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END USER SOFTWARE LICENSE

End User Software License

PLEASE READ THISDOCUMENT CAREFULLY BEFORE ACTIVATING, COPYING, INSTALLING,
OR USING THIS SOFTWARE PROVIDED BY VARI-LITE, INC. BY ACTIVATING, COPYING,
INSTALLING, OR USING THIS SOFTWARE, YOU ARE AGREEING TO BE BOUND BY THE TERMS
OF THISLICENSE. IF YOU DO NOT AGREE TO THE TERMSOF THISLICENSE, DO NOT ACTI-
VATE, COPY, INSTALL, OR USE THIS SOFTWARE AND PROMPTLY RETURN IT FOR A REFUND.

1. License. Vari-Lite, Inc. (“Vari-Lite”) hereby grants you alimited license to install and use the
Virtuoso™ DX software and related documentation (collectively, the “ Software”) solely with the Virtuoso DX
console sold in conjunction with the Software.  Vari-Literetainsall right, title and interest to the Softwarewhichis
protected by various proprietary rights, including but not limited to copyrights, trade secrets, or patents
("Proprietary Rights"). No license, right or interest in any trademark, trade name or service mark of Vari-Lite or
any third party is granted under this License.

2. .No Implied License. You acknowledge that this License in no way shall be construed to provide an
implied license to use, modify or improve any of Vari-Lite's patented technology, copyrights, trade secrets,
trademarks, and/or other Proprietary Rights.

3. Restrictions. The Software contains proprietary information that is possibly protected by a
combination of patent, copyright, trade secret, and/or other Proprietary Rights, and constitutes valuable property of
Vari-Lite. You acknowledge that the Software is disclosed in circumstances of confidence and only for use by you
under the terms and conditions of this License and that you do not acquire any rights of ownership or title in the
Software. You may not attempt to create or derive source codes by disassembly, reverse engineering or any other
method, or otherwise reduce the Software to a human-perceivable form. You may not modify or trandlate any part
of the Software. You may not use, disclose, distribute, make or have made any copies of the Software, in whole or
in part, without the prior written authorization of Vari-Lite. You agree to make reasonable efforts to notify and
inform your employees or agents having access to the Software of your limitations, duties and obligationsregarding
non-disclosure and copying of the Software. The Software shall be used only by you, your employees or your
authorized agents. You agree to provide notice to Vari-Lite immediately after learning of or having reason to
suspect a breach of any of the restrictions set forth in this License.

4. Termination. ThisLicenseiseffective until terminated. You may terminate this License at any time by
destroying the Software, and all copiesthereof. This License will terminate immediately without notice from Vari-
Liteif you fail to comply with any provision of thisLicense. Upon termination, you must destroy the Software and
all copies thereof.

5. Export Control Requirements. This License, and any technical information supplied during the term of
this License, is made subject to any restrictions concerning the export of products or technical datafrom the United
States of Americawhich may be imposed upon Vari-Lite or you from time to time by the Government of the United
States of America. Furthermore, you agree that at no time, either during the term of this License or thereafter, will
you knowingly export, directly or indirectly, any United States source technical data acquired from Vari-Lite under
this License or any direct products of that technical datato any country for which the U.S. Government or any
agency thereof at the time of export requires an export license or other governmental approval, without first
obtaining that license or approval when required by applicable United States law.

6. Limited Warranty. Vari-Lite warrants the media on which the Software is recorded to be free from
defects in materials and workmanship under normal use for a period of ninety (90) days from the date of purchase
as evidenced by a copy of your receipt. Vari-Lite's entire liability and your exclusive remedy will be replacement
of amediathat does not meet Vari-Lite's limited warranty and is returned at your expense, along with a copy of
your receipt, to Vari-Lite customer support or to Vari-Lite's authorized representative. If replacement of the media
isnot reasonably practical or commercially reasonable as determined solely in the discretion of Vari-Lite, Vari-Lite
will refund the purchase price as evidenced by a purchase receipt. Vari-Lite will have no responsibility to replace
media damaged by accident, abuse or misapplication. EXCEPT FOR THE FOREGOING, THE SOFTWARE
AND RELATED DOCUMENTATION ARE PROVIDED "ASI1S," WITHOUT ADDITIONAL
WARRANTY OF ANY KIND, AND VARI-LITE EXPRESSLY DISCLAIMSALL OTHER WARRANTIES,
EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF
DESIGN, MERCHANTABILITY, FITNESSFOR A PARTICULAR PURPOSE, OR TITLE, ANY
WARRANTIESARISING FROM A COURSE OF DEALING, USAGE, OR TRADE PRACTICE, OR ANY
WARRANTIES OF NON-INFRINGEMENT OF ANY THIRD PARTY'SPATENT(S), TRADE
SECRET(S), COPYRIGHT(S) OR OTHER INTELLECTUAL PROPERTY RIGHTS. VARI-LITE DOES
NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR
REQUIREMENTS, OR THAT THE OPERATION OF THE SOFTWARE WILL BE UNINTERRUPTED
OR ERROR-FREE, OR THAT DEFECTSIN THE SOFTWARE WILL BE CORRECTED.
FURTHERMORE, VARI-LITE DOESNOT WARRANT OR MAKE ANY REPRESENTATIONS
REGARDING THE USE OR THE RESULTSOF THE USE OF THE SOFTWARE OR RELATED
DOCUMENTATION IN TERMSOF THEIR CORRECTNESS, ACCURACY, RELIABILITY, OR
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OTHERWISE. NO ORAL ORWRITTEN INFORMATION OR ADVICE GIVEN BY VARI-LITEORITS
AUTHORIZED REPRESENTATIVE SHALL CREATE ANY WARRANTY OR IN ANY WAY INCREASE
THE SCOPE OF THISWARRANTY. SHOULD THE SOFTWARE PROVE DEFECTIVE, YOU (AND
NOT VARI-LITE ORITSAUTHORIZED REPRESENTATIVE) ASSUME THE ENTIRE COST OF ALL
NECESSARY SERVICING, REPAIR OR CORRECTION. SOME STATESDO NOT ALLOW
EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU.
THISWARRANTY GIVESYOU SPECIFIC LEGAL RIGHTS, AND YOU MAY ALSO HAVE OTHER
RIGHTSWHICH VARY FROM STATE TO STATE.

7. Limitation Of Liability. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE,
SHALL VARI-LITEBE LIABLE FOR ANY LOST REVENUE OR PROFITSOR ANY INCIDENTAL,
INDIRECT, SPECIAL, OR CONSEQUENTIAL DAMAGES THAT RESULT FROM THE USE OR
INABILITY TO USE THE SOFTWARE OR RELATED DOCUMENTATION, EVEN IF VARI-LITE OR
ITSAUTHORIZED REPRESENTATIVE HASBEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES. SOME STATESDO NOT ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY
FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES SO THE ABOVE LIMITATION OR
EXCLUSION MAY NOT APPLY TO YOU. IN NO EVENT SHALL VARI-LITE'STOTAL LIABILITY
TO YOU FOR ALL DAMAGES, LOSSES, AND CAUSESOF ACTION, WHETHER IN CONTRACT,
TORT (INCLUDING NEGLIGENCE) OR OTHERWISE, EXCEED THE AMOUNT PAID BY YOU FOR
THE SOFTWARE.

8. Arbitration, Jurisdiction, and Venue. You agree that any action at law or in equity arising out of the
License or relating to this Software shall be resolved, individually, through biding arbitration using the then current
rules of the American Arbitration Association, in Dallas, Texas and the resulting decisions may be entered in any
court with proper jurisdiction. This meansthat if you have a grievance with us, you cannot take us to court, and you
may not join your action with any other party. You can address such grievances through arbitration only and you
are hereby consenting to do it in Dallas, Texas, using Texas laws (without regard to Texas conflicts of laws). You
agree that are properly subject to the jurisdiction of the courts of the State of Texas and waive any rightsto
challenge personal jurisdiction.

9. Government Licensee. If you are acquiring the Software on behalf of any unit or agency of the United
States Government, the following provisions apply: (a) the Government acknowledges Vari-Lite's representation
that the Software and its documentation were developed at private expense and no part of them isin the public
domain; (b) the Government acknowledges Vari-Lite's representation that the Software is "Restricted Computer
Software" as that term is defined in Clause 52.227-19 of the Federal Acquisition Regulations ("FAR") and is
"Commercial Computer Software" asthat termis defined in Subpart 227.471 of the Department of Defense Federal
Acquisition Regulation Supplement ("DFARS"). The Government agreesthat: (i) if the Softwareis supplied to the
Department of Defense ("DoD"), the Software is classified as "Commercial Computer Software" and the
Government is acquiring only "limited rights" in the Software and its documentation as that term is defined in
Clause 252.227-7013(a)(13) of the DFARS, and (ii) if the Software is supplied to any unit or agency of the United
States Government other than DoD, the Government’s rights in the Software and its documentation will be as
defined in Clause 52.227-19(c)(2) of the FAR.

10. Indemnity. You agree to indemnify and hold harmless Vari-Lite, and its parents, subsidiaries,
affiliates, officers, directors, shareholders, employees and agents, from and against any costs, losses, liabilities and
expenses, including reasonable attorney’s fees, that Vari-Lite may suffer, incur, or be subjected to by reason of any
claim by athird party dueto or arising out of your conduct, your use of the Software, any alleged breach of this
License or the representations and warranties herein, the alleged violation of the rights of any third party, or any
alleged infringement of the intellectual property rights of any third party, including but not limited to your use of
any content, trademarks, service marks, trade names or other intellectual property used in connection with the
Software. Vari-Lite reserves the right to control the exclusive defense of any matter otherwise subject to your
indemnification, which will not excuse your indemnity -obligations.

11. Complete Agreement. This License constitutes the entire agreement between the parties with respect
to the use of the Software and supersedes all prior or contemporaneous understandings or agreements, written or
oral, regarding such subject matter.

12. Miscellaneous. If any provision of this License shall be unlawful, void, or for any reason
unenforceable, then that provision shall be deemed severable (or reformable, if necessary), and shall not affect the

validity and enforceability of any remaining provisions. Alternatively, such provision may also be modified to the
extent necessary for its validity.

13.Transfer. ThisLicense may be transferred to another party provided the other party reads and agrees to accept
the terms and conditions of this License and you notify Vari-Lite of the transfer in writing.
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How To OBTAIN WARRANTY SERVICE

How To Obtain Warranty Service

A copy of the Vari-Lite, Inc. Limited Warranty was included in the shipping package
for this VARIOLITE® product.

To obtain warranty service, please contact customer service at 1-877-VARI-LITE
(1-877-827-4548) or customerservice@vari-lite.com and request a Return Material
Authorization (RMA) for warranty service. You need to provide the model and serial
number of the item being returned, a description of the problem or failure and the
name of the registered user or organization. If available, you should have your sales
invoice to establish the date of sale as the beginning of the warranty period.

Onceyou obtain the RMA, pack the product initsoriginal packing material along with
acopy of your invoice (if available) and write the RMA number legibly on or near the
shipping address label. Return the unit, freight prepaid to:

Vari-Lite, Inc.

201 Rega Row

Dallas, TX 75247
Attention: Warranty Service

As stated in the warranty, it is required that the shipment be insured and FOB our
service center.
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Vi

FCC

C€

Compliance Notice

This equipment has been tested and found to comply with the limitsfor aClass A
digital device pursuant to Part 15 of FCC Rules. These limits are designed to provide
reasonable protection against harmful interference when this equipment is operated in
acommercial environment. This equipment generates, uses, and can radiate radio
frequency energy and, if not installed and used in accordance with Vari-Lite system,
service, and safety guidelines, may cause harmful interference to radio communica
tions. Operation of this equipment in aresidential areaislikely to cause harmful inter-
ference, in which case the user will be required to correct the interference at his’her
own expense.

Declaration of Conformity

We declare, under our sole responsibility, that this product complies with the relevant
clauses of the following standards and harmonized documents:

Safety

EN 60950: 1999 Safety Standard for Information Technology Equipment

EMC

EN55022A: 1998 Radiated and Conducted Emissions

EN50082-1: 1997 Generic Immunity Standard

We certify that VARICOLITE products conform to the protection requirements of
European council directives: 73/23/EEC (LVD) and 89/336/EEC (EMC)
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SAFETY NOTICE

Safety Notice

It is extremely important to read ALL safety information and instructions provided in
this manual and any accompanying documentation before installing and operating the
products described herein. Heed all cautions and warnings during installation and use
of this product.

Safety symbols used throughout this manual are as follows:

A CAUTION advising of potential damage to product.

A WARNING advising of potential injury or death to persons.

GENERAL INFORMATION PERTAINING TO PROTECTION AGAINST FIRE
AND ELECTRICAL SHOCK.

WARNING:
INSTRUCTIONS FOR CONTINUED PROTECTION AGAINST FIRE
1. Replace fuses with same type and rating only.

WARNING:
INSTRUCTIONS FOR CONTINUED PROTECTION AGAINST ELECTRICAL
SHOCK

1. VARIOLITE® control consoles are designed for dry locations only. Exposureto rain or
moisture may damage the console.

2. Disconnect power before servicing any VARIOLITE® equipment.
3. Servicing to be performed by qualified personnel only.

WARNING:
RF INTERFERENCE

1. ThisisaClassA product. Inadomestic environment this product may cause radio
interference, in which case, the user may be required to take adegquate measures.
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Sicherheitshinweise

Esist aulferst wichtig, ALLE Sicherheitsinformationen und -hinweise in diesem
Handbuch und dem beiliegenden Informationsmaterial zu lesen, bevor Sie die hierin
beschriebenen Produkte installieren bzw. bedienen. Halten Sie bel der Installation und
dem Einsatz dieses Produkts alle Warnhinweise und Vorsichtsmal3nahmen ein.

Folgende Sicherheitssymbole werden in diesem Handbuch verwendet:

A VORSICHT - weist auf moglichen Produktschaden hin.

A WARNUNG - weist auf mogliche Korperverletzung und
L ebensbedrohung hin.

NACHSTEHEND FINDEN SIE ALLGEMEINE HINWEISE UBER SICHER-
HEITSVORKEHRUNGEN GEGEN FEUER UND ELEKTROSCHOCK.

WARNUNG:
HINWEISE ZUM FEUERSCHUTZ
1. Ersetzen Sie Sicherungen nur mit Sicherungen vom gleichen Typ und gleicher Stérke.

WARNUNG:
HINWEISE ZUM SCHUTZ GEGEN ELEKTROSCHOCK

1. VARIOLITE®-Konsole eignen sich ausschliefdich fur trockene Standorte. Regen oder
Feuchtigkeit kénnen die Konsole beschadigen.

2. Unterbrechen Sie die Stromzufuhr, bevor Sie mit der Arbeit an VARIOLITE®-Geraten
beginnen.

3. Die Geréte sollten nur von qualifiziertem Personal gewartet werden.

WARNUNG:

HF-INTERFERENZ

1. Eshandelt sich um ein Produkt der Klasse A. In einer Wohnumgebung kann das Produkt
Hochfrequenzstérungen verursachen. In diesem Fall missen eventuell geeignete
Malinahmen getroffen werden.
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NOTES DE SECURITE

Notes de sécurité

Avant de procéder al’installation des produits décrits dans ce guide et de les mettre en
marche, il est extrémement important de lire TOUS les renseignements et TOUTES
lesdirectives de securité contenues dans ce guide ainsi que toute documentation jointe.
Tenir compte de tous les avertissements et suivre toutes les précautions pendant
I'installation et I’ utilisation de cet apparell.

L es symboles de securité utilisés dans ce guide sont les suivants :

ATTENTION Ce symbole annonce que |’ appareil risque
d étre endommagé.

A AVERTISSEMENT Ce symbole annonce qu'il y arisque

d accident grave ou méme fatal.

CETTE SECTION CONTIENT DESINFORMATIONS GENERALES POUR SE
PROTEGER CONTRE LES INCENDIES ET LES DECHARGES ELECTRIQUES:

AVERTISSEMENT:
DIRECTIVESPOUR SE PROTEGER CONTRE LESINCENDIES

1. Neremplacer lesfusibles qu’' avec ceux du méme type, ayant les mémes caractéristiques.
AVERTISSEMENT:

DIRECTIVESPOUR SE PROTEGER CONTRE LESDECHARGESELECTRIQUES

1. Lesconsoles de commande VARICLITE® sont congues pour une utilisation au sec
uniquement. Une exposition alapluie et a1’ humidité risque d' endommager la console.

2. Débrancher | appareil avant de procéder alarévision de tout matériel VARIOLITE®.
3. Lesrévisions doivent étre effectuées uniquement par des personnes qualifiées.
AVERTISSEMENT:

INTERFERENCE RF

1. Cetappareil est de Classe A. Dansun environnement domestique, cet appareil peut causer
desinterférencesradio, et si ¢'est le cas, I’ utilisateur peut avoir a prendre des mesures
adéguates.
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Aviso sobre Seguridad

Es muy importante leer TODA lainformacion e instrucciones sobre seguridad que se
indica en este manual asi como en |os documentos adjuntos antes de instalar y operar
los productos descritos. Se debe prestar atencion atodos los avisos y advertencias
durante lainstalacion y uso de este producto.

L os simbol os de seguridad usados en este manual son los siguientes:

A CUIDADO, indica posibles dafios a producto.

A ADVERTENCIA, indica posibles lesiones 0o muerte alas
personas.

LA INFORMACION GENERAL RELACIONADA A LA PROTECCION CONTRA
INCENDIO Y GOLPES DE CORRIENTE ELECTRICA:

ADVERTENCIA:
INSTRUCCIONES PARA PROTECCION CONTINUA CONTRA INCENDIO
1. Reemplaze losfusibles solamente con los del mismo tipo y especificacion.

ADVERTENCIA:
INSTRUCCIONES PARA PROTECCION CONTINUA CONTRA CHOQUE
ELECTRICO

1. Loscontroles de laconsolade VARIOLITE® estan disefiados solamente para lugares
secos. Laexposiciéon alalluvia o humedad pueden dafiar la consola.

2. Desconecte la energia antes de dar servicio a cualquier equipo de VARICOLITE®.
3. El servicio debe ser realizado solamente por persona calificado.

ADVERTENCIA:
INTERFERENCIA RF

1. Esteesun producto de Clase A. En el ambiente de la casa este producto puede ocasionar
radiointerferencia, en cuyo caso, €l usuario debe tomar las medidas adecuadas.
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INTRODUCTION : ABOUT THIS MANUAL

Introduction

About This Manual

Thismanual provides necessary information regarding product safety, installation, and
operation for the VARIOLITE® Virtuoso™ DX console. It coversthe Virtuoso DX
console and optional components such as the Channel Select panel.

A WARNING: Itisimportant to read ALL accompanying safety and installation
instructions to avoid damage to the product and potential injury to yourself or others.

For assistance in learning to operate the console, atutorial has been included in
Appendix A of thismanual. After completing Chapter 1: Overview and Installation,
you may want to perform the tutorial if you are not familiar with Virtuoso console
operation. Chapters 2-8 provide all necessary instructions in order to create a cue/
effect and play it back. Chapters 9- 17 provide instructions for advanced features and
show file maintenance.

Additional Documentation

Service
A service manual for extended maintenance of the Virtuoso DX consoleisavailablein
both printed and electronic (PDF) formats.

» Virtuoso DX Console Service Manual (02.9668.0010)

DMX Reference

The following VARICLITE reference guides are available in electronic (PDF) format
from the Customer Support page at www.vari-lite.com:

»  Series200™ DMX Control Reference Guide (02.3004.0202)
» Virtuoso Profile Reference Guide (02.3004.0405)

For more information on DM X512 systems, refer to the following document available
from United States Ingtitute for Theatre Technology, Inc. (USITT).

» Digital Data Transmission Standard for Dimmers & Controllers plus AMX
192 Analog Multiplex Data Transmission Standard for Dimmers &
Controllers. (A copy of Recommended Practice for DM X512 isincluded.)
USITT Inc.

Suite 5A, 10 West 19th St.

New York, NY 10011-4206 USA

Tel : (212) 924 - 9088 Fax : (212) 924 - 9343
www.usitt.org
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Obtaining Additional DMX Profiles

DMX fixtures are controlled by the Virtuoso DX console using a profile. The profile
includes the number of DM X channels required to operate the fixture and parameter
mapping for console control. A wide range of profiles are included with the console
software, however, in the event you require additional profiles these can be found on
the Vari-Lite website at: www.vari-lite.com/VIPA/. Follow theinstructions at this site
for downloading available profiles. To request a profile not provided on the website,
please call 1-877-VARI-LITE (1-877-827-4548) or email marketing@vari-lite.com.
Please be prepared to provide the necessary information to generate the profile as
required.

Note: Profilesare covered in “Updating Profiles’ on page 277.

Text Conventions

The following styles and meanings are used throughout this manual:

Arial Font Software display buttons and menu selec-
tions.
Example: Click on SAVE.

[Button] Panel hard button. Example: Press [Cug].

[Button 1]/ [Button 2]  Button combination sequence. Press and
hold button 1while pressing button 2.

<Button> Optional button press. Example: Press
<Cue>
Soft Touch screen soft button.
Macintosh® keyboard key.

Suggestions

If you have suggestions for software improvements, enhancements, or new frontiers,
we'd like to hear them. Please emall comments to:

marketing@vari-lite.com

2 12-April-01 02.9668.0001A



CHAPTER 1.

Overview and Installation

This chapter provides an overview of console features, accessories, and operations,
along with instructions for connecting console components.

e Console Overview
e |nstallation Procedures

» Operation Overview

02.9668.0001A 12-April-01
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OVERVIEW AND INSTALLATION : CONSOLE OVERVIEW 1

Console Overview ‘ Refer to Fold-OutsI
at end of manual.

Virtuoso™ DX Console Features

02.9668.0001A

The Virtuoso™ DX console is an automated control desk capable of operating
VARIOLITE® luminaires, DMX moving lights, and conventional lights. The console
utilizes Virtuoso protocol and/or DM X512 to control the fixtures. It includes eight
integrated DM X universes and supports up to 26 DM X universes with additional
equipment.

The following system capacities are supported by the Virtuoso DX console:

Control of 2,000 multiple parameter luminaires
2,000-10,000 cues per fixture (luminaire dependent)
1,000 presets

1,000 effects

100 beam selects

300 color selects

1000 group selects

1,000 board cues

1,000 macros

1,200 snapshots

30 submasters (in 3 pages)
26 DMX universes

12-April-01 5
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Components

Channel Select Monitor

Panel (optional)

Macintosh
G4 Computer

Console

Console

The Virtuoso DX console itself contains buttons, keypads, encoders, faders, and
displaysfor the purpose of controlling luminaires.

Macintosh Computer System

An Apple® Macintosh® G4 computer provides the operating system CPU, supports
the display monitor(s), and provides a removable backup medium (such asa Zip®
drive) and CD or DVD ROM. The removable medium isprimarily for importing,
exporting, and backing up show file data, while the CD/DVD ROM driveis primarily
for upgrading Virtuoso DX console software.

Minimum requirements for Macintosh computer system:
* Macintosh G4 OS9 or greater

* A monitor *

* Removable backup medium (Zip drive, etc.)

« CD/DVD-ROM

* Additional monitors can be supported by installing additional video cards. Please
call 1-877-VARI-LITE for most recent list of compatible video cards.

6 12-April-01 02.9668.0001A



OVERVIEW AND INSTALLATION : CONSOLE OVERVIEW 1

Monitor Power Button Disable Modification

Some Macintosh monitors shipped with the Virtuoso DX console have been modified

A so that their power button is disabled. It has been discovered that there is a design
defect for this product where the button can be remotely activated by cellular phone
activity, resulting in shutdown of the Macintosh computer system during console
operation. The following sticker applied to the back of the monitor indicates whether
the power button has been disabled:

THE POWER BUTTON ON THIS MONITOR HAS BEEN DISABLED
SEE VIRTUOSO DX USERS MANUAL FOR DETAILS

Channel Select Panel (Optional)

The Virtuoso DX console supports an outboard Channel Select panel which allows
instantaneous sel ection and visible display of up to 2000 channels. (This component is
optional and is not required for console operation.)

Accessories List

The following accessories and/or replacement items can be ordered directly from Vari-
Lite. (Please order by Vari-Lite part number.)

Vari-Lite Part No. Accessory

10.9668.0130 CONSOLE DUST COVER

20.9625.0142 CONSOLE ROAD CASE

20.9625.0143 MACINTOSH COMPUTER ROAD CASE

21.9668.0005 CHANNEL SELECT PANEL

52.6616.0780 MINI PHONE .141" MONO SHIELDED
2-COND SOLDER PLUG

71.5001.0003 GOOSENECK HI-INTENSITY DESK LAMP

call for details MACINTOSH MONITOR

call for details AUXILIARY MONITOR VIDEO CARD

The following accessories can be purchased from Vari-Lite or on the open market as

required.
Manufacturer Part No. Accessory
Switchcraft 780 MINI PHONE .141" MONO SHIELDED
2-COND SOLDER PLUG
Digi-Key SC1057-ND MINI PHONE .141" MONO SHIELDED
2-COND SOLDER PLUG

02.9668.0001A 12-April-01 7
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Installation Procedures

Connecting Console & Computer Components

The Virtuoso console system will require inter-connection of the console desk and
Macintosh G4 computer components.

Note: For more detailed information on Virtuoso system connections, refer to the
Virtuoso System Installation and Checkout Manual (02.3004.0400).

To connect components:

Step 1. Connect power/data cable from primary monitor to first (top) monitor port at
Macintosh computer. (Connect secondary monitors to additional video ports
asrequired. Additional video cards will not be installed unless requested.)

A Caution: Set voltage selector switch

Macintosh to proper setting.

Computer

Monitor

Channel Select Panel
(optional)

oooooooooo

\——= To Power Power Cable

To Optional )
Secondary Monitor  Monitor Power/Data

FireWire

DX Console

o

H
Iy
[
i
l

e
i

o>
o
®

)
o>

=7
)

®

Fﬁ%@%ﬁ%ﬁ%&ﬁ

050950 5 6 S H o

H@ .. {000 @ s =D

4]} 2 3 :‘
%mm:a To Power Expansion Connectors

E——

* Note: Any of the three Aux ports can be used to connect the Channel Select panel.

Step 2. Connect FireWire® from console CPU port to either comm port (1 or 2) at
Macintosh computer.
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OVERVIEW AND INSTALLATION : INSTALLATION PROCEDURES 1

Step 3. Connect USB cable from console USB port to either USB port (1 or 2) at
Macintosh computer.

Step 4. Connect system comm cable (Ethernet or Fiber) to appropriate console
SYSTEM COMM port.

Step 5. Connect power cableto console. (Consolerequires. 2.0 A at 120 V 50/60 Hz
or 1.0 A at 240 V 50/60 Hz). Lock power cable in place by tightening
retaining bracket as shown.

ﬁ\

=
i

Tighten screw to lock in place

Retaining Bracket

Step 6. Connect power cable to computer. Ensure that voltage selector switch on
back of computer is set correctly.

Step 7. If applicable, connect Channel Select FireWire and power cables to console.

Keyboard Lock/Unlock

The pull-out drawer for the Macintosh a pha-numeric keyboard can be locked in place
for transport. To unlock drawer, turn knob clockwise. (Once drawer has been pushed
in, turn knob counter-clockwise to lock.)

02.9668.0001A 12-April-01 9



VARILLITE - VIRTUOSO DX CONSOLE USER’S MANUAL

Connecting Additional Components

Additional components, such as MIDI devices, are connected at the console rear panel.

DX Console (Desk) Rear Panel

- e
S
-
Connectors are designated as follows:
Detail A Mac Computer
Auxiliary Components Power and Data Ports USB Port
(Channel Select Panel, etc.)
Mac Computer USB Device Ports
Ethernet Port FireWire Port (Mouse, trackball, etc.)
SYSTEM COMM CONSOLE COMM USB DESK LITE
12v 12V I
o UK O - [[‘:':j Latill
™0
RX O = &5
o
TRIGGER MIDI SMPTE INPUT  SERIAL ©.°
IN THRU ouT @
000
ouT O (o]
Fiber Port Switch Closure  MIDI In, Thru, and SMPTE Input reserved Desk Lamp
Trigger Port Out Connections Connection Connector
Detail B POWER IN
_
Ol e ®
—J
@ ®
Console Power —— o | 0 5 U]l o
Cable Connection
100-240 VAC ! 2 5 4
50/60 Hz 2A .
DMX512 XLR 5-Pin Connectors
(Corresponds to DMX Universes 1-8)
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Installing Desk Lamps

Install desk lamps at console rear panel.

DX Console (Desk) Rear Panel

°
o
°

°

°

SRR

Desk Lamp / ‘gé

0

Desk Lamp

Desk Lamp
Connector

Connector

680001DTL

The brightness of the desk lamps can be adjusted at the console rear panel using the
intensity knob.

USB DESK_LITE

AUX3 CPU
)orE B =

&> H
=
— SMPTE INPUT SERIAL
& @)

v
A

Desk Lamp Brightness
Adjustment Knob
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Operation Overview

12

Window Interaction

Menus and Button Bar

The Virtuoso application displayed in the monitor functions just as any standard
Macintosh application.

A menu bar provides access to file management commands and Virtuoso system
windows. Virtuoso windows can also be accessed using the button bar at the bottom
of each installed monitor. Clicking the soft button with the cursor will open the
window (in the event it is closed), bring it to the front (if already open, but hidden), or
closeit (if in the front). Clicking the far-left button (with the underlined name) will
page through the button bars to provide access to different Virtuoso windows and nav-
igation controls.

Button bar

Click to page
through button bars

P Youwr Show ' Paleli fis FATCH EDNT _ Live Onidme Chasnels- 1-6
St Tuip i Syrtem Condig Settings Plan Wiew

Entering/Editing Window Data

The Macintosh keyboard can be used to type in apha-numeric entries or select cells
and fields in the windows.

Pressing closes the entry field.

« Pressing automatically selects the next cell down in the column for editing.

 Pressing (st )/ [r=tun ] automatically selects the next cell up in the column for
editing.

* Pressing (= ] selectsthe next cell or field in arow.

+ Pressing (st )]/ [t ) selectsthe previous cell or field in arow.

* Usearrow buttons to move cursor through fields.
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The trackpad can be used to manipulate the cursor for field/cell editing, clicking radio
buttons, accessing pop-up menus, moving windows, or closing windows.

L
[T

L]

5

Closing Windows

Just as with any Macintosh application, windowscanbeclosed by pm

clicking the box in their left-hand corner. Windows can also be AT
closed from the File menu by selecting Close Window. Imetet 20 Bactgrome.
L ']

Perwt W,
Impart ¥Yenne-

Impery Madules.,
limperi Praliles—
Uil dibe Profites

| Ome e

Status Indicator Bar

Several indicators available at the lower portion of the screen provide an indication of
current consol e status and operations.

Patch Edit Enabled/Disabled

C t Showfil ) .
urren owtile Live/Preview Mode

Status / State '/ Patch On/Off & Log Messages
P |Your Show |Patch On  |PATCH EDIT |Live |Online Channels: 1-6
| Setup I Systern Config I Settings I

Status/State

Indicates the console state or status in relationship to communication between the
Macintosh CPU and Console Interface Card (CIC). The following indications may be

displayed:
e P - Primary console.

* PP - Primary Prep: where the Mac opens the show file and initializes the CIC for
downloads.

* PL - Primary Load: where the show file is loaded to the CIC and Mac.

* PS - Primary Select: where a show file back up is being made or other action is occurring
where the CIC is not immediately available for changes.

02.9668.0001A 12-April-01 13



VARILLITE - VIRTUOSO DX CONSOLE USER’S MANUAL

Live

Pre-
View

14

* U - Unknown state: where the CIC is no longer responding.

o ** . No CIC reply: where the CIC is not available or ready.

* NL - Net Listen: where the consol e checks for other active consoles on the network.
* ML - Mac Listen: where the CIC checks for alocal Mac. (Not usually displayed.)

e S - Secondary console.

e SP - Secondary Prep: where the secondary console syncs the show file and savesit to
disk.

e SL - Secondary Load: where the secondary console |oads the show file to the CIC.
WP - Waiting for Primary: appears while the Waiting For Primary Diaog is open.

Current Showfile
Displays the name of the currently open show file.

Patch On/Off

Indicates whether patch is turned on or off. (Patch On/Off will be covered in the next
chapter.)

Patch Edit Enabled/Disabled
"Patch Edit" is displayed when patch is enabled from the Patch menu.

The box is blank when patch is disabled from the Patch menu.

Live/Preview Mode
Indicates whether the console isin the Live or Preview mode.

The Live Mode is used for live editing. While the [Live] button is selected, any
manual control actions or event recalls (cues, effects, dynamic states, etc.) will be
executed, in real time, on stage.

The Preview Mode is used for preview editing. While the [Preview] button is
selected, any manual control actions are stored to the appropriate luminaires, but are
not executed on stage.

Refer to “Live/Preview Mode” on page 264 for complete instructions on this feature.

Log Messages

Messages highlighting in the Log Message box are the same messages collected in the
Console Log (refer to “ Console Log” on page 274).

12-April-01 02.9668.0001A
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Routine Care and Maintenance

Fiber Optic Connectors

In some cases, data (measured in microns) is broadcast from the console to the system
by use of fiber optic cables. Since the surface area of these cable connectorsisvery
small, special care must be taken to ensure fiber optic cleanliness. The slightest dust,
scratch, or liquid film residue in contact with the data transmission portion of the
connector can result in loss of data integrity.

To maintain connector cleanliness:

» Always cap ends of all connectors when cables are not terminated. If cap is not
available, tape a small piece of clean paper over end of cable (do not jam paper
into the connector).

* Protect connector cap from dust, dirt, and moisture as much as possible.

Specia precision connectors are utilized to ensure proper cable alignment and
maximize protection for the exposed fiber optic cable ends. Asaresult, cleaning of the
connector and fiber optic ends should not normally be required. However, in the event
an unprotected connector is exposed to a contaminated environment, the connector
may require cleaning. Refer to Virtuoso DX Console Service Manual (02.9668.0010).
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Cleaning the Console

Console Panel Surfaces

In the event the console surface requires cleaning, window cleaner can be used.

A CAUTION: Apply window cleaner to cloth first. Do not spray directly on console
panel surface.

Step 1. At Virtuoso menu, select Shut Down.

Step 2. At rear of console, set power switch to OFF position.

Step 3. Disconnect AC input cable from power source.

Step 4. Apply window cleaner sparingly to clean, white, lint-free cloth.

Step 5. Wipe outside surface of console with cloth.

Console Displays

In the event the console panel displays require cleaning, 99% I sopropyl acohol can be
used.

A CAUTION: Use caution when handling displays. Avoid touching or scratching
optical surfaces.

Step 1. At Virtuoso menu, select Shut Down.
Step 2. Atrear of console, set power switch to OFF position.

Step 3. Disconnect AC input cable from power source.Apply a small amount of
isopropyl alcohol to a clean, white, lint-free cloth.

Step 4. Clean displays by gently wiping with cloth.

16 12-April-01 02.9668.0001A



CHAPTER 2.

Power Up and Patch

This chapter shows you how to power up and patch your system so that you will have
control of the connected devices.

* Power Up - DM X Systems

* Power Up - VARIOLITE Systems
» Patch

» Patch Editing

02.9668.0001A 30-Mar-01 17
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(This page intentionally blank.)
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POWER UP AND PATCH : POWER UP - DMX SYSTEMS 2

Power Up - DMX Systems

Powering Up Console

Once your Virtuoso DX console has been connected to the system, you will need to
power up the console and verify status of the connected devices.

To power up console and verify system connections:

Step 1. At rear of console, set power switch to ON position.

Step 2. At Macintosh computer, press power button.

Step 3. Wait for console panelsto initialize and Virtuoso

application to launch. A new show file (or last open g\‘/’v‘f‘t’g{]

show file) will automatically open. |

Step 4. Verify that your console appears in System Configu-
ration window. Refer to “ System Configuration Window” on page 20.

Powering Down Console

When powering down the console for storage or in the event arestart is required, use
the following procedure.

To power down console:
Step 1. At Virtuoso menu, select Shut Down.
Step 2. At rear of console, set power switch to OFF position.

02.9668.0001A 30-Mar-01 19



VARIOLITE - VIRTUOSO DX CONSOLE USER’S MANUAL

20

System Configuration Window

When in aDMX environment, the System Configuration (Config) window displays
the console icon. This allows access to console naming and software version
information. It also displaysthe offline indicator when the system isrunning in offline
mode (refer to “ Off-Line Programming” on page 252).

To open System Configuration window, select System Config at
Setup menu.

et

Flan Vs ]
Falch L]
30 Lo atean
IR Sabwg
lag [ 1]

B System Config BE
Double-click icon i | . "1
to open Versions
window for naming
Number indicates how many {9 lﬂ-.r,......m
consoles have been used to
open the file

Dot indicates
Primary console.
Bold indicates "this"
console (console
you are operating on)

Unique
console name

The window displays and keeps track of the following information:

* Console hardware D number. A unique ID number will be generated for each
console that opens a single show file. When a new show fileis created, the
console ID number will always be (1) one.
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Power Up - VARILLITE Systems

Powering Up Console

Once your Virtuoso DX console has been connected to the system, you will need to
power up the console and verify status of the connected devices. The System
Configuration window displays each device's thumbwheel address, which can then be
used to patch your system.

To power up console and verify system connections:

Step 1. At rear of console, set power switch to ON position. L

I
Step 3. Wait for console panelsto initialize and Virtuoso [
application to launch. A new show file (or last open  £o%er —
show file) will automatically open and System Con- | T
figuration window will open within the show file.

Step 2. At Macintosh computer, press power button.

Step 4. Verify that your lighting system devices appear in System Configuration
window (this verifiesthat data communication is present). Refer to “ System
Configuration Window” on page 22. If any devices are not present, check
system connections and power.

Step 5. Once everything is verified as online, store configuration. Refer to “ Store
Configuration” on page 24.

Powering Down Console

When powering down the console for storage or in the event arestart is required, use
the following procedure.

To power down console:
Step 1. At Virtuoso menu, select Shut Down.
Step 2. Atrear of console, set power switch to OFF position.

02.9668.0001A 30-Mar-01 21
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22

System Configuration Window

When in a VARICLITE environment, the System Configuration

(Config) window is arepresentation of your physical system of S
consoles, NIF units, VARICOLITE luminaires, and interface devices .
(i.e. UDM™ unit, SPC-36™ interface). The window is associated with a specific
show file so that you can keep track of system information based on each show. To
open System Configuration window, select System Config at Setup menu.

) Indicates a break in the ring
Displays by Channel or Thumbwheel

Addresses displayed in red indicate Thumbwheel
Physical ring that device is reporting errors Address
connections \
m-l:urlﬂ-p
Double-click icon Demieniers_7} Sl - Ring Hebn Mot Cornplets \
to open Versions ) | i ] ‘
window for naming 10 D .. E
a |
- /V. {
Number indicates how many — | R L
consoles have been used to /( Devices missing from a previously stored | | [
open the file configuration will appear “grayed out” i |
Dot indicates -1 ?" ?7' ? ?n =
Primary console. e [ BeE U g B ET
Bold indicates "this" :I';I 13 :': :E uz :ﬁ a3
console (console _B ¥ _E == [ =5 | 5
you are operating on) _E ! _E - _H - _E -
1k 2k E ko E L
Unique = - T :
console name #’
E =3 E-J 73
- L
NIF Unit = = :g_’._‘
» 4
/
Smart Repeater Unit Luminaire Icon Green indicates "online"

The window displays and keeps track of the following information:

* Devicelcon. Anicon which represents the specific devicetypeisdisplayedin
relation to its position in the system. In stored configurations, the icon may appear
“grayed out” if the deviceis not online to indicate a problem. Double-click the
device to bring up the Device Info window which shows messages for that device
(also see “Error Log” on page 280).

e Channél/Thumbwheel Address. Channel assignment or thumbwheel address
(depending on setting) isdisplayed for each device. Thisnumber will change from
black to green as the device comesonline. If the deviceisreporting any errors, the
number will be displayed in red.
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* Console hardware D number. A unique ID number will be generated for each
console that opens a single show file. When a new show fileis created, the
console ID number will always be (1) one.

* Physical Ring. The System Configuration window represents your system’s
physical "ring" of devices. The consoles and devices are displayed and connected
by cabling linesin their actual order in the system. If adeviceis off-line or not
communicating, thiswill be reflected by a break in the ring.

* NIF Icon. The NIFicon isdisplayed in color with an indication to show if the
DMX board is not online. If the box in the right-hand corner isred, the board is
not online (or not installed).

Console Naming

The console naming feature is useful when two consoles are connected to asingle
system - also refer to “ Setting Up a Backup Console” on page 249 - to identify each
console. For example, you could name the consoles "Main™ and "Backup." For each
console, the name is displayed in its Versions window and underneath its System
Configuration icon.

Note: A console displaysits own namein bold print underneath theicon. All others
will appear in regular print.

Name a console:
Step 1. At System Configuration window, double-click L

. . . Aaul Virfuoso,.,

icon of console to be named or at Virtuoso icon e

menu, select e T S

Versions... Versions window will open. P b

. T —
Step 2. At namefield, type console name. ey
Lodid sy

Step 3. Closewindow. (Name can be changed at anytime it wg

by re-opening window and typing in new name.)

Type name for console

/

O version Info =

14

Primary Consale | Comsale Nama |
rae b}

Thumbwiee] : |
V3 b 2 0b1 @ 2000 Yari=Lita, e

Modi fisd: Thu, dpr 27, 2000, 1150 AM
Dewicies
Hama Yersian  Date Heed Upsated
twir b | pheriace = Okl AFZTAO001 1:00&H
3300 Regaer LM2I  12/5/99 554 P
SPC-36 2061 4/ES/00 1236 P

e - A e LR N T
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Store Configuration

Your system setup displayed in the System Configuration window can be stored for
future reference. Once stored, in the event a device is not online when the system is
powered up, the missing device'sicon would appear “grayed out” in thewindow. This
aids in detecting online problems by showing where an item should be if it is not

reporting back.

Store a system configuration:

» At Special menu, select Store Configuration.

Clear a stored configuration:

* At Special menu, select Clear Stored Configuration.

Update Configuration

In the event anew device(s) is added to your system while the
console is powered up, the system can be repolled so that the
new device(s) will appear in the System Configuration
window. (Thisisnot related to the “ Stored Configuration”
function.)

Update a configur ation:
» At Special menu, select Update Configuration.
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Patch

Overview

Patching isthe simplest way to manage the luminaires connected to the console. Patch
associates a single control channel with a single luminaire so that you can select one
channel at the console and have control of al the luminaire's parameters (intensity,
color, beam, etc.). The patch operates by creating alook-up table that the console uses
to trandate a luminaire’s associated thumbwheel address(es) into a single control
channel.

DMX Fixtures

DMX fixtures must be patched to the Virtuoso DX console using a profile in order to
be controlled. Patching connects the fixtureto a DM X universe and allowsits
thumbwheel address to be associated to a control channel. A DMX profile includes
the number of DM X channels required to operate a fixture and parameter mapping for
console control. Patching any fixture to the Virtuoso DX console requires a
thumbwheel address. The addressis not a setting made at the fixture, but must be
included and must not be used by any other devicein the system. This enablesfixtures
to be accessed in PATCH OFF mode.

VARIOLITE Luminaires

VARIOLITE luminaires are patched directly by their thumbwheel address. This
addressis determined by the port connection at the Smart Repeater™ unit. The patch
logically associates the "soft" thumbwheel address to the control channel. Luminaire
lamp power may be controlled by the SPC-36 interface. In this case, the patch
combines the thumbwheel from the Smart Repeater unit and the corresponding
thumbwheel from the SPC-36 interface to enable start, douse and standby lamp
functions, aswell as, all parameter controls when the luminaire’s control channel is

Sel ected.
Patch ON
Patch ON isthe defauilt setting when openinga ¢ - oh is turned off, Enutis Editing
new show file. Patch must be turned on for select “Turn Patch On” ez LRI
channel selection to operate by channel number  to enable patch again. Expart Fatch_
instead of thumbwheel address. The Patch ON
setting is available at the Patch menu.
The patch indicator lets you know whether patch is currently on or off.

P |[Your Show |PATCH OFF | Live Console 1 On Line

l Setup | Systern Config | ﬁSettings | Flan Wiew | Fatch | 30 Location

Patch Indicator
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Note: PATCH OFF will not allow control of DM X luminaires that have not been
patched into the show file.

Setting Up Plan View Window

Devices are patched using the Plan View window. The Plan View appearance can be
set up as required.

To setup plan view window: Speratian

Step 1. At Operation menu, select Plan View. Plan View
window will open and 2D Display menu will become
available on menu bar.

Hrdraphic [ 1A
Leminaire $atus H3

Step 2. At Patch menu, select Enable Editing. Icon bar and grid
will appear in Plan View window and Patch menu selection
will change to “Disable Editing”. “Save Editing” option
will aso be activated.

Enmma Ediming
T

hEWE = ORI

linpart Fadih

Displays as 2D or 3D
Zoom Control configuration in window*

EE |

Total Channels

Flan Wiew * \‘ 2] =

. hﬂ L 17 Pl m O P ey

Select
Object

Icon Bar

Grid line
Use pop-up menu to select zoom in or out percent (based on Grid Spacing)

* Refer to “2D/3D Mode Guidelines’ on page 37 for more information.

Tip .. You can periodically save editing changes to the Plan View without disabling editing,
by selecting Save Editing at the Patch menu.
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Step 3. If required, define plan view drawing size:

English. To configure consolefor Metric units, " ¥
refer to “ Settings Window” on page 245.) = Ly
c. Click Ok. T N Her i oS
Step 4. If required, define grid size (spacing between | (=] 2]
grids):
a. At 2D Display menu, select Grid Size...
Grid Spacing window will open. Grid Spacing
b. Enter grid spacing and select inches or
feet at pop-up menu. (The default unit [1e | [nches &
of measureis English. To configure
console for Metric units, refer to m

Step 5.

a. At 2D Display menu, select Drawing Size...

Drawing Size window will open.

b. Enter size, scale, and point of origin (X/Y
coordinate) for drawing (refer to “Match 3D”
on page 258 for instructions on using this
feature). (The default unit of measureis

“ Settings Window” on page 245.)

Click Ok.

d. At 2D Display menu, enable or disable Snap To Grid

option (enabled when checked).
Display luminaire iconsin atwo-dimensional or three-

& SnEp In Grin

dimensional |ocation mode by clicking on either 2D or 3D. Refer to “2D/3D
Mode Guidelines” on page 37 for important information regarding this

feature.

Plan View Background Picture

A 2D background picture can be imported for use in the Plan View window. The
console will accept the following 1:1 format files:

* dxf
*.dwg

Toimport Plan View background picture:

At File menu, select Import 2D Background...

30-Mar-01
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Patching DMX/Conventional Fixtures

The console provides for a maximum of 26 universes (labeled A thru Z), which are
assigned to DM X buses or "hosts" (hardware outputs within the system). This means
that the actual amount of buses available will depend on your system setup. The
Virtuoso DX console contains two DM X cards, each supporting four universes. Other
VARIOLITE interfaceswhich include DM X buses are the UDM unit (one bus) and the
NIF unit (two buses). These buses and their starting thumbwheel addresses can be
configured using the DM X Setup window.

To define DM X univer ses:

Step 1. If necessary, at Patch menu, select Enable Editing. (Must
be enabled to edit window.)

Step 2. At Patch menu, select DMX Setup. DMX Setup window
will open.

Turn Falch 0N
Enatde Editing

Nmww Fdizinp

Tinfradt
Ewvpart Patoh.
Fan View B
Ly 0] ET
0 Lnratsn

Step 3. For each required universe, do the following:

a. Using cursor, select universe by letter (A-Z).
b. Select DMX Host. (If NIF is selected, also select Bus A or B.)
c. For NIF or UDM units, enter thumbwheel address.

d. Click Set.
DMX Universe (A-Z) - 0 [T =
Must be assigned to a device GHE dnawsrans BFE Chanmd Aanigmmani
(UDM, NIF, etc.) by thumbwheel address 2 Emfearms
l.|-|.-r i %TI o | JIFE CTmi sl 5 tee A0 9

! ]
« tE L WS LAl L

:

DMX channel assignments
for selected universe

H
H
¥ Lk~
I Shi-E
' oH
H
M

For use with DMX
diagnostics feature *

EEEEEEREESEENILERESaEnEan.

e ey ey

aRE:
i I
T T :
, A
Thumbwheel assignment & SR A
NIF bus assignment (Only ; DY Disgeealics
available when NIF is selected __ | e Cimumi Fuur
since NIF has two buses) T 1 [ 1 &=

Cleme i mpmeta |

i Fwrmi [T I

not yet implemented — |

*  For instructions on using DM X diagnostics, refer to “DM X Channel Tests’ on page 279.
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To patch aDMX or conventional fixture:

Depending on whether you are patching a generic DM X fixture or a conventional
fixture, adlightly different patch window will open when you drop the respective icon
into the Plan View window.

Displays as 2D or 3D

DMX Fixture Icon  configuration in window*
Total Channels

\

Conventional Fixture Icon

O <4 f Plan View X | BT
DEGEEN = ccstion Hode: |20 S Chanasts
Select i
bi
Object E g ? i
BT
Channel
Number

e 'lrl
* Refer to “2D/3D Mode Guidelines’ on page 37 for more information.

Step 1. At Plan View window icon bar, select either DMX or conventional fixture
icon as required.

Step 2. Atdesired location on plan view, click to placeicon. Appropriate DMX or
Conventional Patch window will open.

Step 3. At DMX or Conventional Patch window, do the following:
a. At Device pop-up menu, specify fixture profile type.

b. At Address column, enter appropriate channel and thumbwheel informa-
tion.

c. At Lamp Control column, specify lamp source and preheat level as
required. (Preheat values of 0 to 9 percent may be assigned for incandes-
cent luminaires.)

d. At Focus column, define any special focus instructions as required to
sync mirror fixtures for pan and tilt actions.
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e. Do one of the following as required:

1)

2)

(Refer to next page for snapshot
of Conventional Patch window)

Channel Assignment -

Channel which will control fixture
]

Thumbwheel Address -
Can be any number from

1-2000 as long as it does not
conflict with an existing address

Starting DMX Address

Typically the DMX fixture’s

thumbwheel setting

Specify lamp control
source preheat level

(if required)

For automated luminaires: use DMX Base Channel pop-up menu to
assign aDMX universe. Enter luminaire DM X starting addressin
field beneath universe setting. (Ending address will be generated
according to profile used.)

For conventional luminaires: in DMX Address column, assign DM X
universe. Using range entry fields beneath display column; add,
change or remove addresses. (Left field isfor single channel entry.)

To add scrollers, click Add Scroller box beneath device popup menu.
In Scroller column, assign aDMX universe. Using range entry fields
beneath display column; add, change or remove addresses. (L eft
field isfor single channel entry.)

. Define 3D settings
Select Profile

or use defaults
DMX Patch Window /

[ Luminaire Fatch ;
Device * 30 Sebtinga ‘
| |mbellabesam 1168 | Lecation
DHH Chaanala: 11 " ¥ z

' 156" | [-3 | | 20°
Address
Oriantatisn

cranmel: [3_]

B Ty b | D

DM Base Chainmed: | A | F

Facus

S e

| Eil'll:gl ||I Save I

V
Position luminaire

Defines special focus instructions
(if available)
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Note: The next three steps are only required if you intend to use the console’'s 3D
graphic features. For more information regarding these coordinates, refer to “ Defining
X,Y, Z Locations’ on page 259.

f. Usedefault 3D X, Y, and Z coordinates or enter new ones.

g. Use Position pop-up menu to specify luminaire orientation and location
(i.e. hanging, floor mount, stage left, etc.).

h. Use pointer or Rotate arrows to rotate luminaire to required position.
I.  When finished, click Save.
Step 4. Repeat Steps 1-3 for each DM X luminairein your system.

Step 5. When al luminaires are defined in your patch, at Patch menu, select
Disable Editing. (This promptsadialog allowing you to save editing.)

Click “Add Scroller” to Channel Assignment - , .
highlight Scroller window ~ Channel which will control fixture Define 3D settings
or use defaults
Select Profil ice (i i
\ elect Frotie Bus Choice (if applicable) Conventional Patch Window
\ / / Lumiimaire Patch <
Dewiea % nHx len;% Scruallier S0 Teakbi ngm
Corvearkargl : Bua: | & I-i I Lo b
1 & beiid il 1, = h_:l: ] Y | |.-| ~
T T I
Adiieas
Chariia| E
T bagim b hnm |
Prencet Levsl: [0 | targe W Rerries = f
/ | capcel /| H Save I
\
Specify lamp control Thumbwheel Address - \Define channel range Pos¥on luminaire
source preheat level Can be any number from

1-2000 as long as it does not
conflict with an existing address
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Patching VARIUOLITE Luminaires

Use this procedure to patch VARICILITE interface devices, Series 300™ luminaires,
and lamp power supplies.

Note: This patch procedure does not work for VL2 or VL4 luminaires. Series 200
luminaires must be patched using the DM X procedure. Refer to “Patching DM X/Con-
ventional Fixtures’ on page 28.

Step 1. At Plan View window icon bar, select a VARICILITE luminaireicon as
required.

Step 2. At desired location on plan view, click to placeicon. Luminaire Patch
window will open.

VL7 lcon

VL6 Icon VLM Icon Displays as 2D or 3D
\ configuration in window* Total Channels
VL5 Icon \
O 44 v ) Plan View | ¥ =
/Jm&l :ﬁl@lﬁ]ljlg}i’ Locatian Mede m fi Chanmets
Select 3
Object =y ? = & i

| i

T ie : 4

Channel
Number

* Refer to “2D/3D Mode Guidelines’ on page 37 for more information.
Step 3. At luminaire Patch window, do the following:

a. At Device pop-up menu, specify luminaire profile type (VL5, VL5Arc,
VL5B, VL6, VL7, etc.).

b. At Address column, enter appropriate channel, thumbwheel, and bulb
thumbwheel information. (Thumbwheel addresses can be obtained from
the System Configuration window if necessary.)

c. Specify lamp source and preheat level asrequired. (Preheat values of O
to 9 percent may be assigned for incandescent luminaires).
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Note: The following three steps are only required if you intend to use the console’s
3D graphic features. For more information regarding these coordinates, refer to
“Defining X, Y, Z Locations’” on page 259.

d. Usedefault 3D X, Y, and Z coordinates or enter new ones.

e. UsePosition pop-up menu to specify luminaire orientation and location
(i.e. hanging, floor mount, stage left, etc.).

f. Use pointer or Rotate arrows to rotate luminaire to required position.

Tip > After thefirst luminaire’sicon has been placed and its information defined in the
Luminaire Patch window, you can place multiple icons without having the luminaire

patch window open each time. To do this, hold down while dropping icons.
g. When finished, click Save.

Lumimaire Fatch
Davice B0 Sektings
TS & Lacullon
X ¥ 2
[i5 BE ¥ i |
Addreas »
Chnir| E Ol wTi AR
T trainbrefu | l 102 | .,'I"
Liwmag Lardirsl E$ ﬁ T
i Coter rdl Caréral ﬂ?
5P | :
oo 7 TElT Fukute
‘SaEree
it [
Select Profile ] Define 3D settings
(VL5Arc, etc.) Define patch data or use defaults

Specify lamp control Position luminaire

source and preheat level
Step 4. Repeat Steps 1-3 for each VARIOLITE luminaire in your system.

Step 5. When all luminaires are defined in your patch, at Patch menu, select
Disable Editing. (This promptsadialog allowing you to save editing.)
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Check online status:

Verify that the patch is correct by checking the online status of your luminaires. Any
channel that is up and running, communicating, and has al of its show datais
considered online.

Step 1. Atmanual control panel, press[Onling]. All
online luminaires will light in Channel iyt i E

Select window or Channel Select panel (if Pt
InStalled) Suletl Farked
Duickerus "l

Step 2. Press[Onling] again to exit status mode. Mlatsal fimiiing
Erasi
Mecalibrafe..
Erasi Luminsine Dais_

Note: This can also be done using the menu command.
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POWER UP AND PATCH : PATCH EDITING 2

Patch Editing

Editing Windows

Once entered, patch data can be edited at the Plan View window or Patch window.
Save changes by selecting Save Editing or Disable Editing at the Patch menu.

Plan View

Depending on whether Patch Editing is enabled, the Plan View window will be
displayed differently.

With Patch Editing Enabled

trackpad button).

button while selecting.

* Double-click any icon to bring up its associated patch data window.
» Change the 3D height location (Z coordinate) of selected luminaires.

“Changing 3D Height Location” on page 260.
Delete icons using the alpha keyboard.

Align Tools - Available when
multiple icons are selected

Selection Tool - Use to select, move,

Move icons to new locations with the selection tool (while holding down the

Refer to

Displays fixture information when

Select multiple icons by dragging abox around them or by holding down

and open information window for icons pointer is placed over an icon
Op Plan View B
1 Edri= A 5] e R O Chidia
= 211k b . Chanmed 2 YLY
=
Ll

Note: Selections made in the Plan View window while editing is Enabled will not be

reflected at Channel Select window or optional Channel Select panel.

02.9668.0001A
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With Patch Editing Disabled

» Use View Select pop-up menu to view status data based on channel, thumbwheel,
or any other parameter data as required. For example, selecting Pan would
display the pan coordinate for each luminaire.

» Select icons by clicking on them. Select multiple icons by dragging a box around
them or by holding down button while selecting.

» Selected icons (channels) in the Plan View window (while editing is Disabled) will
also be selected for manual control at the Channel Select panel. Refer to
“Selecting Channels’” on page 41. Click in an open space to deselect all icons.

View Select Selected icons (channels) will be
Pop-Up Menu reflected on the Channel Select panel

0 e | Plan View E=

ij+l'|i Chviaweil x Lacstinn Fhode IEIIIIII & Chansla
Theorribre bawl =

Ibera by
P

TiR
Cabor 1
Cakr 2 k =
Calor % ]
Cake 4
B =)
E g B
Fredt

Sheattar

e 'wFabarl
Boivh iy Dot
Effect Whesl

Db Irache

Patch

The Patch window displays patch information in a spreadsheet format. Data can be
viewed at any time and edited when patch editing is enabled.

* At Setup menu, select Patch. Window will open.

Spilain Catfg EE
it
Flan Ve

* View and/or edit information as required using cursor and
alpha-numeric keyboard.

¥0 LO¢ arssi

* Click on acolumn heading block to sort information by that

lug
type.
&] Fatch AL
ES O ENEEITT RS T T ETE R D
YL 15 158 nami a =
WLg 12 152 EETiF i []
WLE 13 152 1803 i
Wik 14 155 Ll 1]
VLB (k- 128 4B a
¥ie -3 1z 4] a
¥LE 17 128 LELT 1]
Wi 1§ L L sSna 1]
VL & 10 naoni a =3
WLk 20 12 1 a E
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2D/3D Mode Guidelines

The relationship between the 2D and 3D modes are important to understand when
placing icons and editing in the Plan View window.

o 3D Mode -
2D Mode (active in this screen snap) - Locates luminaires by
Locates luminaires by X and Y coordinates X, Y, and Z coordinates

2=

4 Flan View \
ﬂﬂl El 'gl "ﬁ' |:| _ﬂ Locertian e Ei, S Channets

=

The 2D mode provides an X and Y coordinate for each luminaire (icon) to locate it in
relation to a 2D scheme. The 3D mode provides an additional coordinate, Z, in
additionto X and Y tolocate aluminairein relation to a 3D scheme (refer to “ Defining
X,Y, Z Locations’ on page 259 for more information on the console’s 3D Graphic
features). The relationship between these modesis as follows:

* Whenaniconisinitially placed whilein 2D mode, itsdefault X and Y coordinates
are provided to its 3D location aswell. In other words, X and Y for 2D and 3D are
the same when an icon isfirst dropped. (They are considered “linked” at this
point.) A default Z (height) value of 20 feet is also included in the 3D location
datafor the luminaire.

* If aniconismoved inthe Plan View while in 2D mode, the X and Y coordinates
would be updated in its 2D patch information, but not in the 3D patch. The 3D X
and Y coordinates would still be the default values (given that the icon has not
previously been moved while in 3D mode). (The“link” is considered broken at
this point.)

* If aniconismoved inthe Plan View while in 3D mode, the X and Y coordinates
would be updated in its 2D and 3D patch information.
(They are still considered “linked” at this point, provided that they have not
already been moved in the 2D mode.)

General Rule. Modifying icon positionsin the 2D mode will not be reflected in the
3D patch. Modifying icon positions in the 3D mode will be reflected in the 2D patch.

Note: The Match 3D feature available in the Drawing Size window allows importing
of the size and window positioning coordinates from the 3D graphic into the Plan
View. (Thisrequiresthat a 3D graphic has been previously imported.) Refer to
“Match 3D” on page 258.
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CHAPTER 3.

Manual Control

This chapter providesinstructions for controlling luminairesin order to build cues.

* Channel Select

Lamp Control

Encoder Control

Keypad Control

Luminaire Status

Note: The Select Displays feature is also used for manual control of luminaires,
however, dueto the versatility of thisfeatureit is covered in a separate chapter.
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MANUAL CONTROL : CHANNEL SELECT 3

Channel Select | Refer to I
Fold-out C

Overview

When the patch was defined in Chapter 2, each luminaire was assigned to a control
channel. Selecting the channel will give you control of the luminaire’s parametersin
order to build cues or to store as groups of channels.

If the patch is disabled, luminaires must be selected for manual control using their
thumbwheel address. The procedure for selecting athumbwheel addressis the same
as channel selection. (For example, the procedure for selecting channel 301 would be
the same as the procedure for selecting thumbwheel 301.)

Note: We recommend using Patch Disabled mode only when VARICILITE luminaires
are present. Thisisnot arecommended state for storing cues, presets, groups, €etc.

In addition to the methods of channel selection covered in this section, channels can
also be selected in the Plan View and 3D Graphic windows. However, these methods
are covered along with the respective topics elsewhere in this manual:

» For selecting channels viathe Plan View window, refer to “Plan View” on page 35.

» For selecting channels via the 3D Graphic window, refer to “Using 3D Graphic
Window” on page 261.

Selecting Channels

Channel numbers (patch enabled) or thumbwheel numbers (patch disabled) can be
selected or deselected from the Channel Select window, command-line keypad, and/or
optional Channel Select panel. When selecting channels, the channelswill light in the
window on the Channel Select panel and their respective icons will be highlighted in
the Plan View window.
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From Channel Select Window

Open window by selecting Channel Select at the Windows menu.

Deselects current channels and
selects all other patched channels Selects all

active channels

Selects all channels
which are in a marked state

Selects all
patched channels

Clears all
channel selections Selects all channels
which are in a zero state
Millennium Button -
Routes control to first 1000
channels when not active
or second 1000 when active

O ; =)=

Selected button

Status Mimic Buttons -
Highlight buttons of

channels in online, active,
marked, or zero status states
(does not select channels)

Century Buttons (0-900) -
Routes the 100-button array
to one of ten pages

100-Button Array -
Represents a group

of 100 channels as
determined by the
millennium and century
buttons

HHHHHHAO H
=
=

=]
=
=

Select a single channel (or multiple single channels):

Step 1. Using cursor, click [1000] as required.

Step 2. Click [0] through [900] as required. Button will light.

Step 3. Click button of channel number to be selected. Button will light.

Step 4. To select multiple single channels, continue clicking on buttons of channel
numbers you wish to add (selections “ pile on”).

Example: To select channel 521, ensurethat [ 1000] button is not active, click
the page [500] button and then click [21] on the 100-button array.

Select a range of channels:
Step 1. Using cursor, click [1000] as required.
Step 2. Click [0] through [900] as required. Button will light.

Step 3. Click button of first channel number to be selected. Then, while holding
mouse button, drag across range of channels.
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Select channels on multiple pages:

Step
Step
Step
Step

Step
Step

1.

S.
6.

Using cursor, click [1000] as required.

2. Click [Q] through [900] asrequired. Button will light.
3.
4. Click on next required page ([0] through [900]). First page button will be

Select required channels.

dimly highlighted to show that channels are selected on that page.
Select required channels on new page.
Repeat Steps 4 and 5 as required.

Deselect channels:
* Pressany selected channel button(s) to deselect.

Special Buttons
Six buttons are available in the Channel Select window for simplifying channel

selection.

* [CLR] - clearsall channel selections.
* [ALL] - sdlectsall patched channels.

* [INV] - (Invert) deselects currently selected channels and selects all other patched
channels.

* [ACT] - selectsal channels with active* luminaires.
* [MAR] - selects al marked* channels.

* [Z] - selectsal channelsin azero* state.

* Active - luminaires with intensity greater than zero (1-100%).

* Marked - luminaires with an intensity state of “marked.”

* Zero - luminaires with an intensity state of zero ("hard zero", 0% level).
(For amore in-depth explanation, refer to “Intensity States” on page 110).

02.9668.0001A
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Status Mimic

These four buttons located at the top right portion of the Channel Select window are
referred to as “ status mimic” buttons. Here channel select buttonsilluminate in purple
as an indicator rather than as a selection tool.

[OnLin] - Indicates all online luminaires.

[Act] - Indicates al luminaires that are active*.
[Mar] - Indicates dl luminaires that are marked*.
[Z] - Indicates al luminairesthat are in azero* state.

* Active - luminaires with intensity greater than zero (1-100%).

* Marked - luminaires with an intensity state of “marked.”

*  Zero - luminaires with an intensity state of zero ("hard zero", 0% level).
(For amore in-depth explanation, refer to “Intensity States” on page 110).

From Keypad

Channel selection guidelines:
* Any combinationsof [ +],[ -], and [Thru] are allowed.
» Thrulists (channel ranges) must be entered in ascending order only.

» [Enter] terminates the selection process and sets the keypad so that the next entry
isautomatically accepted (pressing [Clear] to reset the command-line keypad is
not required.)

» Because the keypad always defaults to channel entry mode, use of the [Chan]
(channel) button is optional.

ready (channel) ClB|G

Select a single channel:

* <Chan>[ n] [Enter].

Select multiple channels:

e <Chan>[m] [+] [n] [Enter].

Select arange of channels:

e <Chan>[m] [ Thru] [ q] [Enter].

Other examples:

e <Chan>[m][+][s][Thru][w] [Enter].
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o <Chan>[m][+][s][Thru][w][-]][t] [Enter].

[Clear]

[Clear] functions as a backspace key when used during command-line construction.
For example, <Chan> [n] [Thru] [t] [Clear] [s] [Enter] results in the selection of
channelsnthrus. When [Clear] is used after an [Enter] (fully terminated command
line), the command lineis cleared.

The only thing that clears a syntax error on the command lineis[Clear]. Any other
keypad entry isignored until the error condition is cleared.

Holding down [Clear] will clear an entire unterminated command line.

From Channel Select Panel (Optional Accessory)

Selecting channels from the optional Channel Select panel is basically the same as
selecting channels in the Channel Select window although the special buttons
associated with channel select are located on the console desk.

Millennium Buttons -

"000" routes control to first
1000 channels

"1000" routes control to
second 1000 channels
(When lit, indicates range
selected)

100-Button Array -

Represents a group

Century Buttons (0-900) - of 100 channels as

Routes the 100-button array determined by the

to one of ten pages millennium and century
l f buttons

Select a single channel (or multiple single channels):

Step 1. Press[000] or [1000] as required.

Step 2. Press[0] through [900] asrequired. Button will light.

Step 3. Press button of channel number to be selected. Button will light.

Step 4. To select multiple single channels, continue selecting channels (channel
selections “pile on”).

Example:
To select channel 521, ensure that [000] button is not active, press the page
[500] button and then press [21] on the 100-button array.
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Select a range of channels:
Step 1. Press[000] or [1000] as required.
Step 2. Press[0] through [900] asrequired. Button will light.

Step 3. Press button of first channel number to be selected. Then, while holding
down first button, press button of last number inrange. First and last buttons
will light, as will all those in-between.

Select channels on multiple pages:
Step 1. Press[000] or [1000] as required.
Step 2. Press[0] through [900] asrequired. Button will light.

Step 3. Press button of first channel number to be selected. Then, while holding
down first button, press button of last number inrange. First and last buttons
will light, as will all those in-between.

Step 4. Press next required page ([0] through [900]). First page number button will
flash to show that channels are selected on that page.

Step 5. Pressbuttons for channels to be selected.

Step 6. Repeat Steps 3 through 5 as required.

Deselect a single channel (or multiple single channels):
* Pressany selected channel button(s) to deselect.
Deselect arange of channels:

* Pressbutton of first selected channel button to be deselected. Then, while holding
down first button, press button of last number in range. The range will be
desel ected.

Shortcut . > To select asingle channel and deselect all others, double-click on any channel button.
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Console Channel Select Buttons

Six special buttons are available on the console for simplifying channel selection.

* [Invert] - deselects currently selected channels and selects all other patched
channels.

* [Clear] - clearsall channel selections.

* [All] - selects al patched channels.

* [Active] - selectsal channels with active* luminaires.
* [Mark] - selects all marked* channels.

* [Zeo] - selects all channelsin azero* state.

* For amore in-depth explanation, refer to “Intensity States’ on page 110.

[Next] and [Last]

The [Next] and [Last] buttons, located on the Manual Control panel, will step through
all on-line channels.

[Next] - increments the channel selection by one.

If asingle channel were selected (either with the keypad or the 100 button array),
pressing [Next] will increment the channel selection by one. If arange of channelsis
selected, thefirst press of [Next] will select the first channel in that range. Subsequent
presses will increment the channel selection by one, but will not select a channel
outside the range.

[Last] - decrements channel selection by one.

If asingle channel were selected (either with the keypad or the 100 button array),
pressing [Last] will decrement the channel selection by one. If arange of channelsis
selected, the first press of [Last] will select the last channel in that range. Subsequent
presses will decrement the channel selection by one, but will not select a channel
outside the range.

[Next] / [Last] - pressing these buttons together will reselect the original channel
range.
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Lamp Control

Douse

48

Refer to
Fold-out C

Start

Start will function for al arc luminaires with remote start capability.

Start lampsusing [Start] button:
Step 1. Select luminaire(s) for manual control.

Step 2. Set luminaire(s) in recommended starting position
according to manufacturer’s specifications.

Step 3. Press[Start].
Start lamps from menu bar:
Step 1. Select luminaire(s) for manual control.

Step 2. Set luminaire(s) in recommended starting position
according to manufacturer’s specifications.

Step 3. At Special menu, select Start.

O O O O
Status
O O O O

i

Taxk Frogrexs
Lliar $eatis Errars

SulitT Parked

Dairkforus =
Adarmeal Niming

SLaCus L3

Beinlilr el

' T "
ligdale Tonligeratism =i
Slare Lomdsguratiai
Cear §imred Ui parai

Lz Fardiiman

sl Bheplay Fillar W0

Douse

Douse will function for all arc luminaires with remote douse
capability.

Douse lamps using [Douse] button:

Step 1. Select luminaire(s) for manual control.

Step 2. Press[Arm] / [Douse].

Douse lamps from menu bar:

Step 1. Select luminaire(s) for manual control.

Step 2. At Special menu, select Douse.
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Reset/Recalibration/Erase Luminaire Data

Two different types of luminaire resets are available.

* Recalibrate - returns luminaire to default home position based on profile and re-
downloads data.

* Reset - activates reset command if supported by luminaire and profile and re-
downloads data.

Erase Luminaire Data clears all datafrom aluminaire’s on-board RAM and disk.

CAUTION: Erase Luminaire Data command removes all show data from the show
file for selected channels. Thereis NO undo available.

Recalibrate luminaires using [Reset] button:

Step 1. Select luminairesfor manual control.

Step 2. Press[Arm] / [Reset].

Reset luminairesusing [Reset] button:

Step 1. Select luminairesfor manual control.

Step 2. Press[Arm] / [Reset] [Reset] (press Reset button twice while holding down

Arm button).
Reset/Recalibrate/Erase Luminaire Data from menu bar: [ specin |
Texk Frogprexs
Step 1. Select required channels. :L':““"'l"“
Step 2. At Special menu, select Reset, Recalibrate, or Saiact Parksd
Erase Luminaire Data. QuirkFocus "
LimmEal Fmming
Reset VARIOLITE luminairesfrom System Configuration :f_':' '
window: sevalibrate_.

Step 1. At System Configuration window, double-click icon
of luminaire to be reset or recalibrated. Device Info window will open.

Step 2. Click Reset or Recalibrate as required.
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(] IewicF inde =] 2]
0
Pl b beak: 8§ Chamini [ 073
EFwabed: 325011400 1,54 Pt

Whare

PFarwak: 5500 Repsiee
Tl bew boul: 7%
Park 3

Reset | | Recalibraie | [ Olesr Brar ||
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Encoder Control | Refer to I
Fold-out D

Overview

The manual control encoders (or “knobs’) provide incremental control of luminaire
parameters.

Pan, tilt, and intensity are provided with permanently assigned encoders, while the
remaining parameters are mapped to “soft encoders.” The soft encoders control a
variety of luminaire parameters depending on which function is currently selected. A
display associated with each soft encoder indicates its selected function.

Soft encoder functions:

e Color - controls color functions such as =] i@
CMY, RGB, whedls, flags, or color plates. [ O]
« Beam - controls edge, beam, zoom, frost, S %
strobe, and prism. = O
* Image - controls static gobo, rotating %Z %
gobo, spin, and effects. — Frame
] ok -
o 3d-routesX,Y and Z coordinatesfor pan —| < DY"
i = 3d
and tilt. = -
« Dynamics - modifiesrate, size, and O B
orientation of dynamic states. = - Beam
_ = - Color
» Frame - controls framing shutters. —
By selecting afunction, the soft encoders y E@ ol
change to contro_l _the parameters of that e
function. In addition to the encoder,
minimum and maximum control buttons are
provided to apply a default setting to selected @ @
luminaires. Like the soft encoders, the

functionality of these buttons depends on the

currently selected function. The min/max buttons are initially programmed with a
default consol e setting, but can be reprogrammed with your own settings as required.
Instructions for programming new settings can be found in * Storing New Default Min/
Max Settings’ on page 55.
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Console Encoders

When aluminaireis selected for manual control, the encoders and buttons available on
the consol€e’s front panel can be used to change its parameters.

Note: Additional functions can be accessed by pressing the encoder [ Shift] button
(located above Tilt encoder).

Pan and Tilt

Pan and tilt are controlled by the two encoders marked Pan and Tilt respectively.
These knobs can be used to change the position of aluminaire’s beam.

Three buttons above the Tilt encoder are also associated with pan and tilt functions:

» [Flip] causes selected luminaires to pan and tilt until the head is pointing in the
same direction as before. The head assembly pans 180 degrees and tilts as
required so that the head points in the same direction. (DM X moving mirror
luminaires will not respond to this command.)

The [Next] and [Last] buttons will step through all on-line channels.

Intensity

Intensity output can be controlled by the encoder marked Intensity. This knob can be
used to adjust the brightness of the luminaire’s beam. Six buttonsto the right of the
Intensity encoder are also associated with theintensity function. (Intensity also affects
how acueis stored, however, thistopic will be discussed in more detail in “Intensity
States” on page 110.)

* [Full] setsselected luminaires to full intensity (100%).

* [Out] sets selected luminaires to an out* or inactive state (no parameter data, 0%
level).

[Mark] sets selected luminairesto a marked* state (0% level).

* [Zero] sets selected luminaires to zero* intensity (“hard zero”, 0%).

Shutter [Open] is used with luminaire strobe or douser mechanisms.

Shutter [Closg] is used with luminaire strobe or douser mechanisms.

* For amore in-depth explanation, refer to “Intensity States’ on page 110.
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Note: See Appendix A for mapping of the included DMX profiles.

Color

Color can be controlled by the soft encoders when [Color] is selected. These knobs
can be used to adjust or change the hue and saturation of the beam’s color.

The soft encoders will be mapped as follows:
Encoder 1 - BLUE (open/close)

Encoder 2 - AMBER (open/close)

Encoder 3 - MAGENTA (open/close)

Encoder 4 - WHEEL (open/close)
w/ [Shift] button pressed - WHEEL SPIN (max/stop)

Beam

Beam can be controlled by the soft encoders when [Beam] is selected. These knobs
can be used to set all the parameters associated with aluminaire’s beam.

The soft encoders will be mapped as follows:
Encoder 1 - BEAM (open/close)

Encoder 2 - EDGE (hard/soft)

Encoder 3 - ZOOM (large/small)

Encoder 4 - STROBE (max/stop)

Encoder 5 - PRISM (in/out)

Encoder 6 - FROST (in/out)

Image (Gobo)

Images can be controlled by the soft encoders when [Image] is selected. These knobs
can be used to access the gobo, effects, and prism features of aluminaire.

The soft encoders will be mapped as follows:

Encoder 1 - GOBO (open/other)
w/ [Shift] button pressed - WHEEL SPIN (max/stop)

Encoder 2 - ROTATING GOBO (open/other)
w/ [Shift] button pressed - ROTATING SPIN (max/stop)

Encoder 3 - INDEX (open/other)
w/ [Shift] button pressed - ROTATE (max/stop)

Encoder 4 - EFFECTS WHEEL (open/other)
w/ [Shift] button pressed - EFFECTS SPIN (max/stop)
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Encoder 5 - EFFECTS INDEX (open/other)
w/ [Shift] button pressed - EFFECTS ROTATE (max/stop)

Encoder 6 - EDGE (hard/soft)
w/ [Shift] button pressed - ZOOM (large/small)

3D

3D parameters can be controlled by the soft encoders when [3d] is selected. These
knobs can be used to adjust X, Y, and Z coordinates of the luminaire.

The soft encoders will be mapped as follows:
Encoder 1 - X (min/max)
Encoder 2 - Y (min/max)
Encoder 3 - Z (min/max)

Dynamic States

Dynamic states can be controlled by the soft encoders when [Dyn] is selected. These
knobs can then be used to adjust the parameters of dynamic states as defined by the
Dynamic State feature available on the touch screen display.

Note: Thisisan advanced feature and will be discussed in “ Dynamic State Mode” on
page 150.

The soft encoders will be mapped as follows:
Encoder 1- ORIENT (min/max)

Encoder 2 - SIZE (min/max)

Encoder 3 - RATE (min/max)
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Frame (VL7B Luminaire Only)

Framing (beam shaping) can be controlled by the soft encoders when [Frame] is
selected. These knobs can be used to access the framing parameters of the luminaire’s
beam.

Note: Buttons A and B can be selected individually or together. (When selected, the
letter will illuminate in the display.)

The soft encoders will be mapped as follows:
Encoder 1- SHUTTER 1
Button [a] selects Encoder 1 for control of first motor.
Button [b] selects Encoder 1 for control of second motor.
Encoder 2 - SHUTTER 2
Button [a] selects Encoder 2 for control of first motor.
Button [b] selects Encoder 2 for control of second motor.
Encoder 3- SHUTTER 3
Button [a] selects Encoder 3 for control of first motor.
Button [b] selects Encoder 3 for control of second motor.
Encoder 4 - SHUTTER 4
Button [a] selects Encoder 4 for control of first motor.
Button [b] selects Encoder 4 for control of second motor.
Encoder 5- ALL
[flip H] - flips framed image to a horizontal position.
[flip V] - flips framed image to a vertical position.
Encoder 6 - ROTATE
[mid] - sends framing mechanism back to its mid-point.
[rot 90] - rotates framing mechanism 90 degrees from its current position.
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Storing New Default Min/Max Settings

The min/max buttons associated with each function can be programmed with your
own default settings asrequired. These settings are referred to as hard/soft, in/out, etc.
depending on the mechanism being controlled. Theinitial console default settings
(which correspond to the luminaire’s actual min/max values) can be re-stored with
your own min/max settings.

The min/max settings are based on
channel selection. This meansthat a Min/iax Bution -

. .. ; . ends default setting
different minimum and maximum setting | to selected channels.
can be defined for every channel or for (User programmable.)
groups of channels asrequired. For
example, if Channel 1ispatched asaVL5
luminaire you could select its channel and
then store appropriate min/max settings.
You could then deselect Channel 1 and
select Channel 2 (which for exampleis
patched asa VL6 luminaire) and store
different min/max settings. Depending on
whether Channel 1 or Channel 2 is
selected, the min/max settings would be
different.

@@ [AIT1A [T

Store new min/max settings:

Step 1. Press button for required set of soft encoder functions. It will be mapped to
soft encoders.

Step 2. Select luminairesto be included in min/max setting. (For example, select
some VL6 luminaires.)

Step 3. Using encoders, adjust parameter for new setting.

Step 4. Press[Store] / [Encoder Min/Max Button]. Setting is now stored for those
channels.

Add new channelsto a setting:

Step 1. Select luminairesto be added to setting. (For example, select additional VL6
luminaires.)

Step 2. Press[Store] / [Encoder Min/Max Button]. Setting is now stored for new
luminaires as well as previously stored luminaires.
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Encoders Window

The Encoders window functions just as the panel encoders to provide incremental
control of luminaire parameters. In addition, it provides a visible display of currently
selected cue or effect and allows specification of a submaster for cue tracking. Refer
to the function explanations in the section “ Console Encoders’ on page 51 for morein-
depth information on each encoder function and the associated min/max settings.

To oper ate the window controls:

* At Panels menu, choose Encoders to open window.

Sl L s plisys
Slilss e
Teminn Biapl

Thamasl Seleri
* At popup menu, select encoder function: Focus, Color, Beam, ‘
Image, Dynamic, or Frame.
* Rotate encoder by clicking and holding mouse button and then
moving left or right. Release mouse button when desired encoder setting is

reached.

* Currently selected cue/effect and increment setting are indicated at bottom portion
of window.

Function Popup Menu O B
Focus
N
Encoder Controls . dN Max/Min Buttons
ORES -
Ty it
{D Fan
{D Inten .
Intensity Buttons
Full | rark
Shutter Buttons [—Out | cero | N
T o Pan/Tilt Flip Button
Flip Specifies which
ch ¥ . - Last | Mewt | submaster will track
annel Incremen cue
Buttons M )
| 0o Increment Indicator
IS%I_ected Cue/Effect Incr : 1.00 Macro/Board Cue
ndicator EF] Ree i Record Button
Function Filter Grid

12-April-01 02.9668.0001A



MANUAL CONTROL : KEYPAD CONTROL 3

Keypad Control | Refer to I
Fold-out F

Overview

The control (or command-line) keypad also provides control of luminaires. Luminaire
parameters can be programmed from the keypad just as they can from the manual
control encoders, although in most cases the touch screen Sneak function isaso
required. This section will cover al manual controls that can be executed using the
command-line keypad alone. Advanced manual control using the keypad will be
discussed along with the Sneak function in “Timing/Filter Displays’ chapter on

page 137.

Entries made with the keypad are referred to as “ command-line entries” and will be
displayed in the command-line display as they are entered.

Command-line entry guidelines:

*  When entering command lines, it is not necessary to specify channel information if
the required channels are already selected. If new channels are selected for
modification on the keypad, this is reflected at the Channel Select panel.

» [Clear] functions as a backspace key when used during command-line
construction. [Clear] isthe only thing that clears a syntax error. (Any other
keypad entry isignored until the error condition is cleared.)

*  When working from the command-line keypad, parameters will assume their new
values at full speed unless Manual Timing is currently enabled, in which case they
will use their current timing values. Only when used with the Sneak function can
the keypad selections be assigned discrete timing values.

* Since manual control requires channel selection, this can also be done using the
command-line keypad. Refer to Channel Select “From Keypad” on page 44.

select C|B|G
Chan10

Shortcut . > Holding down [Clear] will clear an entire unterminated command line.
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Shortcut >
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Setting Parameters From Keypad

Intensity

The keypad can be used to adjust the brightness of the luminaire’s beam. Intensity
responds to a percentage value of 0-100.

The [At] button is used to enter intensity values:

o <Chan> [n] [At] [m] [Enter] - changestheintensity level of the selected channel to
m.

e <Chan> [n] [Thru] [q] [At] [m] [Enter] - changes the intensity level for the
selected range of channelsto m.

The [Full] button is used to quickly set intensity to 100%.

* <Chan> [n] [Full] [Enter] - changes the intensity level of the selected channel to
100%.

The[+] and [-] buttons can be used in combination with the [At] button to increment
or decrement a current intensity value by a specific amount. For example, if the
current intensity value is 50%:

o <Chan> [n] [At] [+] [O] [5] [Enter] - increases the intensity level of the selected
channel to 55%.

» <Chan> [n] [At] [-] [O] [5] [Enter] - decreases the intensity level of the selected
channel to 45%.

To quickly enter an intensity below full, but divisible by 10, use only the first digit of
the desired level (for example, [At] [5] = 50%).

Presets

The keypad can be used to assign presets to selected luminaires. The preset entered on
the keypad corresponds to the preset saved in that particular preset select (refer to
“Presets’ on page 84).

Examples:

o <Chan> [n] [Preset] [m] [Enter] - applies preset m to the selected channel n (where
m is the discrete preset number).

e <Chan>[n] [Thru] [q] [Preset] [m] [Enter] - applies preset m to the selected range
of channels (where m is the discrete preset number).
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Colors

The keypad can be used to assign colors to selected luminaires. The color entered on
the keypad corresponds to the color saved in that particular color select (refer to
“Colors’ on page 80).

Examples:

» <Chan> [n] [Color] [m] [Enter] - applies color m to the selected channel n (where
m is the discrete color number).

e <Chan> [n] [Thru] [q] [Color] [m] [Enter] - applies color m to the selected range
of channels (where m is the discrete color number).

Note: Colorsfrom the VARICLITE Color System can also be applied using the
keypad's[VL Color] button. Refer to“Applying VARICILITE Colors’ on page 96 for
instructions.

Beams

The keypad can be used to assign beams to selected luminaires. The beam entered on
the keypad corresponds to the beam state saved in that particular beam select (refer to
“Beams’ on page 74).

Examples:

e <Chan> [n] [Beam] [m] [Enter] - applies beam state m to the selected channel n
(where m is the discrete beam number).

e <Chan> [n] [Thru] [g] [Beam] [m] [Enter] - applies beam state m to the selected
range of channels (where m is the discrete beam number).

Note: If aprofile does not provide default color and beam data, then there will be no
change for selected channels until custom color and beam selects are stored.
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Luminaire Status | Refer to I
Fold-out C
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Luminaire Status Window

The Luminaire Status window can be used to view current
luminaire data as a numeric value or preset reference. (The
window is merely away to display and review data and does not
provide editing functions.)

Clie Sheet
Beard Tur Yhpal

Flan Vi [ 1]
M Erap hic

linbenasty Kl
Snapshor Fser
Tt i et

Wi Calor fpdem

Open window:

* At Operation menu, select Luminaire Status. Datawill be
displayed for all luminaires.

Note: Commands can be used to open multiple Luminaire Status windows.

Use the following buttons to display different types of data:

Value (V) button - displays the numeric value currently being received by the
luminaire for each parameter.

Parameter (P) button - displays the Preset, Color or Beam which the parameter is
currently referencing (default setting).

Timing ((D) button - displays any associated timing information and continuous
action such aswhedl spins. Example: For Studio Color lens control, parameters
appear in Effect dynamic.

Dynamic (D) - displays any associated dynamic state information.
Data Columns

(configured in Parameter Columns window) Parameter Data Value Data
/
O Luminaire Stafus BB
ham  Device Infien Focus Pam Tilt Cabpr Muz Amber b Edge  &w
1 LS nap 1 Herm =z 1 1 Herme 523 315 =33 135
1 e 1 Haiie 7 Ha BT 1 Hife= 1 M 1 M T Ha e T
] ¥LE 26 EiZ EIZ 161 176 151 3
an gt F1F - DA 1El 178 11 k1 1L
] LS =02 =12 323 225 235 =35
EiZ EiZ 55 515 335 335 |:
4 YLk F 104 - aii
d - HF] H a0 =
g - It Eiz — =
[ e Ty . e— 0
Dynamic - Opens Parameter Columns window
Displays dynamic state/continuous which is used to choose which
action information when selected columns appear in window

L Timing - Displays timing information when selected

Parameter - Displays Preset that luminaire is reporting when selected

Value - Displays value that luminaire is reporting for the parameters when selected
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Parameter Columns Window

The Parameter Columns window is used to define which types of information will be
displayed in the datawindow (columns). Using the cursor, select or deselect the boxes
asrequired.

For Focus and Color, two display options are available. Focus can be displayed asa
single column and/or two columns, pan and tilt. Color can likewise be displayed as a
single column and/or up to four individual color columns, which would provide data
for each filter/wheel/plate mechanism in the luminaire. When the single Focus/Color
box is checked, the column will display the Preset/Color source, aslong asthe datais

being taken from asingle Preset/Color. If not from a single Preset/Color, then the
column would display “---". If Pan/Tilt, etc. are checked then those columns also

display the source, or if set by encoders, the numerical values. To see both source and
# values, select [P] and [V] (at Luminaire Status window).

The Quick-Set buttons will automatically check the boxes which are applicableto a
certain type of luminaire and deselect the others, so that no excess columns will be

displayed in the window.

02.9668.0001A

Displays Preset source

in single column

Displays data
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Use Quick- Set buttons to configure
window for a certain type of luminaire
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Intensity Window

The Intensity window can be used to view intensity valuesfor all [ cueration [N
patched channels. Selections made at the Channel Select [ttt
window or panel and/or command-line keypad are highlighted in il s
the window and subsequent changes to intensity values are Lemsinaire ates N3
reflected in the display. Snapshint Fiste;

Ty e
| ¥iCaloriydein

» At Operation menu, select Intensity. Using manual
controls, change intensity values asrequired. Changes will be reflected in display.

Note: Command-I opens multiple copies of the Intensity window.

[[==—"—F—————— Intensiv=—"—————FHFHH

44 | 81 &2
|- .

104 105 108 109 1o

Color Coding

Color coding of the intensity values provides useful information regarding how the
channels are changing from cue to cue, and if an intensity level comes from manual
control or an effect. The coloring of channel numbers and intensity values provide the
following indications:

» Selected channels are displayed in orange.
* Whileincreasing intensity, the value changesto blue.
* While decreasing intensity, the value changes to green.

» Channels changed by manual control are displayed in black on a yellow
background.

» Channels with the same cue intensity (tracking) are displayed in pink.
» Channels changed by an effect are displayed in white on a black background.
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For example, if channels are brought up manually using an encoder, the channel
numbers turn to gold to indicate the channel selection and the levels appear in reverse
text, which highlights the fact that they are manually controlled. Next, if acueis
played back which overrides the intensity of these channels (HTP), the values would
revert to normal text, but would be displayed in blue - refer to “HTP (Highest Takes
Precedence)” on page 240. (If the cue does not override the intensity, they would
remain in the manual control state color.) If another cueis played back in which the
channelsin blue fade down or out, they would change to green during the fade.

Configuring How Information is Displayed

In the window’s default state, all patched channels are listed horizontally with a
vertical line inserted between non-consecutive channel numbers.

User defined columns: All channels shown with unpatched channels grayed out, width
of window is set, scroll bar allows accessto all channels.
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CHAPTER 4.

Select Displays

This chapter provides instructions for using the Select Displays feature.

General Operation

Beams

Colors
Presets

Groups

M acros, Snapshots, and Effects
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General Operation | Refer to I
Fold-out E

Overview

What are Selects?

A “select” isapre-stored or user-defined set of parameters (presets, colors, beams),
selections (groups, snapshots) or events (macros, effects). Selects can be used to
simplify channel selection, manual control of luminaires, cue and effect creation,
event recall, and to ensure consistency of cue parameters throughout the cue list.

Three select displays are provided on the console front panel and a Select Displays
window is provided at the Panels menu for store and recall of Preset, Color, Beam,
Group, Macro, Snapshot, and Effect selects.

Accessing Selects From Keypad

Parameters stored into the select banks can also be accessed from the command-line
keypad. (Instructionsfor using the keypad are included in the appropriate sections on
storing, modifying and recalling Beams, Colors, Groups, etc.) All storable select
items have a discrete number which is used to access the feature from the keypad.
Selects maintain this number, even when given another label. For example, if afocus
parameter is stored into Preset 1 and relabeled as “Home”, it would still be recalled at
the keypad by pressing [Preset] [1] [Enter].

Standard Beams and Colors

The console is configured with a pre-stored set of standard Beam and Color palettes.
You can use these defaults with your system or replace them with custom settings.

Standard Beam Palette

As adefault, the Beam select provides standard static and rotating gobo wheel
positions. The data (in this case, wheel positions) stored into the select display is
referred to as a“paette.”

Standard Color Palette

As adefault, the Color select provides a standard palette of 80 colors, which can be
used to apply color parameters to applicable luminaires.

The default color palette supports color mixesfor VARICLITE luminaires only.
These colors are not numbered according to the VARITILITE Color System. Colors
can be applied using VARICILITE color numbersthrough the VL Color Data window.
Refer to the“VARILLITE Color System” chapter on page 93 for more information.
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Note: Some DMX profiles have, as a default, the full frame wheel positions. Color
mixing is not supported in the color palette as a default, but may be added to the

pal ette as needed.

Panel Select Displays

Three select displays are located on the console’s
front panel. These can be used to access Preset,
Color, Beam, Group, Macro, Snapshot, and Effect
select functions.

20 select buttons (labeled 1 through 20) are provided
at each display. These are used to activate the data
stored the selects. (Thelast selected item will remain
highlighted.)

Asadefault, BEAMS will be selected at the top
display, COLORS at the middle display, and
PRESETS at the bottom display.

Access a different page within a display:

Press desired page button (1 through 5) at top of
select display.
Access a different bank within a display:

Press and hold [Bank/Function] button while pressing
the buttons labeled [11] through [20] to change banks
in increments of 100. Each bank will provide 20
select buttons per page.
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Mapping Selects to Different Displays

The default function selections can be changed as
required for any of the three displays.

At select display, press and hold [Bank/
Function] while pressing buttons 1-7 as
required, which correspond to [Presets],
[Colorg], [Beams], [Groups], [Macros],
[Snaps] (snapshots), or [Effects].

Button

[Palette Shift] Button

The [Palette Shift] button allows toggling
between two different select display
configurations. For example, the first one could
be the default selections, BEAMS, COLORS,
and PRESETS. Pressing [Palette Shift]
(highlighting button) would bring up GROUPS,
SNAPSHOTS, and MACROS. Pressing [Palette
Shift] again (desel ecting button) would bring
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back BEAMS, COLORS, and PRESETS and
vice versa. These two configurations can be

changed as desired by mapping the selects to different display locations (see previous

page).
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Applying Selects

Apply a Beam:
Step 1. Select required luminaire(s) for manual control.

Step 2. Accessrequired page by pressing any one of five page buttons next to the
[Bank/Function] button.

Step 3. Press[Beam Select Button] for desired gobo. Selected luminaires will
change.

Apply aColor:
Step 1. Select required luminaire(s) for manual control.

Step 2. At Colors select display, access required bank by pressing [Function/Bank]
plus desired bank (1 through 3).

Step 3. Accessrequired page by pressing any one of five page buttons next to the
[Bank/Function] button.

Step 4. Press|[Color Select Button] of desired color. Selected luminaires will
change.
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Select Displays Window

The Select Displays window can be used to access Preset, Color, Beam, Group,
Macro, Snapshot, and Effect select functions.

Three separate “ select displays’ are visible in the window at any one time. Each
display’s popup menu allows selection of Presets, Beams, Colors, Groups, Macros,
Snapshots, and Effects which correspond to the select displays available on the
console desk (refer to “ Panel Select Displays’ on page 68). Within each select display
there are banks and pages which provide access to the total amount of selects available
with any particular display.

» At Panels menu, choose Select Displays to open window.

Charas| Selert

Select Popup Menu -

Selects Presets, Beams, Colors, Groups, v
T2 8 S =T
Macros, Snapshots, or Effects Teming Display

Collapse Button -
Shows or hides select

Page Buttons Licoidmrs

display Bank Popup Menu
Select Displays * ]
= Beam ’ Select Button

Al YLS [ &1 VLG [ M1 YLE y 3 )
S |l = x 2 g = e | Select Mgde Bqtton
o Places window in select

I o]
[ mode.
| | ]
4 15 1& /'-' 13 20

-]‘ stoRe | LeseL | uPnate | DELETE |-<4— Operation Buttons -

Operation will be applied
I Poge ;| Pooe3 [ Pup 4 | Papes | to currently active select.

[

LE. § I 1R | 1l | { &) I in | (R=] | =n

Parameters, channel selections, and events can be stored into the selects by using the
controls provided in the window or the command-line keypad. Individual selects can
be labeled, stored, modified, and recalled as required.

_STORE | LABEL |UPDATE | DELETE |

The display can be placed in one of several modes. When a select is chosen, it will
respond according to the currently selected mode:

* Select
» Store

* Label

» Update
* Delete
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Store
The Store function allows you to save your own parameter settings into a select for
recall at any time in the future.

Step 1. At popup menu, select function you wish to access (Group, Color, Beam,
etc.).

Step 2. At Bank popup menu, select required bank.

Step 3. Click required Page button.

Step 4. Click STORE.

Step 5. Click [Select Button] where you wish to store data. For example, select 10.

Label

The Label function allows you to label individual selects.

When labeling, the [xxxxxx] is entered on the alpha-numeric keyboard. The [return]
button is also located on the keyboard.

Step 1. Click LABEL.

Step 2. Click [Select Button] where you wish to store data.

Step 3. Atcomputer keyboard, type label, use[Tab] to move among lines of text, and
press [return].

Update

The Update function allows you to update the data which was originally stored in the
select. (Thelabel will be retained so that you will not have to re-enter it after an
update.)

Step 1. At popup menu, select function you wish to access (Group, Color, Beam,
etc.).

Step 2. At Bank popup menu, select required bank.
Step 3. Click required Page button.
Step 4. Click UPDATE.

Step 5. Click [Select Button] of select you wish to update. Data will be updated
according to new settings.

Note: Operation buttons only apply to the select display directly above the buttons.

12-April-01 02.9668.0001A



SELECT DISPLAYS : GENERAL OPERATION 4

Delete
The Delete function allows you to remove all datafrom a select. Once deleted, the
select will be “empty.”

Step 1. At popup menu, select function you wish to access (Group, Color, Beam,
etc.).

Step 2. At Bank popup menu, select required bank.

Step 3. Click required Page button.

Step 4. Click DELETE.

Step 5. Click [Select Button] of select you wish to delete. Select will now be empty.

Note: For deleting presets, all channels stored in the preset must be selected.

Select

The Select feature allows you to apply data to channels.

Note: Pressing any select buttons on the console will automatically place the top
select display in Select Mode.

Step 1. Select channels to receive command (refer to “ Selecting Channels’ on
page 41).

Step 2. At popup menu, select function you wish to access (Group, Color, Beam,
etc.).

Step 3. At Bank popup menu, select required bank.
Step 4. Click required Page button.
Step 5. Click [Select Button] of select whose parameters you wish to apply.
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Overview

The Beam select provides ameansfor storing and recalling a pal ette of up to 100 beam
states. These can be used for building cues. Asadefault, Beams may contain
standard, static and rotating gobo wheel positions, however it is possible to store your
own Beams over the defaults and relabel asrequired. These programmable Beams can
include parameters such as beam (zoom, shutter, framing), edge (frost, effect, prism),
and gobo (static, rotating, index, effects, effects rotation) as determined by the beam
edge and gobo filter settings (refer to “Filter Mode” on page 146).

Beams are stored by luminairetypes. Thismeansthat for any oneluminaire type, only
one Beam setting can be stored in asingle Beam select. For example, a select can
store different settings for VL5 and VL6 luminaires, but multiple settings cannot be
stored for multiple VL5 luminaires. During a store operation, the beam parameters
stored will be drawn from either the lowest active luminaire or lowest selected
luminaire as determined by the consol€’'s default setting (refer to “ Settings Window”
on page 245).

Beam Sdect Guidedlines:

« Beamsare not linked to Presets or cues. Thismeansthat if a certain Beam was
used when creating a Preset or cue and a new Beam is stored into that select, then
thiswill not affect the Beam stored in the Preset or cue.

» Parameters stored into a Beam select are always determined by thefilters.
» Timing values cannot be stored in Beams.

Indicates that Beams have been selected

y

BEAMS Bank 1 Page 1 Page 2 Page 3 Page 4 Page 5

1 2 3 4 5 6 7 8 9 10

11 12 13 14 15 16 17 18 19 20

12-April-01 02.9668.0001A



SELECT DISPLAYS : BEAMS 4

Beam Palette Data Window

Beam data can be viewed in the Beam Palette Data window.

e Dvta
The top portion of the window shows the beam list, along with all e
associated filters which have been stored into the Beam select. In
addition, by selecting a single Beam and clicking on the Data v
drop-down window button, all of its parameter data can be ISR
viewed. inapahans
Temerade Srripts

The Value (V) button will display the numeric value which has

been stored into each parameter. The Dynamic (D) will display any associated
dynamic state information. The “V” and “D” toggle buttons allow you to display one
or both types of information in the window.

Open Beam Palette Data window:
At Data menu, select Beam Palette Data.

Associated Filters Applicable Luminaire
\
Label 1B Beam : All VIS Hard Edge ¢
VLS  WLSArC VL6 VLT S8 Vi VLB O
| BEa | ==a “aHH
= BB =

Beam Number « EE HA HB ===
. B HA B8 HH
Data Drop-Down Window -
Displays data for selected
Beam.
Value - R
Displays value that Device Inten Focus Color Edge

luminaire is reporting
YLE --- ---
for the parameters when
¥LBarc --- ---

selected. "
YLEE A0
||::-1u|R: |

Dynamic - Opens Parameter Columns window *

pifsplayg dynahmic st?te g which is used to choose which
information when selected. columns appear in window.

* Refer to “ Parameter Columns Window” on page 61.

02.9668.0001A 12-April-01 75



VARILLITE - VIRTUOSO DX CONSOLE USER’S MANUAL

Hint >

76

Storing, Modifying, and Recalling Beams

Note: Beamsand colors are global settings by luminaire type. The console will draw
data from either lowest active or lowest selected channel as determined by the
consol€e's default settings (refer to “ Settings Window” on page 245). The "lowest
active" setting draws data from the lowest channel number with intensity of that type,
regardless of selection. The "lowest selected” setting draws data from the lowest
selected channel number of that type, regardless of intensity state.

From Panel Select Displays

For all storable items, the default 1abel (number) will move from the middle to the top
line of the select display when something has been stored in that select.

Store a new Beam using Beams select display:

Step 1. Select required channels.

Step 2. Ensure Beams are selected on at least one select display.

Step 3. Using manual controls, set all required parameters.

Step 4. Filter attributes as required using touch screen display in Filter mode.

Step 5. Press[Store] / [Beam Select Button] or [Store] [Label] / [Beam Select
Button] [xxxxxx] [return].

Note: Parameters stored into a Beam select are always determined by the filters (refer
to “Filter Mode” on page 146).

Store a new Beam using command-line keypad:

Step 1. Select required channels.

Step 2. Using manual controls, set all required parameters.
Step 3. Filter attributes as required using touch screen display.

Step 4. Press[Store] [Beam] [n] [Enter] or [Store] [Beam] [n] [Label] [Enter]
[xxxxxx] [return] (where nis the discrete Beam number).
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Label an existing Beam, page, or bank:

Note: When labeling, the [xxxxxx] is entered on the alpha-numeric keyboard. The
[return] button is also located on the keyboard.

Step 1. Ensure Beams are selected on at least one select display.

Step 2. Press[Label] / [Beam Select Button] [xxxxxx] [return] or
[Label] / [Page Select Button] [xxxxxx] [return] or
[Label] / [Bank Select Button] [xxxxxX] [return] as required.

Add a new luminaire type to a Beam:

If you are modifying a Beam by storing a new type of luminaire(s), then the new data
will be added to the existing data.

Step 1. Select required channel(s). (The channel should contain at least one different
luminaire type than currently stored in the Beam.)

Step 2. Ensure Beams are selected on at least one select display.
Step 3. Using manual controls, set all required parameters.
Step 4. Filter attributes as required using touch screen display in Filter mode.

Step 5. Press[Store] / [Beam Select Button] or [Store] [Label] / [Beam Select
Button] [xxxxxx] [return].

Modify Beam data for an existing luminairetype:

If you are modifying a Beam with data from the same type of luminaire, then the data
will be replaced.

Step 1. Select required channel(s). (The channel should contain the same luminaire
type as currently stored in the Beam.)

Step 2. Ensure Beams are selected on at least one select display.
Step 3. Using manual controls, set all required parameters.
Step 4. Filter attributes as required using touch screen display in Filter mode.

Step 5. Press[Store] / [Beam Select Button] or [Store] [Label] / [Beam Select
Button] [xxxxxx] [return].

Delete a Beam:

» [Delete] [Beam] [n] [Enter] or
[Delete] / [Beam Select Button]. The display will now show this as an “ empty”
Beam select.

Note: Thisaction will delete beam datafor all typesincluded in beam select.
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Note: Since Beam selects store data according to luminaire types, if aBeam is
recalled which has no datafor that luminaire type, then the channel will remaininits
previous state. When recalled, Beams are not routed through the filters.

Recall a Beam using Beams select display:

Step 1. Select required channels (only selected channels of types that have data
stored in that beam state will be affected).

Step 2. Ensure Beams are selected on at least one select display.
Step 3. Pressrequired [Beam Select Button)].
Recall a Beam using command-line keypad:

Step 1. Select required channels (only selected channels of types that have data
stored in that Beam will be affected).

Step 2. Press[Beam] [n] [Enter] (where n isthe discrete Beam number).

From Select Displays Window

When storing or modifying Beams from the Select Displays, first select channels of
typesto be stored in the Beam select (refer to “ Selecting Channels” on page 41). Filter
parameters as required and adjust with manual control functions.

To store, label, update, delete, and recall Beams, refer to the procedures givenin
“Select Displays Window” on page 71.

From Keypad

Store a new Beam:

Step 1. Select required channels.

Step 2. Using manual controls, set all required parameters.

Step 3. Filter attributes as required using Filter Display window.

Step 4. Press[Store] [Beam] [n] [Enter] or [Store] [Beam] [n] [Label] [Enter]
[xxxxxx] [return] (where nis the discrete Beam number).

Add new typesto a Beam:

Step 1. Select required channels.

Step 2. Using manual controls, set all required parameters.

Step 3. Filter attributes as required using Filter Display window.

Step 4. Press[Store] [Beam] [n] [Enter] or [Store] [Beam] [n] [Label] [Enter]
[xxxxxx] [return] (where nis the discrete Beam number).
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Delete a Beam:
Step 1. [Delete] [Beam] [n] [Enter]. The display will now show this as an * empty”
Beam.

Recall a Beam:

Step 1. Select required channels (only selected channels that have data stored in that
Beam will be affected).

Step 2. Press[Beam] [n] [Enter] (where n isthe discrete Beam number).
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Overview

The Color select provides a means for storing and recalling a palette of up to 300
colors. These can be used for building cues. Asadefault, the Color select may
contain a palette of 80 default colors, however it is possible to store your own Colors
over the defaults and relabel as required.

Color (like Beams) are stored by luminaire types. This meansthat for any one
luminaire type, only one Color setting can be stored in asingle Color select. For
example, a select can store different colorsfor VL5 and VL6 luminaires, but multiple
colors cannot be stored for multiple VL5 luminaires. During a store operation, the
color parameters stored will be drawn from either the lowest active luminaire or
lowest selected luminaire as determined by the console’'s default setting (refer to

“ Settings Window” on page 245).

Note: The default color palette supports color mixes for VARIOLITE luminaires
only. These colors are not numbered according to theVARIOLITE Color System.
Colors can be applied using VARICLITE color numbers through the VL Color Data
window. Refer tothe“VARICLITE Color System” chapter on page 93 for more infor-
mation.

Color Sdlect Guiddines;

e Colorsarenot linked to Presets or cues. This meansthat if a certain Color select
was used when creating a cue and a new color is stored into that select, then this
will not affect the color stored in the Preset or cue.

» Parameters stored into a Color select are filtered only when the consol€e’s default
setting is configured to do so (refer to “ Settings Window” on page 245).

Indicates that Colors have been selected

y

COLORS Bank 1 Page 1 Page 2 Page 3 Page 4 Page 5

1 2 3 4 5 6 7 8 9 10

1 12 13 14 15 16 17 18 19 20
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Color Palette Data Window

Color data can be viewed in the Color Palette Data window.

The top portion of the window shows the color list, along with all
applicable luminaires. In addition, by selecting asingle color and
clicking on the Data drop-down window button, all of its numeric
values can be viewed.

Open Color Palette Data window:
+ At Data menu, select Color Palette Data.

Applicable Luminaires
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Storing and Recalling Colors

Note: Beamsand colors are global settings by luminaire type. The console will draw
data from either lowest active or lowest selected channel as determined by the
consol€e's default settings (refer to “ Settings Window” on page 245). The "lowest
active" setting draws data from the lowest channel number with intensity of that type,
regardless of selection. The "lowest selected” setting draws data from the lowest
selected channel number of that type, regardless of intensity state.

From Panel Select Displays

Store a new color using Colors select display:

Step 1. Ensure color you wish to storeis displayed in lowest active luminaire
channel (for each luminaire type), if the default "lowest active channel” has
not been changed (refer to “ Settings Window” on page 245).

Step 2. Ensure Colors are selected on at least one select display.
Step 3. Select required bank and select page.

Step 4. Press[Store] / [Color Select Button].

Store a new color using command-line keypad:

Step 1. Ensure color you wish to storeis displayed in lowest active luminaire
channel (for each luminaire type), if the default "lowest active channel” has
not been changed (refer to “ Settings Window” on page 245).

Step 2. Press[Store] [Color] [n] [Enter] (where nisthe discrete Color number).
Label an existing color, page, or bank:

Note: When labeling, the [xxxxxx] is entered on the alpha-numeric keyboard. The
[return] button is also located on the keyboard.

Step 1. Ensure Colors are selected on at least one select display.

Step 2. Press[Label] / [Color Select Button] [xxxxxx] [return] or
[Label] / [Page Select Button] [xxxxxx] [return] or
[Label] / [Bank Select Button] [xxxxxX] [return] as required.

Recall a color using Colors select display:

Step 1. Select required channels.

Step 2. Ensure Colors are selected on at least one select display.
Step 3. Pressrequired [Color Select Button].
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Recall a color using command-line keypad:

Step 1. Select required channels.
Step 2. Press[Color] [n] [Enter] (where nisthe discrete Color number).

Note: Channelsthat are selected during a color recall that have no value for that color
will remain in their current state.

From Select Displays Window

When storing or modifying Colors from the Select Displays, first select channelsto be
stored in the Color select (refer to “ Selecting Channels’ on page 41).

To store, label, update, delete, and recall Colors, refer to the procedures givenin
“Select Displays Window” on page 71.

From Keypad

Storeanew Color:
Step 1. Select required channels.
Step 2. Using manual controls, set all required parameters.

Step 3. Press[Store] [Color] [n] [Enter] or [Store] [Color] [n] [Label] [Enter]
[xxxxxx] [return] (where nisthe discrete Color number).
Deletea Color:
» [Delete] [Color] [n] [Enter]. The display will now show this as an “empty” Color.

Note: Thisaction will delete color information for all types stored.

Recall a Color:

Step 1. Select required channels (only selected channels that have data stored in that
Color will be affected).

Step 2. Press[Color] [n] [Enter] (where nisthe discrete Color number).
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Overview

Preset selects are used to store specific luminaire parameters for the purpose of
building cues. Typically, a Preset will contain focus (pan/tilt) information only, but
with the Virtuoso console any desired parameter (including timing) can be stored in a
Preset as determined by the filter settings. The touch screen display is used to control
thefilters (refer to “Filter Mode” on page 146).

Sincefocusisalarge part of the Preset feature, no standard pre-programmed Presets
are available. Thesewill need to be stored in relation to the specific requirements of
your show.

Features:

The most important feature of Presetsisthat they are referenced by cues. Thisfeature
provides away of saving time during the initial programming of a show and for
updating focuses or other parameters throughout all of your cuesif something on stage
changes. For example, a Preset may be stored as a focus reference cue in which only
pan and tilt parameters are specified. These could be labeled Stage Center, Stage
Right, Stage Left, etc. When you use a Preset to build a cue, the Preset information is
linked directly to that cue. If arefocusisrequired, the appropriate Preset could be
changed and all the cues built using it would automatically reflect the change.

Indicates that Presets have been selected

Y

PRESETS Bank 1 Page 1 Page 2 Page 3 Page 4 Page 5

1 2 3 4 5 6 7 8 9 10

1 12 13 14 15 16 17 18 19 20
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Preset Data Window

Preset data can be viewed in the Preset Data window.

Thetop portion of the window showsthe Preset list, along with all
associated labels, channels, and filters which have been stored into
the Presets. In addition, by selecting a single Preset and clicking

on the Data drop-down window button, al its parameter data can
be viewed.

Clie Dats

Lolur Palee Dala
Beam Paletis Data
THerks
Suls
S (R
hiacrus
Snapkhots
Temecade Somiphs

The Value (V) button will display the numeric value which has

been stored into each parameter. The Dynamic (D) will display any associated
dynamic state information. The “V” and “D” toggle buttons allow you to display one
or both types of information in the window.

Open Preset Data window:
» At Data menu, select Preset Data.

Associated Filters Associated Channels
Label \ Preset: VLS EIE]
#  Preset ilter Chaniels
11 Howe

]
o o

Preset Number

WE == rL——

Data Drop-Down Window - 5 50 -6
Displays data for selected el e = =z
Preset.
= Data
Value - Chanm lnten Pan Tl | Amber Blive | hhn:nl.. Beam
Displays value that i 100 T 266 i 0 1
luminaire is reporting 2 10 E5 ] Thd 0 o o o
for the parameters when 784
selected.
Dynamic -
Displays dynamic state
information when selected. Opens Parameter Columns window *

which is used to choose which
columns appear in window.

* Refer to “ Parameter Columns Window” on page 61.
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Storing, Modifying, and Recalling Presets

From Panel Select Displays

Note: When labeling, the [xxxxxx] is entered on the alpha-numeric keyboard. The
[return] button is also located on the keyboard.

Store a new preset using Presets select display:

Step 1. Select required channels.

Step 2. Ensure Presets are selected on at |east one select display.
Step 3. Using manual controls, set all required parameters.

Step 4. Filter attributes as required using touch screen display.

Step 5. Press[Store] / [Preset Select Button] or [Store] [Label] / [Preset Select
Button] [xxxxxx] [return].

Store a new preset using command-line keypad:

Step 1. Select required channels.

Step 2. Using manual controls, set all required parameters.
Step 3. Filter attributes as required using touch screen display.

Step 4. Press|[Store] [Preset] [n] [Enter] or
[Store] [Preset] [n] [Label] [xxxxxx] [return] (where nisthe discrete Preset
number).

Label an existing Preset select:

Step 1. Ensure Presets are selected on at |east one select display.
Step 2. Press[Label] / [Preset Select Button] [xxxxxx] [return].
Add new channelsto a Preset:

If aPreset isaready stored, the [Store] command can add new channels to that Preset,
provided those channels are selected. If the channel already has data for the Preset,
that datawill be overwritten with current data.

Step 1. Select required channels.
Step 2. Ensure Presets are selected on at |east one select display.

Step 3. Press[Store] / [Preset Select Button] or [Store] [Label] / [Preset Select
Button] [xxxxxx] [return].
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Modify parametersusing Selective Store:

The Selective Store command modifies parameter data for selected channels as
determined by any filter settings. For more information, refer to “ Selective Store” on
page 204.

Step 1. At touch screen display, modify filter settings as required.
Step 2. Select required channels.

Step 3. Press|[Sel Store] / [Preset Select Button] or [Sel Store] [Preset] [n] [Enter]
(where n isthe discrete Preset number).

Update a preset:

The [Update] command does not add channels, but modifies any stored data that has
been changed by manual control for channels and parameters associated with that
Preset. It does not route through the filter settings. For more information, refer to
“Update”’ on page 203.

Step 1. Make changes by manual control.

Step 2. Press[Update] / [Preset Select Button] or [Update] [Preset] [n] [Enter]
(where nisthe discrete Preset number).

Delete an entire Preset:

Step 1. Select al channelsin that Preset.

Step 2. [Delete] [Preset] [n] [Enter] (where n isthe discrete preset number) or
[Delete] / [Preset Select Button]. The display will now show thisas an
“empty” Preset.

Note: Unexpected behavior may occur for cues referencing a deleted preset. Cues
will be played back with intensity at zero for channels that reference a deleted preset.
This acts as awarning that cue dataisincomplete. To verify this has happened, check
the console log window available from the Setup menu.

Delete a specific channel’s Preset data:
Step 1. Select channels you wish to remove from a Preset.

Step 2. [Delete] [Preset] [n] [Enter] (where nisthe discrete preset number) or
[Delete] / [Preset Select Button).

Recall a preset using Presets select display:

Step 1. Select required channels (only selected channels that have data stored in that
preset will be affected).

Step 2. Ensure Presets are selected on at |east one select display.
Step 3. Pressrequired [Preset Select Button].
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Recall
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Recall a preset using command-line keypad:

Step 1. Select required channels (only selected channels that have data stored in that
Preset will be affected).

Step 2. Press[Preset] [n] [Enter] (where nisthe discrete Preset number).
Recall specific preset data:

Note: For moreinformation, refer to “ Selective Recall” on page 205.

Step 1. At touch screen display, select Filter mode. Using touch screen, select
parameters to be recalled.

Step 2. Select channel(s) as required.

Step 3. Press[Recall] [Preset] [n] [Enter] or [Recall] [Preset Select Button]. All
stored data will be recalled from the specified preset (n), as defined by the
selections on thefilters.

From Select Displays Window

When storing or modifying Presets from the Select Displays, first select channelsto be
stored in the Preset select (refer to “ Selecting Channels’ on page 41). Filter
parameters as required and adjust with manual control functions.

To store, label, update, delete, and recall Presets, refer to the procedures givenin
“Select Displays Window” on page 71.

From Keypad

Note: All Presets have a discrete number which is used when accessing Presets from
the keypad. Presets maintain this number, even when given another label.

Store a new Preset:

Step 1. Select required channels.

Step 2. Using manual controls, set all required parameters.

Step 3. Filter attributes as required using Filter Display window.

Step 4. Press[Store] [Preset] [n] [Enter] or [Store] [Preset] [n] [Label] [xxxxxx]
[return] (where n isthe discrete Preset number).

Add new channelsto a Preset:
Step 1. Select required channels.

Step 2. Press[Store] [Preset] [n] [Enter] or [Store] [Preset] [n] [Label] [xxxxxx]
[return] (where n isthe discrete Preset number).

12-April-01 02.9668.0001A



SELECT DISPLAYS : PRESETS 4

Delete a Preset:
Step 1. Select all channelsin that Preset select.

Step 2. [Delete] [Preset] [n] [Enter]. The display will now show this as an “ empty”
Preset.

Recall a Preset:

Step 1. Select required channels (only selected channels that have data stored in that
Preset will be affected).

Step 2. Press[Preset] [n] [Enter] (where nisthe discrete Preset number).
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Overview

To automate channel selection, groups of channels may be stored into the Group
selects available in the panel Select Displays or Select Displays window. Groups can
also be created and recalled from the command-line keypad.

For example, you could store all VL5 luminaires as one group, all VL6 luminaires as
another group, etc. These groups can be labeled in the group select bank as VL5 and
VL6 or perhaps, Wash and Spot.

Storing, Modifying, and Recalling Groups

Note: When an existing Group is updated or re-stored, the new information replaces
the old information. It does not add to the existing group information.

From Panel Select Displays

Storeagroup:

Step 1. Select channelsto be stored in group (refer to “ Selecting Channels” on
page 41).
Step 2. Accessrequired Bank and Page.

Step 3. Press[Store] / [Group Select Button] or [Store] [Label] / [Group Select
Button] [xxxxxx] [return]

Label a group:

When labeling, the [xxxxxx] is entered on the alpha-numeric keyboard. The [return]
button is also located on the keyboard.

» [Label] / [Group Select Button] [xxxxxx] [return].
Recall a group:

Step 1. Accessrequired Bank and Page.

Step 2. Pressrequired [Group Select Button].
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Recall two or more groups:

Step 1. Accessrequired Bank and Page of first group.
Step 2. Pressrequired [Group Select Button].

Step 3. Accessrequired Bank and Page of second group.

Step 4. Pressrequired [Group Select Button] of second group. Hold down [Page
Button] to pile-on selections.

Step 5. Repeat Steps 3 and 4 as required.

Modify a group:

Modifications to existing groups can be done in the same manner as storing the
original group as given above.

From Select Displays Window

When storing or modifying Groups from the Select Displays, first select channelsto be
stored in the Group (refer to “ Selecting Channels’ on page 41).

To store, label, update, delete, and recall groups, refer to the procedures givenin
“Select Displays Window” on page 71.

From Keypad

Store a Group:

Step 1. Select channelsto be stored in group (refer to “ Selecting Channels” on
page 41).

Step 2. Press[Store] [Group] [n] [Enter].

Modify a Group:

Modifications to existing Groups can be done in the same manner as storing the
origina Group given above.

Recall a Group:
The following are samples of possible command-line entriesto recall a group.

[Group] [n] [Enter] - selects all channelsin Group n.

[Group] [n] [+] [M] [Enter] - selects all channelsin Group n plus Channel m.

[Group] [Nn] [+] [Group] [m] [Enter] - selectsall channelsin Group n and Group m.
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Overview

Macros, snapshots, and effects can also be accessed at the panel select displays or the
Select Displays window once you have stored them. Aswith presets, colors, beams,
and groups their labels will appear in the window and selecting the corresponding
select button will recall the event. Instructions for storing and recalling these types of
events are covered in this manual as follows:

» “Basic Effects’ chapter on page 115.
e “Snapshots’ on page 173.
* “Macros’ on page 178.

@ H@HH

M Effects H

@ H@HHH

H Snaps ‘
T T T o Tl o w]
)o@ e]e)e]e|e)e]e
0wl 12 2 5[] s ] ]2o]

@ Q] ??@;??H

H Macros H

T e s e s e T T e T T ol
e P N )

12-April-01 02.9668.0001A



CHAPTER 5.

02.9668.0001A

VARIOLITE Color System

This chapter providesinstructions for applying VARIOLITE system colors to both
VARIOLITE and DM X-controllable luminaires.

» Color Control
* Applying VARIOLITE Colors
* VARIOLITE Color System Charts
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Color Control

02.9668.0001A

Overview

As mentioned in the previous chapter, color can be controlled by the encoders, Color
Select Display, and the keypad. In addition, the Vari-Lite Color System window is
available for applying colors from the VARIOLITE Color System to the luminaires.
Thiswindow operates independently from the colors that may be available in the
Color Selects, giving you another way to quickly apply colors.

VARIOLITE Colors

The VARIOLITE Color System is a unique system of colors, each of which hasa
discrete number associated with it. When applied from the console, VARIOLITE
luminaires capable of achieving that color would assume the color whether their color
mechanism is afilter wheel, crossfadeable plates, or rotating filters. Some DMX
luminaires have been added to the VARILCILITE color system. This system allows
consistent color matching across all types of luminaires.

The VARIOLITE Color System window isalogical listing of color names and gel
numbers that can be selected and displayed from selected luminaires. The listing
contains the color name, VARITLITE 1D number, and gel number equivalent whichis
used throughout the lighting industry. Refer to “VARICLITE Color System Charts”
on page 98 for a complete listing of VARITOLITE colors and their equivalents.
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Applying VARIOLITE Colors

From VL Color System Window

Using the VARICILITE Color System window, you can select a specific color either by
its VARICILITE color name or number, or by gel number and have all luminaires able
to achieve that color go to that color. When colors are sent, luminaires able to achieve
the color will do so. Luminaires unable to achieve the color will go to black, except
for VL6 luminaires, which go to white. The window uses the following graphics to
indicate luminaire compatibility with any given color:

* A black, filled circle indicates that the luminaire can match the color.
* A white, unfilled circle indicates that the luminaire can almost match the color.
* A blank cell indicates that the color is unattainable by the luminaire.

Colors achieved initially through the VL color system can also be stored in the Color
select palette (refer to “ Storing and Recalling Colors” on page 82).

Open VARIOLITE Color System window:
» At Operation menu, select VL Color System.
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B Cup Vheal

Note: Color matching for DMX fixturesis done by fixture type, e o2
e.g., CYB for Cyberlight fixtures in all modes, etc. oyt patpt e

snapshot FiRer
imap pps

Sorts list by gel number

Sorts list by VL ID number Luminaire compatibility

il \ ¢w.u-n-i-um Colar Syslem S

Celor Gl [lvsan] vise| e I!‘lE-B%'l'L'-' | vu7 Cvber [

Sorts list by Dark Oraneg: 173 26 oo -
color name Light Fed 177 GaEE " - ] - - & . 5
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Responds to keyboard Currently selected list will respond to entries made at the Macintosh

Enter key presses keyboard. For example, while sorted by Gel, typing in G840 at the
keyboard will highlight this color in the window. Subsequently pressing
the keyboard’s Enter key will send the color to selected luminaires.
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Send color s using window only:
Step 1. Select required channels.
Step 2. Using cursor, select color choice.

Step 3. Click Send button (or just double-click on color choice). Luminaires ableto
achieve the color will do so. Luminaires unable to achieve color will go to
black, except for VL6 luminaires, which go to white.

Send color s using window and keyboar d:
Step 1. Select required channels.
Step 2. Using cursor, sort list by Color, 1D, or Gel.

Step 3. At keyboard typeinfirst few letters of color, ID number, or Gel number.
Selection will be highlighted in window.

Step 4. Presskeyboard [Enter] button to send.

From Keypad

The command-line keypad can aso be used to assign VARICLITE colors to selected
luminaires. The color number entered on the keypad corresponds to the colors listed
inthe VARIOLITE Color System Charts starting on the next page.

Examples:

e <Chan> [n] [Vari-Lite Color] [m] [Enter] - applies VARICILITE color m to the
selected channel n (where m is the discrete color number).

e <Chan>[n] [Thru] [q] [Vari-Lite Color] [m] [Enter] - appliesVARIOLITE color m
to the selected range of channels (where m is the discrete color number).
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VARIOLITE Color System Charts

VL Color System for VARIOLITE Luminaires

Note: Numbersinthe VL6/VL6B column correspond to VARIOLITE color wheel
filters available by specia order.

Table5-1: VARIOLITE Color System for VARITOLITE Luminaires

Color Name VL Similar VL6/ VL7/
No. To VL2C VL4 VL5 VL5A VL5B VL6B VL7B
Pink Tint 101 Lux 55 Match Match Almost 350 Match
Bastard Amber 103 Lux 02 Match Match Match Match Match
GAM Bastard 104 GAM 325 Match Match Match Match Match
Amber
Warm Bastard 105 Lee 162 Match Match Match Match 360 Match
Amber
Pale Golden 107 Lux 09 Almost Match Match Match Match
Amber
Light Amber 110 Lux 16 Match Match Almost Match Match
Lee 204
Light Flame 112 Lux 17 Match Match Almost Almost Match
Medium Bastard | 115 Lux 04 Almost Match Match Match Match
Amber
Dark Bastard 116 Lux 03 Match Almost Match Match
Amber
Warm Amber 122 Lee 176 Match Match Match Match Match
Lux 01
Peach 125 GAM 320 Almost Match Almost Match Match
Flesh Pink 131 Lux 34 Match Match Match Match Match
Dark Pink 134 Lee 111 Match Match Match Match Match
Medium Salmon | 136 Lux 32 Match Match Almost Match Match
Salmon 138 Lux 41 Match Match Match Match Match
Brite Pink 141 Lee 128 Match Match Almost Almost Match
Dark Peach 145 Match Match Match Match
Lee Magenta 149 Lee 113 Match Almost Match Almost
Dark Salmon 151 Match Almost Almost Match
Deep Salmon 155 Match Match Match
Dark Red 161 Match
Medium Red 164 Lux 27 Match Match Match Match Match
Primary Red 168 Lee 106 Match Almost Match Match Match
Dark Orange 173 Lux 26 Match Match Match Almost Match
Light Red 177 GAM 235 Match Match Match Match Match
Dark Orange 181 Match Match Match Match Almost
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Table5-1: VARIOLITE Color System for VARIOLITE Luminaires (Continued)

Color Name VL Similar VL6/ VL7/
No. To VL2C VL4 VL5 VL5A VL5B VL6B VL7B
Orange 183 Lux 19 Match Match Match Match Almost Match Almost
Lee 164
Medium Amber 187 Lux 22 Almost Match Match Match Match Match
Deep Golden 201 GAM 345 Almost Match Match Match Match 430 Match
Amber
Canary 205 Lux 21 Almost Match Match Almost Almost Match
Light Amber 208 Match Match Match Match Almost Match
Lee Orange 212 Lee 105 Match Match Match Match Match Match
Chrome Orange | 214 Lux 15 Match Match Match Match Match 410 Match
Lee 179
Bright Yellow 219 Almost Almost Match Match Match Match
Dark Straw 221 Match Match Match Match Match Match
Deep Amber 223 Lee 104 Match Match Almost Match Match
Light Yellow 225 Lee 101 Almost Match Match Match Match Match
Straw 237 Lux 12 Almost Match Match Match Match
Light Straw 239 Match Almost Match Match Match Match
No Color Green | 245 Lee 213 Almost Almost Almost Match Match 370 Match
Lee 202
Pale Yellow- 251 Match Match Match
Green
Fern Green 254 Lee 122 Almost Match Match Match
Yellow-Green 256 Match Match Match Match
Lime Green 257 Lee 139 Match Almost Almost Match Match Match Match
Primary Green 259 Match Match Match Match Match
Light Green 261 Match Match Match Match Match
Moss Green 263 Match Match Match Match Match
Lt. Blue Green 267 Match Almost Almost Almost Match Match
Kelly Green 268 Lux 94 Almost Match Match Match
Dark Green 270 Lee 124 Match Almost Match Match
Fluorescent 273 Match Almost Match Match Match
Green
Dark 275 Almost Match Match Match Match
Fluorescent
Green
Blue-Grass 281 GAM 690 Almost Match Match Match 680 Match
Green GAM 440
Medium Blue- 284 Lee 116 Almost Almost Match Match Match Match
Green
Dark Peacock 286 Almost Match Match Match Match
Green
Peacock Green | 287 Lee 115 Almost Match Match Match
Dark Turquoise 289 Match Match Match Match
Light Aqua 291 Match Almost Match Match Almost Match
Aqua 295 Match Match Match Match
Rosco Peacock | 298 Lux 73 Almost Match Match
Blue
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Table5-1: VARIOLITE Color System for VARIOLITE Luminaires (Continued)

Color Name VL Similar VL6/ VL7/
No. To VL2C VL4 VL5 VL5A VL5B VL6B VL7B
Lee Steel Blue 299 Lee 117 Almost Match Match
1/4 CTB 301 Lee 203 Match Match Match Almost
1/2 CTB 303 Lee 202 Match Match Match Almost
Lux 61
Full CTB 307 Lee 201 Match Almost Almost Almost 810 Match
City Blue 310 GAM 847 Almost Match Match 830 Match
Polycolor 70
N.C. Blue 313 GAM 840 Match Almost 840 Match
GAM 980
Slate Blue 318 Lee 161 Almost Match
Pale Blue 321 Lux 69 Match Almost Match Match
Lee Light Blue 325 Lee 118 Almost Match Match
Bright Blue 330 Lee 141 Almost Match Almost Match Match Almost
Medium Blue 342 Lee 132 Match Almost Match Almost Match Match
Sea Blue 345 Lux 68 Match Match Almost Almost Almost 805 Match
GAM 810
Icy Blue 350 Match Match Match Match Match Match
Just Blue 355 Lee 79 Almost Almost Almost Match
Primary Blue 359 Lux 83 Match Almost Match Almost 865 Match
GAM 850
Dark Steel Blue | 365 Match Almost Match
Deep Blue 371 Match Almost Almost Match Match
Dark Blue 374 Lee 120 Match Match Almost Match Match Match
Royal Blue 380 GAM 905 Almost Match Match Match 880 Match
Dark UV 401 Match Almost Almost Match
Indigo 403 Lux 59 Match Match Match Almost Match
Congo Blue 406 Lee 181 Match Match Match Match Match Match
Darkest 409 Match Match Match Match Match
Lavender
Dark Rose 411 Match Match Match Match Match
Purple
Deep Lavender | 415 Match Match Almost Match Match
Lilac 418 Match Almost Match Match Almost
Special Dark 421 Match Match Match Match Match
Lavender
Cool Lavender 422 GAM 845 Match Almost Match Almost 845 Match
Pale Lavender 425 Match Match Match
Mercury Vapor 429 Match Match Match Match
Medium Violet 433 Lux 359 Match Almost Match Almost 970 Match
Dark Lavender 443 Lee 180 Match Almost Match Almost Match 980 Match
Lee Special 447 Lee 137 Match Almost Match Match Match
Lavender
Twilight 451 GAM 915 Match Almost 930 Match
Deep Lavender | 455 GAM 948 Match Match Match Match Match Match Match
Pale Lilac 461 Match Almost Match Match Match Match
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Table5-1: VARIOLITE Color System for VARIOLITE Luminaires (Continued)

Color Name VL Similar VL6/ VL7/
No. To VL2C VL4 VL5 VL5A VL5B VL6B VL7B
Periwinkle 463 GAM 960 Match Match Match Match Match Match Match
GAM 970
Dusty Lavender | 466 Match Match Almost Match Almost Match
No Color Lilac 468 Lux 52 Match Match Match Match Match
Special 469 Lux 54 Match Match Match Match
Lavender
Dark Rose 471 Match Match Almost Match Match
Dark Fushia 474 Lux 358 Almost Match Match Almost 985 Match
Dark Follies Pink | 476 Almost Match Match Almost Match
Magenta 478 Lee 126 Almost Match Match Match Match
Hot Pink 480 Almost Match Match Match
Mauve 483 Almost Match Match Match
Follies Pink 489 Almost Match Match Almost
Flesh Pink 491 Match Match Match Match Match
Rose Purple 492 Lux 48 Match Match Match 080 Match
Carnation 494 Match Almost Almost Match
No Color Pink 495 Match Match Almost Match Match
Cool Bastard 496 Lux 52 Almost Match Almost Almost Match Match
Amber Lux 33
Dusty Rose 497 Almost Match Almost Match Match
Rouge 498 Almost Match Match Match Match Match
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VL Color System for DMX-Controllable Fixtures

Table5-2: VARIOLITE Color System for DM X Fixtures

Color Name VL Similar CcYB ssz PAL
No. To

Pink Tint 101 Lux 55 Match Match Match

Bastard Amber 103 Lux 02 Match Match Match

GAM Bastard Amber 104 GAM 325 Match

Warm Bastard Amber 105 Lee 162 Match Match Match

Pale Golden Amber 107 Lux 09 Match Match Match

Light Amber 110 Lux 16 Match Match Almost
Lee 204

Light Flame 112 Lux 17 Match Match Match

Medium Bastard 115 Lux 04 Match Match Match

Amber

Dark Bastard Amber 116 Lux 03 Match Match Match

Warm Amber 122 Lee 176 Match Match Match
Lux 01

Peach 125 GAM 320 Match Match Match

Flesh Pink 131 Lux 34 Almost Almost Match

Dark Pink 134 Lee 111 Match Match Match

Medium Salmon 136 Lux 32 Match Match Match

Salmon 138 Lux 41 Match Match Match

Brite Pink 141 Lee 128 Match Match Match

Dark Peach 145 Match Match Match

Lee Magenta 149 Lee 113 Match Match

Dark Salmon 151 Match Match

Deep Salmon 155 Almost

Dark Red 161

Medium Red 164 Lux 27

Primary Red 168 Lee 106

Dark Orange 173 Lux 26

Light Red 177 GAM 235 Almost

Dark Orange 181 Match

Orange 183 Lux 19 Match Match
Lee 164

Medium Amber 187 Lux 22 Match Almost Match

Deep Golden Amber 201 GAM 345 Almost Match Match

Canary 205 Lux 21 Match Match Match

Light Amber 208 Match Match Match

Lee Orange 212 Lee 105 Match Almost Match
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Table5-2: VARIOLITE Color System for DM X Fixtures (Continued)

02.9668.0001A

Color Name VL Similar CcYB ssz PAL
No. To
Chrome Orange 214 Lux 15 Almost Match Match
Lee 179
Bright Yellow 219 Match Match Match
Dark Straw 221 Almost Match
Deep Amber 223 Lee 104 Almost Almost Match
Light Yellow 225 Lee 101 Match Match Match
Straw 237 Lux 12 Match Almost Match
Light Straw 239 Almost Match
No Color Green 245 Lee 213 Almost Match
Lee 202
Pale Yellow-Green 251 Match Match
Fern Green 254 Lee 122 Match Match Match
Yellow-Green 256 Match Match
Lime Green 257 Lee 139 Match
Primary Green 259 Match Match
Light Green 261 Match Almost
Moss Green 263 Match Almost
Lt. Blue Green 267 Match Almost Match
Kelly Green 268 Lux 94 Match Almost Match
Dark Green 270 Lee 124 Match Match Match
Fluorescent Green 273 Match Almost
Dark Fluor. Green 275 Match Almost
Blue-Grass Green 281 GAM 690 Match
GAM 440
Medium Blue-Green 284 Lee 116 Match Match
Dark Peacock Green 286 Match Match
Peacock Green 287 Lee 115 Match Match
Dark Turquoise 289 Match Almost Match
Light Aqua 291 Match Almost Match
Aqua 295
Rosco Peacock Blue 298 Lux 73 Almost Match
Lee Steel Blue 299 Lee 117 Match Match
1/4 CTB 301 Lee 203 Match Match
1/2 CTB 303 Lee 202 Match Match
Lux 61
Full CTB 307 Lee 201 Almost Almost Match
City Blue 310 GAM 847 Almost Almost
Polycolor 70
N.C. Blue 313 GAM 840 Almost Match
GAM 980
Slate Blue 318 Lee 161 Almost Match Match
Pale Blue 321 Lux 69 Match Match
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Table5-2: VARIOLITE Color System for DM X Fixtures (Continued)

Color Name VL Similar CcYB ssz PAL
No. To

Lee Light Blue 325 Lee 118 Match Match Match

Bright Blue 330 Lee 141 Match Match

Medium Blue 342 Lee 132 Match Almost Match

Sea Blue 345 Lux 68 Match Almost Almost
GAM 810

Icy Blue 350 Match Match Match

Just Blue 355 Lee 79 Match Match

Primary Blue 359 Lux 83 Match Match Almost
GAM 850

Dark Steel Blue 365

Deep Blue 371

Dark Blue 374 Lee 120

Royal Blue 380 GAM 905

Dark UV 401

Indigo 403 Lux 59 Match

Congo Blue 406 Lee 181

Darkest Lavender 409 Match

Dark Rose Purple 411 Match Match Match

Deep Lavender 415 Almost Match Match

Cool Lavender 422 GAM 845 Almost Match Match

Lilac 418 Almost Match Match

Special Dark Lavender | 421 Match Match Match

Pale Lavender 425 Almost Match Match

Mercury Vapor 429 Almost Almost Match

Medium Violet 433 Lux 359 Match Match Match

Dark Lavender 443 Lee 180 Match Match Almost

Lee Special Lavender 447 Lee 137 Match Match Almost

Twilight 451 GAM 915 Almost Match Match

Deep Lavender 455 GAM 948 Match Match Match

Pale Lilac 461 Almost Match Match

Periwinkle 463 GAM 960 Match Match Match
GAM 970

Dusty Lavender 466 Almost Match Match

No Color Lilac 468 Lux 52 Match Match

Special Lavender 469 Lux 54 Almost Match

Dark Rose 471 Almost Match

Dark Fushia 474 Lux 358 Match Match Match

Dark Follies Pink 476 Match Match Match

Magenta 478 Lee 126 Match Match Almost

Hot Pink 480 Match Match

Mauve 483 Match Match
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Table5-2: VARIOLITE Color System for DM X Fixtures (Continued)
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Color Name VL Similar CcYB ssz PAL
No. To
Follies Pink 489 Match Match
Flesh Pink 491 Almost Almost Almost
Rose Purple 492 Lux 48 Match Match Match
Carnation 494 Almost Almost Match
No Color Pink 495 Almost Almost Match
Cool Bastard Amber 496 Lux 52 Almost Almost Match
Lux 33
Dusty Rose 497 Almost Almost Match
Rouge 498 Almost Match
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CHAPTER 6.

Basic Cues

This chapter provides an overview of cue concepts and instructions for storing abasic
cue and playing it back. Once you are familiar with these basic operations, the

“ Advanced Cue Features’ chapter on page 191 will allow you to fully utilize al of the
Virtuoso consol€'s cue capabilities.

* Cue Concepts
* Creating Cues
» Playback
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Cue Concepts

02.9668.0001A

What Is a Cue?

A cue stores a predefined combination of luminaire parameters such as focus, color,
beam, timing, etc. which will be recalled when the cueis played back in a submaster.
By playing back a series of cues, a show can be created.

Cues are stored with numbers which enable random access for modification or
playback at any time. The Virtuoso console can store up to 10,000 cues, numbered
from .01 t0 9999.99. Cues can also be given apha-numeric labels for identification.

The cue store processis basically a“what you see iswhat you get” operation based on
the intensity state of the luminaire. In other words, the parameter values
corresponding to the “stage look” are the values stored in the cue when a store
operation takes place. Which parameters are stored is determined by the current
intensity state of each luminaire and the filter settings.
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Intensity States

One of the most important factors to consider during both cue storing and playback is
the intensity state and intensity level of selected channels at the time of the store
operation. During store operations, the intensity state will determine which
parameters will store data, and for the intensity parameter itself, what value will be
stored. During playback, the intensity level will affect the overall intensity output.
Intensity states/levels can be controlled using several methods, which include the
Intensity encoder, associated intensity state buttons, command-line entry, submasters
fader positions, Grand Master fader position, and the Black Out feature.

Because of the complexity of this subject, intensity state/level discussions are
provided in stages throughout this manual as follows:

Subject Explanation

Intensity states for storing cues. “Intensity States” on page 110.

How faders affect cue storing. “How Faders Affect Intensity” on page 198.
How faders affect playback. “Playback Intensity Level” on page 237.

The Four Intensity States

There are four intensity states that determine which parameters are stored, and in some
cases, at what level. These are set by the intensity encoder and/or the intensity state
buttons.

» Active- intensity value greater than zero (1-100%). When aluminaireis active, it
will store datafor all parameters (including intensity).

* Marked - intensity state of “marked” (0% level). When aluminaire is marked, it
will store datafor all parameters with intensity stored as “marked” (0% level).
When a cueisrecalled, amarked luminaire will move to the stored position and, if
previously active, fade out with the luminaire’'s intensity down time.

* Zero- intensity state of zero ("hard zero", 0% level). A luminaire that is zero will
only storeintensity data, which isstored asa"hard zero" (0% level) along with the
luminaire’sintensity down time. When acueisrecalled, azero luminairewill fade
out with the luminaire’sintensity down time. It will not change any other
parameter positions because there is no data stored for them.

* Out (inactive) - no parameter data (0% level). When aluminaireisout, it will not
store any parameter data. When a cueisrecalled, an out (or inactive) luminaire
will not change parameter positions, but if previously active, it will fade out in the
cue'sout time.
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Setting Intensity States

Note: Although VLM moving mirrors do not have lamps, they must still have an
intensity value (active, marked, or zero) in order to store information in a cue.

The intensity state can be set by the Intensity encoder or the Intensity State buttons
located at the manual control panel.

Intensity State Buttons -
Applies an intensity state
to a selected luminaire(s). Shutter

0 @T
-
B0

nnnnnnnn

Intensity Encoder - @ an i
Adjusts intensity level
for a selected luminaire(s).

The keypad [At] and [Full] commands can also be used to set intensity using a
percentage value of 0-100.
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®
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The [At] button is used to enter intensity values:

o <Chan> [n] [At] [m] [Enter] - changestheintensity level of the selected channel to
m.

e <Chan> [n] [Thru] [q] [At] [m] [Enter] - changesthe intensity level for the
selected range of channelsto m.

The [Full] button is used to quickly set intensity to 100%.

Full * <Chan> [n] [Full] [Enter] - changes the intensity level of the selected channel to
100%.

Fader Levels

Since the intensity level plays alarge part in storing cues, it isimportant to note that
intensity levels stored in a cue are calculated after the contribution of the Grand
Master fader/[Black Out] button and any selected submasters faders, not before. To
simplify the storing of basic cues, ensure that all faders are set at full (100%) and the
[Black Out] button is not engaged.
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Storing

Note: When [Store] is pressed, the keypad defaults to Cue mode. Therefore, the
<Cue> button pressis noted as optional.

Storeabasic cue:
Step 1. Using manual controls, set luminairesin desired “stage look.”

Step 2. Ensurethat luminaires arein required intensity state (refer to “Intensity
States’ on page 110).

Step 3. Press[Store] <Cue> [n] [Enter] - current stage look will be stored as
specified cue number (n).

Store a basic cuewith alabdl:

When labeling, the [xxxxxx] is entered on the alpha-numeric keyboard. The [return]
button is also located on the keyboard.

Step 1. Using manual controls, set luminairesin desired “ stage look.”

Step 2. Ensurethat luminaires arein required intensity state (refer to “Intensity
States’ on page 110).

Step 3. Press[Store] <Cue> [n] [Label] [Enter] [xxxxxX] [return].

|| F|E 52
store cue 52 C|B |G| Blwash
Store Cue 52 Label O
Change a cue'slabel:
e <Cue> [n] [Labe] [Enter] [xxxxxX] SelLabel
[return].
Set label Cue 5.0
. with | | I
MOdlfylng | Cancel set

Unlike storing Presets, Beams, and Colors,
storing cue data into a cue number that already exists is a replacement action, not an
additive action. Therefore, any cue store operation will store the current “ stage look”
(as defined by the intensity state). To modify acue, recall the cue, change the
parameters as required and then re-store it.
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Deleting

The delete function can be used to erase a stored cue. Since this function does not
route through the channel selects, current channel selections are not affected.

When deleted, the cue will also be removed from the cue list.

Note: When [Delete] is pressed, the keypad defaults to Cue mode. Therefore, the
<Cue> button pressis noted as optional.

Deleteacue
» [Delete] <Cue> [n] [Enter] - deletes the entire specified cue (n).
Delete a channel from a cue:
Step 1. Recall cue.
Step 2. Select required channel.
Step 3. Press[Out].

Step 4. Re-store cue by pressing [Store] <Cue> [n] [Enter] (where nisthe discrete
cue number).

Undo

The last store, update, or delete action taken on the console can be reversed with the
undo command.

Undo thelast store/update/delete command:

* [Undo] [Enter].
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Playback

Shortcut 2>

114

Refer to
Fold-out G

Basic Playback

After storing a cue, it can be played back using a submaster.

Play a cue:

Step 1. At keypad, press[Cue] [n] [Enter] or scroll through cue list to recall a cue.

Its number and label will be displayed in the command-line display.

| FIC| 52
set cue 52 B|G|D| Blwash
Cue52 [
Step 2. At desired submaster, press [Select] to
select submaster for playback function. el
Step 3. Press[Load] to place cue in submaster’s Pending cue ES @
pending file. Active cue IRdefadﬁ
Step 4. Ensure Grand Master fader is set at full. A
Step 5. Ensure submaster fader is set at full. fu“;’ ngeiﬂtﬁéﬁ"ﬁﬁg'f?ﬁ;f” -
autofollow is specified. L
Step 6. Press[Go] to play cue. ﬁ
Step 7. Press[Run] to replay cue onceit isactive Selects submaster
ep /. u eplay cu ' for playback T s
Play next cue: Loadscue “
The submaster always sequences, placing the next _
available cue in the pending file. Plays active cue o

* Press[Go] to play back pending cue.
Play previous cue: Stops and steps/ N

The submaster can play back previously played
cues in decrementing order.

through cue

Plays last cue

Plays pending cue

* Press[Back] to play previous cue.

If submaster is empty: at keypad press [cue -
number], then at submaster press[Go]. (Must be -
valid cue number.) -

Scales intensity =
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Basic Effects

This chapter provides an overview of effects concepts and instructions for storing an
effect and playing it back. Once you are familiar with these basic operations, the

“ Advanced Effects Features’ chapter on page 215 will allow you to utilize all of the
Virtuoso consol€'s effects capabilities.

» Effects Concepts
* Creating Effects
» Playback
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Effects Concepts

02.9668.0001A

What is an Effect?

An effect isalooping, wave, or ripple type operation which can be applied to multiple
channels. Once created, an effect can be stored as a cue or played back directly on any
submaster.

Effects are comprised of two components. Thefirst componentisa Set. A setis
comprised of parts, which define which channels (luminaires) are to beincluded in
the effect playback, and in which order they will be addressed. Discrete channel
numbers or channel ranges may be used to compose set parts with the limitation that a
channel may only appear once within the set.

The second component is a Sequence. A sequence includes a number of steps, each
of which define an action that an individual set part isto take. Discrete instructions,
colors, beams, presets, and cues can be used to create a step.

Example of a
Effect #1 3 Step, 3 Part
Effect

r—— - — — — 1
|

Part 1 = Channels 1-10 }—47

: ‘ Part 2 = Channels 11-20
| | Part 3 = Channels 21-30
Lo - __ __ _

Set (Channels)

Sequence ' — —! —
(Actions) | |Step1:Preset 25\ |

: |Step 2 = Beam 13\ :
| |

| |step3=cues| !
L _

Note: Timing values can be defined for effects on an overall effect and/or sequence
level. Timing, however, will be discussed in the “ Advanced Effects Features’ chapter
on page 215.
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Effects Control Panel and Windows

All effects and effect components (sets, sequences, parts, steps) can be created using
either the Effects Control panel in combination with the select displays, the effects
windows, and for some components, the command-line keypad.

Effects Control Panel

The Effects Control panel islocated on the console desk and works together with the
three select displays (for more information on select display operation, refer to
“General Operation” on page 67). When the [Effect] button is pressed at the control
panel, the three selects will display Effects, Sets, and Sequences.

Effects Edit Controls

nnnnnnnnnnnnnn

H Effects H

I N R

‘ Effects Control ‘

Effect

Ol®

©) [®) Ol
OO|®
®|O|®
Ol®|®
Ol0|©
@|@|0

®|®|®

Breal 1 7 7 7 7 7
@ o551 | | o1 o1 | s

S L1 1 ]
w| | [se |

Load
[ PR PR
oe)|e)e]e|E)e|e)e]e
D v [ 2] 13 1@ [ 5 [ 6 [ [ 18] [ 20 [
Direction

Mode @ @ T )

"H@'@'H
Start

H Sequences H

. Tl T 11011

Effects Windows
Three effects windows are also available. These can be used alone

or in combination with the Effects Control panel to create and edit | preuet e
effects. Svibem Patette Cata
Effects windows: ‘m_:-u. Lo
i RS
L4 EEffEﬂ:tf; AEALTTN
Snaps ot
e Sets Tamerpdie Srripts
leggle il | elilamy

»  Sequences
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Direction, Mode, and Start

Direction, Mode, and Start attributes determine how the sequence steps are to be
applied to the set parts. These are used in combination to provide different executions
of set parts.

Direction

Direction determines which direction the sequence steps run.

° Forward [Fwd] - The sequence steps will run forward (Step 1, Step 2, Step 3, etc.)
Fwd and then start over when the last step is reached.

Seq 1
Seq 2

° Rever se [Rev] - The sequence steps will run backward (Step 3, Step 2, Step 1) and
Rev then start over when the first step is reached.

Seq 1 —\
Seq 2

o Oscillate [Osc] - The sequence steps will run forward, then in areverse direction,
Osc forward, then reverse, etc.

Seq 1
Seq 2

Random [Rand] - The console chooses which sequence stepsto run, in what order,
Rand and the timing used.

Seq 1 [ Step2]—{ Step 1 }—{step3 |
Seq 2
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Mode

M ode determines how the sequence steps run in relationship to each other.

° * Break - Each part makes one pass through each step on any individual cycle and
then goes to its background state when not in a step.

Breaking/Cascade Effect:
. * Part 1 none none none
Action 1
Stepl |—p»| Step2 ——®» Step 3 ——P»{B State _|
Action 2 Part 2 Part 1 none none
L g Stepl —p» Step 2 — > Step 3 ——®» B State “
Action 3 Part 3 Part 2 Part 1 none
L Step1l | —p»| Step2 —B Step 3 —P» B State —‘
Action 4 Part 4 Part 3 Part 2 Part 1
—» Stepl —» Step2 —®| Step 3 ——P| B State —‘
Action 5

L—p EtC.

* For example purposes, actions are not necessarily compl ete sequences. An action merely
represents what happens at each stage of the effect whether it is a complete sequence or a
portion of a sequence.

effect. Once apart reachesthelast step, it automatically goes back to the first step

* Continuous[Cont] - Once started, all parts are in some step at all times during the
Cont
and repeats sequence. (Refer to example on next page.)

0 » Cycle- Theeffect runs al set parts through the first sequence step, then each set
part through the second sequence step, etc.
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Start

Start determines how the sequence steps enter the effect.

° e Simultaneous[Simul] - All set parts assume some effect state upon effect recall
(either adiscrete instruction or the background state).

o » Cascade[Casc] - The set parts will start the sequence in a staggered entry. Part 1
will complete Step 1, then go to Step 2 while Part 2 begins Step 1, etc.

Continuous/Simultaneous Effect:

* Part 3 Part 2 Part 1
Action 1
Stepl —p»| Step2 ——P» Step 3 T
Part 1 Part 3 Part 2
Action 2
L _p| Stepl |—p»| Step2 —| Step 3 T
Part 2 Part 1 Part 3
Action 3
L g Stepl —P»| Step2 —— | Step 3 T
) Part 3 Part 2 Part 1
Action 4
—9»| Stepl —p»| Step2 ——®» Step 3 T
Action 5

L EtC.

* For example purposes, actions are not necessarily complete sequences. An action merely
represents what happens at each stage of the effect whether it is a complete sequence or a
portion of a sequence.

Default Settings

The default settings for these attributes can be used to create basic effects. Unless
changed, these settings will be stored into the effect during an effect store operation:

e Forward
e Continuous
* Cascade
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Creating Effects

Creating Sets

Sets can be created using the Effects Control panel or Sets window. Once you have
created some sets, these can be used in combination with sequences to create effects.

A set consists of one or more parts. Parts are made up of specified channels
(luminaire groups) with the limitation that a channel may only appear once within the

set.
Set 1 Set 2
Part 1 Part 2 Part 3 Part 4 Part 1 Part 2 Part 3 Part 4
Set O

One pre-programmed set is available, which contains all patched channels asasingle
part. Thisisthe default set assumed by all effects unless changed. It can be used to
quickly create an effect which would be assumed by all the luminairesin your system.

Set 0

¢

Part 1= all patched channels
Interlace, Sequential, and Random

When loading channels across two or more parts, the channels may be loaded
“interlaced”, “sequentially”, or “randomly.” For example, when loading channels 1-6
across two parts using the interlace or sequential methods, they would produce the
following results:

PARTS Bank 1
Channels
loaded interlaced pl p2 p3 p4 p5
1 2
A 3 4
5 6
PARTS Bank 1
Channels
loaded sequentially pl p2 p3 p 4 p5
1-3 4-6
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From Effects Control Panel

Create a set:

O Step

Set

1.

At Effects Control, press [Set]. Selectswill
display Sets, Parts, and Groups.

@ 7@;@;@;@;@7

H Sets H

Step 2. At Sets select display, select a set to create. OOl ClC]QlOlC]
_
Step 3. Select agroup or select desired channelsto be S e e e
stored asapart or parts.
o Step 4. At Effects Control panel press[Int/Seq] to @ S
& load sequentially or leave unselected to load | || Parts H
interlaced (refer to “ Interlace, Sequential, and S P IS AP A P I A
” @|e)e]e)e)el]e|e)]ele
Random” on page 122). HDHHHHDHHHH
Step 5. Press[Store] / [Part 1 Select Button], then
while continuing to hold [Store], press[Part 2 | (@ ——
Select Button] etc. to specify arange of parts | === T N N
which will contain the channels, Channels | || Groups |
will load across parts according to the method | =ttt s s
. Q[Q]0] [O|Of|O11Q]O]IOf|D)
chosen (Interlaced or Sequential) when [Store]
isreleased. —
Step 6. Label your set by pressing [Label] / [Set Select Button] [xxxxxx] [return].
Set 1 now contains parts and a label
SETS ‘ Bank 1 Page 1 Page 2 Page 3 Page 4 Page 5
1 2 3 4 5 6 7 8 9 10
VL6 Set
Delete a part:

Step 1. Deselect al channels.
Step 2. Press[Store] / [Part Select Button] (of part you wish to delete). Part will be

deleted.

_Or_

02.9668.0001A

Press[Delete] / [Part Select Button] (of part you wish to delete). Part will be

deleted.

12-April-01
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From Sets Window

Create a set:
Step 1. At Data menu, select Sets. Setswindow will open.

Liie Data

Step 2. Using cursor, select a Set. (Window will also respond to Presst Duin

Lolor Palelle Dals

Set selections made at Effects panel.) Beam Falette Data
Step 3. Load channelsinto individual parts: m:t_m
aUsing cursor, select a part. s

Teme g Srripts

b. At channel fields, type in arange of channels. Toguin Bais Vi

c. Click + to assign channelsto selected part. (Click - to remove channels
from selected part.)

d. Repeat Steps athrough c as required to store additional partsinto set.
(Channels can only be used oncein a set.)

Set# DESE‘:SEE
= c . 1 .o lal
Set Label =
Part pull-down ~ 1 1 =
window control = =
3 Channel Field 5
Clears a 4 4[]
selected part I o Parte \ i
, | 4 i =
+
H Seq| Int | Rnd = | |I thru 3
art Channe sl
1[1,8, 15,22, 31, 38, 45, 52,59, 111 —
22,9, 16,23\, 32, 39, 45, 53, 60, 112
Loads channels 313,00,17,24, 35, 40, 4%, 54, 101
sequentially across GIF oS VS S S DT B
a range of parts 44,011,158, 25| 34, 41, 48, %5, 102
5|5/12,19, 26,\35, 42, 49, 56\, 103
v/ | \ [b =
/ \ Z
1 \\
Loads channels Adds channels Removes channels

interlaced across to selected part

from selected part
a range of parts

Randomly distributes
channels across a range of parts
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Load channelsinto arange of parts:

a Using cursor and keyboard (st )|, select multiple parts.
b. At channel fields, typein arange of channels.

c. Click Seq to load sequentialy, click Int to load interlaced, or click Rnd
to load randomly. (refer to “Interlace, Sequential, and Random” on

page 122).
Step 4. Using keyboard, label set as required.

Delete a part:
Step 1. Select Part you wish to delete.
Step 2. Click Clear button.
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Creating Sequences

Sequences can be created using the Effects Control panel or Sequences window. Once
you have some sequences, these can be used in combination with sets to create effects.

A sequence consists of one or more steps.

Sequence 1 Sequence 2
Stepl Step2 Step3 Step 4 Stepl Step2 Step3 Step4

Etc.

Steps may contain either a single cue or up to three parameters in any combination of

the following:
Preset Edge
Color Pdette Frost
Beam Palette Zoom
Intensity Strobe
Pan Gobo Wheel
Tilt Gobo Index
Blue Rotating Gobo
Amber Effects Wheel
Magenta Effects Index
Color Whed Prism
Beam Stop Flag

Note: If overlapping parameters are specified, only the last action will be used.

126
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From Effects Control Panel

Create a sequence:

O Step

Seq

Step

Step

Step

Step

Step

Step
Step

02.9668.0001A

1. At Effects Control, press[Seq]. Selectswill
display Sequences, Steps, and Presets.

2. At Sequences select display, select a sequence
to create.

3. Add apreset to astep:

a. At Stepsdisplay, pressand hold a[Step
Select Button] (use 11-20).

b. At Presets select, press [Preset Select
Button] of preset you wish to add and
release [ Step Select Button).

4. Add color or beam to a step:
a. Change Presets select to Colors or Beams.

b. At Stepsdisplay, pressand hold a[Step
Select Button] (use 11-20).

c. Atselect, press[Select Button] of color or

] 7@%@%%%7

H Sequences H
duEEEEEEEE
@@ el|e]e)e|e)e|e]e

[ S S S
s e ]

H Steps H

T s T e e e
aBHEEHEEEE
we]e|e|e|eeee
[ 202 e[ ][ ]]

@ 7@?@;@7@7@%

wwwwwwwwwwww

|H Presets H

o o ]
SiSSisisssEEE
SIOOOIAICICICIOIO]

beam you wish to add and release [ Step Select Button)].

5. To add intensity:

a. At Stepsdisplay, press a[Step Select Button] (11-20).
b. At keypad, press[Step] [At] [50]* (or [Step] [#] [At] [50]*).

* Any intensity value 1-100 can be substituted for 50.

6. To add acue

a. Atkeypad, press[Step] [1] [Cue*] [n] [Enter].

* Preset, Color, Beam, etc. can be used instead of Cue.

b. At keypad, press[Step] [1] [Cue] [n] [Thru] [X] [Enter].

7. Repeat Step 5to storesteps 2, 3,4 ...

8. Label by pressing [Label] / [ Sequence Select Button] [xxxxxx] [return].

SEQUENCES Bank 1 Page 1 Page 2

Page 3 Page 4 Page 5

1 2 3 4 5 6 7
Colors

8 9 10

12-April-01
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Delete a step:

* Press[Delete] / [Step Select Button] (of step you wish to delete). Step will be

deleted.

From Sequences Window

Create a sequence:

Step 1. At Data menu, select Sequences. Sequences window
will open. il

Step 2. Using cursor, select a Sequence. (Window will also Seam Paiett Doa
respond to Sequence selections made at Effects panel.) oy

Step 3. At Step portion of window, use pop-up menu and text -
fieldsto enter actions. Cue ranges may also be specified. et
(Each step may contain up to three actions.) L=gais Clala | diting

Step 4. Repeat as necessary to store additional steps into sequences.

Step 5. Using keyboard, label sequences as required.

O Requences 2=
B Assigm To Submaster El
Seqg Label
z Note: - — Chers 2
Assigns sequence . ote: When a range _of cues |s_speC|_f|ed, o
o run on a specific the start cue will appear in Actlor_l 1
column and end cue will appear in
submaster Action 2 column
E- [ ]
A‘ .
= Steps
Clear Step Background State ; [Frese: 1NN
Action 1 Action 2 Action 3 Time u
x pe Yalue Type Yalue Type Yalue 5 \§5tep Att us Dec
1|/ Cues 102 Cus 103 100 1.00 .00 100
2|/ Inien S | Culer 2 0| cneives o i.00 050 {0 1.00
Step list for selected Y | o Y A Py
sequence 5/ -manes 0| osmne: 0 | onpme: o =
Clears selected step Use pop-up menu to Specifiesa ~ USe pop-up menu to
select an action type stop flag select a background state
Delete a step:

Step 1. Select Step you wish to delete.
Step 2. Click Clear Step button.

128 12-April-01
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Background State

Each sequence can contain one background state. The background state tells the
luminaires where to go when not executing astep. The background state is an optional
entry. If abackground state is not provided, and the behavior of the effect determines
that it does not have an action at certain points during the effect, the luminaires will
return to their state prior to being pulled into the effect. If abackground state has been
defined, however, parts will run through each active step as determined by the
distribution patterns for the effect and assume their background state until a
subsequent instruction is provided.

From Effects Select Displays

Define a background state:

o Step 1. At Effects Control, press[Seq]. Selectswill display Sequences, Steps, and
Seq Presets.

Step 2. At Steps select display, press [Bank / Function] / [Bckgrnd Step]. Window
will change to Background screen.

Change Bank No AL

BckGrnd
Bank 1 Step

y

STEPS Bank 1 Page 1 Page 2 Page 3 Page 4 Page 5

BckGrnd

select
page to
exit

Step 3. Define background state as follows:
a. Pressand hold Step select button 11 (below background state).

b. At bottom select display, choose a color, preset, beam, etc. and release
Step select button.
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From Sequences Window

Define a background state:

Step 1. Select a sequence.

Step 2. At Background State pop-up menu, select an action.

Use pop-up menu to
define a background state.

For example, Preset. Then enter
Preset’s number in the field.

-\ S nges o M H

B4 Assign To Submaster El

Label

Background State: [Preeet 3|73

Action 1

Action F Action 3
# Type Value Type Valus Type Value

Time
At Sus

Cupey
4 Irvlen

d | omres
5 | man:

10z

Cu
Caler 2

0| cnonas i)
0| cnpnes o

.00
.00

1.00 .00
0,50 1.00
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Creating Effects

Effects can be created using the command-line keypad, Effects Control panel, or
Effects window.

When creating effects, the current settings for the Direction, Mode, and Start buttons
will be stored upon a store operation. (For creating basic effects, you can use the
default direction, mode, and start selections.)

The default timing settings can also be used. In this case, without a specific duration
time, the effect will run until it is stopped or another event replacesit in the submaster.
Duration and cycles will be covered in the Advanced Effects chapter.

When changes have been made to an effect, *MOD* will be displayed in the Effects
select display to indicate that a store operation is necessary in order to save changes. If
anew effect is selected before storing, changes will be lost.

Indicates that a store operation is necessary

§

Al
EFFECTS  *MOD* Bank 1 Page 1 Page 2 Page 3 Page 4 Page 5

1 2 3 4 5 6 7 8 9 10

VL7
Color2

cc>en

From Keypad

Use sets and sequencesto create an effect:

Note: Thedefault set is Set 0, which contains all patched channels asasingle part. If
you plan to use Set 0, programming a set will not be necessary.

Effect n. (Changes will be reflected in Effects Control display with “Effect”
highlighted.)

Step 2. Press[Store] [Effect] [n] to store changes.

. Step 1. Press[Effect] [n] [Set] [n] [Seq] [n] [Enter] to define a set and sequence for
Effect
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@
Effects

132

From Effects Select Displays

Use sets and sequencesto create an effect:

Step 1. At EffectsControl, press|[Effects]. Selectswill
display Effects, Sets, Sequences.

Step 2. At Effects select display, select an effect to
create.

Step 3. At Setsdisplay, select a set.
Step 4. At Sequences display, select a sequence.

Step 5. Press[Store] / [Effect Select Button] to store
selected set and sequence into effect.

Step 6. Label your effect by pressing [Label] / [Effect
Select Button] [xxxxxx] [return].

12-April-01

@7@@@@@

H Effects

I I PR R T
SESSsSEsss
slele|eleleeelse

H@HHH

H Sets H
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Do 20 [ 6 (s [ [ ] ] 2]
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o ]
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From Effects Window

Use sets and sequencesto create an effect:

Step 1. At Data menu, select Effects. Effects window will
open.

Chie Data
Freset Data

Color Paleiie Dala
B diti Falets Data

FHerts

Step 2. Using cursor, enter sequence and set information for
each effect.

Note: One pre-programmed set is available, which contains all patched channels as a
single part. To use Set 0, enter 0 as the set number.

Step 3. Using keyboard, label as required.

Assigns effect to autoload

into a specific submaster Sets Random time (covered in Advanced Effects chapter)
] j_ 7 Effects =
mtﬂhld to Submaster iD /
- Labeel St Seq Dir Mode Cycle Start Wave | In Out | Time | Cycles | =
| Belly | 41 | 21 | Forewr Aun Break Simul 1.05 1.01 1,01 3
2 Blijepop = 41 22 | Forwar Aun Brask Simmul D44 | 053 0.l
-
4 Ripple /20 | 1 Forogird Aun Break Slmul
5 ramdeimspkes [ 22 1 R i Run Braak Sifmul
[ reyweesp/ 24 1 Foreard Hun Bregl Simul
7 Hor iTarabite: 51 AEatrae Riin Ereak Simul
i Linggr 25 13| Forward Run Biraak Simul
5 Spiral 24 14| Ferward Hun Bresl Simul t =
L1 F\.[l'\; | 22 7 ‘ FoirwhiFd Aiin BrEuk Sl ‘ [=
‘ |
Defines Set

Defines Sequence . .
Timing Information

(covered in Advanced
Direction, Mode, Cycle, and Start attributes Effects chapter)
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Storing Effects as Cues

Effects can also be stored as cues using the Link feature. Thiswill alow you to embed
an effect into the cuelist. The effect will be linked to a standard cue number and will
be treated as a cue by the submasters during playback. Any advanced cue attributes
can be applied to the effect cue just as any standard cue. Refer to cue storing
instructions throughout this manual.

Store an effect asa cue:

» [Store] <Cue> [n] [Link] [Effect] [x] [Enter] - stores effect (x) into the specified
cue number (n). (Current stage look is not included.)

Store an effect asa cue and labdl:

When labeling, the [xxxxxx] is entered on the alpha-numeric keyboard. The [return]
button is also located on the keyboard.

« [Store] <Cue> [n] [Link] [Effect] [x] [Label] [xxxxxx] [return].
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Playback

02.9668.0001A

Refer to
Fold-out G

Basic Playback

After creating an effect, it can be played back using a submaster. (Unlessaduration or
cycle count is specified, the effect will run until stopped.)

Play an effect:

Step 1. At keypad, press[Effect] [n] [Enter] or select an effect at Effect Select
display. It will be displayed by number and label in keypad display.

F

E| b

set effect 5

C

B

G| Colors

Effect 5 0

Step 2. Atdesired submaster, press[Select] to select
submaster for playback function.

Step 3. Press[Load] to place effect in submaster’s
pending file.

Step 4. Ensure Grand Master fader is set at full.
Step 5. Ensure submaster fader is 100%.
Step 6. Press[Go] to play effect. Display will

Pending effect

Active effect

indicate set, sequence, and step numbersas  Selects submaster
for playback

they run.
Step 7. Press[Run] to replay effect onceit is active.
Play next effect:

The submaster always sequences, placing the next
available effect in the pending file.

* Press[Go] to play back pending effect.
Play previous effect:

The submaster can play back previously played
effectsin decrementing order.

* Press[Back] to play previous effect.

12-April-01

Loads effect

Stops and steps
through effect

Plays last effect

Plays pending effect

Scales intensity
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Stop/Step:
A running effect can be stopped and then stepped through one step at atime.
op
Step

Step 1. Press[Stop/Step] to stop arunning effect.
Step 2. Press|[Stop/Step] repeatedly to step through effect.
Step 3. Press[Run] to resume playback.

Submaster Display

The submaster display indicates the effects attributes as they play back.

Active Effect Colors

Set

\ Tilt Sequence
-

T:1 Q1
e
Status -
R = running Step
S = stopped
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CHAPTER 8.

Timing/Filter Displays

This chapter provides instructions for using the timing and filter displays, which will
give you expanded control over the consol€e's store and playback functions.

e Overview

Timing Mode

Filter Mode
Dynamic State M ode
Sneak Mode
Templates
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TIMING/FILTER DISPLAYS : OVERVIEW 8

Overview Refer to
| Fold-out H I

Timing/Filter Features

Another way to expand your control of console operationsis by using the timing/filter
features. These features, which also include dynamic state and sneak controls, can be
used alone or in conjunction with the command-line keypad to apply parameter timing
values and filters during store and playback operations, and to manually control
luminaires.

The timing/filter feature has four modes:

* Timing Mode - used to apply timing, delay, and speed values to any and all
combinations of parameters.

* Filter Mode - used to withhold (or mask) information from a preset or a cue, and
to control what isrecalled in a submaster or select display.

* Dynamic State M ode - used to apply pre-packaged effects (states of motion) to
channels or groups of channelsto be stored as cues.

» Sneak Mode - used to graphically display command-line entries and to create
manual control moves “on-the-fly.”

All four modes can be accessed at the console touch screen and/or Timing window.

General Touch Screen/Window Operations

Operation of the timing/filter feature from the touch screen (available at the console
front panel) or the Timing window (available from the Panels menu) operate nearly
identically.

Selecting Modes

The mode (or function) is selected by pressing one of four buttons at the left of the
touch screen or by clicking the appropriate tab at the top of the Timing window. Only
one modeisvisible at atime, although in the case of thefilter mode, it does not have to
be visible for selected filters to affect console operation.

Setting Parameters

Once amode has been selected, you can select parameters by touching the appropriate
location on the screen itself or by clicking their boxes in the window and when
necessary, enter values using the command-line keypad.

Depending on the mode, | Enter | or | To Cue must be pressed before settings will be
applied to store or playback operations.
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Templates

The template section of the window provides 20 programmable templates, which can
be used with the Timing, Filter, and Sneak modes to store your most-used settings.
When in Timing Mode, the templates are for time settings; when in Filter Mode, the
templates are for filter settings; etc.

Select tab to change window mode

Displays template name Template operations
Filter grid &= Mumeric Entry
w Sy ST (e T
' TIMING FILTER O¥ MAr IS SME &k ‘
HEN
Templates (T T N\ I eyl BN 2morE | 1aEEL | CLEAR | ALL |

Timing entry

Parameter selected
when lit

Selects entire | THTEH | Focus | corok | EBEAM | EDGE § Goko f | |
column of parameters

In addition to the template access buttons in the window, the first six templates
associated with each mode can be accessed using the six buttons to the right of the
touch screen on the console.

Access first six templates

@ TIMING E Index Speedl @
@ ‘ FILTER Wheel | Framing| Effect Speed2 @
@ ‘ DYNAM Magen | Strobe [Prism |index Speeds ’—@
@:{ SNEAK Down Tilt Amber | Zoom |Frost |R Gobo @
@ ‘ Up Pan Blue Beam |Edge |Gobo @
@ INTEN |FOCUS |COLOR| BEAM | EDGE | GOBO ENTER @
.
I Ji I Ji ] ] ] ] ]
[N NN AN N Clear

Note: Refer to “Templates’ on page 156 for complete instructions on templ ates.
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TIMING/FILTER DISPLAYS : TIMING MODE 8

Overview

Timing is used to control the duration, delay, and speed of parameter transitions. For
example, the timing features can be used to define how fast aluminaire will pan from
one position to another and how long it will take for itsintensity to fade from 0 to 100

percent.

Timing (total transition time), delay, and speed values can be applied to any and all
combinations of parameterswithin acue. Timing or speed can be entered along with a
delay, but not both. These values can be different for each parameter of each luminaire

asrequired. For example:

Cue 1 contains Luminaire 1 and Luminaire 2.

A different timing value can be applied to each of Luminaire 1's parameters. For
instance, Focus = 2:00, Edge = 00.30, Zoom = 1:30, and Color 1 = 00:15.

Different timing values can be applied to Luminaire 2's parameters. For instance,
Focus = 4:00, Edge = 03.30, Zoom = 2:45, and Color 1 = 01:15.

Timing Mode Button -
Push to display timing
values in touch screen

Speed 1, 2, and 3 -

Used with DMX fixtures which have

speed mapped into their profiles

S

E Index Speedl
TIMING
Wheel | Framin
@ FILTER g Effect Speed?2
Magen | Strobe |Prism
@ DYNAM g Index Speed3
@ SNEAK Down Tilt Amber | Zoom |Frost |R Gobo
@ Up Pan Blue |Beam |Edge |Gobo
[C[B|G INTEN |FOCUS |COLOR| BEAM | EDGE | GOBO ENTER

O

O

O

O

O

02.9668.0001A 12-April-01
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Time/Speed Formats

Time

Time controls the duration of change for any parameter.
Guidelines:

» Each parameter can have an individual time.

* Intensity can have both an up and down fade time. The direction of the intensity
transition at the time of playback determines which of those two valuesis used.

*  Cuetiming includes the movement of longest duration (combination of delay and
time) and the longest intensity transition (combination of delay and up/down fade
time).

* Filtered values contribute to these times.
* Masked values do not contribute to these times.

» A parameter cannot have both atime and a speed although it can have atime and
delay, or speed and delay.

Timeis entered at the keypad in minutes and seconds, seconds, or seconds and tenths
of seconds. (Maximum time entry is 59:59.)

Entering whole numberswill beinter preted astotal seconds:
* [2] [5] = 25.00 (25 seconds)

* [9][0] =90.00 (90 seconds)

A colon (:) isentered by pressing[.] [.]:

* [2][][.][5]=2:05 (2 minutes, 5 seconds)

Fractions of secondsare entered by pressing[.]:

* [1][.]1[3] =1.3 (1.3 seconds)

* []][5] =.5 (/2 second)

* [3][5][.][5] =35.5(35and 1/2 seconds)

Delay

Delay time begins counting from cue execution and delays the playback of any
parameter.
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Speed

Speed is the rate of change for any parameter.

Speed attributes:

* A gpeed of zeroisafull stop for al luminaires.

* All luminaires operate up to a speed between 200 and 400.

* Any luminaire set for a value above its maximum speed, will operate at full speed.

- Rate .
Luminaire Type (Degrees Per Second) Maximum Speed
VL2B/VL2C 120 200
VL4 240 400
VL5 220 400
VL6/VLM 280 400
VL7 150 400

Timing Mode Operation

The Timing screen is used to define an entire timing scheme, which can then be sent to

selected luminaires using the Timing button. The screen/window is also used
to specify the target of timing entries made at the command-line keypad. When the
Timing mode is selected, current timing, delay, and speed information is displayed
within the cell of its associated parameter.

Guidédlines;

 Pressing the Timing button sends all parameter timing val ues to sel ected
luminaires whether the parameter is selected (highlighted) or not.

* Entries made at the keypad will be sent directly to any parameters selected
(highlighted) in the Timing screen/window. For example, if Color 1 is selected at
the Timing screen/window and a command-line entry such as[Time] [5] [Enter] is
made, then the time value will be sent directly to the Color 1 mechanism of any
selected luminaires. De-selected parameters in the Timing screen/window would
not receive thisvalue.
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Use the examples below to send all valuesin the Timing screen or individual valuesto
luminaires as required.

Set an entire timing scheme:
Step 1. At screen/window, select a parameter(s).

Step 2. At keypad, press[Time], [Delay], or [Speed] as required, followed by time
value. Time value will appear in cells of selected parameters.

Step 3. Repeat steps 1 and 2, selecting different parameters and entering new values.
Step 4. Select channels as required.

Step 5. Press Timing button to send all values.
Send atiming value directly to a selected parameter:
Step 1. Select channels as required.

Step 2. At screen/window, select a parameter.

Step 3. At keypad, press[Time], [Delay], or [Speed] as required, followed by time
value and then [Enter]. Time value will appear in cell of selected parameter
at screen/window and be sent directly to selected channels.

Clear Timing screen of all values:

If timing values are cleared (as opposed to zero), existing timing information for that
parameter in the luminaire will be left intact upon pressing | Enter |.

* PressTiming [Clear] (located below touch screen).
Clear the value of any individual parameter:

Step 1. Select channels as required.

Step 2. At screen/window, select a parameter.

Step 3. At keypad, press[Time] [Enter].

An example of setting edge and focus timing:

Step 1. Select channels as required.

Step 2. | Edge| | Focus| [Time] [.] [5] [Enter] - setstiming value for edge (edge,
frost, effect, prism), and focus (pan, tilt) to one-half second.

An example of setting focus delay time:
Step 1. Select channels as required.

Step 2. [Time] [1] [.] [O] [Delay] [] [5] [Enter] - sets the timing values for
focus (pan, tilt) to 1 second with a one-half second delay.
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TIMING/FILTER DISPLAYS : TIMING MODE 8

Set color delay time:
Step 1. Select channels asrequired.

Step 2. [Time] [n] [Delay] [m] [Enter] - setsall color timing to n seconds,
with an m second delay.

Set intensity delay time:

Intensity timing can have two values: one which controls the intensity transition if the
intensity is fading to a higher level (up time) and one which controls the transition if
the intensity isfading to alower level (down time).

Step 1. Select channels as required.

Step 2. [Time] [1] [.] [0] [Delay] [.] [5] [Enter] - sets the up and down
timesto 1 second, with a one-half second delay.

Set intensity up or down time:
Step 1. Select channels as required.

Step 2. Select| Up | or|Down| to select oneindividually, then press[Time] [1] [.]
[2] [Enter] - sets the up or down fade time to 1.2 seconds.

Set intensity up and down time while storing a cue:

For this shortcut, the first Time entered is always Up and the second is Down.
Step 1. Select channels as required.

Step 2. Ensure all parameters at Timing screen are desel ected.

Step 3. Press[Store] [Cug] [X] [Time] [m] [Time] [n] [Enter] - stores Cue x with an
up time of m and a down time of n.

Set timing back to zero:

Step 1. Select channels as required.

Step 2. At screen/window, select a parameter.
Step 3. Press[Time] [O] [Enter].

Time and delay values stay in aluminaire until changed or set back to zero. Usethe
Luminaire Status window with time ((1)) selected to view current timing and delays.

To clear delay timing, select channel and appropriate parametersin the Timing
window and set delay to O.
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Filter Mode

Important T, >

146

Overview

Filters are used to withhold (or mask) certain parameters or parameter attributes from
apreset or acue, and to control what is recalled in a submaster.

It isimportant to note the exact meaning of the term “filter” as used in Virtuoso
console operation. When a parameter isnot filtered (i.e. selected/highlighted at the
Filter screen), its data would be transferred during any subsequent store or recall
operations. When a parameter isfiltered (i.e. not selected/highlighted), its data would
be withheld from adata transfer. Thisis represented graphically in the following
illustration:

Parameter 1

B~ Not Filtered (Highlighted) <& #

Parameter 2

- Filtered (Not Highlighted) |

Luminaire

Filter Screen
(console)

Guiddines;

* Thetiming filter is globally applied, not individually for each parameter. When a
parameter isfiltered, itstimeisalso filtered. Thisisaways true except if a
Selective Store is performed with only time selected. In this case you will get all
thetimesfor al parameters.

» Filters affect selective store and selective recall commands (refer to “ Selective
Store” on page 204 and “ Selective Recall” on page 205).

» Filters have no affect on the recall of presets or update commands (refer to
“Update”’ on page 203).

» Filters have no affect on the playback of cues, unless those filters have been
applied to a submaster (refer to “ Function Filter” on page 232).

» The Filter screen does not have to be visible for selected filters to affect console
operation. For thisreason, the touch screen provides an indication that filters are
selected by highlighting them in the parameter grids located at the bottom left of
the touch screen, in the command-line display, and in the submaster displays.
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TIMING/FILTER DISPLAYS : FILTER MODE 8

When afilter is applied during a cue store operation, values for all parameters are
stored, although some have been excluded from playback (filtered). This method of
filtering, utilized by the Virtuoso console, is called “masking.” It isimportant to keep
this concept in mind when storing cues with filters because during some playback
situations, the values which were “masked” can intentionally or unintentionally be
recaled. Thissituation can occur when afilter or “mask” has been applied to a cue
and a second filter is applied to the submaster which is playing back that particular
cue. Refer to “Function Filter” on page 232 for information on playing back cues

which have stored masks.

Filter Mode Button -
Push to display filters
in touch screen

@ TIMING E Index Timing
@ FILTER Wheel | Framing Effect Dynam
@ DYNAM Magen | Strobe |Prism |index
@,\: SNEAK |DPown Tilt Amber | Zoom [Frost |R Gobo
@ Up Pan Blue Beam |Edge |Gobo
=)
[C[BIG INTEN [FOCUS [COLOR| BEAM | EDGE | GOBO TO CUE
4 /.
e OlOIO[0]0[001O

02.9668.0001A
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Filter Mode Operation

When the Filter mode is accessed, by default, all parameters are selected (not filtered).
Change filtering for parameters as follows:

» To prohibit the store or recall of all attributes of a parameter, use the button located
just below the screen to deselect all.

» To prohibit the store or recall of one attribute of a parameter (zoom, for example),
select the appropriate cell on the screen to deselect.

The parameter grids at the screen, command-line display, and submaster displays

indicate the filtered (or non-filtered) state of each parameter. The Filter
button must be pressed before the command-line or submasters grids will reflect the
filter settings.

» When none of aparameter’s (I, F, E, C, B, G) attributes are filtered, itsbox is
highlighted.

» When some of a parameter’s attributes are filtered, the box is gray.
*  When all of aparameter’s attributes are filtered, its box is clear.

» After adjusting the filter settings, the filters can be applied to preset or cue store
and playback functions.

All attributes filtered

Some attributes filtered No attributes filtered

1)

storecue 1
Store Cue 1 Label O

Applying Filters To Cues

The Filter button is used to apply filters to a cue store operation.
Using filterswhile storing cues:

Step 1. Setfiltersasrequired.

Step 2. Pressfilter | To Cue]. Thefilter state will be applied to all cues stored from
this point on, until changed.

Step 3. Store cue asusual (refer to “ Storing” on page 112).
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Applying Filters To Beam Select

Filters can be applied to Beam select store operations. Beam selects will store
information based on the filters set in the Beam, Gobo, and Edge columns of the Filter
window.

Applying Filters To Color Select

Filters can be applied to Color select store operations if the system default setting is
changed accordingly. Refer to “ Settings Window” on page 245 for instructions on
setting this default. Store colors as usual, using filters as required.

Applying Filters To a Submaster

When afilter is applied to a submaster, the associated parameter datawill be withheld
from playback in the case of an effect or unmasked cue. Applying afilter toa
submaster may force the playback of masked parameters of a cue.

Note: For more detailed instructions on using the submaster Function Filter feature,
refer to “Function Filter” on page 232.

Apply filtersto a submaster:
Step 1. Setfiltersasrequired.
Filter Step 2. At submasters panel, press [Func Filter] / [Choosg] of required submaster.
Clear filtersfrom submaster:
Step 1. Clear al filter selections.
Step 2. Press[Func Filter] / [Choose] at submaster to clear.
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Dynamic State Mode

Overview

Dynamic states are pre-packaged actions (states of motion) which can be applied to
channels or groups of channels and then stored in cues. They provide a quick way of
creating cues with luminaire actions such as Figure 8's, Ballyhoos, and Circles.

Note: A channel may have multiple dynamic states, provided they are not conflicting.

Dynamic Mode Button -
Push to display

dynamic states
in touch screen.
@ TIMING
@ FILTER
Bally
DYNAM
@\,: SNEAK Figure8
@ Circle
[C[BIG|| INTEN |FOCUS|COLOR| BEAM | EDGE | GOBO STOP

Dynamic State Attributes

Each dynamic state has three adjustable parameters. orientation, size, and speed.

Orientation
Not implemented in this software version.

Size
Size determines the size of the luminaire’s path during a dynamic state. This can be
adjusted using the Dynamics soft encoder set.

For example, increasing the size of aFigure 8 would result in alarger “8” by enlarging
the path of travel for the luminaires.
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Rate

Rate determines the speed the luminaireswill move oncethey arein the dynamic state.
The parameter timing dictates the amount of time the luminaire is to move from its
current position into its dynamic state. This can be adjusted using the Dynamics soft
encoder set.

For example, assume that channels 1 through 10 are placed in adynamic circle state,
with asize of nand arate of x. When the dynamic state is stored into a cue, the pan
and tilt parameters for channels 1 through 10 have adelay of 2 seconds and time of 10
seconds. When that cue is played back, the pan and tilt action will hold for 2 seconds.
They will then take 10 seconds to transition from their previous states to the full
position required by the beginning of the dynamic state. When those 10 second have
elapsed, they will begin the standard dynamic state transitions, following the rate
associated with the dynamic state.

Adjusting Parameters

When the Dynamic mode is selected, the screen/window changes to allow selection of
dynamic states. Select states by pressing or clicking the appropriate button. Once a
state has been selected, its orientation, size, and speed can be adjusted using the
manual control soft encoders.

With dynamic state running, at soft encoder display, select [Dyn]. The soft encoders
will be mapped as follows:

Encoder 1- ORIENT (min/max)
Encoder 2 - SIZE (min/max)
Encoder 3 - RATE (min/max)

Using encoder knobs and min/max buttons, adjust parameters as required.
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Storing Dynamic States as Cues/Presets

Dynamic states can be applied to luminaires or groups of luminaires and stored as a
cue or preset.

Storing guidelines:

* When stored into a cue/preset, the state information, aswell asthe established size,
speed and axis (controlled from the encoders) are stored.

* When stored into a cue/preset, the parameters affected by the dynamic state will
follow the timing information for those parameters before assuming any dynamic
state speed information.

* A dynamic state must be running in order to be stored as a cue/preset.

Note: Luminairesincapable of an action will ignore the command. For example, a
luminaire without a color wheel would not respond to a* Spin Color Wheels’ state.

Store a dynamic state:
Step 1. Select required channel(s).

Step 2. At screen/window, select desired state. Luminaires will assume dynamic
action.

Step 3. At soft encoder display, select [Dyn]. Adjust applicable encoders and min/
max buttons to set axis, size, and speed.

Step 4. Store cue or preset as usual.

Switch to a different state while oneisalready running:

» At screen/window, select new state. Luminaires will assume new dynamic action.
Stop a dynamic state:

When a dynamic state is stopped, the luminaires will return to their last static position
prior to executing the dynamic state.

« Press| Stop | to halt the dynamic action of selected luminaires.
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Overview

The Sneak Mode works in conjunction with the command-line keypad to provide
manual control of luminaires. The Sneak Mode hasadual purpose. First, it providesa
graphic display of command-line entries that would not normally be visible. When
programming cues using command-line manual control, it will display the luminaire
settings as they are sent to the luminaires. Second, it provides a means of creating
manual control moves “on-the-fly.” By using the Sneak Mode, values can be assigned
to parameters and then recalled using a specified time, luminaire time, or by manually

pressing Enter. Thiswould allow you to “sneak” in a move that was not originally

programmed during playback of ashow. In addition, by using the command-line

keypad [ Sneak] button, it is also possible to “sneak” to a preset.

Sneak Mode Button -
Push to display sheak

parameters
screen.

02.9668.0001A

in touch

Misc 1, 2, and 3 -
Used with DMX fixtures which have extra
control mapped into their profiles, such as
control channels that need a value

\

Al

@ TIMING E Index Miscl
@ FILTER Wheel | Framing| Effect Misc2
@ DYNAM Magen | Strobe |Prism |index Misc3
%: SNEAK Down Tilt Amber | Zoom |Frost |R Gobo
@ Up Pan Blue Beam |[Edge |Gobo
)
[C[B]G|| INTEN [FOCUS|COLOR| BEAM | EDGE | GOBO ENTER
] N | E— | E— E— E— E— —
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Sneak Mode Values

Sneak parameter datais entered using the touch screen window and [Sneak] button.

After the sneak operation has been defined, pressing the button will cause all
selected luminaires to move into the new parameter values defined in the screen/
window. Values are entered numerically at the keypad.

DMX-Controllable Luminaires

Timeisentered in minutes and seconds, or seconds and tenths of seconds. (Maximum
time entry is59:59.) Refer to “Time/Speed Formats’ on page 142.

Use discrete numbers from the following ranges for parameter values:

Function DMX-Controllable Luminaires
Pan/Tilt* 0-1023, home =512
Other Functions 0-255

VARIOLITE Luminaires

Timeisentered in minutes and seconds, or seconds and tenths of seconds. (Maximum
time entry is59:59.) Refer to “Time/Speed Formats’ on page 142.

Use discrete numbers from the following ranges for parameter values:

Function VL5/VI5Arc/VL5B VL6/VL6B VL7/VLTB
Pan/Tilt* 0-1023 0-1023 0-1023
Color 0-335 n/a 0-255
Color Wheel n/a 0-192 n/a
Beam n/a 0-127 0-127
Edge 0-335 0-127 0-512
Zoom n/a 0-255 0-100
Strobe n/a 0 =open 0 =open
1-9 = closed 1-9 = closed

10 = slow random | 10 = slow random
11 = med. random | 11 = med. random
12 = fast random 12 = fast random

13-127 strobe 13-100 strobe
Frame n/a n/a 0-255**
Gobo Wheel n/a 0-192 0-192
Rotating Gobo n/a Q-5x** 0-360
Gobo Index n/a 0-360 0-360

* Home = 512 for pan and 512 for tilt.
** VL7Bonly.  *** VLEB only.

12-April-01 02.9668.0001A



TIMING/FILTER DISPLAYS : SNEAK MODE 8

Sneak Mode Operation

When the Sneak mode is selected, the screen/window changes to allow modification
of parameter values. Values are entered on the keypad.

Perform asneak action using current timing infor mation:

Step 1.
Step 2.

Step 3.

Step 4.

Step 5.

Select channels as required.
At touch screen or window, select Sneak mode. Select parameter(s) to be

involved in transition. For example,| Pan |.

At keypad, press[Sneak] and enter required value. For example, [Sneak] [4]
[5]. Press[Enter].

At touch screen or window, select next parameter and enter its value using
keypad.

When complete, press Sneak | Enter |. Selected luminaires will moveto their
new instructions using their current timing valuesif Manual Timing is
enabled.

Perform a sneak action using new timing information:

Step
Step 2.

Step 3.

Step 4.

Step 5.

Step 6.

1. Select channels as required.

At touch screen or window, select Sneak mode. Select parameter(s) to be

involved in transition. For example,| Pan |.

At keypad, press[Sneak] and enter required value. For example, [Sneak] [4]
[5]. Press[Enter].

Using [ Time] button, enter new timing information. For example, [ Sneak]
[Time] [2] [O].

At touch screen or window, select next parameter and enter its value and
timing information using keypad.

When complete, press Sneak | Enter |. Selected luminaires will moveto their
new instructions using their new timing values.

Sneak to a preset:

Step 1.
Step 2.

Step 3.

Step 4.

02.9668.0001A

Select channels as required.

At touch screen or window, select Sneak mode. Select parameter(s) to be

involved in transition. For example,| Pan |.

At keypad, press [Sneak] [Preset] [x] [Enter] (where X is the discrete preset
number) or press [Sneak] / [Preset Select Button].

Press Sneak | Enter |. Selected luminaires will move as dictated by preset
data.
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Templates
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Creating Templates

There are 20 programmable templates associated with each mode of the Timing/Filter
window. These can be used to recall frequently used filter, timing, sneak, and dynamic
state settings. When the window isin Timing Mode, these are time templates. When
the window isin Filter mode, these are filter templates, etc.

All 20 templates are accessible from the Timing window, however only thefirst six are
accessible from the touch screen.

From Timing Window

Store a new template:
Step 1. Setup window as desired.
Step 2. Click STORE. Button will be highlighted.

Step 3. Click button (1-20) where you want to store template. Settingswill be stored
and STORE button will no longer be highlighted.

Step 4. Click LABEL.

Step 5. Click button of template to label.

Step 6. At keyboard, enter |abel and press [return].

Recall atemplate:

» Click button (1-20) of required template. Settings will be applied to window.

12-April-01 02.9668.0001A



TIMING/FILTER DISPLAYS : TEMPLATES 8

From Touch Screen

Thefirst six programmabl e templates can be accessed using the six buttonsto the right
of the Touch Screen. Once stored, the template can be accessed at any time by
pressing the required button.

Template Buttons

[ | [ | [
=] | [=]
(] []
(O] [
(O] (]
] []
| Clear Al
Ololololo|o]olC] [O]o

Store a new template:

Step 1. At touch screen select |Timing|.
Step 2. Setup screen as desired.

Step 3. Press[Store] / [Timing Template Button] (any one of the six buttons where
you wish to store the template).

Recall atemplate:
Step 1. Pressrequired [Timing Template Button].

Note: Once atemplateisrecalled, it may be necessary to press to send
values to luminaires.
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CHAPTER 9.

Special Features

This chapter contains instructions for controlling luminaires with the console’s
advanced features and for copying and moving programmed data.

* Ad Hoc Groups

* Advanced Control

» Data Copy and Move
* Function Keys
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SPECIAL FEATURES : AD HoC GROUPS 9

Ad Hoc Groups

Overview

“Storing, Modifying, and Recalling Groups’ on page 90 provided instructions for
storing groups of luminaires for the purpose of simplifying channel selection. These
groups are generally based on luminaire types, truss positions, or other distinctions
unique to your particular show. Ad Hoc groups, however, are away of selecting
channels “on-the-fly” which are not already pre-stored as agroup. The Ad Hoc
feature accomplishesthistask by allowing you to select channels based on information
such as“all channelsin a specific preset” or “al channelsin a specific color.”

Creating Ad Hoc Groups

Ad Hoc groups can be created using the command-line keypad, select displays,
specialty buttons, or the submasters.

From Keypad
* [Group] [Preset] [n] [Enter] - selects all active channelsin Preset n (where nisthe
discrete preset number).

* [Group] [Color] [n] [Enter] - selects all active channelsin Color n (where nisthe
discrete color number).

* [Group] [Cu€] [n] [Enter] - selects all active channelsin Cuen. (This does not
affect the current position of those channels.)

* [Group] [At] [n] - selects all active channels with intensity value of n.

From Select Displays

o [Group] / [Preset Select Button] - selects all active channelsin Preset n (wherenis
the discrete preset number).

* [Group] / [Beam Select Button] - selects all active channelsin Beam Select n
(where n is the discrete beam number).

From Submasters

* [Group] / [Choosg] - selects all channelsin the submaster’s active cue.
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Advanced Control

Man
Time

Quick
Focus

162

Manual Timing

The Manual Timing featureis used to apply parameter times manualy. While Manual
Timing is active, any manual changes viathe selects or the encoder buttonswill follow
the timing currently active in the luminaire.

Activate Manual Timing:

Manual Timing is an alternate control state. It will be active until [Man Time] is de-
sel ected.

* At Manual Control panel, press[Man Time] or at Special menu, select Manual
Timing.

QuickFocus

The QuickFocusfeature allows you to step sequentially through each stored channel in
a selected preset to adjust its parameters. The new parameter data can then be stored
into the preset. Thisallowsyou to easily isolate data so that it can be updated without
affecting the remaining datain your preset.

QuickFocusis an dternate control state. It will be active until it is de-selected.
Update a preset with QuickFocus:

During QuickFocus, the entire preset is brought up live and all other outputs are
disabled (aslong as the console is still in QuickFocus mode).

Step 1. Press[Quick Focus]. Console will assume QuickFo-

cus mode. (Or select QuickFocus from Special (/7 P—
menu.) —
Unfarn
Step 2. Select required preset by using preset select or ke

keypad. All luminairesthat have datafrom that preset
will be selected and will bring up the preset live.

gl Timing
Llalus ]

Step 3. Press[Next]*. First channel will stay active, while all other channels go to
inactive state.

»

Step Modify focus or other parameters as required.

Step 5. Press[Next]* to go to next channel. When the last channel with stored infor-
mation has been brought up and adjusted, pressing the [Next]* button
activates the entire modified preset.

Step 6. Re-store preset to save changes. Press [QuickFocus] to exit mode.
* Or [Last] asrequired.

12-April-01 02.9668.0001A



SPECIAL FEATURES : ADVANCED CONTROL 9

Park

The Park feature allows you to place aluminaire into a state in which it will not
respond to any manual or playback commands, nor will it store into any cues. This
feature is useful for setting up work lights or other special lights that won't be part of
the show.

Park aluminaire(s):
Step 1. Select required channel(s).

Step 2. At Special menu, select Park. Selected channels
will now be parked.

lawk I‘1:l-'ll||l
Cliser Sumtiis EFrors

L i
Select Parkesd

Puwickforus =

Release a parked luminaire(s):

Step 1. At Special menu, choose Select Parked. All [ speciat [
Parked luminaires will be selected. s b ErFacs
Step 2. At Special menu, select UnPark. Luminaires will S
now respond to commands as usual. St
b .

L Lo

Becalibraie .

Erass Linminsee Datn.
ligdale Tonligeratien =il
Slare Lomdsguratiai
Cear §imred Cordi paya ien
imad Fariiban

L Ehkpd iy Fillar 3a]

Start
Dauwe
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Data Copy and Move
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Copy Channel

The Copy Channel feature is used to copy current parameter settings from one
luminaire to another (or to agroup of luminaires). All parameter settings, including
any timing values, can be copied - as permitted by any filter settings at the touch
screen. Cue data, however, will not be copied.

Theluminaire from which dataisbeing copied isreferred to asthe “ source” luminaire.
The luminaires receiving the data are referred to as “target” luminaires. The target
luminaires will immediately conform to the selected parameter data (including spin
properties) of the source luminaire. If the source luminaire does not have data stored
for a particular parameter or the parameter has been filtered from the operation, then
the target luminaires will not change their current settings for those parameters. Once
the target luminaires have conformed to the new parameter data, you may store a new
Cue or continue to manipulate the luminaires via manual control and then store a cue.

How Data is Derived from Presets

If the source luminaire contains data provided by a Preset, then the system uses a
hierarchy to determine how to trandlate this data to the target luminaire. The system
will first look for a matching Preset number. For example, if the source contains data
from Preset 2, then the new luminaire will look for Preset 2. If no matching Preset is
found, then it will look for a matching Select. If no Select isfound, then the new
luminaire will conform to the parameter(s) by utilizing absolute data.
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SPECIAL FEATURES : DATA COPY AND MOVE 9

Copy a channel:
Step 1. Select target channel(s).
Step 2. At touch screen, set filters.

Step 3. At keypad, press[Recall] [Chan] [n] - where nisthe number of the channel
you wish to copy.

Copy/Move

The Copy/Move feature allows manipulation of preset, cue, sets, and sequences data.
For example, the data content of Cue 1 could be copied to Cue 2 using thisfeature. In
this case, Cue 1 and Cue 2 are now identical. When datais moved, for example from
Cue 1 to Cue 2, the content of Cue 1 is moved to Cue 2 and there will no longer be a
Cuelinthecuelist.

Pressing the [Copy/Move] button once activates the copy feature, while double-
clicking the button activates the move feature.

Copy a cueto a new number:

» Atkeypad, press[Copy/Move] [Cue] [1] [At] [201] [Enter] - copies Cue 1 datato
Cue 201.

Copy arange of cuesto a new number range:

» Atkeypad, press[Copy/Move] [Cue] [1] [Thru] [5] [At] [201] [Enter] - copies
Cues 1-5 to Cues 201-205.

Move a cueto a new number:

» Atkeypad, press[Copy/Move] [Copy/Move] [Cug] [1] [At] [201] [Enter] - moves
Cue 1 datato Cue 201 (Cue 1 is now blank).

Move arange of cuesto a new number range:

» Atkeypad, press[Copy/Move] [Copy/Move] [Cue] [1] [Thru] [5] [At] [201]
[Enter] - moves Cues 1-5 to Cues 201-205 (Cues 1-5 are now blank).

Note: Preset, Set, or Seq can be substituted for Cue in the above examples.
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Setting Function Key Option

Selected keys from the Virtuoso command-line keypad are mapped to the computer
keyboard's function keys [F1]-[F12]. Pressing these will open awindow which takes
the place of command-line functions such as Store, Selective Store, Delete, At, etc.

Note: Computer keyboard "quick keys' are available for use in these windows. Refer
to “Quick Keys’ on page 169 for instructions.

Using Function Keys

Store - F1

Step 1. Using windows, set parameters for cue, preset, beam, = =
color, group, snapshot, macro, or board cue. - cur C_]

. . o] !

Step 2. Press[F1]. (Store window will open.) ___}_T:‘_ =

Step 3. Select item to store. st

Step 4. Enter number for future recall. Cndisdly

Step 5. Click OK Omecrn | concsl J

* Plus isused with cue store operations. Selecting Plus and
clicking OK will store cue to next cue number according to increment shown in
Encoder window. Refer to “ Encoders Window” on page 56.

Selective Store - F2

Step 1. Using windows, set parametersyou wish o Te—— C

to modify or add in acue or preset. . [ Jomeoum [ |
Step 2. Press[F2]. (Selective Store window will || =" [Cancel J[ o= ]
open.) —

Step 3. Select Cue or Preset.
Step 4. Enter range of cues or presets.
Step 5. Click OK.
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Update - F3

Step 1.
Step 2.
Step 3.
Step 4.

Using windows, modify required channels.
Press [F3]. (Update window will open.)
Select item for update.

Enter number of item where you wish to store

i Luw
(2 Preset
) e A Precet
21 hlscra
3 Baard Dme

| Cancel |

modified channels.

Selective Recall - F4

Step 1. At Panels menu, select Timing Display. (Timing
window will open.)

Step 2. Select Filter tab.

Step 3. Select parameters to be recalled.

Step 4. Press[F4]. (Selective Recall window will open.)
Step 5. Select item from which datawill be recalled.
Step 6. Enter number of cue, preset, or channel.

Step 7. Click OK.

Delete - F5

Step 1. Press[F5].
Step 2. Select item to delete.
Step 3. Enter number of item.
Step 4. Click OK.

Autoload - F6

Step 1. Press[F6].
Step 2. Enter number of submaster for autoloading.

SEiective e =]
ee [
2 Praviiel [ =TT
cam (25

B |miw =
oo ]
(3 Preset Taraunh
(23 Baam |
i1 L
LA mup
(2 ndgrihed
L ERfeLt
(1 %e
[ETH" DT
LA hlsrrn | Laniil |

| S e

Step 3. Select Cue or Effect. Ratatond ]

Step 4. Click OK. seamasters: [ | |

om
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At -F7
Step 1. Select desired channel(s). ™ B
Step 2. PreSS[F7] & alue [:I [ Comee |
om =]
Step 3. Select Full or Value. Enter value (1-100%).
Step 4. Click OK.
Copy/Move - F8 5 T 7
ece [
Step 1. Pr%S[F8] ) Preset Terangh
Step 2. Press[F8] again to toggle between Copy and Move 01 ater —
: i Grnu ™
windows. ._;......:...l T
Step 3. At desired window, enter cue numbers for copy/move :ﬂ::"'
operation. O Seumance
3 Mrr
Step 4. Click OK. et el o E|
Sneak - F9
Step 1. Press[F9]. i =
Step 2. Select parameter for sneak operation. ovave L]
Step 3. Enter parameter value. gﬂﬂﬂ
Step 4. Click OK. D Lober
LaTime | Lt il |
(0 tpawd
Select - F10 e
Step 1. PI'GSS[F].O]. Amlwil =
Step 2. Select item. * Cue 1
Step 3. Enter item number. L':.J::Hr-'?
3 Cadar
Step 4. Click OK. .
LA Graup
Time - F11 Lo II.'E
Step 1. Select aparameter(s).
Step 2. Press[F11]. o -
Step 3. Select Time, Speed, or Delay. . L1
Step 4. Enter value. hl,]:]:f:: 1‘%
Step 5. Click OK.
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Undo - F12

Step 1. Press[F12].
Step 2. Click OK to undo last action.

Quick Keys

The following computer keyboard "quick keys' can be used as
shortcutsto select optionsin the function windows (F1-F12). For
example, while in the Time window, pressing [T] would select
Time, [S] would select Speed, and [D] would select Delay.

B = Beam M = Macro

C =Cue O = Board Cue

D = Delay P = Preset

E = Effect Q = Sequence

F =Full S = Snapshot or Speed
G = Group T = Time or Set

H = Channel U = Cue with Preset

K = Color V = Value or VL Color

and = Plus

Lndo &J
=

wwme L]
SR | Camcet |

| 1 IDetay E]-I

The following "quick keys' can be used with the 3D Graphic window to adjust the

cameraangle:

4, 6 = left, right direction (also arrow keys)
8, 2 = up, down (also arrow keys)

7,9 = zoom in, zoom out (also , )

02.9668.0001A 12-April-01
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The following "quick keys" can be used with the Select Displays window:

enables the Store function.

(Hold and click in cell to store a select.)

enables the Label function.

(Hold and click in cell to label a select.)
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CHAPTER 10.

Snapshots, Macros, and Board
Cues

This chapter providesinstructions for storing your own consol e setups and frequently
used programming actions, and for orchestrating submaster playback functions with
board cues.

* Snapshots
e Macros

e Board Cues
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SNAPSHOTS, MACROS, AND BOARD CUES : SNAPSHOTS 10

Snapshots

02.9668.0001A

Overview

A snapshot is a captured state on the console which can be recalled at any timein the
future. States such as Channel Select panel selections, touch screen status, submaster
setups, and windows layouts can be captured as a snapshot. Snapshots can be recalled
viamanual selection of the associated snapshot number or by automated activation
through the cue sheet vialink instructions. Snapshots may also be included in macros.

The Snapshot Filter window allows you to select those areas of the console you wish
to include in a snapshot store operation. Once thiswindow is setup, it only needsto be
changed if you are going to store a snapshot which requires a different setup.

The Snapshot window displays a Virtuoso console, however, the sections of the
console and associated snapshot work for either the Virtuoso, Virtuoso Tech or
Virtuoso DX consoles. Sincethe "panels’ of the Virtuoso DX and Virtuoso Tech
console are part of one panel, they are not as clearly defined.

Control areas that may be included in a snapshot are (as seen in the console graphic):

* Channel Select panel - stores the page and current selected channels. When the
snapshot isrecalled, it is displayed at the Channel Select window and Channel
Select panel if applicable.

* Manual Control panel - storesthe current encoder status and Select Display
configuration including bank and page selection, as well as, active states such as
QuickFocus and Manual Timing.

» Playback panel - stores the keyboard display setup, and mode status and selections
with the Touch Screen.

» Submaster states - stores the current state of any or all submasters. Thisincludes
active submaster banks (1-10, 11-20, 21-30) made at the Submasters drop-down
section. The submaster control, settings, function filters, rates, operating modes,
the active and pending cues, etc. are all saved as part of the snapshot.

» Effects panel - stores the state of the effects control buttons and the state of the
Select Displays in effect mode.

e Monitor 1 - stores the windows layout on monitor 1.
* Monitor 2 - stores the windows layout on optional monitor 2.
* Monitor 3 - stores the windows layout on optional monitor 3.

* Monitor 4 - stores the windows layout on optional monitor 4.
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Storing Snapshots

Snapshots are stored in the Snapshots sel ect banks and can be accessed on any of the
select displaysjust as Presets, Colors, Beams, Groups, Macros, and Effects or from the
keypad. For instructions on using the select displays, refer to the “ Select Displays’

chapter on page 65.
Store a snapshot using window and keypad:

CuE Sheet

Step 1. Configure console as required. T tm—w

Step 2. At Operation menu, select Snapshot Filter. Snapshot E:.‘.’.L“u.m E’
Filter window will open. e

Tihmmat e

Step 3. At window, select areato be snapshot and/or click on s
arrow to drop down submasters window and select any required submasters
to be snapshot.

Step 4. Press[Store] [Snap Shot] [n] [Enter]. The portions of the console indicated

Selects all panels

Monitor 2 and submasters

Monitor 3

Monitor 4

Monitor 1

Channel Select

in the snapshot window will be stored in the target snapshot.

Deselects all panels
and submasters

Use cursor to select
panels to be captured

Manual Control

= Submast
Drops down /I:i n

submasters selections

| ] Snap This Window

|_§]| 73[9 0]
) 1] 12| 13] H 15 m|\1?] 18] 13| 20|
0 2] 22] 3] 4] 5] 0] ] 2] ] )

:

Toggles row on or off

| Effects

|
Submasters

/

Playback

Includes the Snapshot Filter window

in snapshot when checked
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SNAPSHOTS, MACROS, AND BOARD CUES : SNAPSHOTS 10

Store a snapshot using select display:
Step 1. Configure console as required.

Step 2. At Operation menu, select Snapshot Filter. Snapshot Filter window will
open.

Step 3. At window, select areato be snapshot and/or click on arrow to drop down
submasters window and select any required submasters to be snapshot.

Step 4. At amanual control select display, press [Bank/Function] / [Snaps].
Step 5. Press|[Store] [ Snapshot Select Button].

Indicates that Snapshots have been selected

y

SNAPSHOTS Bank 1 Page 1 Page 2 Page 3 Page 4 Page 5

1 2 3 4 5 6 7 8 9 10

1 12 13 14 15 16 17 18 19 20

Label a snapshot:

When labeling, the [xxxxxXx] is entered on the alpha-numeric keyboard. The [return]
button is also located on the keyboard.

o [Label] [Snap Shot] [n] [xxxxxX] [return], or
» [Label] [Snapshot Select Button] [xxxxxx] [return].
Link snapshot to a cue using shortcut method:

A shortcut for linking a snapshot to acueisavailable. In this case, the current desk
settings are stored into the snapshot according to the filters currently enabled in the
Snapshot Filter window and automatically linked to the cue. The snapshot stored
using this method is given a snapshot number of 200 above. The number is chosen by
the console and cannot be accessed in the Snapshot Data window.

Step 1. At Snapshot Filter widow, ensure required areas of the console to be
snapshot are enabled.

Step 2. Configure console as required.

Step 3. Press[Cueg] [n] [Link] [Snap Shot] [Snap Shot]. Snapshot will be stored asa
number above 200 and linked to the cue.

Note: Each snapshot created this way will be unique to that cue. Commonly used
snapshots should first be created and then linked to a cue using the Link command.
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Deleting Snapshots

A snapshot can be deleted using the keypad Delete function.
Delete snapshot(s):

» [Delete] [Snapshot] [n] [Enter], or

» [Delete] / [Snapshot Select Button].

Recalling Snapshots

When a snapshot is recalled, any cues that were in active playback will be recalled in
their stored times. Any cuesthat were in pending will be placed in the appropriate
pending files.

Recall snapshot using select display:

Step 1. At amanual control select display, press [Bank/Function] / [Snaps].

Step 2. Press[Snapshot Select Button].

Recall snapshot using command-line keypad:

* Press[Snapshot] [n] [Enter] (where n isthe discrete snapshot number).

Recall snapshot vialink:

* <Cue> [n] [Link] [Snap Shot] [x] [Enter] - links Snapshot x to Cue n.

» [Board Cug] [n] [Link] [Snap Shot] [X] [Enter] - links Snapshot x to Board Cue n.
Recall a snapshot via a macro:

* Whilerecording a macro, recall a snapshot. When the macro is played back, the
snapshot will berecalled. (Refer to “Macros’ on page 178.)
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Snapshot Data

Snapshot data can be viewed in the Snapshot Data window.
Open Snapshot Data window:

Tue Data
» At Data menu, select Snapshots. Freset Dwtn
ol Palele Dals
. . . Beam Faletie Data
* Dotsindicate which panels are stored in each snapshot. i
Sulw
i:qlﬂ.‘ﬂl‘:l
hiarros
Temacade Scripts
Iegyle Cila | dilaey
Monitor 3 Channel Select Playback
Monitor 2 Monitor 4 Manual Control Effects
Monitor 1 Windows
Submasters
= U Swkeop § § F FpEE
- Ll Ml M2 M3 M4 (5 MO PB ENT | 'Win Subs
1 1 = & & - . & . & | =
ey 2 & & & w £l
L E - L} -
4 E] - ] L] -
=3 5 & ™ w -
] & = - L L]
T 7 L] - L] -
& B = = ® -
k]
10
1K | L] L L] - L L]
iz ] " - L L " Ll
(] L] L] - " L] =
| [ ¥
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Macros

178

Overview

A macro isaseries of console operations (button presses or display selections) that has
been recorded and stored by number. The sequence entered during a macro record
operation will automatically be played back when the macro isrecalled. Playback can
be initiated by manual selection of the associated macro number or automated via cue
sheet link instructions. Macros can speed up programming by providing away to
easily execute repetitive or complicated commands, or be used to automate playback
sequences.

The Macro record function allows logical actions or events to be recorded. Playback
will affect the visible console state, but will not simulate button presses or command-
line entries.

Macros are always recorded with timing information, which can be recalled during
playback if desired. The time spaces between events are recorded in real time and will
play back identically asthe macro replaysthe events. The macro timing feature can be
specified during the recording or “added on” later. Since macros alwaysrecordin real
time, the timing information can be recalled as needed.

Macros are stored in the Macro select banks and can be accessed on any of the select
displaysjust as Presets, Colors, Beams, Groups, Snapshots, and Effects. For instruc-
tions on using the select displays, refer to the “ Select Displays’ chapter on page 65.
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Recording Macros

Using Record Button
° The quickest method for recording macros, utilizes the select display and command-
Macro line keypad [Store] button.

When [Macro Rec] is pressed, the button will flash indicating that the recording
function is enabled. Pressing a second time will disable the record function in the
event you need to abort the action.

Record a macro:
Step 1. At amanual control select display, press [Bank/Function] / [Macro].
Step 2. Press[Macro Rec]. Button will flash.

Step 3. Enter sequence of button presses, display selections, or command-line
entries.

Step 4. Press[Store] / [Macro Select Button]. [Macro Rec] button will stop flashing.
Label amacro:

When labeling, the [xxxxxXx] is entered on the alpha-numeric keyboard. The [return]
button is also located on the keyboard.

» [Label] / [Macro Select Button] [xxxxxx] [return].

Indicates that Macros have been selected

y

MACROS Bank 1 Page 1 Page 2 Page 3 Page 4 Page 5

1 2 3 4 5 6 7 8 9 10

11 12 13 14 15 16 17 18 19 20
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From Keypad
The macro record function can be initiated from the keypad. Timing can be specified
using command-line entry.

When [Enter] is pressed, the [Macro Rec] button will flash indicating that the
recording function is enabled. Pressing [Macro Rec] after thiswill disable the record
function in the event you need to abort the action.

Record a macro:

When labeling, the [xxxxxx] is entered on the alpha-numeric keyboard. The [return]
button is also located on the keyboard.

Step 1. Press[Store] [Macro] [Enter].

Step 2. Enter sequence of button presses, display selections, or command-line
entries.

Step 3. Press[Store] [Macro] [n] [Enter] or [Store] [Macro] [n] [Label] [Enter]
[xxxxxx] [return] - where n isthe number of the macro select where you wish
to store the recorded sequence.

Record a macro for timed playback:
Step 1. Press[Store] [Macro] [Enter].

Step 2. Enter sequence of button presses, display selections, or command-line
entries.

Step 3. Press[Store] [Macro] [n] [Time] [Enter] - where n isthe number of the
macro select where you wish to store the recorded sequence.

Specify timing for a previously recorded macro:
* [Macro] [n] [Time] [Enter] - where n is the discrete macro number.

From Encoders Window

Macro (or board cue) recording can also be initiated from the Encoders window. Use
[Rec] button to begin a macro record operation as follows:

Click to [Rec] begin
Macro recording

Hold button and click

[Rec] to begin Board Cue recording
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Macros Data Window

The Macros window can be used to view macro information and to edit macro timing.

The macro Delete, Replace, Punch In, and Insert features allow macro editing so that
an entire macro does not have to be re-recorded in order to make a change.

Access M acros window:

Step 1. At Data menu, select Macros. Macros window will
open.

Step 2. If timingisrequired, click in“T” column. A dot will
appear in column indicating that timing will be used when
playing back macro. (Timing can beturned off at a later
time by clicking in the “T” column again.)

Step 3. If required, click arrow at left of Steps to open Steps
drop-down window. Edit times as required.

Indicates that timing is
active for the macro

Cuie Derta

Fresal Data

Loler Palele Dals
Beam Paletis Data
THerks

Suls

LI ]

snapshols l

Temecade Senipls
Iegyle Cila | dilaey

Macro Number O Macraos 2] =|
Macro T'/ Label I
B & 0 i
z z -
Punch In 3
4 -
Delete ,,\9‘,{1
<
tep Tome Action
/ 4.45% Salect Susmasier | = |
Replace ¥ 0.400 Losd Submasser |
1 2.500 Ga Submester 1
Insert 4 055 Zalech Submester 2
0.200 Lawd Sabmastar 2
Timing information f 0600 G Submeslar 2
(This can be edited) =
s

Delete a step:
Step 1. Using trackpad, select step(s) to be deleted.
Step 2. Click on "trash can" icon. Step(s) will be removed.

02.9668.0001A 12-April-01

181



VARILLITE - VIRTUOSO DX CONSOLE USER’S MANUAL

182

Replace a step:

Step 1.
Step 2.

Using trackpad, select step to be replaced.
Click "replace" icon. (Console [Macro Rec] button will begin flashing.)

Step 3. At desk, perform replacement action. (Thefirst action taken will replace the

selected step and editing will end.)

Replace all stepsfrom Step X on (through remainder of macro):

Step 1.

Step 2.
Step 3.

Using trackpad, select last "good" step. (Steps after this selection will be
replaced.)

Click "punchin" icon. (Console [Macro Rec] button will begin flashing.)

At desk, perform new series of actions.

Note: Macro can be updated or re-stored as a new number.

Step 4.

To store back into original number:
Press [Update] [Macro] [Enter].

To store into new number:
Press [Store] [Macro] [n] [Enter] or [Store] [Macro Rec] [n] [Label] [Enter]
[Xxxxxx] [return].

Insert new step(s):

Step 1.
Step 2.
Step 3.
Step 4.

Using trackpad, select step prior to where you wish to insert new step.
Click "insert" icon. (Console [Macro] button will begin flashing.)
At desk, perform new action(s).

To store back into original number:
Press [Update] [Macro] [Enter].

To store into new number:

Press [Store] [Macro] [n] [Enter] or [Store] [Macro] [n] [Label] [Enter]
[xxxxxx] [return].
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Recalling Macros

Macros can berecalled at any select display, at the Macro window, or by playing back
the linked cue.

Recall macro using select display:

Step 1. At amanual control select display, press [Bank/Function] / [Macro].
Step 2. Press[Macro Select Button)].

Recall macro using command-line keypad:

* Press[Macro] [n] [Enter] (where nis the discrete macro number).

* Press[Macro] [Time] [n] [Enter] (where n isthe discrete macro number) - recalls
macro using time.

Recall macro vialink:
* <Cue>[n] [Link] [Macro] [X] [Enter] - links Macro x to Cue n.
* [Board Cug] [n] [Link] [Macro] [X] [Enter] - links Macro x to Board Cue n.
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Board Cues
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Overview

The board cue feature provides a method to record events on the console and play
them back on command. Board cues are similar to macros, but are used primarily for
recording playback operationsin order to simplify complex cueing sequences for both
spontaneous and “ scripted” shows. The board cue feature allowsrecording of all types
of playback operations, including submaster loading, executing Go commands,
invoking filter states, pressing stop buttons, etc. It also allows simultaneous playback
on multiple submasters for the purpose of automating or scripting a complete show.
However, board cues will not record any previously established submaster modes that
may be in effect when the board cue is recorded.

Board cues, like standard cues, are stored as numbers which can be randomly accessed
for modification or playback at any time. The console can store up to 1,000 board
cues, numbered from .01 to 999.99. Board cues can also be given apha-numeric
labels for identification.

During playback, when you recall aboard cue, al of the keystrokes are sent immedi-
ately to the console. You can attached wait times to insert controlled delaysin the
playback sequence. You can also loop board cues to play back the event over and
over, either for a specified number of times or until it is manually stopped.

Several methods can be used to control board cue playback, including MIDI timecode,
MIDI notes, and manual control.
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Recording Board Cues

Using Record Button

° The quickest method for recording board cues, utilizes the [Bd Cue Rec] button and

Y command-line keypad [Store] button.

When [Bd Cue Rec] is pressed, the button will flash indicating that the recording
function is enabled. Pressing a second time will disable the record function in the
event you need to abort the action.

Record a board cue using record button:
Step 1. Press[Bd Cue Rec]. Button will flash.
Step 2. Enter sequence of playback actions as required.

Step 3. Press[Store] [Board Cue] [n] [Enter] or [Store] [Board Cue] [n] [Label]
[Enter] [xxxxxx] [return] - where n is a discrete board cue number. (Board
Cue [Go] button will light.)

Step 4. [Bd Cue Rec] button will stop flashing.

From Keypad

The board cue record function can be initiated from the command-line keypad. Board
cue timing can also be specified at the keypad.

When [Enter] is pressed, the [Bd Cue Rec] button will flash indicating that the record
function is enabled. Pressing [Bd Cue Rec] after thiswill disable the record function
in the event you need to abort the action.

Note: Command-line shortcuts can be used when storing board cues just as with
standard cues. Refer to “ Command-Line Shortcuts” on page 200.

Record aboard cue;

When labeling, the [xxxxxx] is entered on the alpha-numeric keyboard. The [return]
button is also located on the keyboard.

Step 1. Press[Store] [Board Cuge] [Enter].
Step 2. Enter sequence of playback actions as required.

Step 3. Press[Store] [Board Cue] [n] [Enter] or [Store] [Board Cue] [n] [Label]
[Enter] [xxxxxx] [return] - where n is a discrete board cue number. (Board
Cue [Go] button will light.)
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Record a board cuewith alinked attribute:

Board cues can be linked to other board cues, macros, or snapshots.
Step 1. Press[Store] [Board Cug] [Enter].

Step 2. Enter sequence of playback actions as required.

Step 3. Press[Store] [Board Cue] [m] [Link] [Board Cue]* [n] [Enter] - wherem and
n are discrete board cue numbers.

* Substitute [Macro] or [Snap Shot] in place of [Board Cue] as required.
Record a board cuewith await time:
Step 1. Press[Store] [Board Cue] [Enter].
Step 2. Enter sequence of playback actions as required.

Step 3. Press[Store] [Board Cue] [n] [Wait] [X] [Enter] - where n is adiscrete board
cue number. (Board Cue [Go] button will light.)

From Encoders Window

Board cue (or macro) recording can also be initiated from the Encoders window. Use
[Rec] button to begin aboard cue record operation as follows:

Click to [Rec] begin
Macro recording

Hold button and click

[Rec] to begin Board Cue recording

Deleting Board Cues

Deletea board cue or arange of board cues:
» [Delete] [Board Cue] [n] [Enter] - deletes the entire board cue.
» [Delete] [Board Cue] [n] [Thru] [qg] [Enter] - deletes arange of board cues.
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Recalling Board Cues

Board cues can be recalled and played back using the command-line keypad and
Board Control [Go]. When aboard cueisrecalled, the [Go] button at the submasters
panel will start flashing. Pressing [Go] will play back the board cue and any linked
events. Pressing [Stop/Back] will pause the board cue autofollow time (not execution)
until [Go] ispressed again wherein it will resume autofollow from the point at which it
was stopped.

Play back a board cue:
Step 1. At keypad, press[Board Cug] [n] - where n isthe discrete board cue number.
(Board cue [Go] button will light.)

Recalled Board Cue

¥

bo%rge L START || F|E
set board cue 1 CIBIG
Board Cue1 0

Step 2. At submasters panel, press[Go] to initiate playback. ([Go] button will begin
flashing.)

Pending Board Cue

Active
Board Cue

board \ 2 CHORUS

cue 1 START
set board cue 1

Board Cue1 O

Clear Board Cueindicator s from display:

* Recall anon-existent board cue. For example, [Board Cug] [0] [Enter] will clear
display of any board cue information as long as Board Cue O isnot avalid board
cue.
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Board Cues Window

The content of board cues can be viewed in the Board Cues window. Thiswindow
displays all recorded board cuesin numerical sequence and provides data regarding
linked events which would run during playback. Link attributes such asloops and
autofollow types (wait and trail) are visible as well as the associated times (refer to
“Special Cue Attributes” on page 193). Unlesslinksare provided, which will run cues
out of sequence, any playback sequenceswill observe the numerical order found in the
sheet.

The Delete, Replace, Punch In, and Insert features allow editing so that an entire board
cue does not have to be re-recorded in order to make achange. The Time column may
also be edited.

Access Board Cue Shest:
Step 1. At Operation menu, select Board Cue Sheet. Board |[EXfmm

Cue Sheet window will open. Cile sheee
Fian View EE
Step 2. Edit Time column as required. Doehic w6
linlenasdy [ §]
Snapshor FimeEr
T gels-

Auto Follow type (wait, trail, or none)

Auto Follow time

Cue link
Snapshot link Number of
P loop cycles

Board Cue
Number

Replace ’l—l
nsert
;,( " * '/

| HEEE"
Step Time Actien
. i 2355 Baieel Gubiraaies o -
Steps which are part 3 e P
of the selected Board Cue 1 e il kR
[ e ] G Submsater 1
5 [ = ] Selact Submarisr §
0,550 Load Subresster 2
L ) 0400 Lisad S ubreaster 2
Timing information i i ;

—l q

(This can be edited)
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Delete a step:

Step 1. Using trackpad, select step(s) to be deleted.

Step 2. Click on "trash can" icon. Step(s) will be removed.
Replace a step:

Step 1. Using trackpad, select step to be replaced.

Step 2. Click "replace” icon. [Board Cue] button will begin flashing.

Step 3. At desk, perform replacement action. (The first action taken will replace the
selected step and editing will end.)

Replace all stepsfrom Step X on (through remainder of Board Cue):

Step 1. Using trackpad, select last "good” step. (Steps after this selection will be
replaced.)

Step 2. Click "punchin" icon. [Board Cue] button will begin flashing.
Step 3. At desk, perform new series of actions.

Note: Board Cue can be updated or re-stored as a new number.

Step 4. To store back into original number:
Press [Update] [Board Cue] [Enter].

To store into new number:
Press [Store] [Board Cug] [n] [Enter] or [Store] [Board Cue] [n] [Label]
[Enter] [xxxxxx] [return].

Insert new step(s):
Step 1. Using trackpad, select step prior to where you wish to insert new step.

Step 2. Click "insert" icon. [Board Cue] button will begin flashing (at a slower rate
than when flashing during a Macro record operation).

Step 3. At desk, perform new action(s).

Step 4. To store back into original number:
Press [Update] [Board Cue] [Enter].

To store into new number:

Press [Store] [Board Cug] [n] [Enter] or [Store] [Board Cue] [n] [Label]
[Enter] [xxxxxx] [return].
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02.9668.0001A

Advanced Cue Features

This chapter contains instructions for storing and modifying cues utilizing advanced
console features. These instructions build on the basic store and playback instructions
provided in the “Basic Cues’ chapter on page 107.

» Special Cue Attributes
» Advanced Cue Storing and M odifying

e Cue Windows
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Special Cue Attributes

Overview

In addition to parameter data, cues can contain the following special attributes:

Link

Loop

Auto Follow (AF) Type (Wait or Trail)
Auto Follow (AF) Time

Out Time

Note: These special attributes can also be applied to board cues as required.

Guiddlines:

When a cue is stored, these cue attributes may be entered in any order.

If acueisdefined as an effect cue, then crossfade instructions may not be included
in the cue contents.

The cue does not need to be active to change its data.
These special attributes can also be applied to cue ranges.

In all cases, these attributes may be defined using the command-line keypad or
Cue/Board Cue Sheet window.

Note: With these commands, the command-line keypad defaults to the cue mode,
making use of the <Cue> button optional.

02.9668.0001A
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Shortcuts . >

194

Link

Link instructions can be stored with acue. Link instructions allow cuesto be run out
of sequence by causing a different cue number to be loaded into the submaster’s
pending file when the cue that carriesthelink instruction is activated. In addition, link
instructions may also be provided to snapshots, macros, and effects. (In the case of a
linked effect, special conditions apply. See‘To Effects’ below.)

If await or trail timeisincluded with the cue data, automatic activation of the linked
cue, snapshot, macro, or effect will occur when the wait or trail time has elapsed.

Store a cuewith alink to another cue:

* [Store] <Cue> [n] [Link] <Cue> [X] [Enter] - upon playback of Cue n, the“linked”
cue (x) would be loaded into the same submaster for manual activation.

Link an existing cueto another cue:

* <Cue>[n] [Link] [X] [Enter] - links Cue nto Cue x.

Remove alink from a cue:

e <Cue> [n] [Link] [Enter] - removes the link instruction from Cue n.
Link a cueto a snapshot:

* <Cue> [n] [Link] [Snap Shot] [x] [Enter] - links Snapshot x to Cue n.
Link a cueto a macro:

* <Cue>[n] [Link] [Macro] [X] [Enter] - links Macro x to Cue n.

To link another cue to the currently selected cue, press[Link] [n] [Enter] - wherenis
the linked cue.

To link a snapshot, macro, or effect to the currently selected cue, press [Link]
[Macro*] [n] [Enter] - where n isthe number of the macro you wish to link.

* [Snap Shot] or [Effect] can be used instead of [Macro].
To Effects

A cue can either have data or recall an effect, but not both. When an effect islinked to
acue, the effect will be recalled when that cue number is played.

Link an effect to a cue:
* <Cue> [n] [Link] [Effect] [X] [Enter] - links Effect x to Cue n.
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Loop

Loop instructions are used in combination with link instructions to replay a sequence
multiple times.

When a cue with alink and loop instruction is played back, the linked cue will
automatically be played back on the same submaster and then the original cue would
be reloaded and the sequence would repeat as defined by the loop number. After the
defined number of loops, the submaster will automatically load the next sequential cue
into the submaster’s pending file, activating the next cue based on autofollow for loop
or sequential cue.

L oops should be defined on the last cue of a sequence.
Store a cue with link and loop instructions:

* [Store] <Cue> [n] [Link] [m] [Loop] [X] [Enter] - links Cue n and Cue m with a
loop of x times.

Add aloop to an existing linked cue:

e <Cue>[n] [Loop] [X] [Enter] - Cue n and itslinked cue will loop x times.
Removealoop instruction from a linked cue:

* <Cue> [n] [Loop] [Enter].

To add a Loop instruction to the currently selected cue, press[Loop] [n] [Enter] -
where n is the number of desired loops.
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Trail
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Wait/Trail Time

Wait or Trail time instructions may be stored into a cue to control the start of
subsequent or linked events (refer to “Link” on page 194).

Wait is atiming attribute which causes the next event to be automatically executed
after the wait time has elapsed. The wait time begins counting from the moment the
cueis executed.

Trail isatiming attribute which causes the next event to be automatically executed
after thetrail time has elapsed. Thetrail time begins counting from the moment the
cue has compl eted.

Guiddlines:
* A cue can have either aWait or a Trail instruction, but not both.

* If nolinked event is specified (viaa Link instruction), then the subsequent cue in
the cue list will execute after the wait/trail time has el apsed.

» If alinked event is specified, the linked event will execute after the wait/trail time
has el apsed.

Note: Inthefollowing examples, Trail could be used instead of Wait.

Store a cue with await/trail time;
* [Storeg] <Cue> [n] [Wait] [m] [Enter] - stores Cue n with await time of m.
Store a cuewith alink and a wait/trail time:

* [Store] <Cue> [n] [Link] [x] [Wait] [m] [Enter] - stores Cue n and provides an out
of sequence link to Cue x with await time of m.

Add await/trail timeto an existing cue:
* <Cue> [n] [Wait] [X] [Enter] - adds await time of x for Cuen.
Add await/trail timeto arange of cues:

e <Cue>[m] [Thru] [t] [Wait] [X] [Enter] - adds the specified wait time (X) to all of
the cues in the specified cue range (m thru t).

Remove a wait/trail time from a cue:
* <Cue> [n] [Wait] [Enter] - removes the wait time from the specified Cue n.
Remove a wait/trail time and link from a cue:

e <Cue> [n] [Link] [Wait] [Enter] - removes both the wait and link instruction for
the specified Cue n.
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Remove a wait/trail time from arange of cues:

e <Cue> [n] [thru] [t] [Wait] [Enter] - removes the wait or trail time from the
specified cue range (n thru t).

To add await/trail timeto the currently selected cue, press[Wait] [n] [Enter] - wheren
isthe desired time.
* or [Trail].

Out Time

Out Time instructions may be stored into acue. An Out Time will provide a*“fadeto
no intensity level” instruction to any luminairesthat are “ going inactive” inacue. Out
Time aso provides the time value that luminaires are to fade to inactive in the event
the submaster is desel ected.

The console has a setting for adefault Out Time, which is stored into all new cues
where a different timeis not specified. The default setting is 3 seconds, but can be
changed universally in the Settingswindow. Refer to “ Settings Window” on page 245
to change the default Out Time.

Store a cue with an out time:
o [Store] <Cue> [n] [Out Time] [X] [Enter] - stores Cue n with an out time of x.
Add an out timeto arange of cues:

e <Cue>[m] [Thru] [n] [Out Time] [X] [Enter] - adds an out time of x to the range of
cues m through n.

Reset a cue'sout time back to zero:
e <Cue> [n] [Out Time] [Enter].

To add an out time to the currently selected cue, press[Out Time] [n] [Enter] - wheren
isthe desired out time.
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How Faders Affect Intensity

Previoudly, intensity states were discussed in relation to cue store operations (refer to
“Intensity States” on page 110). In addition to these four intensity states, the Grand
Master fader, Black Out feature, and submasters faders can affect store and playback
intensity levels. When used in combination with the manual control intensity encoder,
the Grand Master fader and any selected submaster faders al play a part in the final
intensity output level by a proportional calculation.

Grand Master/Black Out

The console provides two methods for mastering overal intensity output: the Grand
Master fader and its associated [Black Out] button. The Grand Master fader can be
used to proportionally master the intensity output. The [Black Out] button, when
engaged, sets al intensities to zero.

If acue/preset is stored with the Grand Master fader at zero, or the [Black Out] button
engaged, the luminaires would be considered zero. If acue/preset is stored with the
Grand Master fader set between 0 and 100 percent, then the intensity value stored with
the cue/preset would be proportionally affected as noted in the following examples.

Cue Store Scenario 1 (with all submasters desel ected):

Selected channels have an intensity value of 100%.
Grand Master fader is set at 50%.
Channels are stored into the cue with intensity values of 50%.

Cue Store Scenario 2 (with all submasters desel ected):

Selected channels have an intensity value of 50%.
Grand Master fader is set at 50%.
Channels are stored into the cue with intensity values of 25%.

Note: These two simplified examples are intended to help show the relationship of
intensity controls. Many more combinations are possible.
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Submaster Faders

Submaster faders can affect the intensity output of selected luminaires prior to the
Grand Master contribution, provided the submaster is currently selected. Calculation
of the final intensity output when including submaster faders becomes more complex.

A way to visualize the impact of encoder/fader settings on intensity is to open the
Luminaire Status window and view the resulting level changes as you move each
fader. (Aswith the two examples given on the previous page, these instructions are
intended to help show the relationship of intensity controls since it would be
impossible to provide examples for all possible combinations.)

Step 1. At Operation menu, select Luminaire Status.

| Cus Sheet
Step 2. Select luminaires. Beart Cir sheet
Step 3. Using Intensity encoder or [Full] button, bring intensity :"'”"" :'I"
levels to 100%. e
T el
Step 4. Select asubmaster by pressing its [Select] button. S Cobar ymam

Step 5. Move Intensity encoder, submaster fader, and Grand Master fader in various
combinations and view the intensity level changesin Luminaire Status
window’s Intensity column.

Thiswill giveyou an idea of how these faders and encoders work together to calculate
afinal intensity level for the selected luminaires. Thisisimportant because cues/
presets can be stored with intensity values.
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Command-Line Shortcuts

The command-line feature has several built-in shortcut and convenience capabilities
which can be used to speed up and simplify operations.

Some shortcuts have been indicated so far throughout the manual with the graphic
shown to the left of thistext. These shortcuts, along with additional ones, are collected
here.

Using [+] with [Store]

The [+] button can be used to increment the store target by a predetermined increment
value (default = +1).

Using [+] with a +1 increment value:

» Pressing[Store] [1] [Enter] will store Cue 1. Pressing [Store] [+] [Enter] will store
Cue 2. Pressing [Store] [+] [Enter] will store Cue 3, etc.

Using [+] with a +0.1 increment value:

* Pressing [Store] [1] [Enter] will store Cue 1. Pressing [Store] [+] [.1] [Enter] will
store Cue 1.1. Pressing [Store] [+] [Enter] will store Cue 2.2, etc.

Increment Value Indicator

FIE] 23
store next cue CIB|G +0.01
Store + [

Note: Theincrement valueis also displayed in the Encoders window. Refer to
“Encoders Window” on page 56.

[Store] [Store]

This command-line entry can be substituted for the standard cue store entry.
*  Press[n] [Store] [Store] to store Cue n.

Submaster Load

A cue specified at the keypad can be immediately loaded and played back in an empty
submaster.
Step 1. At keypad press[cue number]. (Must be valid cue number.)

Step 2. At empty submaster press[Load] and then [Go].
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Cue Store Target

Pressing [Store] [Enter] always defaults the store command to the last selected cue.
(This cueisdisplayed in the command-line display.)

Selected Cue
[Store] [Enter] will always re-store this cue

P

ITF[C| 52
set cue 52 B|G|D| Blwash

Cueb2 [

Additionally, when working with decimal cues, it is not necessary to re-enter the
leading cue number.

For example:

» [Store] <Cue> [5] [Enter] = store Cue 5

* [Store] <Cue> [5] [.] [3] [Enter] = store Cue 5.3
» [Store] <Cue>[.] [7] [Enter] = store Cue 5.7

Cue Attribute Target
For the currently selected cue (seeillustration above), attribute instructions can be
applied without re-specifying the cue target. For example:

* Tolink another cue to the currently selected cue, press[Link] [n] [Enter] - wheren
isthe linked cue.

* Tolink asnapshot, macro, or effect to the currently selected cue, press [Link]
[Macro*] [n] [Enter] - where n is the number of the macro you wish to link.
* [Snap Shot] or [Effect] can be used instead of [Macro].

* Toadd await/trail time, out time, or loop to the currently selected cue, press|[Wait]
[n] [Enter] - where nis desired time or number of loops.

* aso [Trail], [Out Time], or [Loop].
Miscellaneous Shortcuts

» Holding down [Clear] will clear an entire unterminated command line.
* Pressing [Next] / [Last] together will reselect the original channel range or group.

Creating Cue Numbers without Storing Data

It is possible to create and label cues without storing data. To do thisis, store a cue
while all luminaires are inactive or off-line.
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Locating Stored Cues

In order to verify if acertain cue number exists or to locate nearest stored cue
numbers, a shortcut can be used.

L ocate cue number:

At keypad, press [Cue] [n] [Enter] for cue number you wish to verify. One of two

things will happen:

» If the cue exists, its number and label will be displayed in the command-line
display.

» If acue by that number does not exist, "no cue" will be displayed. At command-

line display, press[\/] to move forward or press|[ .\ | to move backward. The
next higher or lower cue numbers (nearest the cue number you entered) will appear

in the display.
LIFIC| nocue
set cue 52 BIGID
Cueb2 [0
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Update

When Update is used, any channels that had another cue as their source, and were
modified, would not be added to the target cue.

Tip .. > Update ismost useful when you know the exact range of cues to be modified.
Guidelines:
* Any rate modifications will affect the stored time values accordingly.

. The Update feature is used to store modified channels back into their source cues.
Update

» Unexpected behavior can occur with updates involving intensity if the submaster
and Grand Master faders are not at full. Refer to “ Store, Update, and Selective
Store with Submasters’ on page 207.

» Updateisintended for active cuesonly. To add sections of the live stage output to
inactive cues, use the Selective Store command (refer to “ Selective Store” on
page 204).

* Any channel transferred to an independent submaster or parked in patch will not
be updated. All other cue dataremains as originally set.

Note: Unlike Selective Store, Update commands are not routed through the Channel
Select panel and the filter settings.

Update a cue:

* [Update] <Cue> [n] [Enter] - updates Cue n with only those channels that were
receiving their instructions from that cue.

Update multiple cues:

* [Update] [Enter] - updates all modified channelsin their source cues. Any
channels that had no source cue would not be stored.

Update a preset:

* [Update] [Preset] [Enter] - updates all modified channelsin their source cues and
preset(s). Any channels that had no source cue would not be stored.

Update a preset in a specific cue:

* [Update] [Cug] [n] [Preset] [Enter] - updates Cue n and its preset(s) with only
those channels that were receiving their instructions from that cue.

Undo (reverse) an Update command:
* [Undo] [Enter] - reverses the last store/update/del ete command.
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Sel
Store

Tip C_>

204

Selective Store

The Selective Store feature is used to modify or add parameter datato acue, preset, or
beam state for specified channels (active or inactive). For example, with this function
you could modify a cue's color parameters, while leaving all other parameter data
intact for a particular cue or arange of cues.

Selective Store is most useful when you know the exact range of cues to be modified.

Note: Unlike Update, Selective Store commands are routed through the Channel
Select panel and the filter settings.

Selective Store new data for aparticular parameter in a cue:
Step 1. Select required channels.
Step 2. At touch screen, modify a parameter(s) as required. For example, color.

Step 3. Press[Sel Store] <Cue> [n] [Enter]. The new color parameterswill be stored
in place of the old color parameters, but all other parameter datawill remain
the same.

Selective Store new data for a particular parameter in arange of cues:
Step 1. Select required channels.
Step 2. At touch screen, modify a parameter(s) as required. For example, color.

Step 3. Press[Sel Store] <Cue> [n] [Thru] [m] [Enter]. The new color parameters
will be stored in place of the old color parameters, but all other parameter
datawill remain the same.

Note: Asacaution when altering parameters for more than ten cues, a confirmation
window will open.

Selective Store all selected channelsinto a cue:

Step 1. Select required channels.

Step 2. Using manual control, set parameters as required.
Step 3. At touch screen, set filters as required.

Step 4. Press|[Sel Store] <Cue> [n] [Enter]. All selected channels are re-stored into
the specified cue at current stage levels. Only those parameters allowed by
the filter settings are affected.
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Modify a preset using Selective Store:
Step 1. At touch screen display, modify filter settings as required.
Step 2. Select required channels.

Step 3. Press[Sel Store] / [Preset Select Button] or [Sel Store] [Preset] [n] [Enter]
(where n isthe discrete Preset number).

Undo (rever se) a Selective Store command:
* [Undo] [Enter] - reverses the last store/update/del ete command.

Selective Recall

The Selective Recall feature is used to recall specific parameter data from specified
channels (active or inactive) in a cue, preset, or beam state.

Guidelines:
» Selective Recall routes through the filter settings.

» If Timing is selected at the touch screen filter, then the parameter and its timing
information will be recalled (making that the current state).

» If Timing is not selected at the touch screen filter, then only the parameter will be
recalled.

e If Manual Timing isenabled (refer to “Manual Timing” on page 162), then the
current time information in the luminaires will be recalled. (For example, if focus
has atime of 10 seconds and color has atime of 5 seconds, then the luminaire will
recall the parameters using those individual times.)

Note: The system assumes that data to be recalled isfrom acue. As such, use of the
<Cue> button is optional.

Recall stored cue data:

Step 1. At touch screen display, select Filter mode. Select parameters to be recalled.
Step 2. If timing isdesired, press [Man Time].

Step 3. Select channel(s) as required.

Step 4. Press[Recall] <Cue>[m] [Enter]. All stored datawill be recalled from the
specified cue (m) for the selected luminaires, as dictated by the selections on
thefilters.
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Recall stored preset data:

Step 1. At touch screen display, select Filter mode. Using touch screen, select
parameters to be recalled.

Step 2. If timing isdesired, press[Man Time].
Step 3. Select channel(s) as required.

Step 4. Press[Recall] [Preset] [x] [Enter] or [Recall] [Preset Select Button]. All
stored datawill be recalled from the specified preset (x), as defined by the
selections on thefilters.

Undo a Delete Command

In addition to reversing Store and Update commands, the Undo feature can be used to
reverse a Delete command.

Undo (reverse) a Delete command:
* [Undo] [Enter] - reverses the last store/update/del ete command.

F
|atest str/upd/del C[B|G
Undo *

Modifying Cues in a Submaster

Cues can also be modified and re-stored while active in asubmaster. The Store,
Selective Store, and Update commands can be performed by using them in
combination with the submaster’s [Choose] button.

Guiddines:;

* When modifying a cue in a submaster, the modified cue data is automatically
loaded into the associated submaster. (Because theloaded cueis subject to altering
by the fader setting, unexpected behavior can occur when that fader setting isless
than full. See " Unexpected Behavior” below.)

*  Only channels receiving instructions from the cue being modified will be changed.
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Store, Update, and Selective Store with Submasters

After a cue has been loaded and played back in submaster, its channels can be
modified and re-stored using standard cue store commands.

For more information, refer to “Update” on page 203 and “ Selective Store” on
page 204.

Modify a cuein asubmaster:
Step 1. Run cuein submaster.
Step 2. Using manual control, modify parameters as required.

Step 3. Press[Update]* / [Choose].
* [Store] or [Sel Store] can be used instead of [Update].

Unexpected Behavior

any selected submaster’s fader is set below full. This happens as aresult of two
factors. First, when the intensity is stored at alower level asaresult of afader, then
the updated cue is automatically loaded back into the submaster, it will immediately be
affected (for the second time) by the fader setting causing a further reduction in
intensity output. Second, if more than one submaster is selected, the Highest Takes
Precedence (HTP) protocol must be considered. If acue, activein the first submaster,
isupdated to an intensity level below that of the second submaster, then after the cueis
automatically reloaded to the submaster, it will be overridden by the higher value of
the second submaster (which now controls the intensity output as a result).

f When acueisre-stored while active in a submaster, unexpected behavior can occur if
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Submaster Direct Mode

To assist in updating or re-storing cues, it is possible to have the command-line display
track the sequence of cues being executed in a submaster.

) ] Indicates that Direct
Cues will advance according to sequence mode is active

being played back in the specified submaster
when Submaster Direct Mode is active \‘

23 D

®O|m

ready (channel) ciB

There are two methods of initiating this mode:
* Atkeypad, press[Cue] along with [Choose] button at required submaster.
Sub *  Press[Cue] [Sub] [n] - where nisthe desired submaster number.

Once the mode has been activated, a“D” indicator will appear in the command-line
display and any advances in the cue sequence at the submaster will automatically
advance the current cue. If you wish to make changesto any cue, then that cue
number is already in the display when you go to store the cue again (after making
changes).

To exit the mode:

* Presstheforward or backward advance buttons at the command-line display.
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Cue Windows

Cue Sheet

Cue sheet data can be viewed and edited in the Cue Sheet window. The cue sheet
displays all recorded cues in numerical sequence and provides data regarding linked
events which would run during playback. Link attributes such asloops, auto follow
types (wait and trail), and out times are visible. Unless links are provided, which will
run cues out of sequence, any playback sequences will observe the numerical order
found in the cue sheet.

Access Cue Shest:
Step 1. At Operation menu, select Cue Sheet. Cue Sheet e Sabu 3. %
window will open. Weraphic B
l=minaire Waiy B3
Step 2. Enter or edit data as required. ShapshtFNer
Timma i Gl

Wi Calor fpdem

Auto Follow type (walit, trail, or none)

Cue link
Snapshot link Out time value
Cue Number
. Number of
Effect link ~ Macro link loop cycles
0 T T — Sl=
y rr.n-# | Staraater 2 =1 EA.II:*HI ‘ ‘ ‘ ‘ # |
mumbEr Eflu’l. Label "'a'-I: SH‘EII Link AF it | Losp MAMax Pnle
LTl Labal the Cue e 0 kdake a nole..
nnz (i)
Separator |
[iTik] [iLL]]
1 LT

Forward/Backward Buttons

It is possible to move forward or backward through the cue list in the command-line
display by pressing the advance buttons.

* At command-line display, press[\/] to move forward. Press[ .\ ] to move
backward. Cue numbers shown in command-line display will respond
accordingly.
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Separators

Separators can be inserted into the Cue Sheet list in order to organize certain groups of
cues as hecessary. The separators can then be used as markers to quickly access the
first cue of each group.

Separator Pull-Down Menu - Separator Name
Used to scroll list to any separator. Separator Line
O ‘ T Myl 7 EE
| =g e | Bbruaster 2 il & Astedsad J
b:-l"w_'ht__:'rl'_lllﬂ Las=l  Mar | Snap | & O Lanp)/ M rate |
aun Libal Che Llig Fsiw L] LU TR T =
anz B =
Separsinr |
any LT
I L)
] LT
f=parafor F -
1 (170
4 L]
3 o
L] [
PRSSET! E=m Vimmm  ,  = =
L] i -
L] LT =

Insert a separator:

Step 1.

Step 2.

Step 3.
Step 4.

Goto specified separator:

[

» At Cue Sheet window, select separator by name from I

pull-down menu. Cue Sheet will scroll to beginning of :
separator line.

_Or_

At Cue Sheet, use cursor to select cue above where you
wish to insert separator.

At Cue Sheet menu (available when Cue Sheet window
isopen), select New Separator. A separator will be inserted.

LETLR R L
s REpaArares

Using pull-out keyboard, type name of separator.
Press [Enter].

Labiel the 0

* At Cue Sheet menu, select separator by name. Cue
sheet will scroll to beginning of separator line.
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Renumbering Cues

The cue number field is editable.

Note: The Move function also effectively renumbers cues. (Refer to “Copy/Move”
on page 165).

Submasters Track Mode

The submaster Track mode, specifies which submaster the cue sheet will follow. The
window selection will reflect the active cue in the submaster selected at the Track pull-
down menu. When cues are loaded or advanced in that submaster, the Cue Sheet
window will reflect the changes.

Submasters Autoload

When the Autoload box is checked in the Cue Sheet window, any selected cue will
automatically load and play in the submaster specified in the Track pull-down menu.

Autoload Checkbox -

Track Pull-Down Menu - ) Selected cues will automatically
Specifies a submaster for window tracking. load and play when box is checked.
@] & y [ue heel =
g Tram | | Bdrwirier T i) [ Asteisad

Pamber EReot) Labeel | Mac (Snap Umk | AF | Owt | loop | b Mate
au Libial Chi Ciio Haia [ 10 LU R [ %
a3 LT .

Separsinr |
iy TR
I L)
2 [T
f=parafor J

1 (170
E] [ i ]
k| LT
L] [
¥ -
L] i
q L] E

L ke hasn

Submaster Stop/Step

A running cue can be stopped using the [ Stop/Step] button.
Step 1. Press[Stop/Step] to stop a running autofollow.
Step 2. Press[Run] to resume playback with autofollows.
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Cue Data

Cue parameter data can be viewed and edited in the Cue Data
window. Thiswindow displays each stored cue one at atime with
its parameter valuesin a user definable format.

Fraset Data

[nlor Pgleme Dats
Beam Faledits Nada

Note: Cue data can only be edited if Patch editing is disabled.

View/Edit Cue Data: cats [
Che Derta
Step 1. At Data menu, select Cue Data. Cue Datawindow will ot
open. Bam Peserie Dais
Step 2. Once window is open, Enable Cue Editing menu option e
will be available (as long as patch editing is disabled). |If “acros
you wish to edit data, select thisoption. (Menu will now revsumiy LA
read ‘ Disable Cue Editing’.) - oot Cus iy

Step 3.
Step 4.
Step 5.

Timing -
Displays parameter
timing information

Value -

Displays value that luminaire is
reporting for the parameters

Edit data according to guidelinesin “Cue Editing” on page 213.
Click Save Cue to save changes or click Revert to abort.
To protect window from editing, select Disable Cue Editing.

Opens Parameter Columns window* which is used

to choose which columns appear in Cue window.

Specifies that window
will reflect cue selections
made at keypad when

Cue for which data
is being displayed

Parameter Source -

Palette reference reported by
luminaire (last one recalled
for that parameter)

Saves editing changes
(only available when
editing is Enabled)

Dynamic -
Displays dynamic state data

checked
Cue <110 ElB
| LTINS .. | Cee = E [+ Fallow Selection I 1
Fan | it Beam | Edge
E12 200 127 43 | = |
- 12 200 127 ak
- 2 200 27 4.3
mises 2 127 1}
1 100 Si2 354 127 103
L+ Ll - i F 554 127 k]
55 1an = 2 25d e
LT 1on = g12 LT 195 =|
JE ) \ :

Saves editing changes
(only available when editing is Enabled)

/ \ \

Reverts to last saved values Scrolls through cue list
(only available when editing is Enabled)

* Refer to “ Parameter Columns Window” on page 61.
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Cue Editing

Cue data can be edited in the Cue Data window when editing is Enabled. Remember

to click Save Cue to save changes (or click Revert to abort changes and reload last

saved version of cue).

Editing specific lines:

* When editing a specific line of acell, standard Macintosh text copy and paste rules
will apply.

Selection:

 Tosdectacel, click onit.

» Toextend or shrink the current cell selection(s) in arectangular fashion, hold down

and click on another cell.
» To add or remove a specific cell, hold down and click on that cell.

Copying:
* Any selection may be copied to the clipboard. All lines of every selected cell are

placed on the clipboard. (Value, Parameter Source, Timing, Dynamic). This
includes lines that you may have hidden by using the Parameter Columns window.

Pasting (General):

» When datais pasted into acell, all contents of the destination cell are completely
replaced with the contents of the cell on the clipboard. The exception would be if
datafor alineisout of range, in which case it isignored. However, only those
particular lines that are out of range are ignored. The rest of the cell pastes
normally.

* Any parameter may be pasted over any other parameter. Range checking will be
performed to prevent data corruption.

* Ingenerd, itisnot possibleto edit, copy, or paste any parameter column that is not
in the table. The exception isthe Focus and Color columns. Pasting into one of
these columnsis equivalent to pasting the same cell into ALL of its component
columns. Thiswill occur whether or not the component columns have been
selected in the Parameter Columns window.

Pasting (One-To-M any)

» If only one cell isresident on the clipboard, the contents of that one cell will be
pasted into all selected cells.
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Pasting (M any-To-M any)
» If more than one cell isresident on the clipboard, the following method is used.:

Datais pasted in Row by Row. Thereisa1:1 mapping of rowsin the clipboard to
rowsin the selection. If there are more rows in the selection than there are in the
clipboard, nothing will be pasted into these rows. If there are fewer rowsin the
selection than on the clipboard, the remaining rows in the clipboard will be
ignored.

Note: Thissamelogic isapplied to extra cellsin the clipboard or selection for each
row.
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Advanced Effects Features

This chapter containsinstructions for storing and modifying effects utilizing advanced
console features. These instructions build on the basic store and playback instructions
provided in the “Basic Effects’ chapter on page 115.

» Advanced Attributes
» Effect Timing
» Advanced Playback
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Advanced Attributes

Changing Direction, Mode, or Start Settings

Direction, Mode, and Start attributes can be defined using the Effects controls and/or
associated effects windows. These attributes are always stored into an effect during a
store operation and unless changed by the user, the default settings will be stored
initially. (Refer to “Basic Effects’ chapter on page 115 for descriptions of these
attributes.)

When an effect is selected, the corresponding attribute buttons will light. These can be
defined at the time of effects creation or changed at a later time.

Using Effects panel:
Step 1. At Effects Control, press [Effects].

Step 2. At Effects select display, press [Effect Select Button] of effect you wish to
modify.

Step 3. Pressbuttons for new Direction, Mode, and Start settings.
Step 4. Press[Store] / [Effect Select Button] to store changes.
Using Effects window: En

Step 1. At Data menu, select Effects. Effects window will open. el
Beaiti Falets Data

Step 2. Use pop-up menus to define new Direction, Mode, and

Start settings for each effect. e
| - EMacts 2=
[=f Assign To Submaster E
w Label Sef Seq Dir Mode | Dycle Start Rand  In Out Time Oycles
1 Color Cheai n] 1 Foirsard Aun | Conlinuais [l
z Figura & 1 5 | Forward Run | Cordi nuaus Simul 1.00 2
5 WiéMove 5 & Dscillsie Bun  Bresk Cesceds 400 | 028
= [n]} Foireard Run | Condinuggs Cichc i
5
[
7
B L]
-
4 |
10 =
\ |
Defi Set . Effects level timing attributes
efines se Defines Sequence (refer to next section)

Direction, Mode, Cycle, and Start attributes
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Effect Timing

218

Overview

Timing values can be applied to the overall effect or to asingle step of an effect to
create such actions as fade in, fade out, attack, sustain, and decay.

Timing values are displayed in the encoder window and can be adjusted using the
encoders. Timing can also be assigned and modified using the command-line keypad
and associated windows.

Note: When creating a new step, it will default to the same timing values as the
previous step.

Example of a
3 Step, 3 Part, Cascade Effect
with timing attributes

Effect#2 ——
r 1
Fade In =.25 1|
Fade Out = 25 : | Part1- VL5 Group | i
Wave =2.00 | Part2- VL6 Group |
Step = 1.00 | |
| | Part 3 - VL7 Group ‘
Lo - - _ _ __ _
Set
Sequence o — — — *L 7
| Step 1 |
[ Step=1.0 [
| Attack = .30 |
‘ Sustain = .70 ‘
\ L |
| |
| Step 2 |
Attack = .30
| Sustain =.70 |
\ \
\ ¢ |
| |
| Step 3 |
Attack = .30
| Sustain = .70 |
| \
Lo - - _ _ _
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Effect Level Timing

Timing attributes are available on an effect level to control the overall step times, fade
in, fade out, and wave time for each effect.

* Step Time - the time between activation of a sequence step and the next sequential
step. On an effectslevel, Step Time can be used in two ways: either to set all
seguence steps to the same timing value or to scale the timing values of sequence
steps (when sequence steps have different timing values aready stored). Step
times can also be set individually from the Sequence Editing mode (refer to
“Sequence Level Timing” on page 221).

Effect

Step Step Step
<1 Time —><J}— Time —><}—Time —>

%nv M

* Fadeln Time (0 - 59.59) - allows channels to begin the effect sequence while
fading to the full intensity value required by the effect steps. (If thereisno fadein
time, the effect bumpsin.)

* FadeOut Time (0 - 59.59) - allows channels to fade out after exiting the effect.
Thistiming value is only assumed by channels that are going inactivein the
incoming cue, or when the cycle or duration time has expired. Any channels
involved in the incoming cue would immediately cease activation in the effect and
fade to their new cue levelsin the time provided by the incoming cue. If thereis
no Fade Out Time, all channelswill immediately stop the effect pattern and fade to
their new instructions in the time dictated by the incoming cue. If they are not
involved in the incoming cue, they will fade to inactive in the out time of the
incoming cue.

1 Duration ——— ‘

 WaveTime- thetimeit will take an effect to loop back to the beginning. (A wave
time can be specified using the Effects window. Only appliesto Break or Cycle
modes.)

Note: A wavetime can only be greater than the total sequence time (i.e., the wave
time will never cut a sequence short, only add a gap before the sequence starts again.

Effect

Wave Time —{—|<}— Wave Time ~}— Wave Time —{—
Cycle Cycle Cycle
1+ 1 —|>‘ 2 —= 3 =
| | |
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Assigning Effects Level Timing

Timing can be assigned and modified using the encoders, command-line keypad or the
Effects window.

From Select Displays
play [ tau
Assign timing: [ | o015
0 Step 1. At Effects Control, press [Effects]. =
Effects . Fadeln
. Step 2. At Effects select display, press [Effect @ [ 430
Select Button] of effect you wish to modify.

Step 3. Using encoders, set timesasrequired. (To [S— FadeOut
set all step times to same value, turn [l | a2
encoder to 0.00 and then up to required
Val ue) Q wave

Step 4. Press|[Store] / [Effect Select Button] to ]
store changes.

From Effects Window:

Assign a Fade In, Fade Out, Duration, or Step time:

Step 1. At Data menu, select Effects. Effectswindow will open. [Em

Chie Dala

Step 2. Using keyboard, enter timing information in Time and el S

Duration columns as required. et Pttt ks

hule
i iR

Random - Fade Out Time How many times the set
Affects the step triggering order set will run through the
just as direction does (forward, Fade In Time sequence before stopping
reverse, oscillate), except it chooses
steps at random instead of by How long it will take the effect Overall Effect
specific order and also affects their  to loop back to the beginning. Duration Time
timing.

] - Effects B

[J Autoload ta sunmamr-m \‘ \‘ : \‘u \ \% o]

= Label Set Seq)\ Dir Mode Cycle Start ‘Wawe ut | Time Cycles [=]
| Bally | 41 | 21 irtward Run Brask Simul 1.05 1.01 1.01 —
2 Blusgop 41 22 | Nprward Hun Breni Simul .44 L} .44
3
d Rippla 21 16 FoNgard Run Eirask Simul
B rardemspakes | 22 | 1% Ransdom Aun Brzgi Simul
[ rpreep | 27 11 | Forward Aun Eireak Simul
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Cycle Count

Inlieu of aduration time, atotal cycle count can be provided in the Cycles column of
the window. This number will specify how many times the set runs through the
sequence. After running the specified number of times, the effect will stop and await
manual restarting or go to the next event.

Sequence Level Timing

Timing attributes are available on a sequence level to control the step, attack, sustain,
and decay for each step in the sequence.

Note: When cues are included in sequences, the cue times will override step attack
times, unlesstiming is disabled by thefilters.

» Step Time - the time between activation of a step and the next sequential step.
This can also be controlled on a universal level in the effects timing attributes
(refer to “Effect Level Timing” on page 219).

» Attack Time- transition time between current luminaire state and state dictated by
the step action.

e Sustain Time - how long the channels will execute the action.

» Decay Time - transition time out of a step into a background state. Thisis used
only in a situation where the effect isin Break Mode and the attack and sustain
times are longer than the total step time.

Step 1 Step 2

1 Step Time >|< Step Time ——— [~

Attack Sustain
= - —
Attack Sustain Vﬁecay

Background State
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Assigning Sequence Level Timing

From Select Displays

Assign sequence level times:

o Step 1. At Effects panel, press [Effects].
Step 2. At Effects select display, press [Effect Select Button] of effect you wish to
modify.

Step 3. At Sequence select display, press [ Sequence Select Button] of sequence you
wish to modify.

Step 4. Using encoders, set timing values. To scaletiming valuesfor all stepsin
sequence, press [Shift] while adjusting encoder. To set all steps to same
value, turn encoder to 0.00 and then up to desired value.

Note: Holding down the timing button and turning the encoder knob at the same time
will change thetime for all stepsin the sequence.

From Effects Window:

Assign Step, Attack, Sustain, and Decay times:

Cuie Duita
Step 1. At Data menu, select Sequences. Sequences window i RIS
will open. Beam Falerie Data

THNerks

Step 2. Using cursor and keyboard, enter timing information as -Hm::_
required. “tarroy

snapshots
Teme g Srripts
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Advanced Playback

Stop Flags

Steps can contain “stop flags” which will cause the effect to pause when that step is
reached during playback. Once paused, the submaster will switch from the run mode
to the stop/step mode. The effect will resume playback when [Run] is pressed again.

Add stop flag to a step:
Step 1. At Effect Control, press[Seq].
Step 2. Press[Sequence Select Button] of sequence number you wish to modify.

Step 3. For step you wish to contain a stop flag, press and hold [Step Select Button]
and then press [Stop/Flag]. (Stop will appear in display.)

Auto Load

The Effects select display can be placed in Auto Load mode for automatic submaster
loading. Once in Auto Load mode, when an effect, set, or sequence is selected at the
Effects select display, it will automatically load into the specified submaster.

Turn on Auto L oad:

Step 1. At Effects select display, press [Assign] along with submaster [Choose] to
specify submaster for autol oad.

Step 2. When you press an [Effect Select Button], effect will autoload into submas-
ter.

Turn off Auto L oad:
» At Effects select display, press[Bank/Function] / [No A/L].
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Run/Stop Control

The Run and Stop modes are used to start, stop, and step through an effect when in
AutolL oad mode (see above). These will override any submaster actions when an
effect is assigned to a submaster. Pressing either button at the Effects panel will
operate the effect by stopping, stepping, or running.

Stop/Flag - Stops or steps through an effect. When in a stopped state, pressing [Stop/
Flag] will advance through the steps of an effect, one with each button press, in time.
When an effect is active in a submaster and [ Stop/Flag] is selected, the effect will not
execute when the submaster [Go] button is pressed.

Run - Startsan effect. When an effect isactivein asubmaster and Run is selected, the
effect will execute when the submaster [Go] button is pressed.
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Submasters

This chapter contains instructions for operating the playback submasters.

Submaster Overview
Submaster Modes

Playback Intensity Level

Playback
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SUBMASTERS : SUBMASTER OVERVIEW 13

Submaster Overview | Refer to I
Fold-out G

Panel Submasters

The 30 available submasters are used for playback of events. These standard
submasters are used for typical execution of cues (effect or crossfade types) or effects.
One way to operate the submastersis by using the "hard" faders and displays at the
console front panel. Submasters can be mapped ten at atime by selecting one of three
banks: [1-10], [11-20], or [21-30] as required

The display associated with each panel submaster provides status information which
includes pending and active cues, rate value, filter settings, atiming counter, and mode

indicators.
| F|E
| C|B|G
rate 100 |
Filter Grid
Modes (if any) Bl V%gsh Rate Value
Pending Cue 51
v Rdwash
Active Cue
01

Shows autofollow time, or cue
execution time if no autofollow
is specified.
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Submasters Window

The Submasters window can be used to control playback of events just as the panel
submasters. Bank buttons provide accessto all 30 “soft” submastersin groups of five.

* At Panels menu, select Submasters to access window.

O Submasters El
(TyEuie |_pute | Prosas || Towgis [opdie | waep | |_cowr [rtsdas] pars | orr | bews |
Mode Butt /'““‘"“ | : | 1] ] [l |
ode buttons
[7] [m] O [m] ]
||r5| |lr|| |_r|:| |lr|:|
- Fabe | Fobe 10 [T Aote 100 Rate 10D
Le-an] e
|l1-|'u|
/'r 448, B0
Bank Buttons
|wmal | e || wa | as || ew || wa |
Batert | fre| iyt | et | st |
fesrt b L | l.-1-|| I.IHI l.lHI Ll |
p-_ul = = =

Fum ll.ll Il.ll Hul Fumy

Lo | '
S e | e bl
/ [ beset [ s [
[ ki i

ol T T T ‘T T

The display associated with each submaster provides status information which
includes pending and active cues, rate value, filter settings, atiming counter, and mode

indicators.
[]
|| FIE
| C|B|G
rate 100
Filter Grid FCDT |‘\
Rate Value
Mode Indicators Blwash
| 51
Pending Cue Rdwash
b 4
Active Cue R
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SUBMASTERS : SUBMASTER MODES 13

Submaster Modes

Using [Choose] and [Clear]

Choose

The [Choose] button, when pressed along with any of the submaster control buttons,
allows the submaster to be placed in avariety of different modes.

These modes: Rate, Freeze, Function Filter, Channel Filter, Dynamic Disable, Time
Disable, Independent, and Manual Assign can be used for advanced control of events
during playback or to assign control of specific channels to a submaster.

When Function Filter, Channel Filter, Dynamic Disable, Time Disable, and
Independent modes are assigned, the mode indicator in the submaster display will light
accordingly.

| |F|E
C|B|G

rate 100
[FllcDmB

Corresponding modé Blwash
indicator lights when

a mode is applied.
Rdwash

01

To release a submaster from a specific mode, press function button (for example, [Dyn
Dsbl]) along with the [Choose] button for the required submaster. (The functions are
toggled on and off using this method.)

Note: Itispossibleto set up all submaster modes without having the submaster
selected except Manual Assign.
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Clear
The [Clear] button releases a submaster from any applied modes and clears any active
or pending cues (returning the submaster to its default state). The clear featureisa 2-
step process, so that mode setting and cue information can be cleared separately.
- - — — — — l
[Clear] / [Choose] | L|FIE |
ear oose
clear this information | CIB|G |
] rate 100 |
[ElCIDTT)
- #,, A
\ Blwash \
[glhear] / doluble-crl]i_ck | |
t
i[nfo(r)r%zl?i]o% cars s ] 51 \
| Rdwash |
S — I

Clear modes, filter, and rate settings from a submaster:
» Press[Clear] aong with the [Choose] button for the required submaster.
Clear active and pending cues from a submaster:

» Press[Clear] aong with double-clicking the [ Choose] button for the required
submaster.

230 12-April-01 02.9668.0001A



SUBMASTERS : SUBMASTER MODES 13

Rate

. The Rate feature speeds up or slows down the playback of events (cues or effects).
Rate

The Rate encoder allows a percentage adjustment from 0-999 with 999% being the
fastest rate and 0% causing the event to stop.

* Thedefault is 100%, which isreal time (5 seconds = 5 seconds).
* Decrease the percentage to slow down the event (50% rate applied to 5 seconds =

10 seconds).

» Increase the rate percentage to speed up the event (200% rate applied to 5 seconds
= 2.5 seconds).

Guidelines:

» All timing values associated with an event (luminaire delay and times, cue out
time, waits and trails) are affected by the rate modification proportionally.

» If acueiscomplete, the rate adjustment will affect the pending cue. When the
pending cueis activated, the adjusted rate is used to determine timing.

Set ratefor a submaster:

Step 1. Press[Rate] along with [Choose] button for required submaster.
Step 2. Use Rate Control encoder to adjust rate to required value.
Release submaster from Rate mode:

* Press[Rate] / [Choose] at submaster to clear.

Freeze

The Freeze feature halts an event in mid-transition.

Note: If acueisstored while a submaster is frozen, the end goal of the event will be
the data stored.

Freeze a cue

Step 1. Press[Freeze] along with [Choose] button for required submaster. This will
instantaneously halt the cue or effect.

Step 2. Pressthe[Run] button to resume cue, or press [Back] button to fade to
previous cue on that submaster in associated time values, (unlesstiming is
filtered).
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Func
Filter

232

Function Filter

The Function Filter appliesfiltersto a submaster for modification of a cue or effect
during playback. The Function Filter works in conjunction with the touch screen
display’s Filter Mode.

Guidelines;
« Thefunction filter does not become active until the next event is recalled.

» If acue hasamask associated with it, the submaster filter state will override the
mask. (All parameterswill be played back, whether or not they were originally
intended for playback when the cue was stored.) Refer to “Masking” on page 147.

Apply filtersto a submaster:

Step 1. At touch screen, select Filter Mode and set filter parameters.
Step 2. Press[Func Filter] / [Choose] on required submaster.
Modifying filter settings:

If filters are modified at the touch screen after initially assigning to a submaster, you
must press [Func Filter] / [Choose] again to update the filter changesin the submaster.

Using Filterswith Effects

Filters can be used with effects to withhold information from cues, beams, and presets
when they are part of an effect sequence. When cues are included in sequences, the
cuetimes are used instead of attack times, unless timing is disabled in the filter
selection.

Clear filtersfrom submaster:
Step 1. At touch screen, clear al filter selections.
Step 2. Press[Func Filter] / [Chooseg] at submaster to clear.
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Channel Filter

" The Channel Filter feature is used to specify certain channels for playback on a
submaster. Those “filtered” channels then become the only channels used by the
submaster whenever it plays back a cue or effect.

Filter a channel(s):

Step 1. Select required channels.

Step 2. Press[Chan Filter] along with [Choose] button for required submaster.
Release a Channel Filter:

Step 1. Deselect al channels.

Step 2. Press[Chan Filter] / [Choose] at submaster to clear.

Dynamic Disable

S The Dynamic Disable feature disables the playback of any macros and/or snapshots
linked to a cue. For example, if you wish to view datain a particular cue, you could
disable any linked event(s) so that it will not occur upon completion of the cue.

Apply Dynamic Disable to a submaster:

» Press[Dyn Dsbl] along with [Choose] button for required submaster.
Release a submaster from Dynamic Disable mode:

e Press[Dyn Dshl] / [Choosg] at submaster to clear.

Timing Disable

- The Time Disable feature causes timing data to be ignored for any cuesthat are
activated on that submaster whileit isin timing disable mode.

Apply Timing Disable to a submaster:
* Press[Time Dsbl] along with [Choosg] button for required submaster.
Release Timing Disable mode:

* Press[Clear] aong with [Choose] button of associated submaster to clear
submaster of all modes.
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Independent

The Independent feature prohibits a specific submaster from having its content
modified by any other submaster (although it can still be modified manually or by the
Grand Master/Blackout fader).

Example:

If achannel is controlled by Submaster 1 and intensity control is subsequently
assumed by Submaster 2, and Submaster 2 isindependent, that intensity value is now
independent and cannot be affected by any changes to Submaster 1's fader setting.

Make a submaster independent:
* Press[Ind] aong with [Chooseg] button for required submaster.
Release independent mode:

This action will not modify the output of the submaster, only enable those channels/
parameters to be available for control by other playbacks.

* Press[Clear] along with [Choosg] of associated submaster to clear submaster of all
modes.

Manual Assign

The Manual Assign feature loads any selected channels and their current parameter
settings into the submaster for control. The submaster fader can then be used to scale
the intensity output for those channels. For example, this function could be used to
adjust the intensities of specific luminairesin order to brighten or dim certain areas of
astage.

When channels are manually assigned to a submaster, the current cue or stage ook
associated with those channels is now controlled by the submaster fader until such
time as the manual assignments are cleared from the submaster, anew cueis played, or
amanual control action is made at the Manual Control panel.

Guiddines:;

» Channel/parameters can be taken away from the submaster when a new command
isissued by a playback, unless the submaster isin independent mode (refer to
"Independent” above).

* Manual assignments will be cleared when anew cue is played back on that
submaster; the channels will fade out in the out fade time of the incoming cue or
effect.

» If filters are being used with the submaster, they will modify the manually
assigned channels accordingly (refer to “Function Filter” on page 232).
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* Unlike other submaster functions, the submaster must first be selected before
assigning manual control.

* Channels may be added by manual assignment to a submaster that has channel
filters. However, this does not add those channelsto thelist of filtered channels
(refer to “Channel Filter” on page 233).

Manually assign a channel, range of channels, or group:

Step 1. Select required channels.

Step 2. At required submaster, press [ Select].

Step 3. Press[Man Assign] along with [Choosg] button for required submaster.
Assign new channelsto a previous manual assignment:

The Manual Assign function is an additive process which will alow you to add
channels to an existing manual assignment.

Step 1. Select new channels.

Step 2. At required submaster, press [ Select].

Step 3. Press[Man Assign] along with [Chooseg] button for required submaster.
Release a manual assignment using [Choose] or [Clear]:

When releasing a submaster from a manual assignment using these methods, no
parameter datawill be changed; the channel isjust no longer associated with that
submaster.

* Press[Man Assign] / [Choose] / [Choosg] at associated submaster, or

* Press[Clear] along with [Choose] button of associated submaster to clear
submaster of all modes.

Intensity Level with Manual Assign

When channels are assigned to a submaster using the Manual Assign function, the
current intensity value for the selected channels at the time of being assigned becomes
the full intensity range which can be adjusted by the submaster fader.

Example 1:
If achannel isassigned whileitsintensity value is at 100%, the submaster fader
will have control of all 100% of the luminaire's potential intensity output. Subse-
guently reducing the submaster fader from 100% to 50% would result in a
luminaire intensity value of 50%.

Example 2:
If achannel isassigned whileitsintensity value is at 50%, the submaster fader
will have control of only half of the luminaire's potential intensity output (scaled
appropriately to the fader’s full range). Subsequently reducing the submaster
fader from 100% to 50% would result in aluminaire intensity value of 25%.
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Bump

When in Bump mode, pressing the submaster’s [Select] button will instantly "bump”
to the full intensity provided by the cue as modified by the fader position.

Bump intensity of active cue to 100%:

Step 1. Press[Bump] along with [Choose] button for required submaster. Submaster
isnow in Bump mode and [Select] will begin flashing.

Step 2. Press[Select] to bump intensity.
Release submaster from Bump mode:
* Press[Bump] / [Choosg] at submaster to clear.

Board Command Disable

The Board Command Disable feature causes any linked snapshots, macros or
autofollows to be ignored during playback of any cue. This feature can be useful for
recalling the core datafor any cue.

Apply Board Command Disable to a submaster:
* Press[BdCmd Disable] along with [Choose] button for required submaster.
Release Board Command Disable mode:

* Press[Clear] along with [Choose] button of associated submaster to clear
submaster of all modes.
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Playback Intensity Level | Refer to I
Fold-out G

How Playback Intensity is Determined

Earlier in thismanual, intensity was discussed in relation to cue store operations (refer
to “Intensity States” on page 110 and “How Faders Affect Intensity” on page 198).
This stored intensity state or level, along with the current setting of submaster and
Grand Master faders, are used in determining the final playback intensity level for any
given event.

As previously mentioned, the Grand Master fader is used to master the overall
intensity output for the console, while the individual submaster faders control the
intensity level of events being played back. Final intengity is determined by the
following combination:

* Intensity value stored in the cue or effect being played back.

» Fader setting of the submaster being used to playback the event. (If more than one
submaster is selected and their levels are different, then the HTP principle will also
beinvolved. Refer to “HTP (Highest Takes Precedence)” on page 240.)

» Setting of the Grand Master fader or associated [Black Out] button.
Intensity values are routed through the faders as follows:

Active Cue/Effect *
Intensity Value i

v

Submaster Fader
Setting

If the Manual Control panel
Intensity encoder is moved
while a cue is active in a
% submaster and channels are
selected, the submaster fader
Grand Master/Blackout is disabled and the following applies:

Setting %

Intensity Encoder

Playback Setting
Intensity Level %

Grand Master/Blackout
Setting

v

Playback
Intensity Level
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Example Scenarios

The following examples will give you an idea how stored intensity values and fader
settings work together to determine an intensity level for playback.

Thefina playback intensity level isapercentage of what was stored in the original cue
and not a percentage of the luminaire’s full potential intensity outpuit.

Note: These simplified examples are intended to help show the relationship of
intensity controls. Many more combinations are possible.

Playback Scenario 1:

Cue 52 has a stored intensity value of 100%.
Submaster fader playing Cue 52 is set at 50%.
Grand Master fader is set at 100%.

Cue 52 will play back at an intensity level of 50%.

Playback Scenario 2:

Cue 54 has a stored intensity value of 100%.
Submaster fader playing Cue 54 is set at 50%.
Grand Master fader is set at 50%.

Cue 54 will play back at an intensity level of 25%.

Playback Scenario 3:

Cue 56 has a stored intensity value of 50%.
Submaster fader playing Cue 56 is set at 100%.
Grand Master fader is set at 100%.

Cue 56 will play back at an intensity level of 50%.

Playback Scenario 4:

Cue 58 has a stored intensity value of 50%.
Submaster fader playing Cue 56 is set at 50%.
Grand Master fader is set at 50%.

Cue 56 will play back at an intensity level of 12.5%.
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Intensity Transitions

When playing back cues with intensity transitions (timed fades), the submaster fader

can be used to scale the intensity outpuit.

» If thefader is set before the transition occurs, the entire transition will be scaled
accordingly. For example, if atimed fade of 10 seconds is defined between Cue 1
(which has a stored intensity value of 0%) and Cue 2 (which has a stored intensity
value of 100%), then setting the submaster fader at 50% before the transition
occurs would result in a 10 second fade from 0% intensity to 50% intensity.

10 seconds
P (Cue 2 - 100%

50%

I

Cue 1-0% [

0% B

Submaster Fader
(Set to 50%)

» |If thefader ismoved during the transition, the remaining portion of the transition
will be scaled accordingly. For example, if atimed fade of 10 seconds is defined
between Cue 1 (which has an intensity value of 0%) and Cue 2 (which has an
intensity value of 100%), and the fader is dropped to 50% halfway through the
transition, then the result would be a 5 second fade from 0% intensity to 50%
intensity followed by a5 second fade from 50% intensity to 75% intensity.

5 seconds ’“—I 5 seconds
i -

0% 75%

Submaster Fader
(Move to 50%)
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HTP (Highest Takes Precedence)

The principle of Highest Takes Precedence is also important to understand when
storing or playing back acue. In acase of intensity conflict (e.g. two selected
submasters are set at different levels), the HTP principle decides which intensity value
will be ultimately applied to the luminaire. (When storing a cue, the stored valueis
also the result of this determination.)

Each luminaire continuously evaluates the intensity level provided by each submaster
including time fades and fader position. The subumaster providing the highest
intensity level will determine the luminaire’s actual intensity level.
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Playback

Run

02.9668.0001A

Advanced Playback of Cues

A cue loaded into a submaster becomes the pending cue. When [GQ] is pressed, the
pending cue will play.

Play a cue:

Step 1. At keypad, press[Cug] [n] [Enter] or scroll through cue list to select cue. It
will be displayed in the keypad window.

| F|IC| 52
recall cue 52 B|G|D| Blwash
Cue52 [
Step 2. At required submaster, press [ Select] to
select submaster for playback function. el
Step 3. Press[Load] to place cuein pending file Pending cue ES @
(as shown in submaster display). Active cue -
Step 4. Set Grand Master fader at required level. M2
. Shows autofollow time, or
Step 5. Set submaster fader at required level. cue execution time if no t -
autofollow is specified.

Step 6. Press[Go] to play cue. — T
Selects submaster E

for playback T s
The submaster always sequences, placing the next Loads cue []
sequential cue from the cue sheet or any linked cue B s

inits pending file. Linked cueswithout wait times Plays active cue
will await manual execution. ‘

* Press[Go] again to play next cue. /

. ) Stops and steps
Play previous cue: through cue

Play next cue:

* Press[Back] to play previous cue (previously Plays last cue
active on that submaster). Subsequent presses
of [Back] will step backwards through cue
sheet.

Play a cue again: -

Plays pending cue

* Press[Run] to play active cue again. —
Scales intensity =
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Run
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Controlling Linked Playback

The submaster always sequences, placing the linked cue in that submaster’s pending
file or the specified submaster’s pending file. Linked cues with an associated wait
time will automatically execute after the wait time has elapsed. If no wait time has
been defined, the linked cue will await manual execution. A linked macro will
automatically execute.

The [Stop/Step] button can be used to halt the automatic playback of linked cues
which have an associated wait or trail time.

Stop countdown of wait times:
Step 1. Press[Stop/Step] to stop countdown.

Step 2. Press[Run] to continue the countdown or press [Go] to advance to the next
cue.

Fade Times for Marked/Zero/Out Cues

During playback, cues stored with intensity states other than active will assume
different fade out times depending on the state.

» Cueswith marked and zero instructions will use the intensity down time associated
with the channel.

» Cueswith an out (inactive state) instruction will follow the out time associated
with the cue.
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System Setups

This chapter providesinstructions for setting the console’s default options, display
settings, and multi-console system options.

» Default Options
» Display Filters
* Multi-Console Features

» Off-Line Programming
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SYSTEM SETUPS : DEFAULT OPTIONS 14

Default Options

Settings Window

The options available in the Settings window are advanced setups that are not required
when first powering up and patching your system. These can be changed at any time.

To change settings:

* At Setup menu, select Settings. Settings window will open.

Tells the luminaires what to do in the event
communication is lost between the console
and luminaire/interface devices for more than

Spalnin Canlly EE

Flan ¥Viea

Falcs L]
30 Lo atean
IR Sabwg
Lag (1]

Tells the console what
to do upon startup

Sets unit of measure for

15 seconds 3D location distances
(| i Settings * / F
Emergency Achion Sartup Action
# 0a ratning wacro
Sets the internal ) Fade Out Time I—l
. "Hﬂ-‘“-‘t
date/time stamp ) e To Cue
lime Lnaty
22153 PM 5./ 215,000 & English
’l 2pe25i |2 | 626000 Set | 3 Metric

Change fields as

required and click “Set” Lue Creation

Detaislt un Time | (i

TsmeEcode
Configures internal jyr ] Awto Swtich
clock to take overin _—"]

Bautbons Keyvs

the event of a loss of
external when checked

Plﬂuruﬂue! d Arraws

Paletie Mare Oplisns
& Lowest Active Device
) Lewest Sebecled Device

-

Lise Fumc, Filter an Cobor Store

/

Click to reverse keypad arrow direction
(reversed when box is checked)

Sets the default Out Time
to be used in cues unless
a different time is specified
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Activates filters for Color select
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Default Explanations

Emergency Action

Default: Do nothing (remain in current state)

This setting determines what event isto occur if communication islost between the
console and the luminaire/interface devices for longer than 15 seconds. This
information is sent upon console start-up in case of an

emergency. You may determine one of the following:

- Do nothing. Luminaires will do nothing.
- Fade out in n seconds. System will fade out in the specified number of seconds.
- Go to Cuen. Luminaires will assume the specified cue action.

Startup Action

Default: No startup action

This setting determines what event isto occur upon power up of the console. You may
specify one of the following:

- Macro. Console will execute the specified macro.
- Snapshot. Console will execute the specified snapshot.

Date/Time Stamp

Sets the computer’sinternal date and time values for the console.

Units

Default: English
This sets the unit of measure, used with the 2D/3D location configuration.

Palette Store Options

Default: Lowest Active

This setting tells the console whether to draw data from lowest active or lowest
selected channel during a Beam or Color store operation.

The "lowest active" setting draws data from the lowest channel number with intensity
of that type, regardless of selection. The "lowest selected” setting draws datafrom the
lowest selected channel number of that type, regardless of intensity state.
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Use of Filters with Color Store

Default: Filters not used

This setting defines whether or not function filters impact Color select store
operations.

Buttons/Keys
This setting defines which direction the keypad [\7] and [ 2\ ] arrows will function.

Timecode Autoswitch

Default: Off

This setting defines whether the internal timecode clock will takeover or not when an
external signal islost. (Enabled when box is checked.)
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Display Filters

Loading Filters

Console status windows can be configured to include data from specified channels
only. Once adisplay filter has been loaded, only data from the specified channels
would be shown in the status windows and only these luminaires would appear in the

3D Graphic window.
Load a display filter:

Step 1. Select only channels you wish to be displayed in
status or 3D Graphic windows.

Step 2. At Special menu, select Load Display Filter.

Step 3. Toload anew display filter, repeat steps 1 and 2 for
different groups of channels.

Clear afilter:
Step 1. Clear al channel selections.
Step 2. At Special menu, select Load Display Filter.

248 12-April-01
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Multi-Console Features

Setting Up a Backup Console

Virtuoso will allow a second console to be connected to asingle lighting system. This
feature can be used to ready a backup console for quick takeover of system operations
in the event the main console goes down. To configure the system for multiple
console connection, it is necessary to setup one console as aprimary and one as a
secondary.

Note: Full multi-user programming capability isnot yet implemented. Therefore, itis
recommended that no more than one console be used to program a show at one time.

Primary and Secondary Setups

In a multi-console setup, there are two possible console configurations. The
configuration for each console depends on the purpose and system limitations for that
particular multiple console setup.

* Primary Console. This console serves as the main system console. It storesthe
show file and retains overall submaster control.

Notes. Each system must have a primary console.
Only one primary console per system is alowed.

» Secondary Console. Thisconsoleis an additional console hosted by the primary
console. It receives show data from the primary and mirrors al submaster
operations.

Notes: Asmany secondary consoles as required are allowed.
Must be used in conjunction with a primary console.

Online Backup

The online backup feature is active when a main console and a backup console are
connected in asystem. The online backup allows the backup (secondary) console to
track all show file changes made at the main console so that if the backup consoleis
required to takeover, the transition is seamless (without a console reset or data
download to the system).
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Tip C >

250

Power Up

When powered up, a console will assume its previous configuration. The
configuration information is stored along with the show file. If a system detects
multiple primary consoles, adialog will pop up requiring you to choose asingle
primary console. When the primary console is configured in this case, the conflicting
console(s) will automatically respond to the new configuration setup.

It is good practice to power up the primary console first in a multi-console setup.

Configuring Multiple Consoles

By default, in asingle console setup, the console will e
automatically be configured as the primary console. Ina e
multi-console setup, secondary consoles can be configured
at the File menu.

ekt Coniale

AT -Lder
Configure a secondary console: :,'x“
Step 1. At consoleto be configured, at Virtuoso icon ::: = g

menu, select Config as Secondary Console...

Step 2. At confirmation window, click OK to
proceed or Cancel to abort.

Are Vol sEre Peil want 1o be § seosndary
comsgde®

| EHIH:HI “ 0K ||

Takeover asprimary console:

Step 1. At console to become primary, at File menu, select Takeover as Primary
Console...

Step 2. At confirmation window, click OK to

Primary Takeower

proceed or Cancel to abort.

; . Are you swre you wanl this consele o
Nammg COﬂSOl €s. Lake ower as the Primary Cansale?

Step 1. At System Configuration window, double-
click icon of console to be named or at
Virtuoso icon menu, select
Versions... Versionswindow will open.

[ cancel | [ oK |

Step 2. At name field, type console name.
Step 3. Closewindow.
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Disable Console

The disable feature is used to disable the consol€'s front panel and graphic interface
ability. A disabled console will still provide status feedback, sync submasters, and
appear in the System Config window, but all user control istemporarily disabled.

Note: Any primary or secondary console can be disabled as required.

Disable a console;

* Atconsoleto bedisabled, a Virtuoso Icon menu, select |l e
Disable Console... |

ARaul Virfuoyo,.,

Re-enable a console: IR AL TS
. AFF Lo
* At consoleto bere-enabled, at Virtuoso lcon menu, S
select Enable Console... Shurt Baws
Lidid s
ik L)
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Off-Line Programming

252

Performing Off-Line Programming

The off-line programming feature allows preprogramming without having to connect
to asystem. When in the off-line mode, all menus and windows are accessible just as
if the system were online. The only apparent difference is found in the System
Configuration window which will not display any device icons except for the console
while in the Off-Line mode.

Note: The off-line feature does not eliminate the need for aconsole. The Visionary
3D application is available for programming off-line without a console.

Set console to Off-line M ode: e

AFoul Virtuoso,.,

e At Virtuoso icon menu, select Off-Line. When in off- Desaibe Congale

Coimfig A SEcondany Ceasnle .

line mode, system configuration window will not e In Primacy Coms

display any connected system devicesand "offline” will I ———
appear next to the consoleicon.

§huit Dasws

LLEITE

Baib EQ
A System Config 0c—"—————— =|
Conzales: 1 MIFs: 0 Ring Status: Mot Complete

=i
* YirtuosoDi
(OFffline)

Indicates console is in off-line mode

12-April-01 02.9668.0001A



CHAPTER 15.

3D Graphic Display

This chapter providesinstructions for using the Virtuoso 3D Display features.

» 3D Features
» 3D Display Window
* Live/lPreview Mode
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3D Features

Overview

The Virtuoso three-dimensional features provide graphic feedback for live, preview,
and off-line editing purposes. Once patched with a 3D location, the 3D Graphic
window will allow you to view your current luminaire configuration in either a
wireframe or arendered three-dimensional representation. Luminaire status and cue
positions appear in the 3D Graphic window as they would appear live and any events
played back while the window is open are reproduced.

The 3D capability will allow you to define a venue size or import a model of your
particular stage production so that show files can be programmed and edited according
to the demands of your particular production. The 3D area displayed in the 3D
Graphic window isreferred to asa*“venue.”

The window provides numerous user-definable settings such as camera angles,
ambient lighting, and rendered detail level. The window also contains built-in control
interface features which allow luminaire parameter modification within the 3D
graphic environment.

The 3D graphic display is based on a“point of origin,” which is defined in the default
venue or avenue that has been imported. When importing a venue, the point of origin
used to create that 3D model would be the same point of origin used to base your
luminaire 3D location in the patch setup. For each luminaire, an X, Y, and Z
coordinate is defined, which locates the luminaire horizontally, vertically, and at a
certain depth from the point of origin.

Defining a New Venue

Dimensions can be defined for athree-dimensiona “venue” which is a representation
of your venue or stage production as defined by 3D modeling parameters. Thiswill be
the venue size used in the 3D graphic window.

To define a new venue size:

Bliow File Mlasager
R A Copy—

Impaes 30 Baschogro e
e 350 ok g rossmad

Step 1. At File menu, select New Venue... Dimensions
window will open.

Step 2. Enter height, width, and depth measurements.
Step 3. Click OK.

| lmpaen Venee

Tulieds Iy W o Pt AN P Y e

I-Il-'.lﬂ'_

Whillls |

[ |

|fomees| | W |
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Importing a Venue

A 3D graphic file can be imported for use in the 3D Graphic window. Thefile,
referred to asa“venue,” is arepresentation of your venue or stage production as
defined by 3D modeling parameters. It can be created in any 3D modeling software
package and then saved in the proper format for importing viathe console’'s Zip®
drive. The venue graphic is stored with the show file. If anew venueisimported, it
will overwrite the previous venue in the show file.

The console can import the following file formats:

o *3dmf o *3df
e *oxf e *.dwg

Note: When importing files, it is helpful to know the point of origin on which the 3D
model is based, although it can be determined in the event that thisinformation is
unavailable.

Import a venue:
Step 1. Insert Zip® disk containing your 3D venue model into

Shiewe Fila Masdgar

console Zip® drive. Sarve A (0¥
. Imypert 30 R karouamnd .
Step 2. At File menu, select Import Venue. Clnae T Bacagreand
X . i Mew Vemme,,
Step 3. At Open window, select your 3D model file and click
Choose.
View favorites
Access a View previously
network or server imported files

ISYEST, ] L’?,l 'ILI E'El'.|

_ sidindsindl ) Graphic Preview
[ ] Lot mectnz 3ar 11410098 [~
[] L0l ¥eaus 3dnr 12008 [ /
B revaystuia sane 12711498
] abwdia Yaruw Sdmi 1141948 _
(] atudsa. ame 1120798 Click to wrn off
B v e i 1ieres M preview feature

Hide Preview
ﬂ [ Cancel J " Choose H
Select 3D graphic file Click to import file into console’s

3D Graphic window.
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3D Layer Control

The clipping process used by the Virtuoso software to manage beam intersections
when they meet objectsin the 3D graphic can be processor intensive and slow down
performance of the 3D graphic feature. Asan option to speed up performance,
Virtuoso offers a method for specifying individual layers of the imported *.dwg or
*.dxf graphic not to be clipped.

Note: In VectorWorks, alayer isreferred to asaclass.”

To specify layer (s) for non-clipping:

* Indrawing package, rename layer starting with "-".
For example, "-truss’. When importing, Virtuoso will recognize thisindicator and
not clip beams when they meet objectsin thislayer.

Exporting a Scene

A scene from the 3D Graphic window can be exported in *.3dmf format for use with
3D modeling applications. The exported file will retain all of its 3D modeling
parameters so that it may be altered or re-rendered as required. The export function
will capture the current scene displayed in the 3D Graphic window at the time Export
is selected.

Note: The Export... option will only be available if the 3D Graphic window is open.

Export avenue:

Step 1. If required, insert View favorites
Zip® disk for Select a location Access a View previous
saving your 3D for saving network or server files
venue model into \
console Zip® drive. * - \ * f-

Step 2. Ensurethat 3D
Graphic window s | LEBeckup bisk 4 olulo]
open and setup as e
desired.

Step 3. At File menu,
select Export...

Step 4. At Save window, =
namefileand select | wame: [Wemie sdmt | [(Rewiq ]
location for storing.

| Cancel I Save
Step 5. Click Save to save.

02.9668.0001A 12-April-01 257



VARILLITE - VIRTUOSO DX CONSOLE USER’S MANUAL

258

Match 3D

The Match 3D feature available in the Drawing Size window allows importing of the
size and window positioning coordinates from the 3D graphic into the Plan View.

(Thisrequiresthat a 3D graphic has been

previously imported.)

Import 3D specificationsinto Plan View:

Step 1. At Operation menu, select 3D Graphic to open 3D Graphic window.

Step 2. At Operation menu, select Plan View. Plan View window will open and
2D Display menu will become available on menu bar.

Step 3. At 2D Display menu, select Drawing Size. Drawing Size window will

open.

Step 4. Click Match 3D to import specifications.

Import specifications from
Size and Window Top-Left
boxes.

Click to import 3D
specifications into
Plan View

12-April-01

Dirgwoing Yiee

Window Tep-Left
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3D GRAPHIC DispLAY : 3D DispLAY WINDOW 15

play Window

Defining X, Y, Z Locations

An X, Y, and Z location for each luminaire is defined in its patch information. These
coordinates can be entered at the time the luminaireisinitialy patched or any time
later.

The coordinates are based on a point of origin (X=0, Y =0, Z=0) from which every
object in your 3D graphic has been located. By defining all three locations, you can
achieve an accurate representation of your production in the Graphic Display window.

* X - left/right from origin.

o Point of Origin
* Y - forward/backward from origin. (0,0,0)

* Z-height from origin.
Define 3D settings:

Step 1. Open Luminaire Patch window by
dropping a new luminaire icon into

Plan View window or by double-

clicking an existing icon. (Refer to Z%g
“Patching VARICILITE Luminaires’
on page 32.)

Step 2. Enter an X, Y, and Z value.

Note: The Z coordinate (height) sets the top position for the luminaire’s hook in the
3D graphic. For example, to place aluminaire on a pipe at a height of 20'-0" to the
bottom of the pipe, the luminaire should be placed at 20’-2" for accurate placement.

_LI.I.“'.MI‘.I
lisine LT
(K] ;| wmnian
| i |
o [T L
ChETE D O mwind kan
T = |_l.l |
Lamp Coedred (= r
1“-""-“-:’“' Define 3D settings
wl . for X, Y, and Z location
Sprs
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Changing 3D Height Location

An easy method of changing the height (Z coordinate) of an object in the 3D
environment is accomplished at the Plan View window.

Height can be adjusted in two ways:

» By anabsolute setting. For example, all luminairesare raised to an absol ute height
of 10 feet.

* Onareativebasis. For example, all luminaires are raised two feet from their
current height (regardless whether their height is the same or different).

To change height:

Step 1.

Step 2.
Step 3.
Step 4.

Step 5.

At Operation menu, select Plan View. Plan View window will open and 2D
Display menu will become available on menu bar.

At Patch menu, select Enable Editing.
Select required luminaire icons using pointer.

At 2D Display menu, select Change Height. Set Height — oo
window will open. Traweny Sire..

bl i
|= Snap o Grin

Do one of the following:

To change height(s) to an absolute setting, select Z. Enter
value which will become new height of all selected luminaires. Click OK.

To change height(s) on arelative basis, select AZ. Enter value which will be
added or subtracted from current height location. Click OK.

Relative height

Absolute height adjustment
adjustment
\Set Height /
Enter value
w7 A7

[ (m—|
Cantell
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Using 3D Graphic Window

The 3D Graphic window displays your current luminaire configuration in either a
wireframe or arendered three-dimensional representation.

Note: If you open the 3D Graphic window without having defined a new venue or
imported a venue, you will be asked to define the venue size. Refer to “Defining a
New Venue’ on page 255.

* Luminaires are focused along afocus line, which reflects the actual focus and
color of the luminaire’s beam. Luminaire beams can be refocused as required by
indicating targets via the crosshairs.

» Changing the focus position automatically adjusts the corresponding parameter
datafor al luminaires that use that focus point for positional information.

Channel Select Mode - Pools Render Real Lights* Brings up Settings
Allows selection of individual Luminaires options window
channels or channel ranges. Rendered graphic
Center Lines )
Wireframe style
\ Cones graphic**

Point of Interest Mode - Selected luminaire
Angle M - S
Brings up crosshairs for Camera Angle Mode (highlighted)

refocusing luminaire beams Allows manipulation of
9 " camera angle view of scene  Select or add camera

(Refer to next page). angle presets

*  This option will greatly reduce the system’s operating speed.
** This option isonly arepresentative wireframe graphic style and will not actually speed up
performance. To configure 3D window for true wireframe functionality, go to Settings

options (refer to “ 3D Graphic Settings’ on page 263).
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Whilein Channel Select M ode, the following options are available:
e Click onindividual luminairesto select for manual control.

* Hold down left trackpad button and drag cursor across arange of luminairesto
select for manual control.

Whilein Camera Angle Mode, the following options are available:

» Hold down left trackpad button while using trackpad to move camera angle up/
down or right/left. (Whichever direction you move first will lock the graphic into
either the up/down or right/left mode. Release button and press again to move
graphic in adifferent direction.)

« Hold down left trackpad button and button while using trackpad to zoom

inor out.
+ Hold down left trackpad button and button while using trackpad to rotate
venue.

 Hold down left trackpad button and button to bring up camera focus
crosshairs. Clicking somewhere within the graphic with these crosshairs will
refocus the camera angle to that center point.

Note: One method of speeding up 3D graphic performance isto limit the number of
channels (and therefore their associated luminaires) which are displayed in the 3D
Graphic window at any one time. Refer to “Display Filters’ on page 248.

The following "quick keys' can be used with the 3D Graphic window to adjust the
cameraangle:

4, 6 = left, right direction (also arrow keys)
8, 2 = up, down (also arrow keys)
7,9 =zoom in, zoom out (also +, -)
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3D Graphic Settings

Appearance aspects of the 3D graphic can be adjusted using the Settings window.
Using 3D Settings window:

» At 3D graphic window, click on Settings button. Using cursor, drag slidersto
adjust settings as desired.

Adjusts overall brightness
of the 3D venue.
Adjusts the brightness of the light source
emanating from the left side of the window.
(This provides the realistic shaded look.)

Adjusts the shade of the
3D window background.

3] ) Settings y =
Ambient Light Eee bgraand Daler

—— —
. 2 wr

DHim Brigit Dk Ligavd

Fireciians Light Gmake Lavel

Hm ilghit]] Hm

Expder ing

Fardarer |- El:lt-nr- B[ I isrective h

Interpalstion m ] 5 badorern

S | Pressg [] |
Adlusts rendenng style. - —_—
(Wireframe will increase
o0 Sk Fewireg Camery =®=

response time and speed
of 3D Graphic window.)

L High
I:'-Srtl Uppaniln LErmars e "

(h Bath Sidis | Factory settings |

4

Sets detail level

- Adjusts virtual smoke level in venue.
of the graphic.

(The brighter the smoke level, the

. . . more visible the luminaire beams.)
Adjusts the number of sides rendered into

the beam. (The higher the detail, the more Restores default settings.
circular the beam pools will appear.)

Note: Rendered graphics require more memory and may slow down response time
depending on how many rendering options are currently active.
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Live/Preview Mode

@
Live

Pre
View

264

Overview

The 3D Graphic display, when used in combination with the console’s Preview Mode,
isapowerful tool for previewing cues and manual control moves without actually
executing them on stage.

As mentioned in Chapter 1 of this manual, the console has two special modes: Live
and Preview.

The Live Mode is used for live editing. While the [Live] button is selected, any
manual control actions or event recalls (cues, effects, dynamic states, etc.) will be
executed, in real time, on stage.

The Preview Modeis used for preview editing. While the [Preview] button is
selected, any manual control actions or event recalls are stored to the appropriate
luminaires, but are not executed on stage. They are, however, visible in the 3D
Graphic and Luminaire Status windows.

Anindication of the current mode is displayed just above the button bar at the bottom
of the online display screen.
Live/Preview Mode Indicator

P |Your Show IPatch On | [Live [Console 1 On Line

l Setup Systern Config Settings Flan Wiew | Fatch 30 Location

Guidelines:
» Thesubmasters are not affected by the Live or Preview Mode selection.

» Any active events on a submaster will still execute normally when Preview is
sel ected.
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Using Preview Mode

Thisfeature will allow you to continue to play back a show, while setting up a new
look which can then be saved asacue. The Preview Mode would aso allow you to
step through the Cue Sheet in order to preview cuesin the 3D Graphic or Luminaire
Status windows.

To use Preview M ode:

O Step

Pre
View

Step
Step
Step

Step
Step

02.9668.0001A

1.

Press[Preview]. (Any events currently activein a submaster will continue to
execute.)

2. Open 3D Graphic window and/or Luminaire Status windows as required.
3. Select channels.
4. Make manual control changes or step through the Cue Sheet. Actionswill be

reflected in 3D Graphic and Luminaire Status windows.

5. If required, store changes as acue.
6. Press[Live] to return to Live Mode.
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CHAPTER 16.

Show Maintenance

This chapter providesinstructions for managing show files, importing/exporting patch
data, updating the operating system, using online diagnostics, and for entering the
consol€'s off-line diagnostic mode.

Data M anagement

Updating Profiles

On-Line Diagnostics

Off-Line Diagnostics
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Data Management

02.9668.0001A

Show File Manager

Show files can be opened, duplicated, renamed, deleted, and backed up to a Zip® disk
using the Show File Manager window. Only new show files or files resident on the
consol€’'s hard drive can be opened directly. In order to open ashow file from either a
Zip® disk or CD, it must first be copied to the console’s hard drive. Once on the hard
drive, any show file may be opened, modified, and then copied back to the Zip® drive
for back up and storage purposes.

When the system is powered up, the Virtuoso operating system will automatically
open the last show file used on the console, unless one is unavailable, in which case a
new show file is automatically opened.

Open New Show File

Step 1. At File menu, select Show File Manager. Window
will open. m‘iF“"

. . . Imipeet 20 Bt
Step 2. Click New icon button to launch a new show file. N
Pyt ' i
Impset Yenue..
e
Impaat Prafiley..
lpdabs Frofiles
Duplicate selected
show file
Rename | octed
Import Show Data from selected show file ~ DElete selecte
selected show file show file Eject Disk
Open new 0 Slvow Elle Rlanager ﬁ
show file. _ e
B | B | B | By B B g Active Show File: Show 3
Consabe: External - |8 Backup Disk %)
Open selected e | -
show file ]:,,,,_, . J’i|
Show 2
Show File Limtitied

Copy selected file

to Zip drive or to
console hard drive
(so it can be opened).
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Open Existing Show File

Note: To open ashow file from aportable disk, you must first copy it to the console’'s
hard drive.

Step 1. At File menu, select Show File Manager. Window will open.

Step 2. Open show file: E
Sawe & Copy.

» For show files resident on console’s hard drive
(files listed in left column), select required show Clode g
file and click Open icon button to launch. Ren b

+ For show files stored on a portable disk (available e g |
in right column), select file and click left arrow Impads relies..

button to copy to console’s hard drive. It will now
be listed in left column. Select show file and click Open icon button to
launch.

Rename, Duplicate, or Delete Show File

Only show files resident on the console’s hard drive can be renamed, duplicated, or
deleted.

Step 1. At File menu, select Show File Manager.

Step 2. Select required show file.

Step 3. Click Rename, Duplicate, or poeriitadabipaseiigliisi
Delete icon button as required.
(Delete will require a confirmation.) [ Lawes

Backup Show File to Disk

Any show file resident on the consol€e's hard drive can be copied to a Zip® disk for
back up or storage.

Step 1. At File menu, select Show File Manager.

Step 2. At left column, select show file to be copied.

Step 3. At right column, select required disk and folder. Click right arrow button to
copy file.
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Import Show Data

Data can be imported from one show file to another.
To import show data:

Step 1. Open ashow file (to import datainto). E
Step 2. Sowe & Copy.

At File menu, select Show File Manager.
Impert 30 Ba kground...
Step 3. Select required show file to import from. Clear D dacugrend
MeEw VERDE..,
Step 4. Click Importicon. Import Show Data window will ST
open. ::11l-l-li.ﬁh'l:lrl|llllﬂ-.
Uate Pradies

Step 5. Select datayou wish to import by clicking boxes.
Click OK.

] Imigort S Data =

limipsrt Framm @ Shaw File 3

] optinms [ Beam Paletie
[l Macros [ Freseis
[ Patch [ Entry Temglate
] Emects Om
L] S#ts L] Snapshiots
O sequences [ Board Cuss
] Gromps ] M1 Tamestasde
C]Cslor Paletie [ Parm, Delaulis

L] Chigs

W Al Cwe s, &l canmels

Sedected (hannels

Cues | Tz

Comcet | || __ox }
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Save A Copy

A copy of your show file can be saved to the hard drive.

To save a copy:

Step 1. At Filemenu, select Save A Copy... Save As
window will open.

Step 2. Nameyour file or use default name.

Step 3. Click Save.

Type a name or
use the default

O Save As =]
Loaded Show Files:
bl
Show 3
Untitied
Current Show File : $how 3
L Gave Current Shav Fibe as:
]‘thw q
-

Shs File Slésdager

Impart ™ Aarkgroomi
Clipdsi 20 Bl G il
Mew VEmee.,
limpar ¥oee—
Eapaft
Impert badules..,
limpeert Fraflles—
Ugdare Frifiles

Export Patch

Patch data can be exported as text information from a show file for import into other
show files or programs.

To export patch data:

Step 1. At Patch menu, select Export Patch... File management [ Paten |
window will open.

Step 2. Select alocation and name your patch file.
Step 3. Click Save.

12-April-01

Tuin Pl 0N
Enabs Editing

nww Fdiinp
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Import Patch

Patch data exported from a show file may be imported into a different show file. The
patch data file can be resident on the hard drive or portable disk.

Note: The Import Patch option will only be available when patch Enable Editing is
Sel ected.

Toimport patch data:
Step 1. At Patch menu, select Enable Editing.

Step 2. At Patch menu, select Import Patch... File management
window will open.

TuFti Palch OF

Step 3. Locate and select required file.
Step 4. Click Choose.

Twem Pabch 0

DEunlbbie [dilimg
Save Editing

Cxpart Pétch -
FMan Yiew NB

Note: For instructions on importing a 3D venue, refer to “Importing a Venue” on
page 256.

02.9668.0001A 12-April-01 273



VARIOLITE - VIRTUOSO DX CONSOLE USER’S MANUAL

Console Log

A console log containing information such as calibration failure detections,
programming data, cue repair summaries, and save reportsis available for each
console. Messages posted in the console's Log Message box are the same messages

collected in thislog.
Log Messages

P

P |‘l‘uur Show |Patch On | |Li\re |Cnnsule 1 On Line
I Setup I Systern Config I Settings I Flan Wiew I Fatch I 30 Location I

Note: Thelog hasalimit of IMb. After itisfull, messageswill no longer be logged,
although they will still appear in the information bar as they occur. Press Clear to
empty log so that new messages will be displayed.

Using L og window:
* At Setup menu, select Log.
» Click check boxes to display desired information.

* PressClear to clear all messages.

Specifies which types of information will be displayed.

O i/ lag B
BAErrors pACoafip [ hete [ Detug -

120551 a0 P Corsse s St Dommioied Thuis 1T, 910, 1 7-00, 3730, T7-40,47-50, -0, T80 |=
S5 5, FT- 124, 1 %600, 0207, -0, I, S0-a6, T T2, IR, TR, TS mi
TSS-757, BT
12055 ] BOUTP  Covesede Sue Dommoied Tharvies | ~10), | 7-20, 27-30, F7-40, 4790, T9-70, T7-60
B 5, FT-I3, 120147, 1 96-200), B30, BRI, Z2-TH, I60-2T2, T77-F04, 36100
TO8, T3S, TSE-757
12A055 | SOITPH Dol State Dommoted Thurtes: | -0, | 7-20, 27-30, F7-40, 4750, -0, T7-60
B 0, FT- 1, 1300149, 1 96-200), OG0, SN0, S5, J60-TT2, TP, B6l-3
S70-588, 708, 725
IZA0SS ] S0CEEPM Comde Stae Dowmlnted Tharvies 1T, 9410, 1730, Z7-30, 57-40, 47-90, 7F7-70, T7-600
T8, T 3, | P00, OS2, 1 B, U, T2, e, 1 1 1
110110
IZANSS | SOSPH Consds Stae Dommboted Thurbes 1 -0, | 7-20, 27-30, F7-40, 47-50, -0, T7-60
S BT, 1001 40, 1 S0 ST S e, 0T T, T S-S
T8, 725, TE5-75T
12T | M TPH  Gonssds St Dowmiloted Tharbes B, 150143, 1561 75, 200, 220291, B0-272, T30
Bl -S0E  THS-TST, TSe=T00, 7Y, TVT-TTE
I2A0S0 ] BOATP  Coveseds St Dommliied Thurtor B, 130049, 1551 75, 200, 205-054, S501-273, 75754
T&1-452, 4TF-51Z, TI0-368, TII-THT, THR-TEN, TV, TIT-TTE
12/10/99 15046 P4 Consale Stals Deeniosd Thembs 425-472, 515-220
1ZA0/55 1 51 D9PH Dol Stae Dommied Thuris 1T, 911, 1730, 27-30, 37-40, 47-50, F9-70, T7-50
Tﬁﬁﬂ-lz-hIm;m-aw;mm.Mm.mm.w.m;m;m.mm
PZADSE T 5108 PH Covemds St Dommiited Thurvies 00, 205254, 250-005, 395432, TI0HE6R, 75-T07
1205951 31 18P Coresle Sty Dosvrdesd Thurrber 1 =10, | 720, 2750, T7-40, 4750, 5770, Tr-a0
B350 53, FT- 138, 1300145, 156-200, NIE-207, -9, S56-270, 75348, 433-560, 05, TS
TV, TIT-T78, 67
130595 1 51 0P Conesde Stvie Dosvndead Tharrbes 230 20800 G050, SUE-452  SO0-S00, 77T

E1m

274 12-April-01 02.9668.0001A



SHOW MAINTENANCE : DATA MANAGEMENT 1 6

Printing

The console software comes with a print driver to accommodate an Epson® Stylus
Color InkJet printer. However, any Macintosh-compatible printer can be connected
and used to print data from these windows:

e Cue Sheet e Board Cue Sheet*

e CueDaa e Preset Data*

e Color Palette e Beam Pdette
Data* Data*

e Patch e Plan View

e Macros* e Snapshots

e ConsoleLog 3D Location

* Allows extra print setup options. See below.

Important Notes

* Inorder to compact the information, the software will reduce all text font sizesto 7
point.

* ThePlan View will be reduced so that it always prints on a single page.

Print Setup

The Print window dialogue is a standard Macintosh interface which allows you to
configure the printing options. In the case of the special windows noted above which
have two sections, the Virtuoso software adds four extra options. (Depending on the
printer, these options may be displayed in adightly different manner in the Print
window but they will always be available.) These options are: Summary, Current
Data, All Data, and Data*“From...To.” (Refer to Print window graphic on next page.)

For Example:

Summary -
Would print a list of all Macros in order, but no Step data would be included.

All Data -
Would print the Macro number and T BHE
all Step data for every Macro (one ‘ Lepes

per page).

Data “From...To” -
Would print all data for
the specified range.

Aritian
T SR
Current Data - T
Would print the Step data for e
the currently selected Macro. T
PR T

02.9668.0001A 12-April-01 275



VARIOLITE - VIRTUOSO DX CONSOLE USER’S MANUAL

To print:
Step 1. Ensurethat window you wish to print datafromis
open and currently active. T et
Step 2. At File menu, select Print... Lt drubeigey
Step 3. At Print window, configure options. If printing froma st
special Virtuoso window (see previous page), select L aikclas
which data you wish to print. ez
pdate Profiey
Step 4. Click Print. I

EHH—

= con D HOEE
Cepies: | | Pages: @ Al Q |:| = |:| __Cancel |
= CiiFraat SHTTings
riedia Type: | Plain Pager A1 ® coior || B ::::"
2 Mack
—————— Ha Wiate rissrk
iz [ Frimtlayout: Mone

& At mestic Quality dmmEm(} Spaed i warmal - Modpi
@ T Cuislanm & MicroWeave T T

2 High Spoad : Om

Advanied... Custom Settings = @ Color Adjustment
# Summary
} Current Dats
£k Adil kA
2k Maita From: | I Tl-:| |

Special Virtuoso window options. These are available
for specific windows (refer to previous page).
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Updating Profiles

Overview

As mentioned in the patch instructions covered in Chapter 2, the Virtuoso console
utilizes aresource called a Profile to properly map control of luminaires. The Profiles
are accessed in the Luminaire Patch windows. (Refer to “Patch” on page 25.)

Profiles

| HALROG DHIZ Lisminaire Fatch

Shage Color ‘B8 1 2000

Shage Do | 200 i Seii

Sheladpal 250 i
b VLI Lecaliah

- g W T I
TTE LT T | IEEELEE ) TR R EDE |
Mldreas

i b mhehinn

The Profiles are stored in a Virtuoso system folder which is accessed each time a new
show fileisopened. Itis possible to import new Profiles and to update older show
fileswith them if desired. When a new show fileis opened, it will automatically
contain all Profiles currently resident in the Profiles folder.

Note: For instructions on obtaining additional profiles, refer to “ Obtaining Additional
DMX Profiles’ on page 2.

Importing Profiles

Before Profiles will be available to show files, they must be loaded into the console
Profile folder.

Import Profiles:

Show File Masdger
Step 1. Insert Zip® disk containing new Profile(s) into ¥ A Loy
console Zip® drive. by
Step 2. At File menu, select Import Profiles... Load et
Profiles window will open. A

lIipdale Frrefiiss
Ui Wi i R
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Step 3. Locate Profiles on your Zip® disk, select, and click Open. The Profile(s)
will be copied to the console Profile folder.

I_:.]H'M'Hl.-l

tJ'J ﬂll

] CeE O 1200 Ha B
'i Camwsr [F] 2000 Bpad

[} comemr sHaman

L] twterLii 10

[ v i 2 o e

Y Imbsii ke b ok

116250
TG40
PR L]
1159089
i i8a
TR

Chowie Garar i Frofilet b el ol % ore by

| canrel || open

Updating Show File Profiles

In order to protect existing show files, the console does not automatically update them
with any newly imported Profiles. If you desire to update an existing show file with a

new profile(s), this can be done using the Update Profiles function.

Note: To ensure that new profiles are properly installed, reset NIF and/or UDM units
after profiles are updated.

Update Profiles:

Step 1. At File menu, select Show File Manager.

Step 2. Select show file to open and click on Open icon.

Step 3. At File menu, select Update Profiles. Profileswill be
compared. If any aresignificantly different, awarning
window will appear. Click Update to replace old
version of Profile (thiswill destroy show datain some
cases). If you choose not to update, click Don't

Update.

Step 4. Restart NIF and/or UDM units as required.

12-April-01

Shoa File hlgnager
himwe & Copy—
linpadt B0 Rad kg raimnd .
g P Bk g ressl

ol iyt N i

I paeT ¥ ning .

Fapuri

| et Madiiloi_.

L1 Prafiles..

Ulike Windiw £
Fagr § =ing
Frimi

[ETEIFE e o TR oy s P e e T
Sl S LTSy AN Bl R AT BT
o

P e e
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On-Line Diagnhostics

02.9668.0001A

DMX Channel Tests

The DMX Diagnostics available in the DM X Setup window can be used to
troubleshoot DM X patch problems. The diagnostic function allowsyou to send values
directly to a specific DM X channel, bypassing all other console controls.

Perform DM X Diagnostics:

Step 1.

Step 2.

Step 3.

Step 4.

Step 5.

At Patch or Setup menu, select DMX Setup. DMX Setup
window will open.

Enabis Editing
Nmww Fdizinp

To see channel assignment for aDM X universe, use cursor
to select universe
(A thru Z). Channel assignments associated with that

universe will appear in DMX Channel Assignment grid. T

To test a specific channel, at DM X Diagnostics section of window, enter
channel number in Channel field and a value (for example, 100) in Value
field. Click Send to send value directly to channel. Watch for appropriate
response in fixture.

To step through channels, enter starting channel in Channel field and a
value. Click Dimmer Check and verify responsein fixture. Click Dimmer
Check again to check next channel (channel number in Channel field will
increment by one each time).

Click Clear Diagnostics to set al channels back to 0 value.

O Select DMX universe

DMX channel assignments
for selected universe

Enter specific channel
or starting channel

Enter value

Sends value to
specified channel

Sets all channels to 0

| Steps through channels
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Error Log

An error log for each deviceis displayed in its Device Info window.

To access Device | nfo window:

* At System Configuration window, double-click on adevice'sicon. (Refer to

“System Configuration Window” on page 22.)
Toclear error indicatorsfor selected device:

» At Device Info window for specified device, click Clear Error.

Toclear all error indicators;

» At Special menu, select Clear Status Errors.

| Device Imfa

Bl &

.

Thumbwieel: 316 Channel: =2
Crested: 137511,00 200 PH

Whara:

Parenl- 5300 Rapssylar
Thambwhesl- 515
Pari: 2

[ Reset | [ Recalibrate | | Clear Error |

b VAT S P EREUR, VLG D 2 Toced et et | sl bevd ol | brsbion

Error Log Clears error indicators
for selected device only

12-April-01

Llnar SITHE LITors
Fark
1mF ek

Select Parkad
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Off-Line Diagnostics

Overview

Virtuoso off-line diagnostics allow you to test the console hardware in order to identify
faulty components. These tests will not affect any of the datain your luminaires.

CAUTION: These diagnostics are not intended to be used during performance condi-
tions as they will interrupt system operation.

Once the console is in diagnostic mode, the top select display will list al test options
and the submasters display window will provide agraphic of the console front panel in
order to register button presses for the purpose of testing. The diagnostic mode
provides the following tests and functions:

» Display Test - illuminates all front panel displays and touch screen to an equal
intensity, and allows stepping through four levelsfor testing. The four level are as
follows:

1. Bright

2. Dimmed
3. Mid

4. Out

» SRAM Test - checks console RAM and reports any problems.
* LEDsOn - turnson al front panel button LEDs.

» Switch Latch - toggles LED testing function so that pressing buttons either turns
LEDson or off. (Either way, any button presses will be highlighted in the console
graphic in the Submasters display.)

* FireWire Test - tests FireWire connection and reports any problems.
» EraseFlash - erases console flash.

* Reset - returns console to normal state of operation.
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Diagnostic Mode Operation

Use the following procedures and guideline to test console functions.

To power up consolein diagnostic mode:
Step 1. Atrear of console, turn off power switch. ) I
Step 2. Pressand hold [Reset] (top left corner of console), I
while turning on power switch. Console will power f®
up in diagnostic mode. Power S
. . Switch
To use diagnostics: | >

» To execute atest or function, press [Bank/Function] along
with corresponding bank button of test (select buttons 1-7).

» For Display Test, press any key five times to cycle through intensity levels and
return to starting state.

* Whilein diagnostic mode, turning encoders and moving faderswill register values
in Submasters display window.
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CHAPTER 1.7.

Show Control by External
Devices

This chapter providesinstructions for controlling shows by use of an external MIDI/
SMPTE or switch closure trigger device.

» Concepts
 MIDI Notes
e MIDI/SMPTE Timecode
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Concepts

About MIDI/SMPTE

The console is able to accept two forms of external control:
* MIDI Notes
» Timecode (includes both MIDI and SMPTE)

MIDI (Musical Instrument Digital Interface) isacommunication protocol that allows
electronic musical instruments to interact with each other. Much in the same way that
two computers communicate via modems, two electronic instruments can
communicate viaMIDI. At its most basic structure, MIDI information tells a
synthesizer when to start and stop playing a specific note. Since the basis for MIDI
communication is the byte, MIDI can also be used as an interface between musical
instruments and computers, or in this case a computer-based lighting console. In the
same way that MIDI can command a note to start or stop, Virtuoso console functions
such as board cue execution can be initiated by a connected MIDI-compatible device.
MIDI Notes are mapped console macros while MIDI timecode is recorded as a script.

SMPTE timecode is a communication protocol standard set forth by the Society of
Motion Picture and Television Engineers for handling of audio which is associated
with motion images. Thisis essentially the same as MIDI timecode except that it is
analog while MIDI timecode isdigital. However, once either of these signals enters
the console they are stored as digital timecode scripts.

Note: Only one form of timecode - either MIDI or SMPTE - can be input at one time.
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Input Options

SYSTEM COMM CONSOLE COMM USB DESK LITE
12v 12V 12v

O UNK O
™ O
RX O

~__~

TRIGGER MIDI SMPTE INPUT SERIAL

ou‘$8©@@ o ®

Switch Closure MIDI In, Thru, and SMPTE Input
Trigger Port Out Connections Connection

MIDI Input

MIDI In, Thru, and Out connections are available on the console’ s rear panel which
support any standard MIDI device connections. The associated MIDI data LEDs will
light when MIDI data are traveling through the MIDI port, however, the LED merely
indicates the presence of MIDI traffic, not that the traffic is necessarily valid MIDI
traffic.

SMPTE Input

An external trigger port is also available on the console rear panel which supports the
input of SMPTE time code.

Switch Closure Trigger Input
The switch closure trigger port iswired to the Board Control [Go] button. Closing the
switch by any compatible device is the equivalent of pressing this button.

The switch closure trigger port will accept a 1/8" mini mono phone plug which can be
purchased from Vari-Lite or other electronics outlets (refer to “ Accessories List” on
page 7 for part numbers).

To Switch [ D
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MIDI Notes

Note Mapping

The console accepts MIDI note messages. Each MIDI note is mapped to asingle
macro for thefirst 127 macros. When the console receives the note, it will execute the
corresponding macro.

Table 14-1: MIDI Note Mapping

MIDI Note Macro No. MIDI Note Macro No.

C#-2 1 FO 29
D-2 2 F#0 30
Eb-2 3 GO 31
E-2 4 G#HO 32
F-2 5 AO 33
F#-2 6 BbO 34
G-2 7 BO 35
G#-2 8 C1 36
A-2 9 C#l 37
Bb-2 10 D1 38
B-2 1n Ebl 39
C-1 12 El 40
C#1 13 F1 41
D-1 14 F#1 42
Eb-1 15 Gl 43
E-1 16 G#1l 44
F-1 17 Al 45
F#1 18 Bbl 46
G-1 19 Bl 47
G#-1 20 C2 48
A-1 21 C#2 49
Bb-1 22 D2 50
B-1 23 Eb2 51
Co 24 E2 52
CHO 25 F2 53
DO 26 F#2 54
EbO 27 G2 55
EO 28 G#2 56
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Table 14-1: MIDI Note Mapping (Continued)

MIDI Note Macro No. MIDI Note Macro No.
A2 57 A5 93
Bb2 58 Bb5 94
B2 59 B5 95
C3 60 Cc6 96
C#3 61 C#6 97
D3 62 D6 98
Eb3 63 Eb6 99
E3 64 E6 100

F3 65 F6 101
F#3 66 F#6 102
G3 67 G6 103
G#3 68 G#6 104
A3 69 A7 105
Bb3 70 Bb7 106
B3 71 B7 107
c4 72 c7 108
Ci#a 73 C#7 109
D4 74 D7 110
Eb4 75 Eb7 111
E4 76 E7 112
F4 77 F7 113
F#4 78 F#7 114
G4 79 G7 115
G#4 80 G#7 116
A4 81 A8 117
Bb4 82 Bb8 118
B4 83 B8 119
C5 84 Cc8 120
CH#5 85 C#8 121
D5 86 D8 122
Eb5 87 Eb8 123
E5 88 E8 124
F5 89 F8 125
F#5 90 F#8 126
GbH 91 G8 127
G#5 92

12-April-01
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MIDI/SMPTE Timecode

Overview

The console will aso accept MIDI/SMPTE timecode messages, which can be
generated internally or from an external source. The messages generated by the
internal timecode generator can be run independently or in sync with an external
timecode. If the external timecode source drops out, the internally synchronized
timecode allows the MIDI operation to continue. When the internal clock is selected,
any external timecode will be ignored.

Note: Only one form of timecode - either MIDI or SMPTE - can be input at one time.

Timecode is programmed and played back using the Timecode window. During a
record operation, the console will map all appropriate front panel actionsto the
registered timecode as those events take place. Unless specified otherwise, the
internal clock will begin counting at 00:00:00:00.

Timecode has four fields, 00:00:00:00 (or AA:BB:CC:DD):

* AA - hours (00-24) = —p— =
« BB = minutes (00 through 59) o | [ | Status: Stopped '
«  CC = seconds (00 through 59) =] @] ﬂ'ﬂHﬂﬂ: 00 ﬂﬂ|
« DD - frames (00 through 29) j‘::‘:_ﬂ = :'::"‘ “f;*n s
Synchronizing Protocol sttt || e M b

To prevent unexpected interruptions in the MIDI execution of events, a synchronizing
protocol is built into the system. This feature can be turned off and on using the
Timecode Autoswitch checkbox at the Settings window (refer to “ Settings Window”
on page 245). During normal operations, the system will wait for each timecode frame
before performing the required calculations for each time period. If theincoming
timecode arrives approximately on time, and the frame number agrees with the
expected time from the system internal clock, the system remains synchronized with
the external timecode. If the system begins receiving frames which are outside of the
above timing tolerance, the following occurs:

» If the Timecode Autoswitch is enabled and the system is synchronized awaiting
the next frame, and the expected frame is not received within 2 frames, the board
will begin running on itsinternal time clock.
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» |If the Timecode Autoswitch is enabled, the system will continue executing events
in the normal sequence using itsinternal time clock, until the system can resync.
At that point, the external time clock will take over again and the internal clock

will sync to those values.

» |If the Timecode Autoswitch isdisabled, the system will stop executing events until
timecode isresynced. After resyncing, execution of eventswill resume.

Recording

Timecode is recorded using the Timecode window. The timecode and corresponding
event steps are stored in a Timecode Script which can be viewed and edited using the
Timecode Scripts window (refer to next page). Unless adifferent script number is
selected in the window, the script will be stored as Number 1 by default. To record
timecode into a script other than 1, select its number at the Timecode Scripts window.

Record Timecode:

Step

Step
Step
Step

Step
Step

1.

At Operation menu, select Time Code. Timecode

window will open.

2. Select External or Internal.

3. Select aframerate.

4. Pressrecord button to begin timed recording. Clock

will start counting.

5. Execute cues.
6. Press stop button.

Play

Stop

Cle Thest
Beard Tur Yheal

Flan Wies R
MyGraphic L1
l=minaire Hahiy W3
linlenady =i
Sriapshor Frer

%1 Calorvydein

Timecods

[ I Status : Stopped

Reset
clock

Select source

o 24

Record
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005 00: 00"

Frame Rate

i} 30 Drop

00|

Indicates status:
Recording, Internal
Playback, etc.

Select one or more frame rates
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Timecode Scripts Window

The content of timecode scripts can be viewed in the Timecode Scripts window. The
Delete, Replace, Punch In, and Insert features allow editing so that an entire script
does not have to be re-recorded in order to make achange. The Time column may also
be edited. To alow creation of multiple scripts, only the selected script will be run.

Note: The Punch In feature bases the new steps/events on the previous timecode and
does not record based on external timecode. Therefore, it may be necessary to edit the
times manually once the new section is added.

* Toopen, at Data menu, select Timecode Scripts.

e Data

» Click on Steps drop-down arrow to view content of steps. I
. Beam Faletie Data
 Edit as necessary.

THerks
Suls
i LIRS ]
Selected Script Timecade Soripts EIE| segues
Start Lk Ta STk ot
00 00: D000
Qi 000000 | mgiem ChaLa | diliny
Stop Record s
Q0L 00): D000
[amgslili]ifnu]
D0k 0100 D000
Punch In 7 e

Ay ifipdi]ipe e

Delete

Actsom
OOA00e0 ] 02 S i Fviedbr 1
OO0l 2 Losd S brvaater |

Replace 3 o027 FunSubmaxisr |
4 DOOCe 0405  Loss o bivaaier |
Insert 5 OO0 04:05 G Swbereeher 1

Timing information (this information can be edited)

Delete a step:

Step 1. Using trackpad, select step(s) to be deleted.

Step 2. Click on"trash can" icon. Step(s) will be removed.
Replace a step:

Step 1. Using trackpad, select step to be replaced.

Step 2. Click "replace” icon.

Step 3. At desk, perform replacement action. (The first action taken will replace the
selected step and editing will end.)
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Replace all stepsfrom Step X on (through remainder of script):

Step 1. Using trackpad, select last "good” step. (Steps after this selection will be
replaced.)

Step 2. Click "punchin™ icon.

Step 3. At desk, perform new series of actions.

Step 4. Click "Stop Record" icon.

Insert new step(s):

Step 1. Using trackpad, select step prior to where you wish to insert new step.
Step 2. Click "insert" icon.

Step 3. At desk, perform new action(s).

Step 4. Click "Stop Record" icon.
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Tutorial

Overview

The following tutorial is designed to illustrate the basic steps required to create a new
show file, patch some luminaires, create a venue, store cues/effects and play them
back.

Note: There are often multiple methods for performing many of the actions covered
in this tutorial. However, only one exampleis provided in order to streamline the
procedures. In addition, most stored items can be labeled, however labeling is not
covered in thistutorial for the same reason.

The following sample files have been included in the console software for use with
thistutorial.

» Show fileidentical to the one created in this tutorial (for comparison).
» 2D and 3D drawing files for importing into the show file created in this tutorial.
» Patchfile asan example.
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Basic Tutorial

Create a new show file:
Refer to Ch. 17 for more detailed instructions.
1. At File menu, select Show File Manager.

2. Open new show file by clicking New Fileicon.

A Ehew File Blanager =
T = ReTive i FIIE |
| LR Y ' Amiied
New File Icon CEnanhe: Tatmrnai ¢ | [ Desidnp 3
Tl prit] et | =
Amtrtled
Wruipmary 1D

3. Enter Name window will open. Enter a name for your show file and click
OK.

4. Program will initialize and return to the Show File Manager window. Your
show file will now appear in the Active Show File box.

Close Window by clicking here Active Show Eile

Ehw File Wanager & =
- . Kriree Shaw File ;
!l e . by e il
Your New
Show File Conyais; Exmiermi : | B Desiap ¥
.wihl:rﬂrlll
Umertied

*

War el lhie Worls

5. Close window by clicking box in upper left corner.
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Create a Patch:
Refer to Ch. 2 for more detailed instructions.

1. At Operation menu, select Plan View. (Plan View window will open and
2D Display menu will become available on menu bar.)

= Plan ¥iers ]
lil Mmrﬂ (EEiEn Hain E’ =TT
| B

11

-::

2. At Patch menu, select Enable Editing. Icon bar and grid will appear in
Plan View window and Patch menu selection will change to "Disable
Editing." "Save Editing" option will also be activated.

3. Import a 2D background picture as follows:
a. At File menu, select Import 2D Background...
b. At Open window, locate Drawing Files folder.

a1 Uado

[Epesetap | n-li.lz‘_ﬂ
-
b CX w0 Prafes Tia; -

+ Jomwimtin WITIOE

Select 2D .nm :Jj,::

. B 27

background file b e i L,E
[ T IR —

c. Select studio_2d.dwg and click Choose.
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d. Import Options window will open. Select inches or cm and click OK.
(Truss graphic will appear in Plan View window.)
3D Mode Selector

Select Arrow Luminaire Icon Selectors
X Pl Wiew J =]
W= alolElo)nle] e

VL5

Truss Graphic

Note: In order for the patched luminairesto appear correctly in the 3D graphic
window, luminaire icons should be placed while Plan View isin 3D mode (default).

4. At Plan View window, click on VL5 luminaire icon selector. Point cursor at
desired location on plan view truss and click to place icon.

Note: Depending on the type of fixture being patched, a dightly different style patch
window will be opened: VARIOLITE, DMX, or Conventional. In this example, only

the VARIOLITE Luminaire Patch window is used.

12-April-01 02.9668.0001A
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5. Luminaire Patch window will open with default settings. For thistutorial we
will use the default settings. Click Save to accept.

Device Type Selector menu
\

Channel Number

Default 3D location settings
/

\ Luimisaire Fatcn |
ST e
o |-|." ||..'1 |.'ur

[T I:I Figvaine

Thrnpotl [T |

yarp Caws|

= 4
W Falermal Capival - i{ﬁi[
L] L
e | ]

1ot

Sanstqw
Peatet Lt [0 | &

Click to save data

6. Repeat Steps 4 and 5, patching three VL5 luminaires and two VL6 lumi-
naires (see screen capture below). Use default channel numbering so that

these will correspond to channels 1-5.

Channel
Number

VL5 Icon VL6 Icon
/
B Pl veew _oH|
BT = \ IR ﬂ / 5 Chammsin
sl

7. At Patch menu, select Disable Editing.
8. Save Patch Changes window will open. Click Save.

02.9668.0001A
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Set up 3D Graphic window:
Refer to Ch. 16 for more detailed instructions.
1. Import avenue as follows:
a. At File menu, select Import Venue.
b. At Open window, locate Drawing Files folder.
c. Select studio_3d.dwg and click Choose.

[ TP ATy Ty
+ [ omignin I
|3 s e
|} T RrLT ]
Eaben Tuiw
Seleﬁ'g 3]!_3| - b O ageund =
grapnic rile
[Shew Freview]

d. Import Options window will open. Select inches or cm and click OK.

2. At Operation menu, select 3D Graphic. 3D Graphic window will open.
Venue graphic will be visible and your patched luminaires will appear on
truss.
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Select channelsand store as a group:
Refer to Ch. 3 and Ch. 4 for more detailed instructions.
1. At Panels menu, select Channel Select.

Clear All Selections Select All Patched Channels

Click boxes to
select channels
(highlighted boxes
are selected)

1HHHA H

2. At Channel Select window, using cursor, select channels 1-5 by clicking
inside appropriate boxes. Channel selections will also appear highlighted in
3D Graphic window.

Selected Channels
(Luminaires)

3. Store channels 1-5 as agroup:

a. Press[F1]. (Store window will open.) j e B
b. Using cursor, select Group. (Or press[G] at key- Cacur L]
I Pk
board.) il
Enter "1" for the group number. st
d. Click OK. Channels 1-5 are now stored as a Group ;:'.:L..,
1 for future recall. i [_tancet |
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Select group and apply intensity and color:

1. To deselect group (for purposes of thistutorial), click somewhere inside 3D
Graphic window. (Luminaires will now be deselected, turning from orange
back to gray.)

2. At Panels menu, choose Select Displays. (Select Displays window will
open.)

3. At Group section of window, click inside Group 1 box. Luminaireswill now
be highlighted again in 3D Graphic window.

—

O Lalmcd Cinalays =
= Calar
|ﬂ |E| e ET T

e s |« B

Group Section

Click inside box 1
to select Group 1

Ensure Select mode
is active

4. At Panels menu, select Encoders.

5. Encoders window will open. Using cursor, click
Full to bring intensity to full (100%). Beams will
now appear in 3D Graphic window.

6. At Select Displays window, at Color section,
click inside Color 4 box. Beams will now have Click to bring

color in 3D Graphic window. luminaires to
full intensity

Color Section

]
| Calaf
| Codw II | Bami 1
] :- I
Click inside box 4 — ] e il i ia

to select color

Ensure Select mode — |
is active
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Store two presets:

02.9668.0001A

1. Store Preset 1 asfollows:

a. At Encoder window (with Focus selected),
use Pan and Tilt encoders to move luminaires
to new position.
i i Pan and Tilt <&
b. Press[F1]. (Store window will open.) Eﬁ(r:‘o%ners '
c. Using cursor, select Preset. (Or press|[P] at
keyboard.)
d. Enter "1" for the preset number.
e. Click OK. Current 3D graphic look is now stored as Preset 1 for future
recall.
2. Store Preset 2 asfollows: e =
a. At encoder window, use Pan and Tilt encoders to Cacue ]
move luminaires to new position. el
b. At Select Displayswindow, at Color section, click | e
inside Color 8 box. Beamswill now change color in || & smus
. . i hist
3D Graphic window. 3:,:: [ tancei |
i Baaid Cme E

| Selern Mamiavy =
= Calar
(Cde £ (mwi &) [ e | BB | e d | Fap |
L] .- L] ] L
Click inside box 8 —1 ] 17 F

to select color

Ensure Select mode — || /== :
is active | [ | :

C.

Color Section

LapEl Jursdie ] oL |

Elteged | Fepra] Puph )

!:Ii T L} § 12

| 2 4

Press [F1], select Preset, enter "2" for the new preset number and click
OK. New 3D graphic look is now stored as Preset 2.
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3. At Select Displays window, at Preset section, alternately click inside Preset
1 and Preset 2 boxes. Note the changesin 3D graphic window.

Preset 2

Preset 1

Storetwo cues and play back:
Refer to Ch. 6 for more detailed instructions.
1. Store Cue 1 asfollows:

B
a. At 3D Graphic window, click somewhere rree L
inside window to deselect luminaires. m
oo
b. While holding down keyboard [ Shift] key, Eige |
click on both VL6 luminaires to select. EETE
c. At Encoders window, click Out. (Beams will Click to take T
go to zero - no intensity). Refer to screen 7610 intoncity :
captures on next page. =
d. Press[F1]. : — F
e. Enter "1" as cue number. ;x 1
Click OK to store cue. ) Preset
i Baaimi
L e
3 Ermup
i) Shdgt e
(2 Miscrn
2 Badid Cme E
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2. Store Cue 2 asfollows:

a At Encoders window, click Full to return
intensity to VL6 luminaires.

b. At Select Displayswindow, click inside Color
2 box to change beams to red.

c. Press[F1], enter "2" ascue number, and click  Click to bring

luminaires to
OK to store. full intensity

Color Section

 Select Dosplavs =]
] E L # 1 L] v i
Click inside box 2 — | ix | op | s ] aw | ] oom | w | =

to select color

BN s | o Jo i)
m (R o £ | o 1 | b 4 | bt |

Ensure Select mode — |
is active

Cuel

=1
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3. Select Cue 1 asfollows:
a. At Operation menu, select Cue Sheet.
b. At Cue Sheet window, select Cue 1.

] Chie Shm et mE

-"-II Tramh | Baied o il Balaluai
rr PEert Iabel Bdar finap ok Al Owi Haop Max Pt

4. Load Submaster and playback cues as follows:
a At Panels menu, select Submasters.

b. Click Load (of selected submaster) to load cue. C1.00 will appear in
submaster’s window.

c. At Submasters window, click Select button to select submaster for
playback.

d. Click Go (of selected submaster) to playback Cue 1.
e. Click Go asecond timeto playback Cue 2.
Press Back to play Cue 1 again. Note changesin 3D Graphic window as

cues are played.
Al Jarben mirrs =
N TS T R
[] ] (] [u] [u]
e (L] O3 L1 L
Cue 1 Loaded =)
Iﬂ III !I e || L || w.E || I.II

; G .
Click to select (o] [ [ | ™
submaster for |:| E :E| El
Click to

playback ™ (o — [
[(e] [® - o
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Add timing and filtersto presets and cues.
Refer to Ch. 8 for more detailed instructions.
1. Recall Preset 2 asfollows:
a. At Panels menu, choose Select Displays.

b. At Select Displays window, at Group section, click inside Group 1 box.
Channels (luminaires) 1-5 are now selected.

c. At Preset section, click inside Preset 2 box. Luminairesin 3D Graphic
window will move to Preset 2.

Preset Section

Click inside box 2
to select preset

ER e
|

e l= == v ] =]

Note: When a parameter is not filtered (i.e. highlighted in Filter screen), its data
would be transferred during any subsequent store or recall operations.

2. Filter all parameters except pan and tilt (focus) as follows:
a At Panels menu, select Timing Display.
b. At Timing Display window, click Filter tab.
c. Click Clear button to deselect all parameters.
d

. Click in Pan and Tilt boxes to select for data transfer (only pan/tilt data
will be stored in the preset).

Filter Tab Clears all selections

T T T T T

T T T T T T T T

Select Pan and
Tilt Filters

Sends settings to preset/cue store operations
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306

3. Apply aVari-Lite color asfollows:

a

b.

Select color

a

At Operation menu, select VL Color System.

At VL Color System window, scroll down and select Dark Blue (ID
374). Refer to Ch. 4 of Virtuoso Operators Manual for more detailed
instructions.

Click Send button to send color datato luminaires.

[ .. wareliteCeiordystes . FNH
Lukd ] fLElll.ilI‘l‘Li |mﬂﬂ|u|'ﬂ.ﬂ|lﬂ| I

iy Bl b L] L] L] - L] L] ]

aurl Elew - - LT® = L} L

Primary Bhs 139 AEx

Cark Sies Bus HHE

Eetin i

Iln- BT

Dmik LY 411

i g 42T Azs
Do Wi e Add LRI
[ETa e g P T | ]
FETIa

ek W

Click to send color to selected channels (luminaires)

4. Refocus luminaires using 3D Point of Interest mode as follows:

At 3D Graphic window, select Point of Interest mode by clicking target
icon.

Point target at figure standing center stage. Click to refocus beams
towards target.

Point of Interest Mode Selector -

Brings up target for refocusing luminaires Target for refocus

= ) - HIGraphsr ]
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5. Store focus information as Preset 3 as follows:

TUTORIAL A

a. Press[F1]. (Store window will open.) e B
b. Using cursor, select Preset. (Or press[P] at key- Cacur ]
12 Pk

board.) i

Enter "3" for the preset number. st
d. Click OK. el

. . . . LA kimrrn Lancel

e. At Select Displayswindow, at Preset section, click || - saard cue II.‘

inside Preset 3 box to send luminairesto Preset 3.

6. Add timing information as follows:

a. At Timing Display window, click Timing tab to display Timing screen.

b. Click in Pan and Tilt boxes to select for timing information.
C. Press[F11]. (Timing window will open.)
d. Enter"5". Time E]
e. Click OK to send value to Timing screen. "T 5.00" || rme
will appear in Pan and Tilt boxes. Qigees [ Concel |
)
f. At Timing screen, click Enter button to send
timing information to cue store operations.
Brm e e
Timing Information
7. Store Cue 3 asfollows:
a Press[F1]. sore =
b. Enter "3" as cue number, and click OK to store. Cue || # sue
3isnow stored with timing information and a et
reference to Preset 3's focus information. 2 Beain
L3 Cobar
8. Playback all three cues. Refer to instructions on 3 rnup
page 304. e e
i Baaid Cme E

12-April-01
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Create and playback an effect:
Refer to Ch. 7 for more detailed instructions.
1. Create aset asfollows:

a. At Panels menu, choose Select Displays. (Select Displays window will
open.)

b. At Group section of window, click inside Group 1 box. Channels 1-5
(your group of luminaires) will now be selected.

Click inside box 1
to select Group 1

Ensure Select mode
is active

c. At Data menu, select Sets. (Sets window will open.)

d. Using cursor, select Set 1 at upper half of window.

e. Atlower half of window, while holding [Shift], select Parts 1-3.
f

Click Int (Interlaced) button. Your group of five luminaires will be dis-
tributed across the three parts.

[B ) EHE

Click to select Set 1

Interlaced distribution

Parts shown here
correspond to Set
selected above

Select Parts 1-3
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2. Create a sequence as follows:

a

b.

C.

At Data menu, select Sequences. (Sequences window will open.)
Using cursor, select Sequence 1 at upper half of window.

At lower half of window, at Step 1, Action 1, use popup menu to select
Preset (PSet).

At Action 1 value, enter "1". (This specifiesthat the luminaireswill move
to Preset 1 in thefirst step of the sequence.)

At Step 2, Action 1, use popup menu to select Preset (PSet).

At Action 1 value, enter "2". (This specifiesthat the luminaires will move
to Preset 2 in the second step of the sequence.)

At Time section of window, enter 2.00 for both Step times, and 0.00 for
all other times.

Click to select Sequence 1

= / RS [l =]

= Simps \
| Oearsiem | Backgrouns Stete ;| e 2 {0 |

Arfinm 1 Action 2
Twe Value TNpe Veues

Action 1 Time
Value 5 Skep ant

f

U S

¥ &R

= BB ke
ﬁf :

T 0 K

= BB

x 8 K 5

F B

Select Preset Enter Preset number  Enter time values Steps shown here

correspond to Seq
selected above

3. Define effect as follows:
a. At Datamenu, select Effects. (Effects window will open.)

b. Using cursor, select Effect 1.

c. At Set column, enter "1".

02.9668.0001A
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d. At Seqg column, enter "1". (An effect using Set 1 and Sequence 1 is now

created.)
[5] Phestn Ed
| [l Aurtataad te Submaster & |
- Ll S8l Sed e Huri Nofe  Slart  Wake = @it | Time  Oyoles | =
: 5
Enter 1 as the Set \ Advanced Features
Enter 1 as the Sequence
4. Load Submaster and playback effect as follows:
a. At Effectswindow, ensure Effect 1 is selected. (Selected
effect is displayed in Encoder window.)
Frogd
b. At Panels menu, select Submasters. Frism
Hirobs
c. Click Load (of selected submaster) to load effect. E1.00 zeam
will appear in submaster’s window. i
d. At Submasterswindow, click Select button to select ﬂ E
submaster for playback. yen | Cless
H Fl
e. Click Go (of selected submaster) to playback Effect 1. e
il
B " Sabmesters B e 4 100
,;__'}h-.
drmaw i:] z | [ | s | =]
a m] a
- !!lrl rﬂl il-u-l |-| l!ni- |'-I l|-||- |-| l!-li I'-l SeIeCted EﬁeCt
uj

Effect 1 Loaded

. | [ew]  [ee]  (eer] [
== e i R = (=
Click to select - b B e ™ ™
submaster for L g | | | |t | =1
playback - = ~— 5 ==
/'~L e sl Oe (e
Click to | | | Y |

playback effect
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Active

Ad Hoc
Group

Beam

Beam Select

Blackout

Board Cue

Broadcast

Bump

Channel

02.9668.0001A

Glossary

Anintensity value greater than zero (1-100%). When aluminaire is active, it will store data
for all parameters (including intensity). Also, a selected submaster and its associated cue are
considered active.

A group of channels selected “on-the-fly” which has not already been pre-stored (as a group).
Ad Hoc channel selection is based on information such as “all channelsin a specific preset.”

The size, shape, and sharpness of the light image being output by aluminaire. Also, afunction
of the luminaire related to the above characteristics. In awash luminaire, beam defineslamp
centering position. In aspot luminaire, beam defines theiris size.

Programmed beam attributes which can be applied to selected channels using the Beam select
display or command-line keypad.

When the console’s overall intensity output level is set to zero (0%).

A method for orchestrating the playback of recorded events on submasters. By using a board
cue, anumber of cues and effects can be loaded and activated in faders simultaneously or with
timing delays on a cue basis.

Digital data signals transmitted from the control console to the luminaires and interface
devices. Thesignal isreceived by all luminaires simultaneously and interpreted by each indi-
vidually.

A submaster mode in which pressing the submaster’s[Select] button will instantly "bump” full
intensity as provided by the cue and fader position for all channelsin the active cue.

A control reference which collects a device's associated thumbwheel address(es) (device,
lamp power, etc.) and maps them to a single selectable number. Channels are assigned viathe
patch setup. (Also referred to asa* Control Channel.”)
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Channel Filter

Color

Color Select

Command-Line

Control Channel
Copy/Move

Crossfade

Cue

Cue Attribute

Cue Sheet

Delay Time

Douse

Down Fade Time

312

A submaster mode which allows only the channels selected at the point the channel
filter button is deployed to be enabled on that submaster. Taking the submaster out of
channel filter mode enables all channels again. The channelsto be filtered must be
selected each time the channel filter is engaged for a submaster.

The subjective interpretation by the human eye and nervous system of electro-
magnetic radiation in the 380 to 760 nm band (visible light). Also, afunction of the
luminaire specified by color and saturation data, or by filter position data.

Hue is the subjective appreciation of the dominant wavelength of alight source; the
attribute of color perception by which different parts of the spectrum are distinguished
(red, orange, yellow, green, blue, violet, purple).

Saturation is the subjective appreciation of purity, arelation of the intensity of the
dominant wavelength to all other wavelengths (defined by terms such as deep, pale,
light, dark).

Programmed colors which can be applied to selected channels using the Color select
display or command-line keypad. A VARIOLITE color paetteisavailable by
default, however, colors can be reprogrammed as required.

A series of keypad entries for the purpose of manual control of luminaires or for pro-
gramming cues, effects, presets, etc.

See “Channel.”
Feature which allows manipulation of preset, cue, sets, and sequences data.

A cue type (as opposed to an effect cue type) that contains end state target data and
timing transition data. Crossfades will replace the data provided by the previous cue
in the same fader, or will provide last instructionsto all parameter data when played
back in another fader, with the exception of intensity data, which is handled inaHTP
manner (unless LTP is selected as the intensity default).

A programmed event that can be played back on any submaster. A cue can bea
crossfade or effect. 10,000 cues can be recorded, numbered from .01 to 9999.99.

Datawhich is programmed in association with a given cue number. Cue attributes
include labels, out time for luminaires assuming an inactive statein the associated cue,
links to other cues, macros, board cues or snapshots, with or without wait/trail times
and alternate fader assignments. Rate, link, and loop instructions may a so be associ-
ated with cues.

Provides a sequential listing of cues and board cues along with all assigned attributes.
Also, indicates cue status (active or inactive) and is reflective of live mode operations
in that it will display the last activated cue.

A countdown time applied to any luminaire parameter time which begins from the
moment the associated cue is executed.

To de-energize aluminaire lamp. (Douse isunréated to intensity states.)

Timing value associated with channel intensity settings. Down Fade time affects the
intensity transition in the event the transition is in adownward direction. The Down
Fade time has an associated delay time.
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Dynamic Disable

Dynamic State

Edge

Effect

Effects Index

Effects Wheel

Effect Timing

Emergency Cue

Frame

Filter

Filter Mode
Flip

Focus

Freeze

Frost

02.9668.0001A
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A submaster mode which prohibits the replay of dynamic states on that submaster.

Pre-packaged actions (states of motion) which can be applied to channels or groups of
channels and then stored as a cue or preset. When stored into a preset, the state infor-
mation, as well as the established orientation, size and rate are stored. When stored

into a cue, the attributes affected by the dynamic state will follow the timing informa-
tion for those parameters before assuming the dynamic state, with its rate information.

In awash luminaire, edge defines the spot or flood range of the diffusion mecha-
nism(s). Inaspot luminaire, edge defines the hardness or softness of the beam edge.

A programmed chase sequence that can be played back on any submaster. An effect
consists of programmable sets and sequences. When assigned to a cue number, the
effect datais the only data stored with the cue. 500 effects may be programmed,
numbered from .01 to 999.99.

Changes orientation of rotating effect.

A beam altering mechanism available in some luminaires. Sometimes called a
“prism” wheel.

Timing values applied to an overall effect or its associated steps. Each stepin a
sequence can be provided with a discrete attack time (fade in), sustain time (hold),
decay (fade out) and step time. Each effect can be provided with an overall fade-in
time, fade-out time, duration, and decay time.

The state aluminaire will assume if communication between the luminaire and the
consoleisdisrupted for morethan 15 seconds. Itis possible to have no emergency cue
specified (in which case the luminaire will fade to inactive) or to have a“Remainin
State” instruction, in which case the luminaire will take no action. Any cue can be
specified as the emergency cue by using the Settings window.

A luminaire mechanism which allows framing of the light beam. Control for frameis
provided by the soft encoders.

Used to withhold data from a preset or a cue, or to control what isrecalled in a
submaster or select. Assignment of filtersisamanual attribute. If acueisrecorded
with afilter in place, the filter becomes amask and is arecorded element in that cue.
Filters active during preset records will withhold that data from the target preset.
Filters areignored during preset recall and cue/preset update commands. Applied
submaster filters take effect on the next cue recall.

A touch screen display mode, which provides accessto filter states.

A function which moves pan 180 degrees about the zero axis and "reflects’ tilt about
the zero axis. Inverts gobo, if present.

The point to which the light beam is directed. Also, afunction of the luminaire related
to the direction of the beam as specified by pan and/or tilt data.

A submaster mode which halts cue movement on that submaster.

A beam attribute available in some DM X-controlled luminaires. Control for frostis
provided by the soft encoders.
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One of the variable operationa parameters of luminaires (intensity, focus, color,
beam, gobo, timing and dynamic states).

A submaster mode which transfers the current filter settings to the selected submaster.

A luminaire mechanism which allows projection of adesign or custom imagein the
light beam.

Fader which masters the overall intensity output of the console. Its contribution is cal-
culated after input of stored cue values and submaster fader settings.

A collection of luminaire control channels. Groups may be selected from the Group
Select portion of the Channel Select panel or from the command-line keypad.

A function of the Select Displays which allows channels to be stored and recalled as
groups.

Restarts luminaires and reloads operating system and cue data.

The subjective appreciation of the dominant wavelength of alight source; the attribute
of color perception by which different parts of the spectrum are distinguished (red,
orange, yellow, green, blue, violet, purple).

Highest Takes Precedence. During intensity conflicts, this setting causes luminaires
to assume the intensity value of the selected channel having the highest value.

A luminaire state (programmed via the [Out] button) in which no recorded dataiis
provided for that luminaire in a selected cue. When aluminaireisinactive (or out), it
will not store datafor any parameter.

A submaster mode which prohibits the associated submaster’s contents from being
altered by any other active submaster. Releasing the submaster from its independent
state makes the associated channels/parameters available to other control. Those
channelswill respond to the next available instruction for which it has stored data.
Theintensity levelsfor channels on independent submasters are affected by the setting
of the Grand Master fader. Example: Press and hold [Ind] while pressing [Choosg] of
required submaster.

Changes arientation of rotating gobo.

The amount of light emitted by a source, per second in a given direction within a cone
of unit solid angle. Also, the function of aluminaire related to the brightness of the
beam as projected on a surface, specified by intensity data.

An apha-numeric identifier which can be stored with elements such as cues, effects,
groups, macros, templates, and selects.

A cue attribute which alters the next sequential cuein the Cue Sheet. The automatic
activation of the linked cue is dependent on the presence of await or trail time. Links
can be made to cues, effects, snapshots and macros.

A console mode wherein all actions taken are actually executed by the luminaires, in
real time, on stage. Also see Preview Editing.

When a cue or effect is moved to a submaster’s pending file.
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An attribute that can be added to a cue, indicating the number of times alinked
sequence of cuesisto execute.

A luminaire can be in one of four different statesin acue. When the luminaireis
active, it hasrecorded datafor intensity and all other parameters. When marked, it has
no intensity data, but does have other parameter data. When the luminaire is zero, it
hasintensity data at 0% but does not have other parameter data (opposite of marked).
An inactive luminaire (out) has no recorded data for any parameter.

A series of command strings (button presses or display selections) that can be
recorded for automated playback, either through manua selection of the associated
macro number, or from automated activation through the Cue Sheet.

A submaster mode which allows a submaster to control the parameters of manually
assigned channels, aswell as stored events.

Manual Control Override allows a manual intensity level to be established for an
inactive channel. That level will remain in effect until a channel receives acommand
from an active, marked or out channel. A channel on manual control override may be
placed on a submaster for intensity control. It will remain under the control of that
submaster until it receivesanew instruction or until anew event is played back on that
submaster. If the submaster is independent, the channel will remain under the control
of that submaster until the submaster is released from independent or until aforced
update is completed.

A console mode which allows attributes recalled by a select to follow the timing
values that are currently active in the luminaires.

Returns an affected channel/parameter to its previous state after a select is deployed or
an action is taken on the keypad or with an encoder. Channel selection opens a buffer
which snapshots the current setting, making it possible to restore (by subsequent
presses of the [Man Undo] button) all actions taken between one channel selection and
the next.

Anintensity state of “marked” (0% level). When aluminaire is marked, it will store
datafor all parameters with intensity stored as “marked” (0% level). When acueis
recalled, a marked luminaire will move to the stored positions and, if previously
active, fade out with the luminaire’s intensity down time.

Prohibits move instructions from affecting those parameters on all luminairesin the
cue during cue store actions. Assignment of masks is astored parameter attribute,
which may be applied during live recording, viaa Store, Selective Store operation and
in preview operations. Masked values are displayed in preview mode and may be
lifted via preview editing.

Used to establish control boundaries when more than one console is being used to
control alighting system. A console can either share channel control with another
console or it can have exclusive control. Definition of control interaction is deter-
mined by the profiles assigned at the primary console.

A feature which alows preprogramming without having to connect to a system.
When in the off-line mode, al menus and windows are accessible just asif the system
were online. (The off-line feature does not eliminate the need for a console.)
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A luminaire state in which no recorded datais provided for that luminaire in a selected
cue. When aluminaireisout, it will not store any parameter data. When acueis
recalled, an out (or inactive) luminaire will not change parameter positions, but if pre-
vioudly active, it will fade out with either the cue time or the consol€'s default time.

A cue attribute that defines the intensity fade out time of any luminaires which are
active at the point of cue playback, but which areinactive in the cue being played back
and are not included in any other active cue. Out Time will aso define the intensity
fade out time in the event the submaster is de-selected.

A number of selects available in each bank of group, beam, color, preset, macro,
template, and effect selects.

A luminaire state in which it will not respond to any manual or playback commands,
nor will it store into any cues.

A component of an effect set. Parts are made up of specified channels (luminaire
groups) with the limitation that a channel may only appear once within the set.

The mechanism by which thumbwheel addresses (luminaire and interfaces) are
assigned to channel numbers. Any number of conventional thumbwheels may be
patched to a single control channel. Also see Channel.

A set of programmed parameters which can be applied to selected channels using the
Preset select display or command-line keypad. All luminaire parameter attributes,
including timing values, may be stored into a preset. Changesto presets track auto-
matically into any cues in which they were used.

A console mode wherein all actionstaken are stored to the appropriate luminaires, but
are not executed on stage. Also see Live Editing.

This console serves as the main system console. It stores the show file and retains
overall submaster control.

A beam altering mechanism available in some luminaires. Sometimes called an
“effects’” wheel.

QuickFocus alows stepping through a selected preset, one channel at atime, to verify
its parameter data. At the conclusion of a QuickFocus operation, all luminaires are
brought to the proper position, allowing the preset to be modified if required.

Allows data to be modified across arange of presets and cues. Range editing is
provided for modifying parameter attributes, timing information, and cue data. Range
editing allows targets to be selected for modification by particular attributes, i.e,
channelsin a particular state could be selected and told to assume some other state
(not necessarily viathe same parameter).

Allows the recorded time/speed attributes for luminaires to be manually adjusted.
Rate adjustments (from 0 to 999) may be provided to a board cue, a cue, or effect.
Rate adjustments can be added to the cue attributes for later recall. The default setting
of 100 is defined asreal time. Rates higher than 100 will cause faster playback of
events, while rates lower than 100 will cause slower playback of events.
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Allows specified parameter data for selected channels to be recalled live from stored
preset or cue, as modified by any filter settings.

See Hard Reset or Soft Reset.

To resume the operation of a stopped effect, or resume the wait/trail countdown of a
stopped cue.

To obtain manual control of aluminaire from the console. Also, a programmed set of
attributes for Beam, Color, Preset, or stored groups, macros, and templates.

A channel or group of channelswhich will respond to manual control.

The subjective appreciation of purity, arelation of the intensity of the dominant wave-
length to all other wavel engths (defined by terms such as deep, pale, light, dark).

This consoleis an additional console hosted by the primary console. It receives show
data from the primary and mirrors all submaster operations.

One of three pand displays or Select Displays window components and associated
buttons which provide mapping of presets, colors, beams, macros, groups, and
templates for store and recall applications.

A special command which is used to modify or add parameter datato a cue, preset, or
beam state for specified channels (active or inactive).

A special command which is used to recall specific parameter data from specified
channels (active or inactive) in a cue, preset, or beam state.

A component of an effect which is made up of a number of steps. The steps specify
what action the applied set (groups of lights) are to take in an effect. Also see Set.

A component of an effect which is made up of a number of parts. The parts specify
which channels are to be included in an effect.

A file containing all programmed cue data. Show files reside on the consol€e's hard
drive and can be backed up to a removable medium such as a Zip® disk.

A mechanism which controls the douser or strobe action of luminaires capable of this
function.

A stored configuration for a console panel. Snapshots can be recalled either manually
or through cuesin order to reset any one or all of the front panel controls or displaysto
the stored configuration.

A dua-purpose function which allows manual control values to be staged and then
recalled in aspecified time. Sneak provides a graphic display of command-line
entries that would not normally be visible and also provides a means of creating
manual control moves “on-the-fly.” For this purpose, values can be assigned to
parameters and then recalled at a specified time, luminaire time, or by manually
pressing Enter at the touch screen.

One of six soft encoders provided for mapping parameters other than pan, tilt and
intensity (which are mapped to hard encoders).

Sends luminaires back to their home position and reloads cue data.
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Therate of change of aluminaire s variable parameters. Asopposed totime (e.g. 5
seconds), speed is how fast the parameters will move.

To energize aluminaire arc lamp (applies to arc-lamp luminaires only).
To advance a halted (stopped) effect to its next step.

A component of an effect sequence. Steps specify what action the applied set (groups
of lights) areto takein an effect. Also see Sequence.

To save any intensity value, parameter attribute, group selection, or timing informa-
tion into a specified target (e.g., cue, select display, preset, etc.).

A playback device that can be used to execute cues, board cues, and effects. Cues
include luminaire target states (crossfades) and effects.

In handling MIDI timecode from an external source, synchronized is when incoming
timecode arrives approximately on time, and the frame number agrees with the
expected time from the system’s internal clock.

Stored settings for touch screen filter, timing, and sneak modes. Settings are recalled
from the Macro/Templ ate select display.

Control of the duration of change for aluminaire parameter. Timeisdefined in
minutes and seconds.

A submaster mode which inhibits timing values on the associated submaster, allowing
playback at full speed.

A touch screen display mode, which provides a means of defining timing, delay, and
speed values for any or all combination of parameters.

A device's X, Y, and Z coordinates. These three coordinates are based on a point of
origin (X=0, Y =0, Z=0) from which every object in the 3D graphic has been located.

The touch sensitive screen which allows access to Timing, Filter, Dynamic State, and
Sneak settings.

To force anew parameter setting for selected channels through the cue sheet until a
channel block command is encountered or the luminaire parameters affected are set to
adifferent value. A different value may come from absolute values that are different,
apreset value that is different or the same value provided by a different preset.
Tracking instructions will aso be stopped by blocked channels. Track may be used in
conjunction with Store, Update and Selective Store. Fill causes the instructions to
track backward and forward through the cue sheet.

A timing attribute which can be applied to a cue, causing the next event to be automat-
ically executed after thetrail time haselapsed. Thetrail time begins counting from the
moment the cue has completed. (The next event being either the next sequence cue, a
linked cue, or alinked macro.)

To reverse the last store or delete action on the console.
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An advanced store/modify function which is used to store modified channels back into
their source cues or to add new channels to cues. Update is not routed through
channel or filter selections.

A timing value associated with channel intensity settings. The up fade time affectsthe
intensity transition in the event the transition isin an upward direction.

A default color palette, available via the Vari-Lite Color System window or
command-line keypad, which is based on the numbering system for VARIOLITE
colors.

A representation of your venue or stage production as defined by 3D modeling param-
eters.

A timing attribute that can be applied to a cue, causing the next event to be automati-
cally executed after the wait time has elapsed. The wait time begins counting from the
moment the cue is executed. (The next event being either the next sequence cue, a
linked cue, or alinked macro.)

Thetimeit will take an effect to loop back to the beginning. A wavetime can only be
greater than the total sequencetime (i.e., the wave time will never cut a sequence
short, only add a gap before the sequence starts again).

Anintensity state of zero ("hard zero", 0% level). A luminairethat is zero will only
store intensity data, which is stored as a"hard zero" (0% level) along with the lumi-
naire’sintensity down time. When acueisrecalled, a zero luminaire will fade out
with the luminaire’s intensity down time. 1t will not change any other parameter
positions because there is no data stored for them.
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APPENDIX C.

Technical Specifications

Weight/Dimensions

Weight
Includes console, Macintosh G4 computer and 15" monitor:
106.5 Ibs (48.3 kg)

Dimensions
44 x 24 x8in (112 x 61 x 21 cm)

Power Requirements

Console:

2.0 Aat 120V 50/60 Hz
1.0 A at 240 V 50/60 Hz

Macintosh G4 computer and 15" monitor:

8.0 A at 120 V 50/60 Hz
4.5 A at 240 V 50/60 Hz
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System Capacity

Control of 2,000 multiple parameter luminaires

2,000-10,000 cues per fixture (luminaire dependent)

1,000 presets

1,000 effects

100 beam selects

300 color selects

1000 group selects

1,000 board cues

1,000 macros

1,200 snapshots

30 submasters (in 3 pages)
26 DMX universes

Interface Support

8 DMX universes

Copper and fiber-optic Ethernet connections for Virtuoso protocol

SMPTE Time Code input

MIDI Time Code input

MIDI Notes input

External Trigger (switch closure) for Board Cue Go

Optional Equipment Support

Up to three additional monitors
Channel Select Panel
USB printer
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Index

Numerics

2D Display
background picture 27
drawing size 27
grid spacing 27
Plan View 2D mode 27, 37
snap to grid 27
3D encoder 50, 53
3D graphic
display filter 262
exporting 257
importing venue 256
new venue 255
overview 255
Plan View 3D mode 27, 35, 37
Settings window 263
venue size 255
window 261
X, Y, z locations 259

A

Ad hoc groups
creating 161
overview 161

At
function key 168

Autoload
effect 223
function key 167

B

Background state 129
Beam
datawindow 75
encoder 50, 52
overview 74
setting from keypad 59
standard selects 67
storing and recalling 76, 77, 78
using filterswith 149
Black out 198
Board cue
deleting 186
overview 184
recalling 187
recording 185
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sheet window 188
Bump
submaster 236

C

Channel
copy 164
DMX test 279
ranges 44
selecting 41
Channel filter
submaster 233
Channel select
active 43
al 43
clear 43
desk buttons 47
from keypad 44
from panel 45
invert 43
mark 43
next/last 47, 51
overview 41
panel 7
selecting range 43, 46
status mimic 44
using Next/Last 47
window 42
zero 43
Color
datawindow 81
encoder 50, 52
overview 80
setting from keypad 59
standard selects 67
storing and recalling 82, 83
using filters with 149
Vari-Lite colors 95, 96, 97, 98
Colors, Vari-Lite
applying 96, 97
datawindow 96
for DMX fixtures 102
for Vari-Lite luminaires 98
overview 95
Command-Line
see Keypad 200
Configuration, system
console ID 20, 23
console name 23, 250
overview 20, 22
physical ring 23
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storing 24
updating 24
Console
default settings 245
desk 6
installation 8, 10, 11
log 14, 274
Mac computer 6
overview 5
power down 19, 21
power up 19, 21, 282
Console ID number 20, 23
Conventional fixture
patching 28
Copy channel 164
Copy/Move
function key 168
using 165
Cue
affect of faders on 198, 207
as an effect 134
datawindow 212
definition 109
deleting 113
Enable editing option 212
filters 148
linking 194, 242
looping 195
out time 197
setting intensity state 111
sheet 209
storing 110, 112
wait time 196
Cycle 221

D

Delay 144, 145
Delete

function key 167
Device Info window

using 49
Diagnostics

DMX channel 279

Error log 280

off-line 281, 282
Direction, effect 119
Display filter

3D 262

channel 248
DMX fixture

channel test 279
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patching 28

Setup window 279

VL color system for... 102
Drawing Size window 27
Dynamic state

as cue/preset 152

attributes 150

encoder 50, 53

overview 150

E

Effect
attack time 221
attributes 119
autoload 223
background state 129
break 120
cascade 121
changing modes 217
continuous 120
creating from keypad 131
creating from panel 132
cycle 120, 221
decay time 221
definition 117, 118
direction 119
fadein time 219
fade out time 219
forward 119
mode 120
oscillate 119
overview 92, 117, 118
random 119
reverse 119
Run/Stop modes 224
sequence 126, 127, 128, 130, 131
sequencetiming 221, 222
set 122, 123, 124, 125, 131
Set 0 122
simultaneous 121
start 121
step time 219, 221
stop/flag 223, 224
storing asacue 134
sustain time 221
timing 218, 219, 220
wavetime 219
window 133

Encoder
3D 53
beam 52
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color 52
dynamic states 53
frame 54
image 52
intensity 51, 111
min/max settings 55
overview 50
pan/tilt 51
window 56
Error log 22, 280
Export
patch 272
venue, 3D 257

F

Fader

affect on intensity 198

grand master 198

intensity 111

submaster 199
Filters

beam 149

color 149

overview 146

submaster 149, 232

templates 156

with cues 148
Frame

encoder 50, 54
Freeze

submaster 231
Function filter

submaster 232
Function keys

quick keys 169

setting option 166

using 166

G

Gobo 50, 52

Grand master 198

Grid Spacing window 27

Groups
from Select Display window 91
storing and recalling 90, 91

H

Highest Takes Precedence
concept of... 240
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Image
encoder 50, 52
Import
patch 273
venue, 3D 256
Independent
submaster 234
Installation
additional components 10
console 8
desk lamp 11
Intensity
encoder 50, 51, 111
faders 111
HTP 240
in playback 237
setting from keypad 58
states 110, 111
transitions 239
window 62, 63
with manual assign 235

K

Keypad
overview 57
setting parmeters from 58
shortcuts 200

L

Lamp control
douse 48
reset/recalibration 49
start 48

Link
controlling during playback 242
storing 194

Live mode 14, 264

Log, console 14, 274

Loop
using 195

Luminaire Status window 60

M

Macintosh computer, console
description 6

Macro
overview 92, 178
recalling 183
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recording 179
window 181, 291
Manual assign
submaster 234
Manual control
3D 50, 53
ad hoc groups 161
beam 50, 52
color 50, 52
copy channel 164
dynamic state 50, 53
frame 50, 54
image 50, 52
intensity 50, 51
pan/tilt 50, 51
soft encoders 50
timing 162
Manual timing
using 162
Masking 147
MIDI
notes 287
overview 285
synchronizing 289
timecode overview 289
timecode recording 290
with board cues 184
Min/Max settings
soft encoder 55
Mode
effect 120
indicator 14, 264
live 14, 264
preview 14, 264
Multi-console
backup console 249
configuring 250
primary 249
primary disable 251
secondary 249

N

Naming, console 23, 250
Next/Last
with channel selection 47

@)

Off-Line programming 252
Online

checking status 34
Orientation
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dynamic state 150
Out time
using 197

P

Palette shift
using 69
Pan 50, 51
Parameter Columns
window 61
Park
using 163
Parts 117, 118
Patch
DMX/Conventional fixtures 28
editing 35
enabling 25
exporting 272
importing 273
on/off indicator 14, 25
overview 25
procedure 32
window 36
Plan View window
2D mode 27, 37
3D mode 27, 35, 37
background picture 27
editingin 35
grid spacing 27
patching in 32
set up 26
size 27
snap to grid 27
Playback
basic cue 114
intensity affect 237
of cues 241
of effects 135
of macros 241
Point of origin 259
Power down
console 19, 21
Power up
console 19, 21, 282
Preset
datawindow 85
overview 84
storing and recalling 86, 87, 88
Preview mode 14, 264
Primary console 249
Primary disable 251
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Printing 275, 276
Profiles
importing 277
updating 278
Programming
off-line 252

Q

QuickFocus
operation 162

R

RAM erase
luminaire 49
Rate
dynamic state 151
submaster 231
Recalibration
luminiare 49
Reset
luminaire 49
Ring, physical system 23
Run/Stop, effect 224

S

Secondary console 249
Select display
Beams 76, 77, 78
Colors 82, 83
Groups 90, 91
overview 67
palette shift button 69
Presets 86, 87, 88
standard beams 67
standard colors 67
window 71, 72, 73
working with 68, 70, 71, 72, 73
Selective recall
function key 167
using 205
Selective store
function key 166
using 204
with submasters 207
Sequence
creating from panel 127
creating from window 128
definition 117, 118, 126
timing 221
Set
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creating from panel 123
creating from window 124
default set 122
definition 117, 118, 122
Settings
console default 245
window 245, 246
Show file
backup 270
creating new 269
indicator 14
opening 270
printing 275, 276
profiles 277
Save A Copy 272
Show File Manager
overview 269
Size
dynamic state 150
Snap To Grid 27
Snapshot
Datawindow 177
deleting 176
Filter window 174
overview 92, 173
recalling 176
storing 174, 177
Sneak
function key 168
overview 153
templates 156
Speed
attributes 143
formats 143
Start, efffect 121
Status Columns window 75, 85
Status indicator
description 13, 14
Status mimic 44
Step
background... 129
creating 127, 128
definition 117, 118, 126
deleting 128
Stop/flag, effect 223, 224
Store
function key 166
Submaster
banks 227, 228
board cue Go 187
bump 236
channel filter 233
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choose 229
clear 230
faders 199, 207
filters 149
freeze 231
function filter 232
independent 234
manual assign 234
modifying cuesin... 206
panel 227
playback of cues 114, 241
playback of effects 135, 223
rate 231
timing disable 233
window 228

System
patching 25

T

Target, last stored 201

Template
creating 156
recalling 156, 157
timing window 156
touch screen 157

Tilt 50, 51

Timing
delay 144, 145
disable 233
effect 218, 219, 220
format 142
function key 168
guidelines 142
manual timing 162
operation 143
overview 141
sequence 221, 222
templates 156

Timing disable
submaster 233

Timing Display window

328

templates 156

Touch screen
dynamic state mode 150
features 139
filter mode 146, 148
general operation 139
selecting modes 139
setting parameters 139
sneak mode 153, 154, 155
templates 140
timing mode 141

U

Undo 113, 206
function key 169
Update
function key 167
presets 87
using 203
with submasters 207

\Y%

VARI*LITE luminaires
patching 32
Venue, 3D
exporting 257
importing 256
new 255
point of origin 259
size 255

W

Wait time
using 196

Windows
closing 13
entering/editing data 12
interaction 12
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Virtuoso™ DX Console Overview

CD/DVD Drive -
Used to upgrade
Virtuoso™ software

Zip® Drive -

Used for backing up
and importing show
file data

— Console Components

Macintosh G4 Computer

Console Desk

Pull-Out Keyboard

Channel Select
Panel (Optional)

Monitor

=

—— Keyboard Lock/Unlock

Lock - Turn Counter-Clockwise
Unlock - Turn Clockwise

02.9668.0001A

REFERENCE FOLD-OUTS

Al

Board Cue/Macro Record -
Buttons used to start board cue

Channel Select Controls - or macro record sequence

Buttons for recalling channels

at various intensity states Live/Preview Buttons -

Configures console for either

Lamp & Status Controls - Live or Preview mode operation

Buttons for start/douse of lamps, reset,
recalling luminaire status, and special
functions such as Quick Focus

Touch Screen Display -
Used to access Timing, Filters,
Dynamic State and Sneak features

Sub. Rate Encoder -
Used to set submaster playback rate

Sub. Mode Buttons -
Used to set submaster

Effects Controls -
Used along with Select Displays

to create and edit effects modes.
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CI——
Co——
Co——
Co——
[C——

o
C——ro

i~

Command-Line Keypad & Display -
Used to manually control luminaires
or to build cues and effects

Track Pad -
Controls display
monitor cursor

Submaster Display -
Indicates current
submaster event status

Pan & Tilt Encoders

Soft Select Displays -
Used to store/recall colors, beams, presets,
groups, macros, snapshots, and effects

Intensity Encoder Submaster Control Buttons & Faders -

Used to activate playback of cues and effects,

Soft Encoders & Display - and to control playback intensity

Six knobs and a display which can be
mapped for control of various luminaire
parameters and to set effect timing values
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Virtuoso™ DX Console Connections

FireWire

—— Console - Macintosh Computer

Macintosh
Computer

=%
e %

(33

To Optional )
Secondary Monitor  Monitor Power/Data

to proper setting.

A Caution: Set voltage selector switch

Monitor

Channel Select Panel

(optional)

“——= To Power

Power Cable

FireWire

DX Console

l
[
[
W11
Iy
l
[
[

o
e

o)
o>
s

q

{

O 8
J555098008000a00e:

X5
3

=
R P R RS

AL AIPIIATINPS

ORI ORI RS

donan
SBEBHITHER

= . 000 O e

s
i

%XXX]:TO Power

* Note: Any of the three Aux ports can be used to connect the Channel Select panel.

| 7

Expansion Connectors

— Power and DMX Connections

POWER IN

lo]-]]

®
Console Power * o |0 1]l
Cable Connection

)

100-240 VAC
50/60 Hz 2A

DMX512 XLR 5-Pin Connectors
(Corresponds to DMX Universes 1-8)

*2.0 A @ 120 volts 50/60 Hz / 1.0 A @ 240 volts 50/60 Hz
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(Channel Select Panel, etc.)

Ethernet Port

—— System and External Device Connections

Auxiliary Components Power and Data Ports
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B]

Mac Computer
USB Port

Mac Computer
FireWire Port

USB Device Ports
(Mouse, trackball, etc.)

SYSTEM COMM CONSOLE COMM DESK LITE
12V 12v "
Lot
O LNK ©
™ O
RX O @
[e]
TRIGGER MIDI SMPTE INPUT  SERIAL ° °
IN THRU ouT @ GB
INO X QO @f(cecccccccccos
OUTO@@@ o D o O\ S0 e s 0w a0 oo
Fiber Port Switch Closure ~ MIDI In, Thru, and  SMPTE Input reserved Desk Lamp
Trigger Port Out Connections Connection Connector

I

0
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0 uOBB
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St
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— Power Cable Lock

Desk Lamp
Connector

B

Retaining Bracket

Tighten screw to lock in place

330



VARILLITE - VIRTUOSO DX CONSOLE USER’S MANUAL

Channel Select/Lamp Status

Window —

Deselects current channels and
selects all other patched channels

Selects all
patched channels

Clears all

channel selections

Millennium Button -

Routes control to first 1000
channels when not active

or second 1000 when active

Selected button

Century Buttons (0-900) -
Routes the 100-button array
to one of ten pages

active channels

Selects all channels
which are in a marked state

=]
=
=

=]
=
=

Selects all channels
which are in a zero state

Status Mimic Buttons -
Highlight buttons of
channels in online, active,
marked, or zero status states

100-Button Array -
Represents a group

of 100 channels as
determined by the
millennium and century
buttons

Status Mimic Buttons -

Highlight corresponding channels

on Channel Select panel. All
channels with active, marked,

or zero intensity values, or all up

and running channels (online)
can be viewed

Allows stepping through each
stored channel in a preset for

Lamp Control Buttons -
Allows hard/soft reset of luminaires,
and start/douse of arc lamps

REFERENCE FOLD-OUTS

C]

Selects corresponding channels at
optional channel select panel just as
identical buttons select channels in the
Channel Select window.

IO
T
©
90

O
Man
3 und &

the purpose of adjusting parameters
(this is an alternate console mode)

not yet implemented

not yet implemented
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Millennium Buttons -
"000" routes control to first
1000 channels

"1000" routes control to
second 1000 channels
(When lit, indicates range
selected)

Century Buttons (0-900) -
Routes the 100-button array
to one of ten pages

Allows any manual changes
by selects or encoders

to follow current active
timing in luminaires

Channel Select Panel (optional) —

100-Button Array -
Represents a group

of 100 channels as
determined by the
millennium and century

buttons

i
C
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Manual Control E

Quick Reference

. . . . Special color encoder functions:
Common operations and guidelines for using manual controls:

Encoder 1 - VL7 PLATE 1 COLOR or VL2 WHEEL 1

, _ Encoder 2 - VL7 PLATE 1 SATURATION or VL2 WHEEL 2
Intensity State Buttons: Encoder 3 - VL7 PLATE 2 COLOR

« [Full] sets selected luminaires to full* intensity (100%). Encoder 4 - VL7 PLATE 2 SATURATION
* [Out] sets selected luminaires to an out* or inactive state (no parameter data, 0% level).
* [Mark] sets selected luminaires to amarked* state (0% level).

* [Zero] sets selected luminairesto zero* intensity (“hard zero”, 0%).

» Shutter [Open] and [Closed] is used with luminaire strobe or douser mechanisms. Function Select Button -
Determines function

of soft encoders

/

Causes selected
luminaires to panttilt

Soft Encoder -
Adjusts parameters as

* For amore in-depth explanation, refer to “Intensity States” on page 110. ;Jletetr,mineclI byt,current
unction selection. L\:

(For example, controls

Pan and Tilt: Gobo because Image
is currently selected.)

» [Flip] causes selected luminaires to pan and tilt until the head is pointing in the same
direction as before. The head assembly pans 180 degrees and tilts as required so that the
head pointsin the same direction. (DMX moving mirror luminaires will not respond to this

command ) Min/Max Control Button - until head is pointed
' Activates default min/max g] ?ame direction as
» [Next] and [Last] increment or decrement channel selection (based on the default setting). settings or can be etore

stored with new settings.

Shift Button -
Makes available
additional encoder

ol6BjoBih)ee)ele)ee;

[ ﬂﬂWWﬂ[Wﬂﬂﬂ ol

Special encoder functions accessed w/ [Shift] button:

Intensity Encoder -

* COLOR Adjusts intensity in Bhutter controls

Encoder 4 - WHEEL SPIN selected luminaire(s) /
.« IMAGE Window (o™ [C @ @

Encoder 1- WHEEL SPIN, Encoder 2 - ROTATING SPIN, Encoder 3 - ROTATE, Encoder 4 | Function Popup Menu_ o

- EFFECTS SPIN, Encoder 5 - EFFECTS ROTATE, Encoder 6 - ZOOM Focus Ste

z ps through all
% % . Pan Tilt on-line channels
Store a new min/max setting: Encoder Controls & |x Max/Min Buttons
. . . ilt
Step 1. Pressbutton for required set of soft encoder functions. It will be mapped to soft % o
encoders. (T3 /Inten ensity But
ntensity buttons
. . . . . . Full Mark
Step 2. Sele_ct I_umlnalresto be included in min/max setting. (For example, select some VL6 Shutter Buttons T
luminaires.) T Pan/Tilt Flip Button Pan Encoder - Tilt Encoder-
. . ) = — Adjusts pan position Adjusts tilt position
Step 3. Using encoders, adjust parameter for new setting + Specifies which of selected luminaire(s) of selected luminaire(s)
' ’ _ _ ' ' ch ¥ 1 Last | Mext submaster will track _ o
Step 4. Press[Store] / [Encoder Min/Max Button]. Setting is now stored for those channels. Budone, noremen pr o @ cue Used with luminaire
1000.00 strobe/douser mechanism
Incr @ 1.00 Selected Cue/Effect
Indicator Intensity State Buttqns (4) -
Function Filter Grid Increment Indicator Applies one of four intensity states
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Select Displays

Quick Reference

Select displays are provided for storing Preset, Color, Beam, Group, Macro, Snapshot,
and Effect parameters. The parameter data can be recalled with a single press of the
appropriate select button for the purpose of building consistent cues.

Common operations and guidelines for using the select displays:

Access a different bank within a select display:

* Pressand hold [Bank/Function] button while pressing the buttons labeled [11]
through [20] to change banksin increments of 100. Each bank will provide 20 select
buttons per page.

Access a different page within a select display:
* Pressdesired page button (1 through 5) at top of select display.

Access a different select in any display window:

» At select display, press and hold [Bank/Function] while pressing [Beams], [Colorg],
[Presets], [Groups], [Macros], [Snaps], or [Effects] as required.

Store a new select:

Step 1. Select required channels.

Step 2. Using manual controls, set all required parameters.

Step 3.

Step 4.

Filter attributes as required using touch screen display.

Press [Store] / [Select Button] - where Select Button is color, beam, preset,
group, macro, snapshot, or effect as required.

Label a select:

* Press[Label] / [Select Button] [xxxxxx] [return].

Recall a stored select:

Step 1. Select required channels (only selected channels that have data stored in that
select will be affected).

Step 2. Pressrequired [Select Button] - where Select Button is color, beam, preset,
group, macro, snapshot, or effect as required.
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Soft Select Display -

Displays mode, bank, page,
and individual select information

Window —

REFERENCE FOLD-OUTS

[Bank/Function] -

Allows bank and mode
selections when pressed

E]

Page Select Buttons (5) -
Selects one of five pages

|

Q i i i 0 1 i
Selects Presets, Beams, Colors, Groups, Bank / Function
Macros, Snapshots, or Effects
Page Buttons
Bank Popup Menu
D \ 5!mml|m / E H 1 1 2 H 3 H 4 1 5 L 6 1 7 1 8 L 9 | 10 1
\ | ONONOHO[O[1O[1O]1O]1O]|O
SN royez | uns | Pup d | Pupes | OONOO[OONOIO]IO] IO
5 E ? a II | {l 11 12 13 14 15 16 17 18 19 20
13 & " 18 19 0 Select Buttons (20) -
- Applies data to 0 0 0 0 I 0
STORE | LABEL | UPDWTE | DELETE | selected channels Q (=1} (en) | [en] | (] | (em)]
Bank / Function
(Banki @)  [NEGRN] Page 2 | Poge 3 [ Pogn & [ Page 5 |
Al Al Al
amber | Magents Light 7 A g ] —‘
Eilue
13 14 15 16 7 1B 15 20 H1,2H3H4,5L6,7H8L9,w,
=g [ ZToRE | LaBEL |UFDATE | DELETE | O O O Q O O Q O O O
v Macre ONONOHOOO[1O]1O]1O] O
| Hacra :I [ Bank 1 ) _P*EIF*EJF‘&}!-!J_P&FE' D 22 [ 22 ] 3 [ 14 5 [ 26 [ 17 [ 18 [ 29 | 20 |
[Palette Shift] button toggles
Z 3 + s & T 8 § L between two configurations
LR 12 13 1 15 16 L 18 19 20 Q 0 0 0 1 I
_]_ | D] [ [ [ [T]
F LsToe | La=eL |uFnaTe | DELETE | Patette shif Bank/ Funcion I |
|
Select Button Select Mode Button - Operation Buttons -
Places window in select mode Operatlonlwnl be appllled 1 2 3 H 4 H 5 H 6 H 7 H 8 H 9 H 10 H
to currently active select Q O O O Q Q O Q Q O
11 12 13 14 15 16 17 18 19 20
Bank Buttons (11-20) -
With [Bank/Function] pressed,
these buttons access different banks
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Command-Line Keypad

Quick Reference

[Af]....... Enters an intensity value. Example: <Chan> [5] [At] [7] [5] [Enter].
[Beam] . ... Storesor recalls abeam state. Example: <Chan> [5] [Beam] [2] [O] [Enter].
[Block] . . .. Feature not yet implemented.

[Board Cue] Stores or recallsaboard cue. Example: [Board Cue] [5] [Enter].

[Chan]..... Selects a channel or arange of channels. Example: [Chan] [ 5] [Enter].

[Clear] .... Clears command-line entries. Holding down will clear an entire unterminated command line.

[Calor] . ... Storesor recallsacolor. Example: <Chan> [5] [Color] [3] [O] [Enter].

[Copy/Move] Allows manipulation of preset, cue, sets, and sequences data. Example: [Copy/Move] [Cue] [1] [At] [2] [Enter].
[Cug]...... Stores or recallsacue. Example: [Store] [Cug] [5] [Enter].

[Delay] .. .. Adds acountdown time to aluminaire parameter (used with touch screen). Example: [Delay] [1] [Enter].

[Delete]. . . . Deletes a soft select, cue, effect, group, etc. Example: [Delete] [Group] [5] [Enter].
[Effect] .. .. Recalsan effect. Example: [Effect] [5] [Enter].
[Ful]...... Setsintensity value to 100%. Example: <Chan> [5] [Full] [Enter].

[Group]. . .. Storesor recallsagroup. Example: <Chan> [1] [Thru] [9] [Store] [Group] [5] [Enter].

[Label] . Used to label cues, groups, macros, effects, etc. Example: [Store] [Beam] [5] [Label] [Enter] [xxxxxx] [return].

[Link] ..... Links together cues, effects, snapshots, and macros for auto playback. Example: <Cue>[2] [Link] [Macro] [3] [Enter].
[Loop]..... Defines the number of times alinked sequence of cuesisto execute. Example: <Cue> [5] [Loop] [9] [Enter].

[Macro]. . .. Storesor recallsaMacro (requires additional button presses during store). Example: [Store] [Macro] [Enter].
[Out Time] . Defines an intensity fade out time. Example: [Store] <Cue> [5] [Out Time] [7] [Enter].
[Preset] . ... Storesor recallsapreset. Example: <Chan> [5] [Preset] [7] [Enter].

[Rate] .. ... Alters recorded time/speed attributes for cues, board cues, or effects. Example: [Store] <Cue> [5] [Rate] [5] [O] [Enter].

[Recall]. . .. Recals specific data from a cue, preset, or beam state (used with filters). Example: [Recall] <Cue>[m] [Enter].

[Sel Store] . Modifies/adds parameter data to a cue, preset, or beam for specified channels. Example: [Sel Store] <Cue> [5] [Enter].
[Seq]. ... .. Can be used when programming an effect. Example: [Effect] [3] [Seq] [4] [Enter].

[Set] ...... Can be used when programming an effect. Example: [Effect] [3] [Set] [4] [Enter].

[Snap Shot]. Stores or recalls a snapshot (used with Snapshot Filter window). Example: [Store] [Snap Shot] [5] [Enter].

[SneaK] . . . . Workswith Sneak Mode to provide manual control of luminaires. Example: [Sneak] [5] [5].

[Speed] . . .. Setsrate of change for aluminaire parameter (used with touch screen). Example: [Speed] [1] [Enter].

[Step] ... .. Stores an action into a step (component of an effect sequence). Example: [Step] [1] [Cue] [n] [Enter].
[Store]. . ... Initiates store actions. Example: [Store] [Cue] [2] [3] [Enter].

[Sub]...... Specifies a submaster for direct load. Example: [Cue] [Sub] [4] [Enter].

[Thry]..... Defines arange selection. Example: <Chan> [1] [Thru] [5] [Enter].

[Timg]..... Enters a parameter time value (used with touch screen). Example: [Time] [1] [.] [.] [3][Enter].
[Track/Fill] . Feature not yet implemented.

[Trail]..... Adds atrail timeto acue. Example: [Store] <Cue> [5] [Trail] [1] [Enter].

[Undo] . ... Reversesthelast store, update, or delete action. Example: [Undo] [Enter].

[Update] . . . Stores modified channels back into their source cues. Example: [Update] <Cue> [5] [Enter].

[Vari-Lite Color]Stores/recalls a color based on VARICLITE color palette. Example: <Chan> [6] [Vari-Lite Color] [1] [0] [1] [Enter].

[Wait] .. ... Addsawait timeto acue. Example: [Store] <Cue> [5] [Wait] [1] [Enter].
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]

Commands for storing, recalling,

and updating cues and presets Displays event

Used when enterin
9 number and label

channel or cue ranges

Displays command
line as entered

\ S \\/irtuk\)so DX

Displays current

keypad mode Scrolls up or down through

Indicates filtered data cue sheet or effects

| /
ITEIE] Cuel
store cue 1 C|B|G BlWash

;
\ [

\ Store Cue 1 Label *
\

Store Update e Chan N @ @ @ %k Loop ‘IP\lh\
ime
Sel Track/ Board Snap . .
Store il cue Macro Shot @ @ Wait Trail Rate
Recall Ury/ Preset Color Beam @ @ @ Time Block Sub
Vari-lite
Label Sneak Color Set Seq @ @ @ ,DX%% Speed
Delet Copy/ Group Step @ @ At Full Enter
E move
\ Initiates a
Labels groups, Sneak move Enters

cues, effects,

and selects
Deletes a
programmed action
or parameter set

- o command line
Specifies destination of

Enters numeric
values
Enters
store, recall, undo, and intensity values
delete commands )
Enters special cue and

Command-line backspace key. submaster attributes
(Holding down will delete an

Allows manipulation of cue, entire unterminated command line.)

preset, set, and sequence data
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Submasters

Quick Reference
Common operations and guidelines for using submasters:

Play a cue or effect:

Step 1. At keypad, press[Cug] [n] [Enter] or scroll through cue list to recall a cue, or

press [Effect] [n] [Enter] or select effect at an Effect select display.
Step 2. At desired submaster, press [Select] to select submaster for playback function.
Step 3.
Step 4.

Step 5.

Press [Load] to place cue/effect in submaster’s pending file.
Ensure Grand Master and submaster faders are set at full.
Press[Go] to play.

Play next cueor effect:
* Press[Go] to play back pending event.

Play previous cue or effect:
* Press[Back] to play previous event.

Stop/Step:

Step 1. Press|[Stop/Step] to stop a running autofollow.

Step 2. Press[Stop/Step] repeatedly to step through cues without autofollows.
Step 3. Press[Run] to resume playback with autofollows.

[Choosg] and [Clear] buttons:

» [Choosg], when pressed with any of the submaster mode buttons, allows the submaster to be placed into one
of the following modes: Rate, Freeze, Function Filter, Channel Filter, Dynamic Disable, Time Disable,

Independent, and Manual Assign.

» [Clear] releases a submaster from an applied mode, returning it to its default state. To release a submaster

from amode, press [Clear] along with the [Choose] button for the required submaster.

Intensity:

Final playback intensity is determined by following combination (in order):
1. Intensity value stored in the cue or effect being played back.

2. Fader setting of the submaster being used to playback the event.

3. Setting of the Grand Master fader or associated [Black Out] button.
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Clears submaster
modes and events

Disables playback of macros,
shapshots or autofollows linked to a cue

Speed up or slows down

playback of an event \

Adjusts rate

Causes timing data to

be ignored in a submaster

Black
out

Rate

Bumps intensity

Applies filter settings
to a submaster for
modification of playback
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el

Restricts playback

to selected channels

Clear

Bump

Rate Control

/

Timing
isable|

|Bd Cmd)|
isable|

hannel

\Manual

Filter

Filter

dent ]

Prohibits dynamic states
from playback

Prohibits a submaster from
having its content modified
by any other submaster

Halts an event in
mid-transaction

Loads selected
channels and their
current parameter
settings into a
submaster for
fader control

Choosg hoosg

Choosg

Choosg

hooseg

hoo: IChoosg

hooseg

i 2 s a5 ][ e 7 s o 10|
Takes all 1 I 1 I 1 I T 1 I N
intensity levels
to zero
Applies a submaster
mode when pressed Bl
along with a mode - Filter Grid
button Rdwaeh | | FIE| &
C|B|G] | RateValue
o rae100 4 .
Grand Master Fader - T | A - o - | |:L | Modes (if any)
ubmasters
Controls overall console [ submasters | = = S o = [FC|] [T}
IntenSIty |eVe| 1-10 Select Select| Select Select Select 52
[ [ [ ] [ ] [ Blwash ¥
11-20 Load Load Load Load Load Pending Cue
Chooses Submaster
banks (3 total) [ [ [ [ 51 -
21-30 Run Run Run Run Rdvvaﬂ'] Active Cue
Selects
Su b m aster v Stop/ Stop/ Stop/ Stop/ Sh t
for plavback Step Step Step Step OWS_aU O-
play follow time, or

Loads selected
cue or effect

Resumes a stopped
cue sequence/effect

Stops or steps through
a cue sequence/effect

Plays previous
active cue/effect

Stop or steps

thI’Ough a board cue __Board Control
Starts a
board cue
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Plays pending _ -
cuel/effect — || —

Back

Back

Back

Back

]

01

cue execution
time if no auto-
follow
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Submaster
intensity fader
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Timing/Filter Display

Quick Reference

Common operations and guidelines for using Timing and Filter
functions.

TIMING
Set an entiretiming scheme:

Step 1. At touch screen, select a parameter(s) with hard or soft

buttons.

At keypad, press [Time], [Delay], or [Speed] as required,
followed by time value. Time value will appear in cells of
selected parameters at touch screen.

Step 2.

Step 3. Repeat steps 1 and 2, selecting different parameters and

entering new values.
Select channels as required.

Step 5. Press Timing button to send all values in screen.
Send atiming value directly to a selected parameter:

Step 4.

Step 1. Select channels as required.
Step 2. At touch screen, select a parameter with hard or soft buttons.

Step 3. At keypad, press[Time], [Delay], or [Speed] as required,
followed by time value and then [Enter]. Time value will
appear in cell of selected parameter at touch screen and be
sent directly to selected channels.

FILTERS

Using filterswhile storing cues:

Step 1. Setfiltersasrequired. (When filters are selected (high-
lighted), the associated parameters will be the only parame-
ters stored during any subsequent cue store operations. When
filters are deselected (not highlighted), the associated param-
eterswill not be stored during any subsequent cue store oper-
ations.)

Pressfilter [ To Cue]. Thefilter state will be applied to all
cues stored from this point on, until changed.

Step 2.

Step 3. Storecueasusual.
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Time Format

Timeis entered at the keypad in
minutes and seconds, seconds, or seconds and
tenths of seconds. (Max time 59:59)

Examples:

[2] [5] = 25.0 (25 sec)
[21 [1 1] [5] = 2:05 (2 min, 5 sec)
[1[.1[3]=13 (1.3sx)
[115] = 5 (12 sex)

Speed Format

Speed is entered at the keypad in
degrees per second.

Luminaire Rate Max Speed
VL2 120 200
VL4 240 400
VL5 220 400

VL6/VLM 280 400
VL7 150 400
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— Window
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H]

Filter grid

Templates

Timing entry

Parameter selected
when lit

Selects entire
column of parameters

Displays template name

Select tab to change window mode
Template operations

MNumeric Entry

———
' TIH ING FILTER SHME 4k '

OY NAMIC

Accesses templates
when pressed

Parameter Grid -

Indicates which parameters

are selected

Mode Button -
Push to display mode
attributes in touch screen

Parameter Group Buttons -
Selects or deselects parameter
groups. (Pressing once selects

@ TIMING E Index Speed1 @
@ FILTER Wheel | Framing Effect Speed2
@ DYNAM Magen | Strobe |Prism |index Speed3
@ SNEAK |Down Tilt Amber | Zoom |Frost |R Gobo
@ Up Pan Blue [Beam [Edge |Gobo
[] coe

B INTEN |FOCUS |COLOR| BEAM | EDGE | GOBO ENTER

4 4 4
Clear All
OO0 OIO10[O

Deselects all parameters
on screen and clears values

Touch Screen -
Allows selection of
individual parameters
or dynamic states

Selects all
parameters on screen

all, pressing again deselects all.)
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