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Sound card setting

1 Sound card setting

After turning DMX Music Visualization on, it is necessary to set up a
sound card. The setting dialog box can be openegréssingF3 or it can be
found at the top menu of the main window of Musisualization — item:

Configuration>>Audio Setting.

Ridio Setting eof=ir <)

Input setking

Select Sound Card* Select Record Input®

System default mixer ™ ™

Input Yalume Multiply Auto Frequency Equalizer

J Auto Yolume Adjusking
] 1 4
Max, gain; | O 0 - no limit;
* For Sound Card setting wou can use Windows Mixer

Record Tesk

Latency: Min = 46,85 ms, Max = 98.44 ms, Average = 73.67 ms

Lakency best *faor latency test wou must select 'Sterea Mix', ™Mono Mix'
Y or “Wwave' For input

Fig. 1 — Sound card settings

It is possible to choose any sound card for musglyais (item Select
Sound Card) and any input that the analysis isdoeione on (item Select

Record Input). The most important items that candesl for input are:

Microphone
- analysis is being done with a connected microphon
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Sound card setting

External source input (Line In)

- analysis can be done from the Line In of the siotard

Stereo Mix, Mono Mix, Wave

program analyses the music that is being playednyyprogram on a PC
(e.g. Windows Media Player, Winamp and others)

Inputs can be also configured Wfolume control, which is a standard
component of Windows. Th¥olume control window can be opened directly
by clicking theWindows Mixer button in theAudio Setting window.

Some types of sound cards have nonstandard drilrerthis case the
sound card needs to be configured vilmdows Mixer or Volume control,

respectively or using the drivers provided with soeind card.

Ei Uvladani zaznmamu

MoZnosti Mapovéda

Moo Mix Stereo Mix Pfehrévad CD YWatup wndifiho zdroje  Mikrofan
Vyvazeni: Wyvazeni: WyvaZeni: Vvazeni: Vyvazeni:
Hlasitost: Hlasitazt: Hlasitozt: Hlasitost: Hlasitost:

L1 L1
L1
1 L1
[Jwubrat YWybrat [ wvbrat [ wvbrat [Jwubrat
Realtek AC97 Audio

Fig. 2 — Volume control
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Sound card setting

After selecting the right input or configuring t®lume you must first
click on Options, then properties and choodata record. Then you click on

Selectand set the desired volume.

After starting the program, the input previousliested inAudio settings

window will be chosen but the volume of each inwilk remain unchanged.

The basic analysis of a selected input will bewshan the Info Bar
window. You can find information oMaster volume there, which should be

around the blue arrow, and the actual volume omuarfrequency bands.

Analysis Info

Inkerface USE - DM¥512: disconnect

-
Master volume: [Emmess | O
High: [ ]
Mid: (]
Bass: [— |
Beat: [— |

EPM: 125 Calibre: [

Time Counts

Real-time analwsis: 301,71 us

DMRS1E oubpuk Eime: 10,55 ms

Tokal time per cycle: 20,51 ms (19.5,20.6)

Fig. 3 — Basic analysis
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Adding an attribute (effect, symptom)

2 Adding an attribute (effect, symptom)

In the lower part of the main window, there is eestion of music
attributes, which then control the connected ligichnology/hardware. To try it
out, you can first choose the attribute that shthveslevel of the overall volume

—e.g. Intensity in freq.

Dodl LELELLIU L
ﬁﬁeat Detection II (disca) | ( 4 'Music Visualization - [Last’ project
Beat Detection I1I {rock)
FildBass Level Cutput File ‘Windows Configuration Help
Mid Level Qutput
:'\?Qr;;:%;gtpm Qukpuk Sympkom Scene Qukpuk
| average Mid | — [ 3. Averags Mid LED-red.sc [e—
(2| awer age High = [=] 4. Average High LED-green.sc =
[ElPrimary Color Low ] [] 7. High Lewel Output LED-hlug.sc |
[C|Primary Calar Mid [ [C] 5. Beat Detection T LED-blue.sc [
[EPrimary Color High [— =] 0. BPM 11T LED-red+off,sc [—
fever age Wolume FerossOFF,ch [ [ 0. BPMIIT LED-BPM-white-crossOFF, ch [
(537 [ ch [ [C] 0. BPM III LED-BPM-color, ch [
[[|Entensity in time tcrossz.ch [ =] 15, Primary Colar Mid LED-BPM-white-crossz.ch [
(jntensty Threshold Averane | — ] 30, fverage vome ¢ C———
Eh‘?asnljséxer I;)Ziest NSLantaneous = [ [=] 11. Primary Color Low LED-B-Fast.ch [
EFrequency Saturation [ =] 13, Primary Color High LED-GE_nff2.5c [
[ Dynamic Range — [] 19. Play Scene, Chase LED-blue.sc —
O Strobo Enabler [— [ 39. BPM III Fast Detect SC-0M,sc [—
[Clrave volume Speed [— [L] 0. EBPMIII # [—
Clepm {experimental) [E ] 17, Mave Yolurme Speed T5-0nCff.ch ==
[ silent Detection ———1 [ 18, Mave Yolume Speed SC-PAN.sC [C e
[EPlay scene, Chase [ =] 20. Primary Color High SC-TILT.50 [
[ Auto [— [=] 21. Primary Color Low SC-B-PAM.sc [—
EStbebD [ ] 22, Primary Color Mid T5-RedBlue. s [
[|aubrnaster _ = [] 23, Auto TS-telow,sc [——
[f[Primnary Calar Cantrapasite [ 24. Strobo Enabler Skyler  T5-Gobo, sc
. B b Cl . roDo Enabler Styler -Blue-5Lroho, C
g“d Egefketr wid h 24, Strobo Enabler Styler  LED-Blue-straba. ch
[N Steerers;bfal: p (le}rfnamlc) b+offZ.ch [] 35. Valume Rise LED-Blue-strobo+afF2.ch
N BPM IT Y n.ch [L] 33. Silent Detection Silent-LED-green.ch
Eime reloader [] 27. Strobo Enabler SC-ZK.s50
Elrise Dekect [L] 28. Strobo Enabler T5-5trobo.sc
[N Average Bass Zoom =
Average Mid Zoom
Average High Zoom
BPM III Speed Output
EPM ITT Fask Deteck Pragram Madification of Music Symptoms Pragram
EPM IIT Slow Detect [V
[v I + 4dd I [ Stop ] eat Detection I [v] I + fdd I [ Stop ]
’ - Remove ] [ Resek ] ’ Copy ] [ Maowe Up ] [Fixed DMX] ’ - Remove ] [ Resek ] ’ Copy ] [ Maowe Up ] [Fixed DMX]
’ Remove Al ] [Scene Reset] ’ Setup ] [Move Down ] [ Elackout ] ’ Remove Al ] [Scene Reset] ’ Setup ] [Move Down ] [ Elackout ]

Fig. 4 — Adding an effect

It can be added to the list of active attributdgfe(@s) by clicking ont+ Add.
The value of the attribute (volume in this casd) appear on the right side of it
(in the Output column). You can control for instance a light mggy of a bulb
or a motion of a scanner mirror. Each attribute itaswn priority according to

its location in the list. The attributes locateavér in the list are of a higher
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Attribute Setting

priority therefore they can overwrite DMX channelslues set by an above
placed attribute. In practice you can use for imstaa Beat Detection Il attribute
and assign a channel 10 to it. If you then usen&deDetection attribute
somewhere lower and it was assigned channel 1C0amobthe attribute gets
activated, it sets a value DMX channel 10 regasdlgisthe value set by the

previous attributes.

3 Attribute Setting

You can open the Attribute Setting dialog windowdbgking on the name
of an attribute in the list or by clicking tisetup button.

yrnpum etting - 24, StroborEnablerStyler 1
DM=512 Cukbpuk Setting

Select Scene ar Chase: | LED-Blue-strobao.ch v
Alkernatively DMxS12 Output Channel: | chase

[] Zero Qutput Enable Play On Treshold [ External DMz In

Swrnpkorn Sekbing
Threshold I [5&%%:]
Backwardness Cukoff 1 [2 =]

[ Cancel ]L Ok ” Hald ]

Fig. 5 — Attribute Setting

ChooseDMX512 Output Channel to set any channel (range from 1 to
512) that will be controlled by the attribute (dfeet). The final output will be
shown in theDMX Output window and sent through the interface USB -
DMX512.

Page 9



Attribute Setting

DMES1Z Outpuk

F— ]

IO A A

LS ETESMNMNMIZIBWISIEITIE0D2B[ANHDNDDNNT DI IIHINIB /W G2 E LIS T I8 1930 5152 5351 3556 51 55 5060 6162

Fig. 6 — DMX512 Output

An attribute can be assigned not only to just dmenael, but also a whole
scene or a chase (a continuous flow of scenes)th®escenes in th&cene
Setting window which is to be found in the Music Visualiam main window
in theWindows menu, then seleckcene Setting Saved scenes have.sc
extension and saved chaseh extension. These files can be used in the

Attribute Setting window if you choos&elect Scene or Chase

DM=512 Cukbpuk Setting

Select Scene ar Chase:

1-Blue-skrobo, C
Alternatively DMXS12 O __+ﬂ=.,:h M
LED-Elue-strobo+affz . ot
[]Zero Qutput Enable  |LED-BPM-colar, ch ermal D In
LED-BPM-white-crass2.cl
LED-EPM-white-crossOFF
Swrmptaorm Setking LED-calorMix-Fast. ch
LED-colarMix-fast2.ch
Threshold LED-GE_off2,sc 15%a]
LED-i3B-Fast.ch
LEC-green,sc F 5]
LED-greenoff . sc
LED-red.sc

Backwardness Cukoff
LED-red+aff, st Hald |
LED-slow,ch

| Fh-skrnbin. b

Fig. 7 — Scene or a chase assignment to an a#ribut

Setting of a given attribute is applied by clicki@dk or Hold buttons. After
clicking theHold button the dialog window doesn’t close, howevarisettings
will be applied immediately to the project. You cadjust the attribute using
two sliders. What they represent depends on theechattribute and is further
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Attribute Setting

explained in the chapter ,Attributes descriptioBtief description of the basic

meaning of the following slider types follows:

e Threshold
Sets the sensitivity threshold. If there is anypaottiower than the
threshold, the output is zero (for example with BPatection, Silence
Detection, Move Volume Speed)

e Qutput Force
Sets Output Force, e.g. multiplies the output v@loeexample with
Bass Level Output, Mid Level Output, High Level @ut, Intensity in
freq, Intensity in time, Average Bass, Average Migierage High, Sub
master)

» Backwardness Cutoff
Sets a delay for deactivating an output. Howevdodsn'’t delay the
activation of an output. (for example with Beat &giton, Strobo Enabler,
Bass Level Output, Mid Level Output, High Level Qut)

 Lead Time
Sets leading time. (for example BPM attribute thi& current version is
its value fixed on 100 ms)

* Time to Active
Sets time delay for activating an output. Doesatffgct output
deactivation (attribute No Signal)

» Speed
Sets speed (for example with Move Volume Speed, B&0bo)

» Pulse Ratio

Defines ratio of activated state to deactivatatest(attribute Strobe)
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How an attribute affects a scene or a chase

4 How an attribute affects a scene or a chase

4.1 Assigning of one DMX channel

Only one DMX channel can be assigned to an ateilfiterm DMX512
Channel Output). The value of a DMX channel outpilk be the same as the

value of an attribute output.

4.2 Scene assigning

In case you need to control more than one DMX nbkhafy a given
attribute, it is necessary to create a scene.,Bsene Setting“ window that is

to be found in Windows" menu, then selectScene Settiny Or open it up by

H ] ”
pressing'’F4".
cene Setting EEE
Scene Chase
Lirect DMXS12 Faders Fade Time: scenel, 0,01
65 66 67 B8 69 VO Y1 Y2 V3 Y4 Y5 V6 Y7 7& 79 &0 0.0z [s] scened, 0,02
scened, 0,01
Add Scene scenet, 0,03
Update
- =
= [ 5ot Times |
H opmoowoe | Y] ooooo
125 15 101 1 0 0 0 1] 125 15 152 1 0 1] 1] 1] Remove Al
I DM512 addres black: £5 to 50
Play Chase | Scenes: 4 Total time: 0.07
Scanners-Mirror [ Open File ” All On ” Clear H Active ] ’ Insert File ] ’Save Chase ] [Load Chase
[Save Scene ]ELoad Scene i[ Insert File ][CDIDr Picker “ Patch i [ aolo [CJoM: M Open File LED-Blue-stroba

Fig. 8 — Scenes and chase creation window
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How an attribute affects a scene or a chase

You can create a concrete scene or a chase anditsasea file. More
information on this is in the chapter Creating =eand chases. This scene will
appear while setting an attribute in ,Alternativ&glect Scene” selection box.
The attribute will affect values of nonzero DMX dm&ls set in the scene. If an
attribute has 100 % on the output, exactly thisiecgill appear at the DMX. If
value of the attribute is lower, the values of &X channels will be
proportionally lower. A scene can also be usedétting just one channel, if we
want to limit maximal value of an output. If we e®r example the ,Beat
Detection II* attribute to affect only DMX channetmber 10 and the output to
be max 128 (e.g. 50 %) we create a scene wheretaedannel number 10 to
128 and select this scene while setting attriburte Attribute Setting“ dialog
window, item ,Alternatively Select Scene").

4.3 Chase assignhing

If it is needed to control not just one staticrexebut a whole sequence of
scenes (e.g. a concrete motion of scanner mirgseglual color changes etc.)
you need to use a chase.

Chase is a succession of scenes, what® Timeis duration of transformation
of one scene into another. More about chase cre&tim the chapter Creating
scenes and chases. The final chase can also bgnex$sto an attribute
in, Alternatively Select Scene”. Values of the outpull depend on the type of

the chase, see below:

Chase contains nonzero times (Fade Time)

An attribute affects a speed of a chase. If a spéea attribute is 100%,

a speed of a chase will correspond to the timem$&ide Time if not, then the
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How an attribute affects a scene or a chase

speed will be proportionally lower. If the outp@t zero, the chase will stop
(values of given DMX channels will stop changingit lthey will be at the
output). If the ,Play On Threshold“ box is check@dchecked by default) then
with a zero output, there will be zero outputs awveg DMX channels. These

channels will be able to control the attributeg Hra placed higher on the list.

ympum etting - 24- Strobor Enabler Styler, 1
DM=512 Cubpuk Setting

Select Scene or Chase: | LED-Blue-strabao,ch L
Alkernatively DMxE12 Output Channel: | chase

[ Zero Gutput Enable Play On Treshold [ External M2 In

Swrnpkorn Setking

Threshold I [5&8%%:]
Backwardness Cukoff I [2 5]

I Cancel “ (8] 4 ” Hald I

Fig. 9 — Assigning a chase to an attribute

Chase contains more than 2 nonzero scenes

An attribute switches between individual scenegerfgime an attribute
goes over 128 (50%) it switches to a following scémysteresis 4 %) Therefore
you can set individual colors of a chase and swbtefwveen them by an attribute
.BPM II*.

Chase contains exactly 2 scenes with zero time

In this case it is a typical cross-fade betweesceénes. If value of the

output is zero, the output will be the first scefi@ chase on the output.
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How an attribute affects a scene or a chase

If the output value of an attribute is increasithgg, first scene transforms into the
second scene and if the output value of an at&ribediches 100 % there will be
only the second scene saved in a chase. Switalo$s-fade mode is automatic,
it happens when a chase contains 2 scenes withtinees. To stop the cross-
fading you can copy both scenes to a chase. A iasecwith four scenes will

appear and the program will treat them as it wasmeed above.

4.4 Assigning of symbols # and ##

An attribute does not have to affect just outpuD®X channels, but it
can also affect output of another attribute. If yater # symbol in ,DMX512
Channel Output”, it means that the attribute widl affecting the following
attribute. If you use for instance ,Strobo“ attibland as a DMX channel you
set the # sign then set ,Average Volume* as ¥ahg attribute, the output of
the attribute ,Average Volume* will do the strobffeet. In case an attribute
needs to affect another attribute inversely (taraff) you can just use two ##
signs. You can substitute # or ## for a number dieihes how many following

attributes are supposed to be affected.

Page 15



Scene or chase creation

5 Scene or chase creation

To create a scene or a chase B&&epe Setting“window, which is to be
found in,Windows" menu. You can close the dialog window by press$idg
Here you can create a concrete scene or a chasaaad as a file. Left part of

the window is for scenes and right one for chases.

Cene Setting =9
Scene hase
Faders for Fiztures Fade Time: scenal, 0,00
1 2 3 4 5 & 7 & 9 10 11 12 13 14 15 16 oo |[s] scenaz. 000 |
scenad, 0.00
scenad, 0,00
scenas, 0.00
scenab, 0,00
L1 scena?: 0.00
i scenas, 0,00
L scenagj 0.00
&
£ ) ) 690 ) ) ) ) 1) ) ) )
161 110 4 @ 0 0 0O @ ©0 @ 0 0 0O 0 @ 0
j DM¥S12 addres block: 1 to 16
Play Chase | scenes: 9 Total time: 0,00
LEDs-colory [ Open File ][ All Or ][ Clear H Ackive ] ’ Insert Fils ] ’Save Chase ] [Load Chase]
lSave Scene “Load Scene” Insert File ”CDIDr Picker “ Patch I [ aola []oMx M EPM-positions
[ LED 1 (1) ][ LED 2 (9) “ LED 3 (17) ][ LED 4(25) ][ LED 5 (33) " LED 6 (#1) ][ TS150-1 (65) " DJSCan-2 (73) ]
[ Fitwess || Fidues1o || Fidues11 [ Fidwes12 |[ Fodures13 || Fidues1s || Fidues1s | Fidures 16 |

Fig. 10 — Scene or chase setting
Meanings of individual buttons for scene setting a as follows:
Save Scene
Saves a scene as a file under the name writteanetit box (Scenel by

default).

Load Scene
Loads a scene of the name written in the edit Bmeel by default).

Page 16



Scene or chase creation

Open File
Opens a dialog window, where you can choose a ddenand loads the scene.

Insert File

Inserts a scene from a file into the current fiteu can connect more scenes).
Inserts only nonzero channels and the other chaneatain unchanged. While
inserting you can also set a different origin fscane. The number of the first
used channel in a scene will appear $et, first DMX512 channel (1 to 512)
and you can change the channel or you can sepkcdesnent from the original
DMX channel in Set drift origin scene (-511 to 511) It is appropriate while
setting light of the same kind but with a differemigin. You can also insert an

inverted scene by checking thayert scené box.

Set first DMRS1Z channel (1 to 5123 | 12

Set drift arigin scene (-511 ko 511%: |0

D Inverk scene

l Ok ]I Cancel I

Fig. 11 — Inserting a scene

All ON
Sets all the DMX channels in the scene to 255 (100%

All Test
Sets all the DMX channels at the output to the vallue of 255 (100%). The

button does not affect the scene.

Clear Scene

Clears all values in the scene.
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Scene or chase creation

Color Picker
A dialog window for choosing a color. The color Mok inserted into the scene

as a combination of RGB or CMY.

Active
Activates the scene that is being set up. Therebwibll nonzero channels from
the scene at the DMX512 output.

Solo
If you check this box then only data from this d@lwill be sent to the
DMX512 output when the ,Active” (or ,Play Chase“yitbon is activated.

Patch

Switches from a mode that controls all DMX chanrtel& mode that controls
only the channels selected by ,Fixtures* buttortse Tirst fader always controls
the first DMX channels of selected lights and tbBofving fader controls the
following DMX channels of selected lights.

Fixtures

These buttons will appear in a patch mode, when glmk on the ,Patch®

button. You can set one light effect to every imdiinal button. Right click opens
an address setting and attribute name dialog winghoare in Dialog windows
description). Left click will include (its text i bold) or exclude an item from

the list of controlled attributes.
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Scene or chase creation

DMX IN
If one of the connected interfaces is selectednésrface IN (main dialog:
,2configuration>>Interface IN”), then the incomingata will be displayed

directly through faders.

Meanings of individual buttons for chase setting a& as follows:

Add Scene
Adds the current scene into a chase with a tintedtia Fade Time The name

of inserted scene will be stated in the chasednbi saved in the chase file.

Update
Updates the selected scene in a chase accordihg tturrently selected scene
in the left part of the window includingade Time

Set Times
Sets the time set iRade Timeto all scenes in a chase. (if confirmed by cligkin

,Yes") or only to a selected scene (if confirmeddbgking ,No*).
Scene On
The current scene will be set according to a sesefected in a chase. You can

also do it by double clicking on a scene direatlyhie chase.

Remove One

Removes the currently selected scene from a chase.

Remove All

Clears the whole chase.
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Scene or chase creation

Track

Opens a dialog window for motion trace creationt I necessary to send the
trace that is being created to DMX 512 output al, \wes necessary to activate
the output of the scene (,Active“ button) and téese,Scene on* in the Track

window. More on this in chapter Dialog window degton.

Play Chase
Plays chase directly to DMX512 output. Can be comthiwith ,Solo*.

Save Chase
Saves a chase as a file under the name writtelneirediting box (Chase 1 by
default). The names of scenes are not being savesl scenes are numbered

according to their position in the sequence if gokn

Load Chase
Loads a chase of the name written in the editbdag€ 1 by default).

Open File

Opens a dialog window, where you can choose a diasand loads the chase.

Insert File

Inserts a chase from a file into the current cl{ass possible to connect more
than one chase). Only nonzero channels will bertedethe other ones will
remain unchanged. You can set a different origichafse while inserting it. In
the window Set first DMX512 channel (1 to 512)“the number of the first
used channel appears. You can change it to any othg@u can just set a drift

from origin in ,Set drift origin scene (-511 to 511) It is useful while setting
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Scene or chase creation

light effects of the same kind with a differentgin. You can also insert an
inverted chase by checking thimyert scené box. The times remain the same
as stated in the current chase. If there are nmgees in a chase the surplus
joins the end of the current chase. If you cheek fppend Chasé box the
inserted chase will be attached to the end of tineent chase.

Set first DME12 channel (1 to 512): | 6

Set drift origin scene (-511 ko 5113 |0

[Jinvert scene [ Append Chase

l Ok JI Cancel I

Fig. 12 — Inserting a chase

Hot keys
Left and right arrow — move selected blocks of DMX channels
Enter — if there is any active fader, teld Scenebutton will be pressed

(inserts a scene that is being edited into a chase)
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6 Tools

There are some additional dialogs,Windows* menu to make settings
easier or to help with using lighting technologylhe dialog windows are
described in more detail in the Dialog windows digdion chapter.

6.1 Tool Tips Editor

This tool helps with editing individual DMX charnleeYou can put down
a function of each channel. These notes appedreiBdene Settingyindow at
each individual fader. The note will be shown irekvant ,tool tips* box if you
point at a fader with a mouse. The tqgdbol Tips Editor* is to be found in

-Windows“ menu

oo Tis Eaor X

Mo, Text .A. ScenE

1. LED 1 - red

z green ' Direct DMX51 2 Faders

3. blue 12 3 4.3 &6 7 8 5

4, strobo

5.

EI —

7.

: [strabo]

9, LED 2 - red

10,  green

11, blue L L

12,  strobo -

13, = e

14 51 0 51 186 0 0 0 ] 0

15,

16, Scanner 1 &2 j

17, pan

18, kit

15, color acenel [ Cpen File ” al

Z0, qgobos el

e — ’Save SCene ”Ln:-au:l SCene ” Insert File ”Cn:nln:nl
Clear Close

Fig. 13 — Tool Tips Editor
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6.2 Dip Switch

This tool to helps with setting an address ofgatlieffect. It generates a
configuration of DIP switchers based on insertechaic value the way it has to
be set on a light effect. You can use it also tieroway around,Dip Switch®

is to be found inWindows" menu.

123456789| = v
©soH [on

www.svetla.org  |OFF Close
Fig. 14 — Dip Switch

6.3 DJ Buttons

Dialog window with buttons especially for DJs theded fast access to
previously defined effectgsDJ Buttons® is to be found in\Windows" menu. If
the buttons in a project are defined this dialogdew will automatically open
after opening this project. You can assign not anlgoncrete scene (.sc) or a
chase (.ch) to individual buttons but you can @lsoose a whole project (.vis)
that will open after pushing a button. If you oeother project the current one
will be saved. You can also assign an individualjgmt that contains only
configured buttons (.dj) to a concrete button amtich this way between lists of
buttons. A window for a button configuration wilpben up by right clicking on
it. Left clicking activates or deactivates a buttdinthere was another button
active at the same time it will be deactivatedydti check the Enable NUM
Keyb” box in the,Configuration” menu you can control the first 10 buttons
with numeric keyboard. It is ideal to use a wirslesmimeric keyboard. Leave

number O empty because then, by pressing it, youeeaily deactivate all the

Page 23



Tools

buttons even without their current state beingblesilf you assign a chase with

zeroFade Timeto a button, then you can switch between indiviciegnes by

pushing space button or if you are using numerigb&ard by pressing the

.Del“ key.
01 Buttons SER)
File Setkings
STROBO Reflektors slow: Mirror Ball &l QOFF
Green Elue Red Wyhite
Fast Move Slow Move right button to set right button ko set

Fig. 15 — DJ Buttons

6.4 Control by a numeric keyboard

You can find this feature ifConfiguration” meny select Enable NUM

Keyb”. It works independently on an application curngibiing used, therefore

it is necessary to keep in mind that if this feathas been enabled you can‘t use

a numeric keyboard for typing. Functions of the rumkeyboard are defined

as follows:

Numbers O to 9:
.Del” key:

. key:

,2+and ,-“ key:

Correspond to the first ten of DJ Buttons.

Scene switching in a chase (if a fade time i®®an

activated DJ button (the same meaning as a spage ke
Stops a DMX output (i. e. presses Fixed DMX tutt

in the main window).

Volume control (depends on a program version).
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6.5 Find a specific DMX channel in a project

Select,Find DMX Channel* function in the,Windows“ menu to find,
where a specific channel was used. Type in a vafua channel and after
confirming by pressing OK a list of all scenes @hdses used in a project that
affect the channel shows up. This feature is padrty useful with bigger
projects where you later need to find all parts meha specific feature of a

specific light is affected.
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7 Dialog windows description

This chapter briefly describes individual dialoghdows included in the

program. It describes meaning and functions obfherating elements.

7.1 Main window

( 1 'Music Vistalization - My Project. vis = = ]
1 —BFile  ‘Wwindows Configuration  Help

A — ¥ 24, Strobo enabler styler  LED-Blue-strobo.ch
24, Strobo enabler stvler  LED-Blue-strobo+aff2.ch

2 — 1 3Sympham Scene Qukput
W LED-red sc | —
3— 3. Average Mid LED-green.sc B
[L] 4. Average High LEC-blue sc [ —
[ 7. High Level Qutput LED-blue sc | I
[ &, Beat Detection 11 (dis...  LED-red+aff,sc [ <+—19
[L] 0. BPM III LED-BPM-white-crossOFF,.ch [
O] 0. BPM III LED-BPM-colar .ch ]
[L] 0. BPMIII LEC-BPM-white-crass2.ch [ 1
[=] 15. Primary Color Mid # | I
[ 30, Average Yalume LED-GB-fast.ch | |
[=] 11. Primary Colar Low LEC-GE_off2.sc [———]
[=] 13. Primary Color High LED-blue sc | I
[=] 19, Play Scene, Chase SIC-0OM, 50 [— ]
[L] 39, BPM III Fast Detect # ]
[L] 0. BPM III TS-0nOFF.ch ]
=] 17, Mave Yolume Speed SIC-PAN, 50 [(—— ]
[L] 18, Move volume Speed SC-TILT.sc ]
[=] 20, Primary Color High SC-B-PAM, 50 —
=] 21, Primary Color Low T5-RedBlus.sc [— ]
[=] 2z, Primary Colar Mid TS-¥elow,sc | I
L] 23, Auto TS-Gobo,sc [——]
C——1
C———1
C——1
[— ]
C———1
————1

[ 31, Silent Detection Silent-LED-green.ch
[ 33, Silent Detection SC-ZK. 5
[ 27. Strobo enabler T3-Strobo.sc
[ 28, Strobo enabler LED-strobo.ch
Modification of Music Symptams Program
6 ——>ePm 11 vl [ +agd | [ stop «—1—18

AN

[
] l Mowve U&_\ Y\Eixed DMX*— —17
8 — —*Remove P.IIJ/{/SCEQB Reset/l/r tup l [ Maove Duﬂn\\ DM OFF*— ——16
ANANAN
NN\

9 10 11 12 13 14 15

Fig. 16 — Main window
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Music Visualization application window description:

13.
14.
15.
16.
17.
18.
19.

Main program menu.
List of active attributes.
Name of an assigned scene, chase or given DMXrel, that is affected
by the attribute.
Hot Buttons to activate/deactivate an attribute:
= Output is controlled by an attribute
@ Output is permanently activated (left mouse button)
@ Output is deactivated (right mouse button)
Last button permanently activates or deactivatesutput of all attributes
at the same time.
List of available attributes.
Remove selected attribute®gJ” key).
Remove all attributes.
Initialization of selected attributes.
Remove an assigned scene or a chase fromexkidtiibutes.
Copy the current attribute and insert it beitsaIf.
Open dialog window with attribute setting (§ame as a double click on
a name of an attribute).
Move an attribute one line lower in the list
Move an attribute one line higher in the list
Add an attribute to the list
Set the entire DMX512 output to zerblgckout®).
Stop visualization output. Attribute calculasowill keep running.
Stop/start visualization.

Output value of an attribute.
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7.1.1 File menu

[ew Project
Open Praject
Insert Project
Save Project
Save Project As...

Close

[[C] 5. Beat Detection I
[ 6. Beat Detection II {dis...
[C1] 6. Beat Detection II (dis...

[ B

4 Music Visualization - Last projec

Windows Configuration  Help

Scene

LED-red.sc
LED-green
LED-blue.s
LED-blue.s

LED-BPM-C
LED-BPM-C
LED-red+a

Fig. 17 — File menu

Meaning of items in the file menu:

New Project
Open Project
Insert Project

Save Project

Save Project As...— Save the current project to a specified file

Close

— Create a new project (included DJ Buttons,Ufeg)

— Open a project

— Insert a different project after the end of therent one

— Save the current project

— Close the program
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7.1.2 Windows menu

4 Music Visualization - Last project

File BUeeEN Configuration  Help

w Scene Sething

Cl Info Bar

[ w DMES1Z Output

)| DMxS1Z Cutput Graph
Basic Calculations

0l Audiao Graphs

l
D1 Butkons
oLy

CEene

:0-red,sc
zD-green.sc
:0-blue.sc
:0-blue, sc

:0-BPM-color.ch
:0-BPM-color.ch

[&] 6. Beat Detection IT (dis. ..
[C) 0. EPMIII
[C) 0. BPM III

LED-red+off.sc
LED-BPM-white-cri
LED-BPM-calar.ch

Fig.18 — Windows menu

Meaning of items in the windows menu:

Scene Setting —Scene Settingyindow to create new scenes and

chases (see chapter 5)
Info Bar —information windownfo Bar
DMX512 Output —DMX512 output window
DMX512 Output Graph— output graph of all 512 DMX channels
Basic Calculations
Audio Graphs
Tool Tips

— window for some pre-made calculations

—show audio signal graphs

— show window to create notes to DMX channels (see
chapter 6.1)

Find DMX Channel —find a DMX channel in a project (see chapte) 6.5

Dip Switch —a tool to help with DMX address setting (seapthar
6.2)
DJ Buttons —DJ buttons (see chapter 6.3)
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7.1.3 Configuration menu

Visualization - Last project

b=l Configuration fiE

Audio Setking
PEam | peserve Audio Input [ Cutput
el 512 Oukpuk J  Enable
PRIl b erface QUT r Disable
VErage
gh Let Interface IN ¥ mode 1 - Fast (256 ch)
2at Detection mode 2 - cont {380 ch)
=3t Detection [ mode 3 - Full (512 ch)
zak Detection I LED-BPM-1

! _ Speed DMy Output
2t Dekection II {dis... LED-BPM-L

zat Dekection II {dis,.. LED-red+aff.s: [
M IIL LED-BPM-white-crossOFF.ch |
M 11T LED-BPM-calar.ch [

Fig. 19 — Configuration menu

Meaning of items in the configuration menu:

Audio Setting — audio input Setting window
DMX512 Output — DMX512 Output modes
mode 1. Optimized mode working with the first 256 channéslculations
are processed every 20 ms.
mode 2: Slower mode working with the first 380 channelaldDlations are
processed every 30 ms.
mode 3: Mode working with all 512 channels. Calculations precessed
every 30 ms.
mode 4. Special slow mode for lighting technology that nst quite
compatible with DMX 512 (for example EL line setlasers from
Laserworld). Marks are being inserted between iddial frames
(MABF Mark Between Frames). Only the first 18 chelsnare

being sent. Other 160 channels are in normal mo@ke@dends on
the program version)

Interface OUT — interface used for DMXoutput
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Interface IN — interface used for DMXnput

LPT Port OUT —output of the first 8 (demo 6) channels ovel Lport
(works only in the switching mode when a DMX value
lower than 127 means off and higher on)

Reserve Audio Input— Fast switch to a reserve audio input set in fjgoshat*
file

Enable NUM Keyb —Allows direct control with a numeric keyboard
(See chapter 6.4)

" Selected devices will be saved after a programitet®s. After turning the

program back on, the same devices will be selaegdrdless of the used USB

ports.

7.1.4 Help menu

bn - Last project

-ation Myl

Help

Register Product. .. C—
C———
About

k LED-blue, sc [

Fig. 20 — Help menu

Meaning of items in the help menu:

Help — Application manual

Online Help — Updated manuals available online
Register Product...— Product registration

Upgrade — Direct link to the latest version
About — About dialog
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7.2 Attribute Setting

How to use theAttribute Setting” window is described in the chapter 3.
Attribute setting

D512 Oukpuk Setking

1—
Select Scene or Chase:

o - ]
Aleernatively DME512 Qukput Channel:” scene —/

5——% | Zero Qutput Enable Inverted Qutput [ JExternal DMX In

—7
Symptom Setting —6
8 ———> output Force B [30%]
O —1——> Backwardness Cutoff J [100 ms]
10—+ e ] |
p il

11 12 13
Fig. 21 — Attribute Setting dialog window

Attribute Setting window description:

1. List of all available scenes and chase (chaseaicontinuous flow of
scenes).
2. Type of an output attribute:
chase —if a chase has been selected (automatically afiér selecting
a file ending with .ch)
scene —if a scene has been selected (automatically afjér selecting

a file ending with .sc)
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number - affects only the DMX channel selected by a (galue 1 to
512)

# — output affects a following attribute (see chagtéd)

#Ht — output inversely affects a following attribuseé chapter 4.4)

OpensScene Settingvindow for editing a selected scene or a chase.
Deactivates attribute’s output

Allows zero value at an output of an attribute

o o A~ W

The meaning of this check box is changing adngrtb the selected type
of an output:

DM X channd or ascene:

Inverted output — the attribute’s output is inverted
Chase:
Play on threshold — values of DMX channels are sent to an

output only if attribute’s output is > 0.
7. Data received from a different DMX machine (tigly console) will be
used as a scene.
8.and 9. The meaning of the sliders depends oodherete attribute. It is
described either in chapter 3 or directly in théesdor each individual
attribute in chapter 8. The following functions #ne most common:
Output force — Output force in [%].
Threshold — If a value is below this threshold the
output is permanently zero.
Backwardness cutoff — Delay of an attribute’s deactivation
in [ms] or in [s].
Speed — Speed of an attribute in [%)].
10. Button for a graphic visualization of an outputime.
11. Close the window without saving changes

12. Close the window without and save changes
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13. If theHold button is activated all the changes automaticggly, if the
Hold button is deactivated the setting applies afteshpmgOK button or
pushing theHold button again.

7.3 Scene/chase Setting

How to use the window is described in chapter 5.

im :Jli':;‘:ﬂ: lllllllllllllllllllllllllllllllll E
Fadars 5%1“ -
L & 4 % & & 7 B 9 {0 Ll 12 13 1% 15 18 : [']":l-hg_zﬁ
L T : hu.-l.im
[l 122
:-.!ﬂ 1
H bk 200
e 20
Cmen <4

M O D 4 0D 4 O 4 O 4 0o a4 o a o _
2 ks [ CHEIZ addanblack: 1k 18 [z -

. s WW
mmmmmw

Fig. 22 — Dialog window for scene/chase setting

Scene Setting window description:

1.  Values of individual DMX channels.
Selects a block of 16 channels out of total 51&dib.
3.  Static scene setting:
Save Scenkoad Scene- Save Scene/Load Scene in a current name
Open File/Insert File — Open/insert by the a help of a file selection

window
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All ON — All DMX channels set to a maximum (255/100%)

Color Picker  — Allows to directly mix a color (for LED refleate
and RGB/CMY switchers)

Clear — Clears all DMX channels

Patch — Mode switch between direct DMX channels setting

and setting of selected Fixtures only (light efégct
In the patch mode you can select individual lights
and control them all at once. The first fader

corresponds with the first DMX channel of each

individual light.

Active — the scene that is being edited also projecis DMX
output.

Solo — only a scene or a chase that is being editedl tise
DMX output

DMX IN — faders show a scene that is being received from a

external device through DMX PIPE (you can select a
receiver of DMX512 inConfiguration>>Interface

IN in the main window menu. If there has been no
device selected in Interface IN this option is not
available.

4.  Functions to create chase (scene sequencing):

Fade Time — time between two scenes

Add Scene — add a static scene into a chase with a timeechios
Fade Time

Update — A selected scene in a chase will be set acaptdin

a scene created in the left part of the window
Set Times — set time for one or the entire chase
Scene On — transfers a selected scene in a chase intefthealrt

(the same as a double click)
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Remove One — remove selected scene from a chase
Remove All — delete the entire chase
Track — open a window to create a motion path (more on

this in chapter 8.4)

Play Chase — play created chase. It's possible to combimetft
Solobutton.

Insert /Open File — Open/insert with the help of a file selectiomdow

SavélLoad Chase- Save Scene/Load Scene of the current name

5. Features:

Right click — opens a dialog window for editing the name of a
light and its address of origin and ending (Fixt)re

Left click — activates/deactivates a set light that is then
controlled together with other selected lights fribra

first address

Specially configured keyboard functions in Scene 8&g window:

Arrows «—, — — switch selected block of 16 out of 512 availatflannels

Enter button  — pushe&dd Scenebutton while editing a scene

7.3.1 Scene Drift — insert any scene into currento  ne

A window opens up after pushihgsert File button inScene Setting

window, part for editing scene.
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Sce ne Drift ]
Set first DMX512 channel (1 to 512): | 10 «— 1
Set drift origin scene (-511 to 511): | 0 <~ 2
[J1nvert scene <€ 3
| ok || cancel |

Fig. 24 — Dialog window to insert/drift a scene

1. The first DMX channel used in a chase. You can ghanto any other
channel, which will shift the entire scene.
Absolute drift of the inserted scene.

Individual DMX channel values are inserted inveysel

7.3.2 Chase Dirift — insert any chase into the curre  nt one

The window opens up by clickidgsert File in Scene Settingvindow in
the part for editing scene.

[ ase Drift ]
Set first DMX512 channel (1 to 512): 2 s 1
Set drift origin scene (-511 to 511): 0 <« 2
3 — > Jinvertscene [ JAppend Chase €<—1—— 4
L ok || cancel |

Fig. 23 — Dialogue window to insert/drift chase

1. The first DMX channel used in a chase. You can ghanto any other

channel. This will shift all the scenes of the @&#sat is being inserted.
2. Absolute drift of all inserted scenes in the chiise is being inserted.
3. Individual DMX channel values are inserted inveysel
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4. Inserted chase is attached to the current one.

If inserted this way the fade-times between indmaldscenes will remain

unchanged as defined in the current chase.

7.3.3 Set Times — window for a global change of af ade-time

between scenes in a chase

Window opens after pushirf§et Timesin Scene Settingvindow

Do wou like change time Faor all scenes? (Mo = only selected)

L Ano ] [ Me ] [ Storno ]

Fig. 25 — Confirmation dialog for a change of faitlee between scenes
Meaning of buttons in fade time dialog window (Fig25):
Yes —change all times in a chase to the value defiméade Timebox

No  —change time only for a selected scene in aechas

Cancel—- no changes
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7.3.4 Fixture Setting — setting DMX addresses of li  ghts

By right clicking on a selected fixture in tBeene Settingvindow you

open up a fixture setting window.

£ —

Button text
11— > ep1t

DMXS12 Address Select

Start DMX51Z Address: | 1 v €<—— 9
DM¥ Channeis: | 8 v €<—f———— 13
r 1 r 1F 1
4 _— 'h Ciear i i Cancei i '| O ‘(_ — 5

Fig. 26 — Window for setting DMX addresses of Ight

Window description:

Button text
First DMX address of a light
Number of DMX channels for a light

Clear fixture (clears light effect setting)

a M 0N PE

Confirm setting

When you edit the following Fixtures button thesfiavailable address will be
set as its first address (which is the previougistpaddress + the number of
DMX channel for the previous light) and number &fK channels will be the

same as at the previous one.
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7.3.5 Color Picker — color setting window

Color Picker ]

1—— g jiCoopt 1—— 2
Ri[1 | Ho
Gi 2 o
Bils |ie ©

s pmcin ]

4 1=

ICancel I I OK “ Apply ]

Fig. 27 — Color setting window

Window description:

DMX channels of individual colors
Color intensity (0-255)

Open a color picker window

Switch between RGB and CMY mode

WD PR
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7.3.6 Color — Color picker window

1 ——7 Akladni barvy:

ErEEEEEE
T TTITIT S
EEEEE N

l"t.!l.imtm barey, :
ﬁ_;l_l_l_l_l_l_l_i
T EEEEE EE

Odstin: - Cervena
Barva Ping Sytozt: m Zelena:

2

A
Swételnost: 1 20 Modra E/ -

l Pidat da vlastnich bafey

|

Fig. 28 — Color picker window

Window description:

o~ N BE

You can choose a color from the color palette

Confirm changes ©K, cancel changesGancel

Select a predefined color or a color that that want to edit

Change saturation of the selected color by moviegstider

Adds the selected color My colors (to the field number 6)
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7.3.7 Track Generator — Motion generator window

1 >

a "*-.,_® Center “_l
Set Path
i 7
e —
4  [2/6)5K = 162 Y =50 | 2 <] 0
— —— E]GetAl |
Fig. 29 — Chase track window
Dialog window:
1. Layout of individual scenes
2. Current scene
3. Position data of the current scene
4. Current scene/total number of scenes
5.  These buttons depend on the state of ,+10“ and AB&bptions
Size In — shrink towards the absolute center
Size Out — expand towards the absolute center
Up, Left, Down, Right — move in given directions
6. Time — time of a transfer to a current scene
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10.

Insert

Remove
Set Path

— insert a new scene into a chase (new scensaged
implicitly as set inScene Settiny

— remove the current scene

— set a predefined path, for example:

Circle — circular path

Ellipse — elliptical path

Center — puts the current node to the center

Diagonal 1 a 2- sets nodes diagonally

Line Hor. — sets nodes horizontally

Line Ver. — sets nodes vertically

Doubled — doubles the nodes (i. e. there will be stops in
doubled nodes)

First pos. — puts the current node to the location of thet fir
one

Half Size — deletes every other node

Previous pos— puts the current node to the location of the
previous one

Random— puts nodes to random locations

Square— arranges the first four nodes into a square

ZigZag — Zigzag track

Set DMX channels for individual X and Y axes of atan X and Y

Track will be generated inversely into the chase

Currently selected scene

0x10

[ Get All

— Operations are performed with 10x zoom

— Operation is performed with all sce¢$he same time

[J Scene On — Currently selected scene will be showhme Scene

Setting window
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If the optionScene Onis active and thActive button is pressed iBcene
Setting, the currently edited scene will be on the DMX Sil@put.

7.3.8 Select DMX Channels — DMX channels PAN and TI LT — Axes X
and Z

If you pressAxis X or Axis Y buttons, a window for selecting all X axes
(PAN) or all Y axes (TILT), which are used to geatermotion paths, shows up.

1(2|3|4|5|6)| 2"y 12 |13 |14 |15 (16 [17 [18 |19 22 |23 |24 |25 |26 |27 |28 |29 32
33 |34 35|36 |37 |38 |38 4% |43 [44 |45 |46 [47 [48 [ 49 [50 [ 51 |52 |53 [54 |55 [56 |57 [58 |59 [60 |61 [62 |63 |64
65 | 66 |67 |68 69 | 70 | 7% *Fiey<#4 |75 |76 |77 |78 |79 |80 |81 |82 |83 |84 |65 |86 |87 |88 |69 |90 |91 |92 |93 |94 |95 |96
97 | 98 | 99 [100(107 [102{103 ]!flll 105106107 (108 [109|110|111(112({113({114{115[{116(117|118|119|120]|121|122|123|124|125|126|127|128
129(130)131|132|133(134|135(136(137 [138]139/140(141|142|143|144|145|146(147|148(149]|150(151|152 153 |154(155|156 (157 |158|159|160
161|162 |163 (164|165 |166 1?’7 168 (169 (170({171|172|173|174|175|176|177|178|179(180 (181 [182|183|184(185(186|187|186(|189(|190|191|192
193[194[195(196[197198)499|200(201 202|203 204|205 | 206|207 [208 |208|210(211 |212]213(214|215]|216 217|218 (219220221 [222|223 | 224
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/ Fig. 30 — DMX channels PAN/TILT

DMX addresses tagged like this are already seldotetthie second axis

. selected DMX addresses that will be used for géimgra chase

It is possible to define more addresses at the siameeand therefore control

more devices at the same time.
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7.3.9 DJ Buttons — buttons not only for DJs

Simple buttons for a fast access to previously sgtses, chases or any
other projects. These buttons have higher priohiéy attributes. If they are
activated they overwrite values set in the maindeim but not the values set in

the Scene Settingvindow.

53 Buttons =YX

File Settings

STROBOSKOP ‘ Refleckors slow ‘ | Mirrar Ball | | All OFF |

Green ‘ Blue ‘ | Red | | ‘ehite |

Fast Mowe ‘ Slow Move ‘ | right button ko set | | right button ko set |

Fig. 31 — Example of DJ buttons

Description of a basic DJ Buttons dialog window:

Menu File — insert or open settings from different projgstse chapter 7.3.11)
Menu Setting— select the number of buttons shown (4, 8, 1220624)

DJ Buttons can be set or edited as follows:
Left click — activates the assigned file

Right click — opens a window for DJ button setting

DJ buttons can be assigned the following file types
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.dj — afile containing a list of buttons. If activdtthe current one will be

overwritten by the list saved in this file.

.SC— a static scene. If activated this scene showat thpe output.

.ch — a sequence of scenes with defined times (a rhase
If the times are higher than 0, the scenes fadeaone another in that time. If
they are 0, the current scene will be shown uhélspace bar is pressed which

will change the scene into the following one in ¢ineen list (chase).
.Vis — an entire project. If activated, the whole pcojepens up (together with

the DJ buttons (if they are included with the pcojeBefore that a current

project will be automatically saved without asking.

7.3.10 DJ Control Setting

Button text

1 > Blue

Program Select

Select Scene, Chase or Project:

2 —> LED-blue+off.sc v |

33— > [sob

[ Clear H Cancel H OK ]

Fig. 32 — DJ control setting window
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DJ Control Setting window description:

1.  Name of a button
2.  File used- you can assign following file types tougton:
a. Scene (.sc)
b. Chase (.ch)
c. Entire project (.vis) — in case of using a différproject the current
project is automatically saved.
d. A different list of buttons (.d)).
3. If this box is checked, only the selected prograihlve playing after
pressing a DJ button. This feature is active oidydcene or a chase has

been selected.

7.3.11 DJ Buttons — File menu

DJ Buttons
File
Cpen Fram File
Save to Extra File
Clear
Close

]
| Zelena

Fig. 33 — File menu

Meaning of individual items in the file menu is adollows:

Open from File - open DJ buttons from a file
Save to Extra File — save selected DJ buttons to a special file (Ha@ into a

project by default)

Clear — clear DJ buttons
Close — close dialog window (buttons’ state is presdrater re-
opening)
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7.4 Graphic outputs

7.4.1 DMX512 Output — graph of DMX512 output

1 2 A
Fig. 34 — Preview of graphs of outputs of all
DMX512 channels

DMX512 Output dialog window description:
1. Minimal and a maximal value of DMX channels in [%)]

2.  Current value of DMX channels [0 — 255]

3.  Channel where a mouse pointer is at

7.4.2 Intensity Graph — Graph menu

( Intesitny Graph W

iGraph  Special
FFT .3 (97.3). Mouse=166.0
Intensity
Special
Freq Intensity
Scope
STOR
Exit

Ty

Fig. 35 — Preview of a graph of volume intensity
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Meaning of items in the Graph menu:

It is possible to switch between individual graphs:

FFT — Intensity in a frequency area
Intensity — Volume intensity
Special — Dynamic volume intensity

Freq Intensity — Sum of all intensities in a frequency area

Scope — Audio signal in a time area
STOP — Stops graph rendering
Exit — Closes a graph

7.4.3 Scope Graph — special menu

Graph | Special

.4 (117.4). Mouse=0.0

1 ——? w2
L
= ZoomIn
? Wl Y75 zoom o,
| __—» Showal

Fig. 36 — Preview of a graph of an input audio
signal in a time area

Meaning of items in file menu:
1. Displayed time scale

2.  Size of an amplitude showed
3.  Option for showing some additional calculations
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7.4.4 FFT Graph — Graph of an audio signal in a fre quency area

r;_m
[ 1T GTap Al

Graph  Special

HOSH AL RS L iR pouse=s3 4, 107

E Hz (252)

1 2
Fig. 37 — Preview of a graph of an audio signall(FF

1. Minimal and maximal volume
Volume value for the current mouse position

Selected frequency according to mouse position

7.4.5 Graph of a selected attribute (with ,show all on)

[ 7. High Level Output W
Graph  Special
|Min=7.0 (0,0}, Max=7,0 (255.0}, Mouse=278.3

Fig. 38 — Graph of a selected attribute
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7.4.6 Debug Info — information on some basic calcul  ations

—— 1
volumetivg : 24.895 (6.5, 61.1) * Highévg: 4.514 (3.8, 59.1)
voldwvglong : 37.775 (37.6, 57.8) é Midavg : 46.395 (4.9, 55.2)
intensityfAva: 43,504 (14,5, 84,3} E Bassfvg: 23,778 (104, 715y % ]
2 — > auto level mul: 3405.666 (194.8, 14635.6) g BeatAvg: 12,603 (9.6, 67.2)
H
P —— SrsnssssansEnsEsnsEaERan s Ry z

........................ .,
BiE_ FALt mea S oméoL
s (RQESE L3 (8.7, Jory 1

4 ‘?udeq 1259 (1.3, 1.3) §

® Bas EOQ: 0.839 (0.8, 0.8) &
Tennnprennnnneinnnnnning

I SaveJ_j_) Reset |Refresh: 3

A—

Fig. 39 — Information on some basic calculations

Window description:

Minimal value, maximal value

Current output volume

Average volume

Values of an automatic equalizer

Status of an automatic volume calibration

Resets minimal and maximal values

N o o ko bd e

Refresh rate
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8 Attributes description

8.1 Beat Detection |

This attribute detects output level of low frequescfrom 40Hz to
220Hz. If the set threshold is crossed a maximhlevavill appear and remains
there until the volume drops below the thresholdimdput not earlier then the
time set inBackwardness Cutoffis up. If there is a long low frequency sound
in the music, the output of this attribute will betive for the same amount of

time.

8.2 Beat Detection Il (disco)

It is a more sophisticated algorithm then Beateb&dn 1. It ensures that
the detection will turn off after a time set Backwardness Cutoffslider and
another one is not earlier than double of that tiffes algorithm is independent
on a volume, but you can set a threshold, belowckvhhe output will be

permanently zero.

8.3 Beat Detection Il (rock)

A different algorithm than Beat Detection I, bwith almost the same

result.

8.4 Bass Level Output

Allows only volume with low frequency to the outp(from 40Hz to
300Hz, through exponential function). Threshold &atput values is set by
moving Output Force slider and delay bf3ackwardness Cutoffslider. After

the end of the delay, the output will be lower agai
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(Some powerful light bulbs need more than a simypulse to turn on and that

IS why you can prolong it by movirfgackwardness Cutoffslider).

8.5 Mid Level Output

The same as Bass Level Output, but for frequentim® 300Hz to
5100Hz.

8.6 High Level Output

The same as Bass Level Output, but for frequentms 5100Hz to
11050Hz.

8.7 Average Bass

There is an average volume of low frequenciesiatoutput. By moving

the Output Force slider, you can set the output level.

8.8 Average Mid

There is an average volume of medium frequenciethe output. By

moving theOutput Force slider, you can set the output level.

8.9 Average High

There is an average volume of high frequencigeeabutput. By moving

the Output Force slider, you can set the output level.

8.10 Primary Color Low

This algorithm calculates the amount of low freggies and in case it is
higher than the amount of other frequencies, ivatds PERMANENTLY until
the values drop again. By moving tutput Force slider, you can set the
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detection threshold (the higher the more frequkatdetection is). In practice
the appropriate value is approx. between 30% aftl. Ihe attribute is suitable
for instance for selecting a primary color in arsedlow freq. red, high freq.
blue etc.) or it is possible to set a specific motof scanners (low freq. motion

on the ground, high freq. on the ceiling etc..g) &ichase (assign a .ch file type).

8.11 Primary Color Mid

The same as Primary Color Low, but for medium diestries. Suitable
value is between 35% and 40%, but it depends omredefrequency of its

initiation as well.

8.12 Primary Color High

The same as Primary Color Low, but for high fregues. Suitable value
is between 40% and 50%, but it depends on degsieggiéncy of its initiation as

well.

8.13 Average Volume

There is an average volume value at the outputmBying theOutput
Force slider, you can set the output level. TBpeedslider sets the speed of

averaging.

8.14 Intensity in freq

There is immediate volume intensity at the outpcéldulated from
frequency area by the FFT sum). The output is anbite dynamic than a real
volume value calculated from a time area (Intensitytime) and is slightly

dependent on a number of FFT frequencies. By mo@uotput Force slider,
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you can set the output level and by movBackwardness Cutoffslider, you
can set the delay after which the output dropsrad&eferable over Intensity in

time.

8.15 Intensity in time

There is immediate volume intensity at the outmatidulated from time
area). Output matches real output power value. Byimg theOutput Force

slider, you can set an output level.

8.16 Intensity Threshold Average

It gets activated in case the average volume valeecomes threshold set
by theThreshold slider and gets deactivated after the amountad 8et by the
Backwardness Cutoff slider in case the average volume value is belosv t

threshold again.

8.17 Intensity Threshold Instantaneous

It gets activated in case the current (immediatédme value overcomes
threshold set by th&hreshold slider and gets deactivated after the amount of
time set by thé8ackwardness Cutoffslider in case the average volume value is

below the threshold again.

8.18 Max Power Detect

Detects very high load peaks that are very rafee Trequency of
detection is dependent on th@reshold slider setting. In practice it is often

better to us&trobo Enabler attribute instead.
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8.19 Frequency Saturation

The output is an “amount” of frequencies preserihe music.

8.20 Dynamic Range

The output is a value representing dynamic rarfigieesomusic.

8.21 Strobo Enabler

A popular attribute that detects incoming beatthwhe condition that
they haven’'t been present in the music for somee tifincoming beats
detection). It can turn anything on — a strobosctgeer, light bulb, fast motion
etc. TheThreshold slider sets threshold for its activation (lowetuwea= more
frequent activation). ThBackwardness Cutoffslider determines the amount of

time for which the attribute is active after detexct

8.22 Move Volume Speed

It is an Auto attribute, where the speed is infleesh by volume. The
speed to volume ratio is set by tBpeedslider and the volume threshold is set
by theThreshold slider. If the volume is below the threshold, Hi&ibute gets
deactivated. Suitable for initial motion of a scanmmirror, color or gobo
selection. Best placed in the beginning of a ptojgen the set DMX channels

can easily overwrite the attributes located lower.

8.23 BPM (experimental)
Rhythm detection. This algorithm has been surpadsgdBPM Il

algorithm.
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8.24 Silence Detection

A useful algorithm for any project. Detects lowlwme. It is especially
useful for light behavior setting, when music stpfsying or when it plays at a
very low volume. The threshold for its activaticemcbe set with th&hreshold
slider. It is appropriate to place this attributéhee end of a project (where it has
higher priority — it overwrites other DMX channelsile activated) but before
the Strobo Enabler.

8.25 Play Scene, Chase

Output permanently switched on.

8.26 Auto (Test)

The output is a value linearly growing up to a maxm and then back to

minimum with a speed set by tBpeedslider.

8.27 Strobo

The output is not controlled by music. This atitdoswitches between the
maximal value and the zero value at the output Wighspeed set by tigpeed
slider. The ratio of the length of the maximal \eato the length of the minimal

value can be set with thtulse Ratioslider.

8.28 Submaster

There is a value at the output set by@heput Force slider.
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8.29 Primary Color Contraposite

This attribute gets activates in case the avegagatity of medium, low
and high frequencies is similar. Tolerance can é&eby theOutput Force

slider.

8.30 Mid Speaker
This attribute works with medium frequencies amuange of human

voice. The output is alternation of zero and maxkiwadue in case of crossing
the threshold set by théhreshold slider.

8.31 Beat Detection IV (dynamic)

Another type of beat detection similar to Beatda&on Il and III.

8.32 Strobo enabler style

This attribute analyses style of the music (basedndormation from Freq.
Saturation, Dynamic and frequency ratio) and irech® song seems suitable
for stroboscope it gets activated. The threshotdafdivation can be set by the
Threshold slider.

8.33 BPM Il and I

This algorithm searches for BPM value of the mukiccase it is sure
about rhythm stability (the music is rhythmicallggts activated. The threshold
can be changed by moving tAdreshold slider. If it is set up to 70%, for
example, it gets activated only if the music haaviyerhythm. The output is the
detected rhythm (BPM value). Heads up, this is ¢méy attribute, which
activatesZero Output on its own and after its deactivation, this optiimtomes

available again. You can also assign a chase zeitb times to this attribute.
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The individual scenes in the chase will then bet@dwng according to the
detected beats. The quality of the BPM Il deteti®displayed in thinfo Bar
window only in case this algorithm is used (e.iitifis on the list of active

attributes).

8.34 Time Reloader

You can assign to it a specific name of a projeat should get opened
after certain amount of time or you can set a viédudow long after opening of
this project should a new one get opened. Thisbater can be switched on
using another attribute by # (see chapter 4.4).

8.35 BPM Il Speed Output
The speed of a rhythm is at the output. This attealgets activated if the
detection quality is higher than the one set by imp¥heThreshold slider (the
same as with BPM IIl). The output level can be at§d by theDutput Force

slider.

8.36 BPM lll Fast Detect

The meaning of botfihreshold andOutput Force sliders is the same as
in BPM Il Speed Output. This attribute gets adiehin case the target speed
(the same value as the BPM Ill Speed Output hakigiser than 50%. Higher

value ofOutput Force results inower detection frequency.

8.37 BPM Il Slow Detect

The meaning of botihreshold and Output Force sliders is the same as in
BPM lll Speed Output. This attribute gets activatedase the target speed (the
same value as the BPM Ill Speed Output has) isfdiagn 50%. Higher value
of Output Force results inhigher detection frequency.
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8.38 No Input Signal

This attribute gets activated, if there is no algat the output for an
extended period of time. The threshold boundanyirftansity can be set by the
Threshold slider.

8.39 Volume is Loud

Detects loud signal. Th&hreshold slider determines the detection
threshold (frequency of activation). Higher thrdshoesults in more frequent

detection.

8.40 Volume is Quiet

Detects silent signal. Th€hreshold slider determines the detection threshold

(frequency of activation). Higher threshold resuitsnore frequent detection.

8.41 Volume Rise

Detects increasing volume. ThEhreshold slider determines the detection
threshold (frequency of activation). Higher thrdshoesults in more frequent
detection.

8.42 Volume Fall

Detects decreasing volume. THAdreshold slider determines the detection
threshold (frequency of activation). Higher thrdsghoesults in more frequent

detection.
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8.43 Volume Continuous

Detects constant volume. TAéreshold slider determines the detection
threshold (frequency of activation). Higher thrdsghoesults in more frequent
detection.

8.44 External DMX IN

There is a value of a concrete DMX channel thdieimg received from
an external board at the output of this attriblitee specific DMX channel can
be chosen by moving tHaMX Channel slider. Using théutput Limit slider,

you can limit the maximal value of this output.

8.45 Scene Multiplier

This attribute does not acquire data from the musis a tool for editing
values of DMX channels. It can limit or turn up &R channels specified in an
assigned scene. It influences only values of DM&nttels that are generated in
a list above this attribute. It is effective toiaate this attribute by another one
(using # and ##, see chapter 4.4) or for an aaditibmitation of the output of
concrete channels. This attribute can also dedetighannels, which value is

lower than a value set by tii@reshold slider.

8.46 Tone Detector

Indication of the volume of a specific tone. Thauisd spectrum from
30Hz to 10kHz is divided into 256 intervals and @ach of them you can
indicate its volume. A specific tone can be chdsgiheTone slider. The force
of the output can be adjusted by moving @&put Force slider. The attribute

Is suitable for visualizing one chosen instrument.
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8.47 Frequency Speed

Measures how many times the signal crossed zetbeitime area. This

roughly indicates carrier frequency magnitude.

8.48 No Beats

If the will be no low frequencies present in thesmsuor the time set by the
Time To Active (2s by default)slider, this attribute will actieatintil the low
frequencies reappear. The sensitivity of detectan be determined by the

Threshold slider (the higher its value, the more frequerik the detection be).

8.49 Muffled

This attribute detects, when a frequency band esent only in small
amounts (low, middle or high frequencies). If tbadition is met it stays active
for the length of time set by thignreshold slider (the higher its value, the more

frequent will the detection be).

8.50 DMX Output Delay

Delays output of DMX channels set in the assigrehe. Maximum delay
iIs 5.1 seconds and it can be set by X Channels Delay slider. Delay
values for individual channels can be adjustedhm #&ssigned scene, where
values of the channel in the scene designate the between zero and
maximum delay. Channel value equal to 0 means delay, value 255 means
maximal delay and for example value 127 meansthalflelay set by thBMX
Channels Delayslider. There is also a possibility to increase dieactivation
time of a channel to the value set by Backwardness Cutoff slider. This

attribute can be used only once in a project.
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