 

Like the Instrument audio tracks, this track type can benefit from the entire Instrument 
Library, changing the recorded sound to whatever is desired. The audio visualization 
appears green and rather than show volume waves like an audio track, it shows the 
musical notes played. 

 

Digital instruments benefit from certain features that analog instruments do not. This 
includes the ability to manipulate the recorded music after it’s been recorded, such as 
changing the length of musical notes, or even fixing wrong notes entirely. 

To edit the recording, double-click on the audio track or select the Track Editor icon 
(scissors) on the left side of the control bar at the top of the screen.  



   
 

   
 

 

With the Track Editor now open, every note played in the recording is shown across a 
virtual keyboard, the length of each note displayed visually. Clicking on a note will play it.  

Because sound information is transmitted digitally to GarageBand, every note played can 
be manipulated as needed after the recording. Click and drag the ends of a note to 
lengthen or shorten its duration or click and hold the note to move it up and down the 
musical scale, changing the note entirely.  

This can be useful if a wrong note was played during the recording and rather than go back 
and record again, the note can simply be fixed here.  

 

Saving Projects and Exporting Audio Files 

There are two direct save options with GarageBand – saving the project file and exporting a 
song to disk. Saving the project file will retain all the project information and allow users to 
return to the project and pick up exactly where they left off, while exporting a song to disk 
will create a rendered audio file that can be shared and played without the use of 
GarageBand. 

To save a project file, simply click on the File menu and Save Project. Name the project 
file and choose a saving location other than the default GarageBand folder, if desired.  

To export a song to disk, click on the Share menu and select Export Song to Disk from the 
menu options. Name the file, choose the folder to save it to, and select the audio file 
format desired as well as the quality level for that format.   



   
 

   
 

 

This concludes Section 2.  

Section 3 – GarageBand Loops and Drummer Tools 
This section covers digital music creation using the Loops and Drummer tools. To get the 
full experience, it’s recommended to download the full Sound Library, which will 
download additional plug-ins for these particular features. This download can be accessed 
by clicking the GarageBand menu and going to Sound Library.  

With the full Sound Library installed, new tracks can be created to get started with Loops 
and GarageBand Drummers.  

 

The Loop Library 

Starting with a New Project, select the Software Instrument track type and from the main 
window, open the Loop Library by clicking on the Loops icon at the top-right of the screen.  



   
 

   
 

 

The Loop Library will pop up on the right side of the screen, unfiltered. Each loop in the 
library will have a name and a length of time, either in beats or seconds.  

Clicking on each loop in the library will preview the loop. To add a loop to the timeline, click 
and drag the loop to the middle of the screen until it creates a new track. Drag the loop to 
the left edge of the timeline. Releasing the click will place the loop on a new track.  

 

 

 

 

The top default track of the project can be deleted since no loops will be placed on it.  

 



   
 

   
 

Filter the Loop Library to find the desired instruments and sounds. Filters can be applied by 
Instrument Type, Genre, and Descriptors. For example, starting with drums and beats 
can be a good way to lay down the foundation of a new song.  

 

What makes the loops in GarageBand unique is their ability to change based on the 
settings of the project. For example, if the project is set to a tempo of 120 beats-per-minute 
and a musical key signature of C-Major, the loops available in the Loop Library will match 
those settings and change if they do. Loops are also perfectly timed so they can be 
‘looped’ for longer, uninterrupted play.  

 

Looping Segments and Adding Instruments 

Most loops are designed to be repeated, and the process is very simple. With a loop 
segment placed on the timeline, hover the cursor over the top-right corner of the loop. 
When the cursor icon changes, click and drag the loop to the right, extending it for as many 
iterations as desired.  

 

Each segment of the loop will be indented, highlighting how often it’s repeated. Make sure 
to drag the loop out to the end of an indented segment for it to complete. Use as little or as 
many looped segments as needed for the track. 

With a drum loop placed on the first track in the timeline in the example, more loop tracks 
can now be added to complement the first. Just like before, clicking and dragging desired 



   
 

   
 

loops from the Loop Library onto the timeline will create a new track with that segment 
ready to be repeated to fit the music. Loops can be started from the beginning of the 
timeline, or anywhere along the track.  

 

Depending on each loop’s length in beats, segments on tracks in the timeline may not line 
up the same, but they will line up together overall, as they all share the same tempo as the 
project. This means that a 16-beat loop on one track will be the same length as two 8-beat 
loops back-to-back on a separate track, but overall, they will be perfectly timed together.  

If there’s not enough timeline visible to view the lengths of the loops added, a zooming 
slider can be accessed at the top-right of the timeline. Each track’s vertical size can also 
be compressed by clicking and dragging the bottom of each track header.  

 

Keep adding loops from the Loop Library as desired, placing them throughout the timeline 
where appropriate. Moving the loops can be done by clicking and dragging them forward or 
backward on the timeline, making sure to line them up with the beat markers (vertical lines 
on the timeline) for everything to be lined up and timed correctly.  



   
 

   
 

When moving loops, don’t click and drag along the corners of the loop, as that will extend 
the loop out rather than move it.  

Most loops are in analog format (blue audio) and cannot be manipulated or changed like 
Software Instrument tracks. Other than the ability to be repeated seamlessly, loops are 
locked into the sound and instrument you hear. Some digital loops exist (shown in green 
audio) and can be manipulated as Software Instruments.  

Lastly, drummer tracks from GarageBand’s Drummer feature will show in the Loop Library 
and can be looped based on the project’s settings. These will show as yellow audio and 
can be used with any project recording, not just loops. 

 

 

 

 

 

 

Using GarageBand’s Drummer Tool 

One of the unique features of GarageBand is its Drummer track. This allows users to 
create a custom drum track for any music on the timeline. Whatever tracks exist on the 
timeline, GarageBand will analyze them and then provide a full drum track that matches 
up with the music based on the drummer profile selected and at the project’s tempo.  



   
 

   
 

There are several drummer profiles to choose from once a Drummer track has been 
selected. Each profile matches up with a genre type, available from the Instrument 
Library on the left. Drum sounds can also be selected here, with a list of available drum 
kits to choose from. 

Controls for the Drummer track are below the timeline, accessible from the Track 
Controls icon. Certain presets can be chosen based on the drummer, as well as a 
dynamic matrix, where users can move the yellow dot anywhere in the square to match the 
level of complexity and volume dynamics shown along the sides.  

To the right of the matrix exists a breakdown of the drum kit with the highlighted parts 
getting more focus in the track. Clicking on any part of the drum kit will change the focus of 
playing to those parts. Drum fills can also be increased in frequency and complexity by 
adjusting the Fills knob on the right.  

Once the Drummer settings have been established, the drum track should ‘fit’ musically 
with the rest of the tracks on the timeline and can be dragged out like a loop for as long as 
needed. Other tracks in the song should be recorded to a click track (metronome) or are 
perfectly timed Loop segments for this feature to work well. 

This concludes Section 3.  
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