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Introduction to VenueMagic Help

Welcome to the VenueMagic help library. This library is intended to be a quick reference to the
features and functions of the VenueMagic show control software. This manual covers the
Express, Classic, DMV+AV and SC+ editions of VenueMagic, and notations will be included to
identify which features and functions are available for which editions. If an edition includes a
number that is in reference to the number of DMX Universes available in that edition. If no
notation is included for a given topic, then assume that the feature is available for all versions. For
a more detailed and comprehensive explanations of how to use VenueMagic, please consult the
User Manual and tutorials included with your VenueMagic installation.

VenueMagic End User License Agreement

IMPORTANT—READ CAREFULLY: This EULA is a legal agreement between you (either an
individual or a single entity) and Entertainment Sciences Group, Inc., herein referred to as “ESG,
Inc.” for the use of software. The term “Software” refers to VenueMagic DJ Edition, and any
updates to the software, any supplemental code provided to you by ESG, Inc., the user manual,
any associated software components, any related media and printed materials, any “online” or
electronic documentation, and any associated converting hardware (USB to DMX). YOU AGREE
TO BE BOUND BY THE TERMS OF THIS EULA BY INSTALLING, COPYING, OR OTHERWISE
USING THE SOFTWARE. IF YOU DO NOT AGREE, DO NOT INSTALL, COPY, OR USE THE
SOFTWARE.

IT IS ILLEGAL AND STRICTLY PROHIBITED TO DISTRIBUTE, PUBLISH, OFFER FOR SALE, LICENSE
OR SUBLICENSE, GIVE OR DISCLOSE TO ANY OTHER PARTY, THIS SOFTWARE IN HARD COPY,
DIGITAL FORM OR ANY OTHER MEDIUM WHETHER EXISTING OR NOT YET EXISTING, EXCEPT AS
SPECIFICALLY PERMITTED BELOW.

The use of this Software is governed by the terms and conditions set forth herein. This EULA is applicable to
the Software, whether in its indivisible whole or any divisible part thereof, and any documents or
supplemental materials included with the Software. You are deemed to have read, understood and accepted
the terms of this EULA when you install or use the Software.

1. LIMITED LICENSE: You are granted a limited, non-exclusive license to install the Software on an
individual personal computer or other device for your own use provided that such computer does not render
the Software accessible to other users through local or Internet networks or other methods. Only the
individual that purchased and installed the Software, will have license to use the Software. Use by any other
person, company, affiliate, corporation, Limited Liability Company, trust, or other separate legal entity will
require a separate license. This includes companies that may be affiliated to you by ownership or otherwise.
The license granted herein shall remain in effect perpetually, but shall terminate upon your use of the
Software beyond the scope licensed herein or upon your violation of any term or condition hereof. All
protections with which ESG, Inc. is provided under this EULA shall survive the termination of your license to
use the Software.

2. COPYRIGHT: The Software and supporting documentation is copyright protected 2015 by ESG, Inc.
ESG, Inc. retains all title, ownership, and intellectual property rights in the Software, including but not limited
to all supporting documentation, files, marketing material, images, multimedia and applets. The Software is
protected by copyright and other intellectual property laws and by international treaties. The Software may
include security measures designed to control access and prevent unauthorized copying and use. You
agree not to interfere with any such security components. ESG, Inc. permits you to download, install, use, or
otherwise benefit from the functionality or intellectual property of the Software only in accordance with the
terms of this EULA. Use of any third party material included in the Software may be subject to the terms and
conditions typically found in the party's own license agreement.

3. COPYRIGHT - MUSIC LIBRARY: All music included with the Software audio library is copyrighted by
ESG, Inc. Itis included in the purchase price and is intended solely for use with the Software and for no
other purposes. Unauthorized reproduction of music content is strictly prohibited.




4. SOUND EFFECTS LIBRARY: The sound effects library contains both copyrighted and non-copyrighted
material. It is provided, as-is, solely for convenience and is not included in the purchase price of the product.
ESG, Inc. also provides for downloading the sound effects library as a separate component free of charge.

5. THIRD PARTY COPYRIGHT: This Software may be used to reproduce materials. It is licensed to you
only for reproduction on non-copyrighted materials, materials in which you own the copyright, or materials
you are authorized or legally permitted to reproduce. If you are uncertain about your right to copy, edit,
replay or use any material you should first contact your legal advisor.

6. CONFIDENTIALITY: The Software contains trade secrets and proprietary know-how that belong to ESG,
Inc. and it is being made available to you in strict confidence. You shall not disclose to any third party any
proprietary information concerning trade secrets, methods, processes or procedures or any other
confidential or business information relating to the development or operation of the Software during the
course of performance and use under this EULA. ANY USE OR DISCLOSURE OF THE SOFTWARE, OR
OF ITS ALGORITHMS, PROTOCOLS OR INTERFACES, OTHER THAN IN STRICT ACCORDANCE WITH
THIS EULA, MAY BE ACTIONABLE AS A VIOLATION OF ESG, INC.’S PROPRIETARY RIGHTS.

7. EVALUATION VERSION: You may use the evaluation version of the Software 15 days for evaluation
purposes without any charge. You must pay the license fee and register your copy to continue to use the
Software after the evaluation period is over. Otherwise, you must delete (uninstall) the Software from your
computer. For information on paying the license fee and registering your copy of the Software, please visit
http://www.venuemagic.com. The evaluation software may be distributed freely as long as you don’t modify,
change, or alter the Software from its original form.

8. REGISTERED VERSION: You may install and use one copy of the registered Software on one personal
computer or other device. You also may install an additional copy of the Software on a second, portable
device for the exclusive use of the primary user of the first copy of the Software. Beyond this, you may not
copy the registered Software in whole or in part. You may permanently transfer all of your rights to the
registered copy of the Software under this license provided you transfer all copies of the Software and the
recipient agrees to the terms of this license. All rights not expressly granted under this license are reserved
by ESG, Inc.

9. RESTRICTIONS: You may not: (i) modify, reverse engineer, decompile or disassemble the Software in
any way, including changing or removing any message or windows; (ii) alter the Software in whole or in part
in any way; (ii) modify or create any derivative works of the Software or documentation, including any
customization, modifications, enhancements, or translations without ESG, Inc.'s express written consent; (iii)
rent or lease the Software without express written permission from ESG, Inc.; (iv) reverse engineer,
decompile, disassemble, make or otherwise attempt to derive the source code of the Software, or the
underlying ideas or algorithms of the Software; (v) attempt to gain unauthorized access to and documents,
ESG, Inc. servers or any other service, account, computer system or network associated with the Software
or with ESG, Inc., it's affiliates, agents, partners and customers; (vi) remove or alter any trademark, logo,
copyright or other proprietary notices or symbols in the Software; (vii) block, disable, or otherwise affect any
advertising, banner window, tab, link to websites and services, or other features that are part of the
Software; (viii) incorporate, integrate or otherwise include the Software or any portion thereof into any
software, program or product; (ix) provide false information when registering the Software; (x) digitally
transmit or make available the Software or its content through local networks, intranets, extranets, FTP,
online discussion boards, forums, list-serve, peer-to-peer networks or technologies, newsgroups, bulletin
boards, or any other mode of shared communication system, or place the Software onto a server so that it is
accessible via a pubic network such as the Internet; (xi) use the Software in any way that violates this EULA
or any law; or (xii) authorize or assist any third party to do any of the things described in this section.

10. WAIVER & SEVERABILITY: ESG, Inc.'s waiver of any breach of this EULA shall not constitute an
amendment to this EULA or ESG, Inc.'s waiver of subsequent breaches. If any part of this EULA is found
void and unenforceable, it will not affect the validity of the balance of this EULA, which will remain valid and
enforceable according to its terms.

11. AMENDMENTS: ESG, Inc. reserves and keeps full rights to change any part of the Software whether
now or any time in the future. ESG, Inc. also reserves the right to unilaterally amend all offers, pricing terms
or other matters pertaining to the Software, ESG, Inc.’s website or this EULA. No course of dealing or trade
usage shall be deemed to amend the terms of this EULA.




12. GOVERNING LAW: This EULA shall be governed by and construed under the laws of the State of
California. You consent and agree that all legal proceedings relating to the subject matter of this EULA shall
be maintained in courts sitting within the State of California, and that jurisdiction and venue for such
proceedings shall lie exclusively with such courts.

13. LIMITATION OF LIABILITY: EXCEPT AS REQUIRED BY LAW, ESG, INC. AND ITS EMPLOYEES,
DIRECTORS, LICENSORS, CONTRIBUTORS AND AGENTS WILL NOT BE LIABLE FOR ANY DIRECT,
INDIRECT, SPECIAL, INCIDENTAL, CONSEQUENTIAL OR EXEMPLARY DAMAGES ARISING OUT OF
OR IN ANY WAY RELATING TO THIS EULA OR THE USE OF OR INABILITY TO USE THE SOFTWARE,
INCLUDING WITHOUT LIMITATION DAMAGES FOR LOSS OF GOODWILL, WORK STOPPAGE, LOST
PROFITS, LOSS OF DATA, AND COMPUTER FAILURE OR MALFUNCTION, EVEN IF ADVISED OF THE
POSSIBILITY OF SUCH DAMAGES AND REGARDLESS OF THE THEORY (CONTRACT, TORT OR
OTHERWISE) UPON WHICH SUCH CLAIM IS BASED. IT IS UNDERSTOOD THAT YOU SHALL FOLLOW
ALL APPLICABLE SAFETY STANDARDS AND RULES IN THE OPERATION OF THE SOFTWARE TO
CONTROL ANY DEVICE, WHETHER SUCH USE WOULD HAVE FORESEEABLY LED TO LIABILITY OR
NOT. IN NO CASE SHALL YOU USE THE SOFTWARE TO CONTROL ANY DEVICE WHERE A
MALFUNCTION COULD RESULT IN DEATH, INJURY, OR DAMAGE TO EQUIPMENT, INCLUDING BUT
NOT LIMITED TO THE USB TO DMX PROTOCOL CONVERTOR. ESG, INC.'S LIABILITY UNDER THIS
EULA IS LIMITED TO REPLACEMENT OF A CD-ROM CONTAINING THE SOFTWARE AND WILL NOT
EXCEED FIVE DOLLARS (US$5.00).

14. DISCLAIMER OF WARRANTY: THIS SOFTWARE IS PROVIDED "AS IS" WITHOUT WARRANTY OF
ANY KIND, EITHER EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED TO WARRANTIES OF
MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE. IN NO EVENT SHALL ESG, INC. BE
LIABLE FOR ANY DAMAGES, INCLUDING INCIDENTAL OR CONSEQUENTIAL DAMAGES, ARISING
OUT OF THE USE OF THIS SOFTWARE, WHETHER OR NOT ADVISED OF THE POSSIBILITY OF
SUCH DAMAGES. YOU ACKNOWLEDGE THAT YOU HAVE READ THIS LICENSE, UNDERSTAND IT
AND AGREE TO BE BOUND BY ITS TERMS.

15. VIOLATIONS OF THIS EULA: ESG, Inc. reserves all rights not specifically granted to you above. ESG,
Inc. will have the right to proceed against you in the event that you infringe against ESG, Inc.’s rights. Any
use not within the precise scope of this EULA set forth herein will be considered an infringement. You
acknowledge and agree that ESG, Inc.’s damages in the event of your violation of this EULA will be
substantial and that ESG, Inc. will suffer irreparable harm in such event. As such, ESG, Inc. shall have the
right to obtain equitable remedies, including but not limited to recovery of damages, obtaining injunctions,
recovering statutory damages, recovering attorney fees, and any other available legal remedy.

16. TERMINATION: This EULA automatically terminates if you fail to comply with any of the terms and
conditions herein, and you shall promptly destroy all copies of the Software and associated documentation
you possess. Furthermore, ESG, Inc. shall have the sole and exclusive right to immediately terminate this
EULA and revoke your license to use the Software should you fail to perform any obligation required under
this EULA or engage in activity that ESG, Inc. deems harmful to its well-being. This EULA takes effect upon
your installation of the Software and remains effective until terminated. The termination of this license does
not limit other rights ESG, Inc. may have by law.

17. COMPLETE AGREEMENT: This is the entire EULA between ESG, Inc. and you relating to the Software
and it supersedes any prior representations, discussions, undertakings, warranties, communications or
advertising relating to the Software.
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The above figures show the elements of the VenueMagic main gripper

screen. These elements fall into two categories: toolbars and
documents. Toolbars can be added or removed from the screen as
desired by selecting them in the View menu. By grabbing the
gripper bar, they can be moved and docked to any part of the main
screen. Arrange the toolbars how you like them and VenueMagic

will remember their position.

The toolbars are:

Project Window:

Fixture Preview Window:

Cue Control Window:

Virtual Control Surface:

Infro

Snow Effect

Contains all the project folders. Also includes the
Open File Window.

Real-time display of lamps and other channel
information.

Contains the cue list and the programmable cue
buttons.

Programmable sliders for controlling a variety of
VenueMagic functions.



VenueMagic also supports two documents types:

Timelines: Layout the performance of combined music, sound
effects, lamp control, events, etc...
Playlists: Organizes audio files and timelines for sequential

playback.

VenueMagic Main Menu

File Edit View Inset Project Events Playlit Devices Tools Help
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The main menu changes depending on which type of document (i.e.: timeline or playlist) is
currently shown. The following tables briefly describe the function of each menu option in the
main menu. If there is an associated button in the toolbar, that will also be noted.

under a different name.

File Menu

Menu item toolbar Description

New — Create a new timeline, playlist or project.
Open . Open atimeline, playlist or project.

Close Close currently displayed timeline or playlist.
Save . Save currently displayed timeline or playlist.
Save As... . Save currently displayed timeline or playlist

Save Project

Save currently open project.

Save Project As...

Save currently open project under a different
name.

Save All Save currently open project and all open
timelines and playlists.
Reports Select from a list of available reports to create.

Recent Projects

Select from a list recently opened projects.

Exit

Exit VenueMagic.

Edit Menu

Menu item toolbar Description

Undo Undo the last change made to a timeline or
T playlist.

Cut . Delete an item and place it into clipboard.

Copy . Copy an item into the clipboard.

Paste . Paste an item from the clipboard.

Delete — Delete selected item.

View Menu

Menu item toolbar Description

Status Bar Show/Hide status bar at the bottom of the

screen.




Project Window

Show/Hide project window.

Cue Control Window

Show/Hide cue control window.

Beat Tapper

Show/Hide beat tapper control. Available on
when cue control window is shown.

Virtual Control Surface

Show/Hide virtual control surface (VCS)
window.

Fixture Preview Window

Show/Hide Fixture Preview window.

Video Playback Window

Show/Hide video playback window.

Redock all

Select this option to restore all floating window
to their docked state.

Properties...

Set properties for currently selected item.
Refers only to clips in timelines and playlists.




Insert Menu
(‘T’=Timeline, ‘P’=Play list)

Menu item T P toolbar Description

Audio Track v .* Add an audio track into a timeline.
Video Track v . . | Add a video track into a timeline.
Control Track v n . | Add a control track into a timeline.
Event Track . . | Add an event track into a timeline.
Control Tracks from v | — Import profile and auto-populate timeline.
Profile

Silence v ' .. | Add a silence block into a playlist.

Wait v . . | Add a wait block into a playlist.

* Located in the toolbar at the bottom of the timeline window.
** |_ocated in the toolbar at the bottom of the playlist window.

Project Menu

Menu item toolbar Description

| Project Options | — [ Set project options.
Event Menu
Menu item toolbar  Description

Event Scheduler...

Open event scheduler.

Event Table...

Open event table.

Enable Event Table

Enable/disable event table operation

Reset Event Groups

Resets triggers for all event groups

Timeline Menu

(Shown only when a timeline is shown)

Menu item

toolbar

Description

Play

Play/stop currently shown timeline.

Enable External Sync

Enable/disable external synching of the
timeline playback.

Insert Marker

Inserts a timeline marker at the current time
cursor position.

Mixdown Audio...

Perform and audio mixdown for the timeline.

Add Page

Add a timeline page.




Organize Pages...

Open timeline page organizer.

Timeline Options...

.*

Set timeline options.

* Located in the toolbar at the bottom of the timeline window.




Playlist Menu

(Shown only when a playlist is shown)

Menu item

toolbar

Description

Play

Play/stop currently shown playlist.

Playlist Options...

Set playlist options.

** | ocated in the toolbar at the bottom of the playlist window.

Clips Menu

(Shown only when a timeline is shown. For toolbar buttons, see Timeline Toolbar.)
Menu item Description

Lock Clip(s) Lock all currently selected clips in the timeline.
Unlock Clip(s) Unlock currently selected clips in the timeline.

Link Clip(s) Link all currently selected clips in the timeline.
Unlink Clip(s) Link currently selected clips in the timeline.

Split Clips at Cursor

Splits selected clips at the time cursor
position.

Edit Envelopes...

Open the envelope editor for the selected clip.

Record Channels

Enables/Disables channel recording.

Clip Properties...

Set properties for selected clip.

Devices Menu

Menu item toolbar Description

Fixtures... n Show Add Fixtures window.
Groups... H Show Group Builder window.
Virtual Fixtures... Open Setup Virtual Fixtures window.
Variable Table... Open Variable Table window.

ShowNodes Manager...

Open ShowNodes Manager window.

Setup Channel Routing...

Setup channel routing.

Enable Channel Routing

Enable/disable channel routing.

Setup Channel
Expressions...

Opens the Setup Channel Expressions
window.

Turn Off Lamps

Turn off all lamps. Only affects dimmable
lamps.

Reset DMX Control

N -~

Resets DMX interfaces in case of a
malfunction.

Setup Devices...

Select audio, DMX and MIDI devices. (see
Device Setup).

Enable External Inputs

Enable input from external input devices
(MIDI, VCS, etc...)

Enable Device
Communication

Enable communications with DMX devices,
etc...

Tools Menu




Menu item

toolbar

Description

Calibrate Lamps...

Show Calibrate Lamps window.

Chaser Library

Show Chaser Library window.

User Fixture Library...

Show User Fixture Library window.

Monitor MIDI Input...

Show the Monitor MIDI Input window.

Monitor DMX Input...

Show the DMX Input Monitor window.

Monitor DMX Output...

Show the DMX Output Monitor window.

Record DMX...

Show the Record DMX window.

Monitor Serial Input...

Show the Monitor Serial Input window.

Watch Inputs...

Show the Watch Inputs window.

Events Status...

Show the Events Status window.

Help Menu

Menu item toolbar Description

Contents Show help table of contents tab.
Search — Show help search tab.

Index — Show help index tab.

VenueMagic on the Web

Opens a browser to www.venuemagic.com.

Check for Updates

Goes online to check for updates to your
VenueMagic software. If updates are available
you are given the option to download and
install them.

Download Support Client

This options will open the default browser and
send it to a web page from where you can
download an application that gives the
VenueMagic support team remote access to
your computer to assist in resolving issues. It
is recommended that you do not download
this

Register VenueMagic

If you have not yet registered your copy of
VenueMagic, this option will start the
VenueMagic Registration wizard.

About VenueMagic

Show About VenueMagic window.

Fixtures

VenueMagic includes a library of numerous DMX fixtures from a variety of manufacturers. These
fixtures are added and organized in the Add Fixture window. Each fixture is composed of one or
more channels which correspond to a DMX channel. Some channels may be further broken to

sub channels. In this case, the sub channels correspond to DMX channels.

Add Fixtures

Select fixtures from the Fixture Library and drag them into Fixture Placement window. The
numbered cells correspond to DMX addresses. To change the address range of a fixture, select

the fixture in the window and drag it to the desired address.
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Filter by manufacturer Check this to filter the fixture library by manufacturer*
in the adjacent selector box. Uncheck to show all
fixtures for all manufacturers.

Filter by fixture type Check this to filter the fixture library by fixture type in
the adjacent selector box. Uncheck to show all
fixtures types.

Main/User Library Use these selectors to choose which library is
currently displayed in the Fixture Library list. Select
Main library to display the fixture library that came
with the VenueMagic installation. Select User library
to show fixtures that have been entered into the user
fixture library. (See User Fixture Library). Fixtures that
were dragged over from the user library are shown
displayed as a lighter shade of blue in the Fixture
Placement Window.

Fixture info: Displays information about the fixture currently under

the mouse cursor. Name=user selected name.
Fixture=manufacturer name for fixture. Type=type of
fixture.



Address switch settings: Graphical display of the address switch settings for
the fixture currently under the mouse cursor.

Remove (button) Remove selected fixtures from window.
Edit (button) Edit fixture settings (see Edit Fixture Settings).
Show universe: Select which DMX universe is currently displayed in

the Fixture Placement Window. The number of
universes available depends on which version of
VenueMagic you have installed.

Fixtures: Shows how many fixtures are in the window.

Channels: Shows how many fixture channels are in the window.

Cut, Copy and Pasting Fixtures

Common clipboard functions are available from a pop-up menu. To cut or copy, select the desired
fixtures, right-click on one of the selected fixtures and select Cut or Copy. To paste copied
fixtures, right-click on a channel and select Paste.

Remapping Fixtures
(Available in DMX+AV and above)

A powerful and unique feature available to VenueMagic fixtures is the ability to substitute one
fixture for another. This is particularly useful in situations such as when a moving head breaks-
down at the last minute just before a show and the replacement head is a completely different
brand with a completely different channel mapping.

Procedure:
1. Inthe Add Fixtures window select a replacement fixture from the Fixture Library and drag
onto any empty channel range in the Fixture Placement Window.
2. Right-click on the fixture you wish to replace and select Remap...
3. Follow the instructions on the Select Item Replacements wizard.

Upon completion of the remapping procedure, VenueMagic will have mapped all references to
the original fixture—including control tracks, fixture effects, channel routing, channel groups,
etc... to the replacement fixture. You are now free to delete the original replaced fixture and move
the new replacement fixture to take its place in the DMX map. Is desired.



Select Item Replacement Wizard
Select ltem Replacements
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This Select Item Replacement Wizard steps you through the process of replacing a fixture in the
Add Fixtures window.

List #1 on the left shows the fixture selected for replacement. List #2 on the right shows all of the
fixtures currently included in the Add Fixtures window.

In List #2, check the fixture you would like to replace the fixture in List #1 and click Next.



Select Channel Replacements |
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2. The list below shows how channels within the fodure will be replaced. VenueMagic has done
the best it can to recommend channel replacements. You can make changes to this by dragging
the channels into the desired order. Click "Finish” when you're done.

Channel; To be replaced

drag rows to reorder):

In most instances, VenueMagic will be able to remap the individual fixture channels automatically.
If you are replacing a fixture with an identical fixture this task is easy. However, if the two fixtures
are quite different, VenueMagic may need some additional help.

In List #1, you will see a summary of all of the fixture replacements that were assigned in the
previous screen. Select one of them, and List #2 will be populated with VenueMagic’s best guest
as to how the individual channels should be replaced. In most cases, VenueMagic will do a pretty
good job. However, if changes need to be made, you can click and drag channels on the right
side of this list to line them up with different channels on the left. This is, of course, subject to
certain rules. For more details on how to modify channel replacements, see Selecting Track
Channel Replacements, which functions similarly.

After you have verified (and perhaps corrected) channel replacements for channel, click Finish.

Mapping Fixtures to Capture Polar 3D Visualizer
(Available in Classic and above)

VenueMagic supports interfacing to the Capture Polar 3D Visualizer versions 2.8.11 and above.
Before doing this, you must setup this feature in the Project Visualizer Settings window. If this
feature is enabled in the Edition of VenueMagic you are using, an additional Visualizer button
appears at the bottom of the Add Fixtures window:

Remove | Edit.. | Visualizer... Universe: |1 v| Fixtures; 10 Channels: 240

Click on this button to open the Map Fixture to Visualizer window.



Map Fixture to Visualizer Window

This window lets you set up fixture mapping between VenueMagic and the current default
instance of Capture Polar (see Project Visualizer Settings).
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This window has two lists. The list on the top, lists all of the fixtures included in the VenueMagic
project. Fixture data includes:

Fixture Name The name of the fixture as specified in the VenueMagic project.
Type The fixture type or model.

Manufacturer The fixture manufacturer.

Univ Which DMX universe the fixture is associated with.

Chn The current DMX base address.

Chns How many DMX channels are in the fixture.

Mapping Specifies whether or not the fixture is currently mapped to a

fixture in the Capture project (Yes/No).

The buttons beneath the list (Auto-Map, Unmap, Unmap All, Add to Visualizer) will be discussed
later.

The list on the bottom shows all of the fixtures in the currently loaded Capture project. Fixture
data includes:

ID A unique numeric identifier for the fixture. This value corresponds
to the Capture Channel value of the fixture.



Name The fixture type or model.

Manufacturer The fixture manufacturer.

Univ Which DMX universe the fixture is associated with.
Chn The current DMX base address.

Chns How many DMX channels are in the fixture.

Mapping Fixtures
You can map the fixtures from one list to the other by following these steps:

1. Select a VenueMagic fixture in the top list.
2. Select a Capture fixture to map to in the bottom list.

You’re done. Repeat those steps to map other fixtures.

The Capture fixture (bottom) list is color-coded to help keep track of how things are mapped.

Select Visualizer fixture to map to Auto-update selection [

ID | Name | Manufacturer [ Univ [chn [ chncnt | 4
100001 | [ColorSpot 2500EAT ~ I[Rebe [T [[257" Mapped

fixtures

00004  ColorSpot 2500E AT Robe 1 39 24

00005  ColorSpot 2500E AT Robe 1 353 24

100006 | [ColorSpot 2500EAT — 1[Robe 1[I [377 ]

100007 | [ColorSpot 2500EAT —— |[Rebe [T ][#01°

00008 ColrSpot250EAT  Robe 1 45 24 <4———— Mapped to currently
00025  Arena Theatre Fresnel Selecon 1 1 1

00026  Arena Theatre Fresnel Selecon 1 2 1 selected

00027  Arena Theatre Fresnel Selecon 1 3 1 i

00028  Arena Theatre Fresnel Selecon 1 4 1 Venu,eMaglc fixture
00029  Arena Theatre Fresnel Selecon 1 5 1 > (top list)

| Refreshust |

A dark-green highlight shows Capture fixtures that are currently mapped to other VenueMagic

fixtures. Light-green shows which Capture fixture is mapped to the currently selected
VenueMagic fixture.

Fixture mapping is one-two-one. If you select a Capture fixture that is already mapped to a
different VenueMagic fixture, the highlight will turn yellow and the mapping will not take place.

Click Re-map to force a re-mapping of the selected Capture fixture to the currently selected
VenueMagic fixture.

00008  ColorSpot 2500E AT Robe

1 425 |24 4— Fixture already
00025  Arena Theatre Fresnel Selecon 1 1 1

00026  Arena Theatre Fresnel Selecon 1 2 1 m apped toa

00027  Arena Theatre Fresnel Selecon 1 3 1 different

00028  Arena Theatre Fresnel Selecon 1 4 1 .

00029  Arena Theatre Fresnel Selecon 1 5 1 - Venue Mag ic fixture

Re-map | Refresh List |

\ Click to force

remapping

Click Refresh List to request an update of available fixtures from Capture.



Additional Mapping Function
The row of buttons beneath the VenueMagic fixture list provides additional mapping functionality.

Auto-map LInmap Lnmap All Add to Visualizer

Auto-map Click this button to automatically map fixtures based on DMX
addresses. VenueMagic fixtures are mapped to Capture fixtures
with the same DMX address. VenueMagic fixtures with no
matching Capture fixture are left unmapped.

Unmap Click to un-map selected VenueMagic fixtures.

Unmap All Click to un-map all VenueMagic fixtures.

Add to Click this button if you would like the currently selected

Visualizer VenueMagic fixture to be added to Capture Polar's Console Patch

window. Brings-up the Add Fixture to Visualizer window.

Auto-Update Selection

Check this box to enable the Auto-update selection feature. With this feature enabled, any fixture
selected in the Select visualizer fixture to map to list (a.k.a. the “bottom” list), will automatically be
selected in the view windows in Capture Polar. Likewise, any fixture selected in a Capture Polar
view window willow also be selected in the Select visualizer fixture to map to list. This feature can
greatly simplify the fixture mapping process.

DMX Address Patch Matching

The Setup Dmx address patch matching group sets up patch matching action that occurs when
OK is clicked. Select Match VenueMagic to Visualizer and all of the VenueMagic fixture DMX
channels will be changed to match those of the Capture fixtures they are mapped to. Again, this
matching occurs when the window is closed by clicking the OK button. It will not continue to
match automatically. If you do not want DMX address matching, select Don’t change patching.

Add Fixture to Visualizer

Add Fixture To Visualizer a . . ==

What Venue MagiC Fixture name:  ColorSpot 1200 AT M1
calls the fixture

Cancel

i

Manufacturer:  Robe

Visualizer equivalent:

What Captu re Fixture name: |CD|0r5th 1200 AT
calls the fixture

Manufacturer: | Robe

This window lets you assist Capture in adding a fixture to Capture’s Console Patch window based
on a VenueMagic fixture.

In the Visualizer equivalent section, enter the Capture equivalent of the VenueMagic fixture name
and manufacturer displayed in the top section of the window. This must be entered exactly as it
appears in the Capture fixture library. VenueMagic will remember the substitution so that the next



time you wish add this fixture to the Console Patch window, it will be automatically loaded with
the previously entered fixture name and manufacturer equivalent for that fixture.

Click OK and the fixture is added to Capture’s Console Patch window, from where it can be
dragged into the view. You must drag the fixture from this window into a Capture view to get
control over it.

Strategies for Mapping VenueMagic Fixtures to Capture Polar

VenueMagic provides a humber of tools and features designed to help simplify the process of
using Capture Polar to visually display VenueMagic playback. The most time consuming part of
this is, of course, mapping fixtures in the VenueMagic project to the fixtures in the Capture Polar
project, and vice versa. Below are some examples of how the Map Fixtures to Visualizer window
can be used to accomplish this in different situations.

Example #1: Adding VenueMagic fixtures to map to existing Capture fixtures.
If you already have a completed Capture Polar project that you want to control with VenueMagic,
follow these steps:

1. Print out a list of all the fixtures in the Capture project (see Capture Polar manual for
more information on how to do this.

2. Locate the fixtures in the VenueMagic database and add them to the VenueMagic project
(see Add Fixtures). Note: some of the fixtures you need may not be available in the
VenueMagic library. You may add them yourself using the User Fixture Library, or
request a fixture from support@venuemagic.com.

3. Use the Map Fixtures to Visualizer window to map VenueMagic fixtures to capture
fixtures.

Example #2: Adding Capture fixtures to map to existing VenueMagic fixtures.
If you wish to add fixtures to a Capture project to map to an existing VenueMagic, there are a
couple of approaches:

Approach #1 — Best for large numbers of fixtures.

1. Print out a list of all VenueMagic project fixtures (Files 2Reports 2DMX Fixtures).

2. Locate matching fixtures in Capture library and add them to the view. The Capture fixture
library is extensive but there are a number of VenueMagic fixtures that Capture does not
support. Contact Capture Sweden concerning updates to your Capture Polar library
(http://www.capturesweden.com).

3. Use the Map Fixtures to Visualizer window to map VenueMagic fixtures to capture
fixtures.

Approach #2 — Good for small numbers of fixtures.
1. Right-click on a fixture in the Add Fixtures window and select Map to Visualizer. This will
open the Map Fixtures to Visualizer window with the fixture selected.
2. Click Add to Visualizer and add a new fixture to the Capture Console Path window using
the Add Fixture to Visualizer window.

Example #3: Mapping fixtures automatically through DMX addressing.

Whether you use Example #1 or #2 above, you can really speed-up the mapping process by
making sure to give VenueMagic fixtures and their Capture counterparts the same DMX
addresses. Then you can map them automatically using the Auto-map tool in the Map Fixtures to
Visualizer window.

Edit Fixture Settings

Customize settings for fixture channels.


mailto:support@venuemagic.com
http://www.capturesweden.com/

Name: RobotHead

Fixture:  PololuMaestro12
Edit Channel Expression

Type: Animatronics

g | Channel Name Type Merge Mode
| Motion1 Motion HTP

Motion2  [Moon WP |
Motion3 Motion HTP
Motiond Motion HTP
Motion5 Motion HTP
Motion6 Motion HTP
Motion? Motion x HTP

Fixture Channel List

Name: Enter the desired name for the fixture channel or
leave it as the default. This name can contain only
letters, numbers or the underscore (' ’). The name
must also be unique within the project.

Fixture: Manufacturer's name for the fixture (not editable).

Type: Fixture type (not editable).

Fixture channel list

Channel Name Click on a channel in the list to select it. Then click
again in the Channel Name column to change the
name. When you have finished entering the name,
press the Enter key. (See: Setting Fixture Channel
Names).

Type Displays the channel type. Not editable. (See: Fixture
Channel Types).

Merge Mode Click on a channel in the list to select it. Then click
again in the Merge Mode column to activate the
merge mode selector. Select the desired mode and
press Enter. (See: Fixture Channel Merge Modes).

Test Dragging this slider will output the DMX level for the
selected channel. Use this to make sure the fixture
hardware is addressed properly.

Edit Channel Expressions Click this button to open the Setup Channel
Expressions window and set the selected output
channel to the currently selected channel in this
window. If the channel is not currently included in the



Channel Expressions window, the user will be asked
if it should be added.

Follow Channel Merge Mode
If the selected channel has its Merge Mode set to Follow, the Select Follow Channel button is

enabled.

Select Follow Charinel

Channel Mame Type Merge Mode
HangingLights Diirnmer HTP
Parl Dirirner HTF
Far2 Diimrner HTF
Follow [LM4 B athroom2. B athroomP ar

Click this channel to bring up the Select Channels window and select the output channel that the
selected channel will follow.

Setting Fixture Channel Names
Fixture channel names are generally displayed as dot notation in the form:

fixture.channel.subchannel

The subchannel is optionally used when the library has grouped several channels into one
composite channel for convenience (see Fixture Channel Types). You can change the name of
the channel in the fixture channel list of the Edit Fixture Settings dialog window. This list omits the
fixture portion of the channel name, displaying it as:

channel.subchannel

Again, subchannel is optional depending on what the library has defined. The following rules
apply as you change channel names in the list that include the subchannel (note: these rules do
not apply for channel names that do not include a subchannel):

1. You may enter subchannel name without retyping the channel name. The channel name
is automatically added when you press Enter.

2. You may change the channel name by entering new_channel.subchannel. When you
press enter, all of the channel names for that channel in the list will be changed to the
new name.

Example: Changing RGB1.Red to RGB_1.Red:

Channel Name Channel Name
RGB1.Red RGB_1.Red
RGB1.Green RGB_1.Green
RGB1.Blue RGB_1.Blue
RGB2.Red RGB2.Red
RGB2.Green RGB2.Green
RGB2.Blue RGB2.Blue




Fixture Channel Types

The VenueMagic fixture library defines several channel types. These channel types help
VenueMagic know how to deal with a particular channel or group of channels. Channel types
mainly affect the operation of the Envelope Editor, the Fixture Preview Window and all Fixture
Effects. They are pre-defined and not user settable. The channel types are:

Bitfield Splits DMX channel into 8 separate
(Available in SC+ and VenueMagic subchannels, each channel

above)

Color Wheel

Dimmer

Dimmer16

Gobo Wheel

Motion

Motion XY

Motion PT

Motion XY-16

Motion PT-16

Motion-16

Reserved

RGB

Selector

representing a single bit in the DMX output
value. Individual bit channels are selectable as
On or Off.

A special case of the Selector type designed to
deal with color wheel selection.

Defines a dimmer channel.

Defines a high precision dimmer channel that
take two DMX channels.

A special case of the Selector type designed to
deal with gobo selection.

Any channel that deals with a single channel of
motion.

Composite of two motion channels in a scan (x-
y) head that can work in coordination with each
other (to make circles, for example). Further
divided into subchannels X and Y.

Similar to Motion XY type but deals with pan-tilt
heads. Further divided into subchannels Pan
and Tilt.

Same as Motion XY but takes two DMX
channels for higher precision.

Same as Motion PT but takes two DMX
channels for higher precision.

Same as Motion but takes two DMX channels
for higher precision.

For channels that have no purpose but have
been reserved by the manufacturer for one
reason or another.

Defines an RGB (Red-Green-Blue) composite
channel. RGB channels are further divided into
three the subchannels: Red, Green and Blue.

Any channel that uses a range of values to
select a lamp function.



Speed

Time Duration

Time Interval

For channels that set the speed of a lamp
function.

For channels that set a time duration for a lamp
function.

For channels that set a time interval for a lamp
function.

Fixture Channel Merge Modes

You may wish to control a single fixture channel from several sources at once. For example, you
can add the same channel to multiple control tracks in a timeline (or in different timelines) and
simultaneously run multiple fixture effects on the same channel. VenueMagic will merge (or mix)
all of the sources into the channel according to preset merge mode. The merge mode for each
channel may be set in the Edit Fixture Setting window to one of the following:

Add

Average

HTP (highest takes
precedence)

AddOfs
(VM SC+ & above only)

Follow

All sources are added together before output to the channel.

All sources are added together and the resulting value is
divided by the number of sources before output to the
channel.

The highest value among all the sources is output to the
channel.

Similar to Add, but allows for negative values by shifting
values down 50% so that the value range of 0 to 100% is
actually translated into the range -50% to 50% before the Add
merge is performed. For example, the merging of two values,
45% and 60%, AddOfs mode would result in (45%-50%) +
(60%-50%) = (-5%) + (10%) = 5%, to which 50% is added to
restore the original range 0f 0-100%. The final result is 55%,
instead of 105% (clipped to 100%) which would result when
using the Add mode to merge 45% and 60%.

This mode is particularly useful in situations such as blended
controls in animatronics, where a movement might be
influenced by several sources that need to be blended about a
“center” position.

Causes this channel to always precisely match the value of
another channel specified in the Edit Fixture Setting window.
A channel set to Follow mode cannot be controlled by any
other means.

The Channel Router offers the following merge modes that pertain only to level commands it

sends:
Default

HTP (highest takes
precedence)

Behaves as defined in the Edit Fixture Setting window.

The highest value among all the sources is output to the
channel.



Add

AddOfs
(VM SC+ & above only)

Scale
(Below VM SC+ only)

ScaleMax
(VM SC+ & above only)

ScaleMin
(VM SC+ & above only)

Override

Adds in the Channel Router level regardless of the merge mode
set in the Edit Fixture Setting window.

See AddOfs in above section for explanation.

Scales the final result of all other sources going into the
channel. Acts somewhat like a “master level control” for the
channel, where the final merge result is compressed between
0% and the value of the source using the Scale merge mode. If
multiple merging channels use the Scale mode, then percentage
values are multiplied together to create a new scaling value.

Functions identically to the Scale merge mode used by
VenueMagic editions below SC+, unless one of the merged
channels uses the ScaleMin merge mode (see below).

Similar Scale mode, but the final merge value is compressed
from the bottom between 100% and the value of the source
using the ScaleMin merge mode. If one of the merging sources
is set to use the ScaleMax merge mode, then the final value of
the merge of all sources is compressed between the values of
the sources using the ScaleMin and ScaleMax merge modes.

For example, supposed that the following channel values were
merged with their respective merge modes (MM):

20% - MM=Add

30% - MM=Add

10% - MM=ScaleMin

80% - MM=ScaleMax
VenueMagic would first calculate the Add mode levels which
results in 20%+10%=50%. The value of 50% is then scaled
between the values 10% and 80%, which (after a little math that
we won’t show here) would give you a final merged value of
45%.

Takes complete control of channel(s). No other source will affect
it. If more than one route is set to Override for the same
channel, the results will be unpredictable.

The Control Track Channel Settings window offers these merge modes that pertain only to the

Default

HTP (highest takes
precedence)

Add
AddOfs
(VM SC+ & above only)

Average

level commands for a channel sent by the associated track:

Behaves as defined in the Edit Fixture Setting window.

The highest value among all the sources is output to the
channel.

Adds in the channel level regardless of the merge mode
set in the Edit Fixture Setting window.

See AddOfs in above section for explanation.

All sources are added together and the resulting value is
divided by the number of sources before output to the



channel.

Scale See Scale in above section for explanation.
(Below VM SC+ only)

ScaleMax See ScaleMax in above section for explanation.
(VM SC+ & above only)

ScaleMin See ScaleMin in above section for explanation.
(VM SC+ & above only)

For the Export Channel Merge Modes window, the following modes are provided for setting up
channel merging for the timeline when run within a ShowNodes device.

HTP (highest takes The highest value among all the sources is output to the
precedence) channel.

Add Adds in the channel level regardless of the merge mode
set in the Edit Fixture Setting window.

AddOfs See AddOfs in above section for explanation.
(VM SC+ & above only)

Average All sources are added together and the resulting value is
divided by the number of sources before output to the
channel.

ScaleMax See ScaleMax in above section for explanation.

(VM SC+ & above only)

ScaleMin See ScaleMin in above section for explanation.
(VM SC+ & above only)



Select Channels

Select Channels ?
=R "f Fivtuies
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Fixture Channel Tree

This window is used by VenueMagic functions that need the user to select one or more fixtures,
channels or groups. These functions include:

e Adding channels to Control Tracks.
e Selecting channels to be displayed in the Fixture Preview window.
e Selecting output channels for the Channel Router.

The behavior of the Select Channels window adapts to the needs of the function that uses it. In
general, it has two top level folders: Fixtures which contain all fixtures/channels and Groups
which contains all user-defined groups. The following apply:

e Icon meanings:
[ Lamp fixture

——

=) Lamp fixture channel or
subchannel

= Fixture channel with multiple

subchannels.

‘1; Fixture channel group

e Items with the / icon cannot be selected. This is to prevent duplication of channels
within a single track (applies to Control Tracks only).

e Checkbox rules for different functions:



Control Tracks Checking the checkbox for any item in the tree will
select that item and all child items associated with it.

Fixture Preview Any item can be selected individually without
Window affecting the selection of other items

Channel Router Only one item at a time can be selected. Other
items are automatically deselected.

e The Uncheck All and Show Selected buttons behave accordingly for all functions.

Group Builder

(Only Available for VenueMagic Classic and above)

The Group Builder lets you combine multiple fixtures, channels and even other groups into a
singles group. VenueMagic offers a variety of group functions that simplify lamp control for large
numbers of channels with similar functions.

Group Builder
| Group List; Select Groups in Group: Select Fistures/Channels in Group:
I [ Giow Chns | | ] %A Candslight #-C]F ChuckyEyes
K2 Candelighi £ 72 Lighining! wDE Bont
5 Lightring! 3| | %A Liohtning? S-BE _10Chernd
- Lo B4 Precision_Dhx
%4 Lightning2 3 [-[7] F Precision_DMX_1

@] Precision_DMX_2

-] LightringRGE

w12 Mega BA_Pars_4Ch_Mode
@71 Mega BA_Par3i_4Ch_Mode_1
-4 BOC_1_1

-] _10Channel_1

-] % RandomLightning

Di RandomS creams

-] Randomiwiolves

-] % Randomlaughter

Di F andamiG hosts

-1 GFBrickd

Mokes:

Control group channels: W

() As separate channels

@ In urizon
Check &l | [Uncheck &1 [ Special... |[Show Selected
Group List

Select from existing groups which group you would like to add members to. The Chns column
shows how many channels are currently in the group. To rename a group, click on the group to
select it, then click the Group column to change the name.

Control group channels  Defines how a group will behave. Select from:
e As separate channels: Fixtures and
channels in group are individually controlled.
The group type is used mainly to make it
easier to organize fixtures and channels
together.
e In unison: Fixtures and channels are treated



as if they were a single channel. Each
channel will receive the same channel level.

New Group button Add a new group.

Remove button Remove the selected group from the list
Group Notes
Enter notes for group.

Select Groups in Group
Check the checkbox next to the groups you would like to add to the currently selected group.

Groups with the / icon cannot be checked because doing so would cause channel duplication
within the selected group or within a track in one of the project timelines.

Check All button Check all groups in the list that do not have the
icon.
Uncheck All button Uncheck all checked groups.

Select Fixtures/Channels in Group
Check the checkbox next to the fixture or individual channels you would like to add to the

currently selected group. Groups with the / icon cannot be checked because doing so would
cause channel duplication within the selected group or within a track in one of the project
timelines. Checking a fixture implies that all channels within the fixture are also included in the
group, even though they are not checked. Checking a channel will uncheck its fixture.

Check All button Check all fixtures/channels in the list that do not
have the / icon.

Uncheck All button Uncheck all checked fixtures/channels.
Special... button Opens the Check Special Groups dialog window.
Show Selected button Expands the tree to show all selected

fixtures/channels.

You may a single channel to as many groups as you like.

Check Special Groups

Check Special Groups
[v Check channel type:

[v Filter by fisture type [ Check fizture type:
Cancel
O Coalor ‘wheel *~ O Dirmer Pack, *

Diimnmer O Foogger

Gobo Wheel OLamp

[ Mation Laszer

[ Mation PT [ Moving Head

[ Mation =y RGE Lamp

O Fan [ 5can Head

OrGe w O 5trobe w




Important Uses for Channel Groups

Channel groups are very powerful though it may not always be clear what they can be used for.
Here are just a few examples of how Channel Groups can be used:

Zoned light balancing: After setting up all of your timelines with desired lighting effects,
you may wish to independently control zones of lights to balance them without messing
with the timelines. You can do this by assigning all of the lamp channels in each zone to
a unison group. Then add it to the Channel Router (with merge mode set to Scale). You
will be able to control the master level of each zone without having to make any changes

to timelines.

Stage light color balancing: The zoned light balancing application described above
could be modified to allow individual control of different colored lights on a stage. This will
allow you to do on-the-fly stage lighting color adjustments without interfering with

timelines—even during playback.

Overlapping channel effects: You can have multiple
channel effects working simultaneously on multiple
groups that have overlapping channels. A good
example of this would be an array of lamps (say 5x5)
that you want to use to create a chaser pattern of
vertical and horizontal lines (see figure). Simply create
a unison group for each row and each column (total 5
groups of each) and put the appropriate lamp channels
in each. Now create a timeline with two control tracks.
Put all the rows in one and all the columns in another,

then put a chaser in each track and run it. Presto—a

chaser pattern of vertical and horizontal lines.

e Custom fixtures: If the fixture you have is not in the

library, let us know and we’ll stick it in. In the meantime,

add multiple fixtures from the “Generic” fixtures in the
library and “glue” them together in a group.

Calibrate Fixtures

L
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(Only Available for VenueMagic Classic and above with some features available only in SC+ and

above)
Calibrate Fixtures
Channel: Impart Export

Channel Type Address e
DimmerAGE. Level Diirnrner Dibdx=_01_001
DimmerRGE.RGE.Red RGB-Red Dibde_01_002
DirnrmerRGE.RGE.Green RGE-Green Dib4x_01_003

DimmerRGE.RGE Blues RGE-Blus Dke_01_004

_D4Channel Levell Diirnrner Dbd=_01_005

_D4Channel Level2 Diirnrner Dbdx_01_006

_D4Channel Level3 Diirnrner Dibdx_01_007

_D4Channel Leveld Diirnrner Dib4x_01_008

_04Channel 1.Levell Diirnrner Dbdx_01_009

_D4Channel 1 Level2 Diirnrner Dbd=_01_010

_04Channel 1 Leveld Diirnrner Dbd=_01_011

_04Channel 1. Lewveld Diirnrner Dbdx_01_012

_04Channel_2 Lewvel Diirnrner Dbdx_01_013

_D4Channel 2 Level2 Diirnrner Db _01_014

_D4Channel_2 Leveld Diirnrner Dh_01_015 "
Copy Paste Rewert Reset Center Filter by | a1 "

Calibrating Fixture Settings
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When setting-up and programming lamps for a show, there are a few things that should be kept in
mind:

e ltis not wise to frequently turn lamps on and off because it wears out the filament much
faster, reducing the life of the bulb. The best thing to do is to select an “off” level that is
still on, but at a very low level.

e |tis unnecessary to run a lamp at 100% when a lower level is sufficient. This also
improves bulb life.

e Bulbs are usually non-linear, meaning that setting a level of 50% does not appear to turn
the light on half brightness.

Use the Low, Med and High to compensate for each of the above issues. Use the Low and High
sliders to setup a “virtual” range of lamp levels to be used during timeline playback. If desired,
enable the Mid slider to make the lamp control more “linear.” Once set, you can test your settings
using the Test slider. A simple procedure for setting-up lamps is as follows:

1. Select the fixture channel you wish to calibrate.

2. Drag the Low slider and pick a lamp level that is barely visible. (The lamp level will
change to reflect the level of the slider the moment you start sliding it).

3. Drag the High slider to set the lamp level to the maximum brightness level you believe
you will need.

4. |If desired, check the Mid checkbox to enable the Mid slider, and then drag the slider until
the lamp level appears to be at roughly half brightness.

5. Drag the Test slider up and down to test your settings. It should appear to go up and
down smoothly. If not, adjust the Mid slider until you are happy with the results.

6. Repeat steps 2-6 for each channel you wish to calibrate.

Important note: If the Mid slider is enabled, the method uses a parabolic function to help
compensate for lamp linearity problems. If you notice strange “dips” or “rises” in the lamp intensity
as you move the Test slider, then you may have positioned the Mid slider too close to one of the
other two. Positioning the Mid slider a little closer to the center of the range should eliminate this
problem.
Setting Range of Motion for Moving Heads
You can use the lamp calibration window to set the range of motions for moving heads:

1. Select a channel that controls motion.

2. Make sure that the Mid slider is disabled (uncheck the Mid box)

3. Adjust the Low and High sliders to encompass the desired range of motion.

4. Verify the range using the Test slider.

Channel Rest Setting (SC+ and above only)

The Turn Lamps Off function in the Devices menu of the VenueMagic main menu as well as the
Turn off lamps after playback settings in the Timeline Fixture Control Options, Playlist Lamp
Options and the Envelope Editor Settings windows are all functions that set channel output
values to zero for the described condition. In many cases, a channel value other than zero may
be desired. For instance, turning a lamp “off” in the case of certain lamps requires setting a gobo
or color channel to a “black out” setting, which may not necessarily be at zero. Animatronics and
other position control devices my also need defined a “rest” or “home” position that is not at zero.
Use this slider to define a rest position that is used instead of zero for the conditions described
above.

Ease-in/out Setting (SC+ and above only)

This feature is primarily a safety feature for control of motion axes in animatronics and other
devices. Adjust this slider to adjust the maximum acceleration that can occur on this channel. Any
level commands sent to the channel will first pass through this acceleration limiter to prevent any
fast, jerk movements that may damage*. The higher the slider value, the lower the acceleration.



Try experiment with different setting, testing them with the Test slider, until you find one that best
suits your situation.

This should not be confused with the ease-in/out functions associated with the Timeline Fixture
Control Options and the Project Options, which are independent and not related to the Calibration
window ease-in/out function.

*Note: Please review the VenueMagic End User License Agreement which limits Entertainment
Sciences Group, Inc’s liability with respect to damage to equipment arising out of the use of
VenueMagic products.

Copy and Paste Settings
You can copy the settings of a selected channel into another channel by doing the following:

1. Select the channel you wish to copy settings from.

2. Click the Copy button.

3. Select the channels you wish to paste settings to (hold down the Ctrl key to select
multiple channels).

4. Click the Paste button.

Additional Functions
Revert Restore calibrations settings for a selected
channel to the values it had before being selected.

Reset Restores calibration settings to their default
values of Low=0%, Mid=50% and High=100%.

Filter by Select the channel type to filter the channel list by,
or select All to chow all channels.

Zero All Levels Sends a zero level command to all channels.

(Not available in SC+) Does not affect calibration settings.

Invert level Tells VenueMagic to invert any level command

sent to the selected level so that a value of zero
corresponds to full on and 100 corresponds to full
off. Inversion takes place before scaling, so that
the set min and max levels are not affected.

Using Arrow Keys to Adjust Levels

Use the up/down arrow keys on the keyboard to make small adjustments of 0.01% on the
selected slider. By simultaneously holding down the Shift key, up/down arrows will adjust the
selected slider by 0.1%.

Setting Level Values Directly
Double-click on a Level scaling or Ease in/out level display to open the Set Calibration Level
window. From here you can set level values directly.




Double-click

evekscalig Ease infout
498 56.72 90.55 3498 100.00
'@

Exporting/Importing Calibration Profiles (SC+ and above only)

Once the desired calibration settings have been set for all channels, they are saved within the
main project file. It is also possible to export them to a separate file so that they can be loaded at
a later time. This feature is useful in situations where the same project will be used at multiple
locations with the same fixtures, but where different calibrations values are required for each
location.

To save all calibrations settings to a file, click the Export button, then select a target file from the
browser.

To load a previously exported calibration file, click the Import button, then select the file that
contains the desired calibration information from the browser. Importing a file erases and
replaces all currently existing calibration settings.

Important Note: The Import function is non-reversable.

Set Calibration Level Window
[ Set Calibration Level l-?&-r

S
4,93 s —
Cancel

(% 4

Low Level:

Opened by double-clicking on a Level scaling or Ease in/out level value display in the Calibrate
Lamps window. Enter an exact value for the desired calibration setting level. Must be a number
between 0 and 100.

Channel Routing

(Only Available for VenueMagic Classic and above)

Control channels or group of channels from an external source. External sources include MIDI
input and the Virtual Control Surface (VCS).




I iFilter by routing aroup I»’-‘«II Urassigned =|  EditRouting Group List .. | Add...
Input Channel | Output Channel | Merge Mode | Routing Group | m
Dkde_00_00 _04Channel. Lewell Defaul <Unazzigned: Edi... |
DiMe_00_002 _MChannel Level2 Default < Inassigned:

Dkf_00_003 _04Channel Lewel3 Defaul <Unazzigned:

Dibi<_00_004 _MChannel Leveld Default <|Inassigned:

MIDI_01_CTRL_00S DJ_Spat_250 Pozition. Pan Default SliderE ank.2

MIDI_N_CTRL_008 £2025 Pozition. Pan Defaul SliderB ank1

IDI_02_CTRL_008 0J_Spot_250 Position. Tilt Default SliderBank2

MIDI_02_CTRL_008 £2025 Pogition. Tilk Defaul SliderB ank1

tIDI_03_ CTRL_008 0J_Spot_250.Color Default SliderBank?

MIDI_03 CTRL_003 AZ025. Colar Ciefault SliderB ank1 .
MIDI_04_CTRL_008 DJ_Spat_250 Gaobo Default SliderB ank2 ez ity [
MIDI_04_CTRL_D0S A2025 Gobo Default SliderBank Enable overide: [
MIDI_05_CTRL_008 Du_Spat_250 Selzction Defaul SliderB ank2 Est Chl |
hID1_05_CTRL_008 A20258.5 hutter Diefault SliderB ank1

MIDI_05_CTRL_008 A2075 Level Scals SliderBarnk]

To add a channel route, click on the Add button to bring up the Add Channel Route dialog
window. Likewise, you can remove selected channel(s) by clicking on Remove. The Edit button
brings up the Edit Channel Route window, which is identical to the Add Channel Route window.

Beside each route entry is a checkbox that can be used to enable (checked) or disable
(unchecked) the route entry. Uncheck the Enable routing checkbox to disable general channel
routing. The Enable override checkbox will let you enable/disable all routes with the merge mode
set to override.

Click the Ext. Ctrl button to setup external control of enabling/disabling general routing and
routing override (see General Channel Routing External Control).

To show routes only for a single routing group, check Filter by routing group and select the group
you would like to see.

To add, remove or edit routing groups, click on Edit Routing Group List to bring up the Channel
Routing Groups window.

Add Channel Route

Sets up a new channel route in the Channel Routing window.



[Edit Channel Route

Input charnnel:

MIDI_01_CTRL_002 |
Qutput channel:

Comeliusé, P2
Routing group: I;M|D| Eabastian v‘ Edit Routing

. Group List...
[7] Zero level when routing group changes P

Set variable when routing group changes: | TelemetmBActive -

Enable/dizable route with external control; Threshaold %:
[ &ssign to ShowModes device:
[ (0] 4 ” Cancel I

l j

Input channel The input channel that will be routed to the output
channel. Click the adjacent Select button to bring
up the Select External Control window.

Output channel The output fixture, channel or group. Click the
adjacent Select button to open the Select
Channels window.

Routing group Select the routing group to assign this route to, or
set it to “<Unassigned>". This route is enabled
only when the routing group is active. Routes that
have not been assigned to a routing group are
enabled regardless of which routing group is
currently active.

This item defaults to the current group shown in
the Routing Group Selector on the main menu tool
bar (see Channel Routing Groups).

This setting is not available when the route has
been assigned to a ShowNodes device.

Merge mode Select how the input channel will affect the output
channel. See Fixture Channel Merge Modes.

Enable/disable Route Check this box if you would like enable/disable the

with external control: route with an external control. Input sources and

thresholds for enabling and disabling the route
can be set independently. The Select Enable
Source and Select Disable Source buttons will
each bring up the Select External Control window
for selecting the enable source and the disable
source, respectively. This is the equivalent of
checking/un-checking the route enable box in the




Zero level when routing
group changes

Set variable when
preset changes

Assign to ShowNodes
device

channel routing list in the Channel Routing
window.

Check this box and the routing level for this
Channel Route is set to zero when the preset that
this route is assigned to is selected.

Check this box to have the current value of the
routes input assigned to a variable in the Variable
Table. Since variables can be redirected to MIDI
controller outputs, this feature becomes very
useful for controlling motorized slider consoles
being used in conjunction with channel routing.

This setting is not available when the route has
been assigned to a ShowNodes device.

Check this box to assign the channel route to a
ShowNodes node. Select a node from the
adjacent drop list.

| Azzign to Showhodes device: |§Deande Pw |

This list will only show project nodes that are
capable of doing channel routing. Changes to
these settings will not take effect on the selected
node until the next Build & Upload.

Checking this box disables Routing group
selection and the Set variable when preset
changes feature.

If a fixture is selected as an output channel, all channels in the fixture will be simultaneously
affected by input channel. The same will happen if a group or a channel with sub channels is

selected. (See: Fixtures, Group Builder).



General Channel Routing External Control

x
¥ Enable/disable Routing with external contral: Thresheld %%:
Select Enable Source... | |J5_1_BTN4 |U|
Select Disable Source. .. | |J5_1_5'-|-N':’f I 0
[¥ Enable/disable Override with external contral: Thresheld %%:
Select Enable Source... | |J5—1—ETN5 ID
Select Disable Source... | |J5—1—ETN5 ID

¥ Navigate routing groups with external control:

Mext Group Source... | 5_1 BTG I 0
Prev Group Source... | |J5—1—ETN7 I a
Last Group Source. .. | |JS_1_E-'TN8 I a

You can control general routing and override routing using external controls. This is the
equivalent of checking/un-checking the Enable routing and Enable override boxes in the Channel

Routing window.

Enable/disable Routing
with external control

Enable/disable Override
with external control

Navigate routing groups
with external control

Check this box if you would like enable/disable
general routing with an external control. Input
sources and thresholds for enabling and disabling
the route can be set independently. The Select
Enable Source and Select Disable Source buttons
will each bring up the Select External Control
window for selecting the enable source and the
disable source, respectively.

Check this box if you would like enable/disable all
override routing with an external control. Selecting
an external control is identical to selecting one for
general routing (above).

Check this box if you would like to enable routing
group navigation. Then set up an external control
as the source for each of the following functions:

Next Group — causes the activation of the next
routing group in the list (relative to the currently
active group).

Previous Group — causes the selection of the
previous routing group in the list.

Last Group — causes the activation the routing
group that was active just before the currently
active group was selected. For instance, if group



“A” is selected, followed by group “C”, the Last
Group function will restore “A” as the active group.

Channel Routing Groups
(Only Available for VenueMagic DMX+AV and above)

x
Routing Group | External Contral | Add
SliderB ank1 JS 1 BTH13
SliderB ank2 JS_1_BTH14 Remove |
SliderB ank3 JS_1_BTH15

¥ Enable extemal control for group— Select... | Threshold: |5EI Cancel

0K

i

Channel routing groups enable you to enable/disable multiple channels routes at a time. This has
many applications, the most obvious of which is setting up slider banks where a limited set of
sliders can control an unlimited number of channels simply by changing the slider bank.

The Channel Routing Groups window manages the routing groups available in a project. It is
accessed by clicking on the Edit Routing Group List button in either the Channel Routing or
Add/Edit Channel Route windows.

Routing Group list

Add

Remove

Enable external control
for group

Lists routing groups and associated external
control channel (if any). If no external control
channel is selected, “<Disabled>" is displayed.

Click this button to add a routing group to the list
with a default name. The Routing Group column
for the new group is enabled for editing so you
can enter a name for the group.

Change the name for an already added routing
group by selecting the group, and then clicking in
the Routing Group column.

Click to remove selected routing groups from the
list.

Check this box to enable external control of the
currently selected routing group. Next, click Select
to bring up the Select External Control window,
select an external input, then fill in the appropriate
threshold value (see Understanding Threshold
Values).

When the selected external input is received with
the proper threshold value, this group will be



selected by the Channel Router.

Real-time Selection of Routing Group
Only one routing group can be active at a time. There are three ways to select the currently active
routing group:

1. Manually select a routing group using the routing group selector in the applications main
tool bar.

B | SliderBank

Routing Group
Selector

2. External control:
a. Activate a specific routing group (Enable external control for group checkbox
above)
b. Navigate through presets sequentially (see General Channel Routing External
Control).

3. Using the Set Routing Group event.

Unassigned Routes

If a channel route is not assigned to a routing groups it will display “<Unassigned>" in the
Channel Routing list. Unassigned routes are active at all times regardless of the currently
selected routing group.

Channel Expressions
(Only Available for VenueMagic SC+ and above)

Channel Expressions lets you control output channels as a mathematical relationship that
includes external inputs and other outputs. In some ways its function is similar to that of channel
routing but allows for more complex control than simply a single external input to an output.

Channel expressions are used in situations where outputs need to be controlled as a combination
of different sources (inputs and other outputs). Suppose you wanted to control an animatronic
motion that required two or more motors working together in a coordinated fashion to achieve that
motion. A good example of this would be a two-channel articulated jaw. Controlling one channel
at a time would move the jaw diagonally in a strange, contorted way. However, moving both
channels together would allow the jaw to open and close and to move from side to side.

From the main menu, select Devices 2Setup Channel Expressions... to open the Setup Channel
Expressions window. You can also open the window by right-clicking on a channel in the Edit
Fixture Settings window or by right-clicking on a fixture or channel in the Fixture folder of the
Project window and selecting Edit Expression...



Sources/Library
Inputs | Qutputs IFuncﬁons
Name Input Add
JawLR VCS-018 (Mew Group 3.Jaw LR) = Apply
JawoC WCS-017 (New Group 3.Jaw OC)

=

Expression

JawlLR+JawOC Check

Qutput Channels
Name Output Merge Mode Select

Outputs

Eye_Lids skull1.Eye_Lids Default 21
Eyes LR Skull1.Eyes_LR Default Chedk al
Skul L Jaw_Left
Jaw_Right Skull. Jaw_Right Default
Meck_Left Skull1.Meck_Left Default
Meck_Right Skull1.Meck_Right Default

This window is divided into three sections: Sources/Library, Expression and Output Channels.

Sources/Library
Here is where you assemble the sources you will need to build your channel expressions. Items
listed in this section can be dragged into the Expression field, or inserted at the current cursor

position by clicking on the button. These three tabs are included:

Inputs
Sources/Library
Inputs | Qutputs I Functions
MName Input Add
Inputs
JawLR WCS-018 (Mew Group 3.Jaw LR)
JawOC VCS-017 (New Group 3.Jaw OC)
=

Select the Inputs tab to show a list of selected external inputs. To add to this list, click the Add
Inputs button. This will bring up the Select External Control window, from which you can select
the desired external inputs. To remove inputs from the list, select the inputs(s) to remove and
click on the Remove button. The Edit button brings up the Select External Control window so you
can change the associated external input source for the selected input.




The input list has two columns. The “Input” column shows the fixed name of the external input.
The “Name” column shows a user-specified name for each item which will be used to reference
the associated input in the Expression field. The name can be changed by first selecting the
desired item in the list and clicking on the name field. A new name can then be entered.

Inputs | Quiputs | Functions

MName Input

VC5-018 (MNew Group 3.Jaw LR)

JawOC VC5-017 (New Group 3. Jaw OC)

Outputs

Sources,Library

Outputs | Functions
Name Output & Select

Outputs

Motion 1 RobotHead.Motion1
Motion 10 RobotHead Motion 10 =
Motion11 RobotHead . Motion11 —
Maotion 12 RobotHead Motion12 3 =i
Motion2 RobotHead.Motion2
Mation3 RobotHead Motion3
Motion4 RobotHead Motion4
Motion5 RobotHead Motion5 % >

Select the Outputs tab to show a list of selected outputs. To add/remove items to this list, click the
Select Outputs button to open the Select Channels window. Similar to the Inputs tab, each item
can be renamed by the user.

Functions
Sources/Library

Function Description it n
ABS Absolute value - ABS(value) = |
ACC Accumulates value over time - ACC{valug) —| | Remave
ACOS Arccosine - ACOS{value)
ASIN Arcsine - ASIN(value) =
ATAN Arctangent - ATAM(value)
BIT Bit bitnum is set in value - BIT(bitnum, value)
Cos Cosine - CO5(radians)
COsH Hyperbalic Cosine - COSH{radians) & =

The Functions tab shows a list mathematical functions that can be included in a channel
expression. Each function includes a brief description.

Expression
Expression
Jawl R+JawOC Check

The expression field contains a mathematical expression to be applied to the currently selected
output in the Output Channels list using the channels default merge mode. Expressions can
include the following components:

Operators

Arithmetic: The following arithmetic operators are supported:
+ Addition
- Subtraction

* Multiplication




/ Division

% Modular division (returns the
remainder when two integers are
divided)

<< Bit shift left

>> Bit shift right

** Raise a value to a power

Comparator: The following comparison operators are supported. Comparison statements resolve
into 1 if true, O if false:

Is equal to

< Is less than
> Is greater than

<= Is less than or equal to
>= Is greater than or equal to
<> Is not equal to

Boolean: The following Boolean comparison operators are supported. boolean
statements resolve into 1 if true, O if false:

AND Logical AND

OR Logical OR

NOT Logical inversion

XOR Logical XOR

Bit-wise: The following bit-wise operators are supported:

& Bit-wise AND
| Bit-wise OR
~ Invert-bits
~ Bit-wise XOR

Math Functions: The following math functions are supported (all trigonometric functions are in
radians):

ABS (X) Absolute value of x.

ACC (X) Keeps a running sum of x.

ACOS (X) Inverse cosine of x.

ASIN (X) Inverse sine of x.

ATAN (X) Inverse tangent of x.

BIT (X, Y) Evaluates bit x of the integer y. Returns 1 if set, O
if not set.

COS (X) Cosine of x.

COSH (X) Hyperbolic cosine of x.

EXP (X) Exponent function e*.

HOLD (X ,t) Samples x and holds it for t seconds. This
function is useful for sampling random numbers.

LOG (X) Natural log of x.

LOG10 (X) Log base 10 of x.

MAX (X, Y) Returns the maximum value between x and y.

MIN (X, V) Returns the minimum value between x and y.

RND (X) Returns a random number between zero and x-1.

SIN (X) Sine of x.

SINH (X) Hyperbolic sine of x.




SORT (X) Square root of x.

TAN (X) Tangent of x.

TANH (X) Hyperbolic tangent of x.

Special Variable and Constants

t Current application time in seconds.
dt Change in time since last expression evaluation.
PI 3.14159265

Output Channels

Output Channels

Mame Output Merge Mode \E/
Eye_Lids Skull1.Eye_Lids Default e
Eyes_LR Skull 1.Eyes_LR Default
Jaw_Right Skull 1. Jaw_Right Default

Meck_Left Skull 1.Neck_Left Default

Meck_Right Skull 1.Medk_Right Default

The Output Channels section lists the fixture channel outputs that are to be affected by channel
expressions. To add/remove channels from the list, click on the Select Outputs button to open the
Select Channels window. The Name column can be set by the user (similar to the Inputs list).

Channel Expressions can be enabled/disabled individually, without removing them, by
checking/un-checking the associated checkbox.

Applying Changes

Expression changes can be applied to outputs while the Setup Channel Expressions window is
still open by clicking on the Apply button. At this time, all channel expressions will be checked for
errors and then applied. You can also check the currently displayed expression by clicking on the
Check button in the Expressions section.

Projects

VenueMagic organizes all of your fixtures, groups, audio files, timelines, playlists, cue button
settings, Fixture Preview settings, VCS settings, channel routing settings and a number of other
settings into projects. Think of a project as being the basis for your “show” with each different
show being stored in a different project.

When VenueMagic runs for the first time, it automatically creates a project for you and gives it the
name “Projectn” where n is the next available project number. From then on, VenueMagic will
always load the project you were working on when you last exited the program.

Project Options
These options apply specifically to the currently loaded project.



Project Editor Settings

Project Options

Save on exit
®F

() Save automatically

(") Mbandon changes

Add tracks to new timelines

Editor  Audio  Fisture Control = Security  Quality VMNet  Telne/ * | *

[] Export profile file when saving timelines

Cancel Help

x

Save on exit

Export profile file when
saving timelines

Add tracks to new
timelines

Specifies how VenueMagic will deal with unsaved
modified files when the application is shut down.
By default, the Prompt before save option is
selected, which will prompt the user to save
unsaved files before shutting down.

Select Save automatically, and changes will be
saved on exit with no user interaction.

With Abandon changes selected, any unsaved
changes will be abandoned when the application
shuts down.

Check this box to automatically generate a profile
file each time a timeline is saved. The exported
file will have the same path and name as the
original, but with a .vcp extension.

Check this box if you would like an audio and
control track automatically added to a new
timeline when created. If unchecked, newly
created timelines will be empty.



Project Audio Settings

| Editor | Audio | Fadure Control | Security | Qualty | VMNet | Telne * | *

[ Default Audio Export Settings... ]

Default Audio Export Settings

Certain Project, Timeline and Playlist export plug-ins that export audio require default settings for
audio export (see Exporting Projects, Timelines and Playlists). Click in the Default Audio Export
Settings button to bring up the Setup Audio Export Window where these default settings can be
set. Note: some audio export settings will not be available and are grayed-out.

Project Fixture Control Settings

Dptions

Editor | Audio | Fiture Cortrol | Security | Quality | VMNet | Telne * | *

[V]:Easedn "fodure level off” commands

Easedn time (secs): 5

Ease-in Settings

The project ease-in setting sets how many seconds it will take to execute a Fixture level-off
function. Rather than sending all channels immediately to zero (or rest position — see Calibrate
Lamps), you can check the Ease-in “fixture level off” commands box and set the Ease-in time



(secs) value, which will cause channels “ease” to the zero position over the number of seconds
provided.

Project Security Settings

| Editor | Audio | Fdure Control | Securty | Quality | VMNet | Telne + | *

Hide main window {require password to unhide)

Enter password:  wewewel

Verfy password:  ssses

This tab lets you to enable the mode. In this mode, VenueMagic does not allow any
programming or editing. When VenueMagic is executed, only the VenueMagic Runtime window
is shown. Enter and verify a password that will be used for restoring VenueMagic to normal
operation. Do not forget this password. Once this mode is activated, only the password will
restore VenueMagic.

VenueMagic Runtime El_lﬂ—hJ

Cue list

Cue Time Rem Status

MNewDMxXTest4 5. 10 10.56 Play (BG) Stop Al

VideoTest 5. 70 45,30 Play (BG)

AudioTest 5,66 178.54 Play (BG) Restore
Editar

About
VenueMagic

Exit




The VenueMagic Runtime window provides only a few VenueMagic functions. The Cue list
shows everything the VenueMagic Cue List shows. Click Restart to trigger all Cue Buttons with
the Auto play box checked in the Cue Buttons Properties General Tab. These Cue Buttons will
also be triggered when VenueMagic is executed in this mode.

Click Stop All to stop playback of all timelines in the Cue list.

Click Restore Editor to restore VenueMagic to the normal non-runtime mode. The previously
entered password must be provided upon request.

Click About VenueMagic to bring up the About VenueMagic window.

Click Exit to exit VenueMagic.

Project Quality Settings
(Only Available for VenueMagic DMX+AV and above)

=)

Editor ] Lamps Guality IVMNB’E] Telnet] \ﬁsualizer] Motes ]

Lamp control quality

" Precision playback

Lamp preview refresh
" Slow
* Medium
" Fast

oK | Cancel

Lamp control quality

This setting gives you some control over the VenueMagic update cycles based on the needs of
your application. High update rates are more precise but limit the number of channels and the
level of timeline complexity that can be controlled accurately at that rate. Low settings will handle
more channels and greater complexity, but at the expense of lower accuracy. The Medium
setting is a compromise between the two.

The best way to determine a proper setting is to pick the one you desire, and then observe the
Cycle Load gauge at the bottom right of the application window. If it starts to drift into the red
zone while your timelines are running, then you should probably select a lower quality.

Precision Playback (SC+ and above only)
Precision playback mode is used when a high level of accuracy is required, though it does have
certain limitations. Enabling precision playback mode does the following:
e Lamp control is output to hardware at an average of 30 fps with a variance of at most +/-
3ms per frame.
e Lamp control data is taken from each timeline at intervals of precisely 33.333 ms
intervals.
e Output data is pre-queued to help guarantee accuracy and consistency of control.



Lamp control quality
" Low
" Medium

g

Q frames: l@

The Q-frames setting lets you adjust how many frames are queued in the precision playback
mode.

Precision playback should only be used in certain situations. For additional details, see Using
Precision Playback Mode.

Fixture Preview quality

Similar to the Lamp control quality, this lets you set the accuracy of the Fixture Previews. If too
many lamps in the preview screens are updating at a fast rate, it could impact the overall
performance of VenueMagic.

Note: For Fixture Previews to function while in precision mode.

Project VMNet Settings

(Only Available for VenueMagic SC+ and above. Some features available in DMX+AV)

x
Edtor | Lamps | Qualty VMNet | Notes |
[V Enable VMNet server  Getyp |
VMNet Clients:
Name | Server ] Status |
ESG5
[ MyClient2 ESG3 No server
[ MyClient3 ESG4 Closed
Ad | Edt | Remove |
[ ok | cConcel | Hep
Enable VMNet server Check this box to enable the VMNet Server. Click
Setup to open the VMNet Server Settings window.
VMNet Clients This is a list of VMNet clients that have been

created for the project. To create a new VM
Client, click the Add button.



Add

Edit

Remove

Click this button to add a new VMNet Client. This
will open the VMNet Client Settings window.

Opens the VMNet Client Settings window for the
currently selected client.

Click to remove selected clients from the VMNet
Clients list.

For more information on VMNet servers and clients, see VMNet.

VMNet Server Settings

This window sets up the VMNet server.

VMHet Server Settings

v Accept events
¥ Accept sync
¥ Enable plug-in services

Pass code: IU
Part: I 55221

Cancel

x|
_ concdl |

Accept events

Accept sync

Enable plugin-services

Pass code

Port

Check this box to enable the VMNet Server to
process remote event execution messages sent
by VMNet clients.

Check this box to enable the VMNet Server to
process time code messages sent by a VMNet
Time Code Source.

Check this box so the VMNet server will process
messages from a VenueMaagic plug-in running on
another application.

Enter in a VMNet Pass code. Can be a number
from O to 2147483648. (See VMNet Pass Codes).

IP port address of the server. This is an advanced
setting and, in nearly every case, should be left at
its default value. The only time is should be
changed is if there is a conflict with another
application using the same port, which is unlikely.
Consult your network administrator if this is a
problem.



VMNet Client Settings
Setup VMNet Client.

VMNet Client Settings x|
Client name: IVMNetCIient oK |

Cancel |
Server name: IESGE D

Pass code: I 0
Paort: I 55221

Client name Name used by VenueMagic features to identify
client.
Server name The name or IP address of a VMNet server. Click

the J button to bring up the Available VMNet
Servers window.

Pass code Enter the pass code of the selected server.
Port Enter the IP port address used by the selected

server (see Port field description in VMNet Server
Settings window.

Available VMNet Servers

Available VMNet Servers x|
Select VMMNet server:
SErver | IpAddress | WM Type | Version |
197, 168. 1. 106 2.5.10 BETA Cancel |

Find Servers |

Shows a list of all VMNet servers currently detected on the network. Select the desired server
and click OK. Click Find Servers to refresh the list. In some cases, it may be necessary to click
Find Servers a couple of times to get a complete list.

After OK is clicked, the Select Server Reference window appears.



Select Server Reference

Reference server by

& Name (ESG5)
1P Address (192.168.1.104)

Select whether to use the VMNet server name or IP address to reference the server. If you select
Name, then the computer name of the server will be used. The advantage to this is that you can
let VenueMagic figure out which IP address is associated with the server. The disadvantage is
that it is slower and a lot of VMNet activity with that server will impact the performance of

VenueMagic.

Selecting IP Address will result in faster, more efficient communications with the server (hence
little or no performance hit). However, if your network router chooses to reassign your VMNet
server’s IP address, you will have to manually select the new IP address.

Project Telnet Settings
(Only Available for VenueMagic SC+ and above.)

Configures Telnet server and client settings for project.

Project Options

x|

" Editor I Lampsl Qualityl VMNet  Telnst |No‘fes I

¥ Enable Telnet server Setup... |

Telnet Clients:

Mame

| Server | Status

VM TelnetCliert

Add |

192.168.1.25

No server

Edit | Remove |

o ]

Cancel | Hep |

Enable Telnet server

Telnet Clients

Check this box to enable the VM Telnet server. Click
Setup to open the Telnet Server Setup window.

This is a list of Telnet clients that have been created
for the project, the server name or IP address and
the connection status. Check/uncheck the box next
to client Name to open/close the client’s connection
to the server.

The Status field can be one of the following:
Closed - connection is closed
Waiting — waiting for the server to respond and



Add

Edit

Remove

Enable Telnet

Telnet Server Setup

negotiate the connection.

Connected — a successful telnet connection has
been established.

Cnx Error — Results when an internet error occurs.
Can also result when client does not understand
server’s responses (see Expected server responses
section of the Telnet Client Setup window).

Invalid login — Server reported that login and or
password were invalid.

Uncertain — Client could not determine if login was a
success based on the response of the server (see
Expected server responses section of the Telnet
Client Setup window).

No server — A telnet server was not found at the
specified address.

To create a new client, click the Add button.

Click this button to add a new Telnet client. This will
open the Telnet Client Settings window.

Opens the Telnet Client Settings window for the
currently selected client.

Click to remove selected clients from the VMNet
Clients list.
Name used by VenueMagic features to identify client.

Sets up the VMNet Telnet server.

Telnet Server Setup

¥ Require login:

User name: I user Cancel
Password: I password

[ Quiet mode
™ Echo characters

Prompt text: IVMTeInet>
Errar prefix: IERROR:

ECL string: [CRI[LF]

X
_ el |

Require login

Quiet mode

Echo characters

Check this box if the server should require a login.
Then enter the user name and password the
server will require.

Check this box to prevent the server from sending
back any characters to the client.

When checked, the server echoes back every



Prompt text

Error prefix

EOL string

Telnet Client Setup
Sets up a Telnet clie

Telnet Client Settings x|

character it receives from the Telnet client.
Prompt text Telnet server shows after a
successful login to indicate it is waiting for a
command from the client.

The text that will precede any error messages
returned by the Telnet server.

Appended to the end of every line of text sent by
the server.

nt.

Client name: I yMTelnetClient]

Server address: |192.168.1.25 Cancel |

¥ Use login:
User name:

Password:

User name
prompt text:

Password
prompt text:

Login success
text:

Login failed
text:

—Expected server responses

I admin

I Login:

I Password:

| g

I Login incorrect

Client name

Server address

Use login

Username
Password

An arbitrary name identifying the telnet client.

The computer name or IP address of the telnet
server the client will connect to.

By default, this box is checked. Uncheck it if the
telnet server this client will connect to does not
require any type of login.

Enter the username and password the telnet
server requires.

The Expected server responses section is where you tell the VenueMagic telnet client how to
recognize prompts received from the telnet server. The default settings are sufficient in most

cases but should be

modified as required.



User name prompt text This is the text the client should expect from the
server to indicate that the server is requesting a
user name be entered. Exact text is expected
(case is ignored).

Password prompt text Text expected from the server to indicate a
password request. Exact text is expected (case is

ignored).

Login success text All or part of the prompt indicating that login was
successful.

Login failed text Text indicating that login failed. Exact text is

expected (case is ignored).

Project Visualizer Settings
(Only Available for VenueMagic Classic and above.)

Configures interface to Capture Polar™ Visualizer.

Editor ] Lamps ] Qual'rt'_.r] WMMet ] Telnet Visualizer l MNotes ]
[v Enable Capture visualizer interface

Select active visualizer:

Mame Status

Capture 2005 @ ESG-PRESARIO (192.168.1.105)

Add | Remove |

o |

VenueMagic supports interfacing to the Capture Polar 3D Visualizer versions 2.8.11 and above.
The Capture Polar visualizer is not included with VenueMagic and must be purchased separately
(http://www.capturesweden.com). Check Enable Capture visualizer interface to enable this
feature.



http://www.capturesweden.com/

The interface is Ethernet-based, so you can run Capture Polar on the same computer or on
another computer. Since both Capture and VenueMagic require a lot of processor power, it is
recommended that you run them on separate computers unless you have a lot of memory and
processing power. Computers running separately need to be connected to the same local area
network.

The Select active visualizer: list shows all of the instances of Capture Polar you have registered
with your VenueMagic Project and their current status. The list columns are:

Name The name of the registered instance of Capture.
Status The current status of the instance. Can be one of
the following:

Closed - This instance of Capture is currently not
running.

Opening — VenueMagic has connected with
Capture and is sharing information.

Opened — Connection has been established and
Capture is ready for use.

Error — A communications error has occurred.
Close down Capture and VenueMagic and try
again.

If no instances have been registered, this list will be empty.

To register an instance, click Add to bring up the Connect to Visualizer window.

Mame Type State
apture 2005 @ ESG-PRESARIO (192,168, 1. 10 | Visulizer | Running |
0K | Cancel |

This list shows every instance of Capture Polar currently running on the network or on the same
computer, along with the Type and State information reported back by capture. Select the
instances you wish to register and click OK.

Once an instance of Capture has been registered, it will remain on the Select active visualizer list
even when it is not running. Registering Capture instances in this fashion is necessary to enable
VenueMagic to keep track of Capture project information within the VenueMagic project file.

Although you can have multiple registered instances, VenueMagic will control only one at a time.
In the Select active visualizer list, check the instance you would like VenueMagic to control.

Click Remove in the Visualizer Settings window to remove an instance from the list.



For information on mapping VenueMagic fixtures to Capture fixtures, see the Add Fixtures
section.

Project Window

Project Folders

Open Files List

Project Folders

Audio Contains all audio files that have been imported into the
project. To import audio files, right-click on the folder and
select Import Audio File to import one or more individual files
in a single directory or Import Audio Library to search an
entire folder and its subfolders for audio files and import
them. Import Audio Library also retains the folder structure
the files are found in. Only wave (.wav) files, MP3 and
Windows Media (.wma) files are supported.

Video Contains all video files that have been imported into the
project. To import video files, right-click on the folder and
select Import Video File to import one or more individual files
in a single directory. Most video formats are accepted.

Fixture Provides easy access to all of VenueMagic’s built-in fixture

Effects effects (see: Fixture Effects).

Events Provides easy access to all of VenueMagic’s built-in events
(see: Event Tracks).

Timelines Contains all timelines that have been added to the project. A

new timeline is automatically added to this folder when it is
saved for the first time. (See: Timelines, Importing Timelines
and Playlists from another Project ).

Playlists Contains all playlists that have been added to the project.



Functions similarly to Timelines folder. (See: Playlists).

Fixtures Contains all of the fixtures that have been added to the
project. To add fixtures to the project, double-click on this
folder to bring up the Add Fixtures window. You may also
double click on a fixture or channel within the folder to edit its
settings. (See: Fixtures).

Channel Contains all of the channel groups that have been added to

Groups the project. To add groups to the project, double-click on this
folder to bring up the Group Builder window. You may also
double click on a group within the folder to edit its settings.

Scripts Scripts are essentially plug-ins to enhance the capabilities of
VenueMagic. Scripts are available on the VenueMagic
website at www.venuemagic.com. Also see Scripts.

Adding, Deleting & Renaming Subfolders

To improve the organization of you project, you can add your own subfolders to the Audio,
Timelines and Playlists folders. Simply right-click on the desired folder or subfolder and select
Add Folder. Similarly, you may rename a subfolder or delete it (along with all of its subfolders).
Items and subfolders in the above-mentioned folders may also be dragged into other subfolders.

Renaming Timelines
You can rename a timeline in the project window by right-clicking on the Timeline and clicking
Rename. This will also rename the timeline file.

Open Files List

This pane lists all currently opened project files. Right-click on a file to bring up a menu with the
following selections:

Show File Brings the file to the front.
Close File Closes the file.
Reload File Timelines and playlists may make reference to other

timelines. If changes are made to a timeline currently
referenced by a currently open timeline or playlist, it may be
necessary to reload that timeline or playlist.

Add to If the timeline or playlist is not part of the current project,
Project select this to add it. This is another way of importing files into
the project.

Copy Project Settings

When a new project is created, you are given the option of copying over certain settings of the
last opened project to the new project.


http://www.venuemagic.com/

Copy Project Settings
[v Figtures & Groups

[v Channel rauting

[v Lamnp preview
v WIS Mixer

Audio Library

f* |Load default
" Copy current

" Leave empty

Fixtures & Groups Copy all fixtures and groups into the new project.

Channel routing Copy all programmed channel routes. Only permitted
if Fixtures & Groups is checked.

Fixture Preview Copy all Fixture Preview settings. Only permitted if
Fixtures & Groups is checked.

VCS Mixer Copy all settings for the Virtual Control Surface.

Audio Library Select how audio library should be copied over.
e Load default: Copy library from original
installation into new project.
e Copy current: Copy library from current
project into new project.
e Leave empty: Do not copy any library into the
new project.

Note: Only links to audio files are copied. The files
themselves are not copied.

Importing VenueMagic 2.1 Timelines and Playlists from another

Project

Opening a timeline created from a project other than the one currently loaded can pose certain
complications. The timeline may contain fixtures not included in the project or, even it the project
does contain those fixtures (or perhaps similar ones), how should substitutions be made?
Fortunately, VenueMagic has a solution for this, though it does require a little interaction from the
user.

Start by opening a “foreign” timeline into your project by selecting File>Open from the main
menu, and then selecting the timeline in the file list. VenueMagic will first check to see if all of the
fixtures referenced in the timeline are included in main fixture library or the user fixture library. If
some are not, VenueMagic will add them to the appropriate library and alert the user with the
following window:




Fixtures Added to Fixture Library x|

The following fixtures were added to the fixture library:

Fixture | Fixture type | Manufacturer | Library |
MyColorkeys RGE Lamp Colorkey ser
MyMNewFixturel Lamp Generic User
MyMNewFixture2 Moving Head Generic User

Click OK to continue.

Next, VenueMagic will show you a list of all of the fixtures referenced by the foreign timeline that
are not included in the current project:

x
The timeline you are loading was created in a project other than the cumently loaded project. In
order to load this timeline, VenueMagic will first need to add the fidures listed below to Universe 1
of your curent project.

Fitures to be added: rF_you"wm_JId I.i.ke VenueMagic to do this,
Accu_Scan_250 B
Auto_Spot_150 F

= - you would prefer to map these fidures to
CQLOF{bank_LED_HGB_Z fixtures that are already part of the cument
DimmerRGE project, click "Next.”
MyColorKey8
MyNewFidure 1
MyMNewFidure2

< Beck Mext > Fsh | Concel | Hep |

At this point, if all you want to do is add those fixtures to your project, simply click on Finish and
you’re done. Suppose, however, that you don’t own some or all of the fixtures in this list and you
need to replace them with similar fixtures that you do own. If this is the case, then click Next, and
you will see the following:



Select Ttem Replacements

1. This list shows fdures in the imported
timeline that can be replaced by fidures in this
project. Select a fodure in this list and then
check the fodure or fodures to replace it with in

2. This list shows shows project fodures that
can replace the imported fodure cumenthy
selected in the list on the left. F you wish to

import the selected fodure rather than replace,

the list on the right. do not check any replacements.

fccy Scan 250

ACCU oCan Lo

[ 46HP_LED 2 Channel_Mode

Auto_Spot_150_2

COLORbank_LED_RGE_2 ﬂn‘gpi—l :E 1
DimmerRGB 0_opot_ 1o
MyColorKey8 O cCoLORpalett=27
My NewFodure 1

MyMNewFodure2

3. When you have finished replacements for imported fodures, click "MNest” to fine tune your
replacements on the channel level,

< Back I

Next> | Firish | | Cancel | Hep |

List #1 on the left shows all of the new fixtures in the foreign timeline. At this point, nothing has
been added to the project yet. List #2 on the right shows all of the fixtures currently included in

your project. These fixtures will have been previously added by the user using the Add Fixtures
window.

Select the first fixture in List #1, then, in List #2, check the fixture you would like to replace with
the selected fixture. Then select the next fixture and check its replacement, and so on. Any
fixtures in List #1 that have not been assigned a replacement in List #2 will be added to your
project.

When you have finished selecting replacements, click Next.



Select Channel Replacements x|

1. The list to the right shows all | Fpeyre- b T

of the fixture replacements you L ; To a 'I“E |
selected on th i : =2l i Ll

Select  replacement to show | Adto_Spot_150_2 Auto_Spot_150_1

a list of fodure channel DimmerRGE COLORpalette7
replacements in the list below. Why Mew Fidure 1 46HP_LED__ 3 Channel_...

2. The list below shows how channels within the fodure will be replaced. VenueMagic has done
the best it can to recommend the best channel replacements. You can make chanages to this by
dragging the channels into the desired order. Click "Finish" when you're done.

Channel: To be replaced

»

In addition to selecting which fixture will replace another, you must also make sure that the
individual channels in the fixture are replaced properly. If you are replace a fixture with an
identical fixture this task is easy. However, if the two fixtures are not the same, VenueMagic may
need some additional help.

In List #1, you will see a summary of all of the fixture replacements that were assigned in the
previous screen. Select one of them, and List #2 will be populated with VenueMagic’s best guest
as to how the individual channels should be replaced. In most cases, VenueMagic will do a pretty
good job. However, if changes need to be made, you can click and drag channels on the right
side of this list to line them up with different channels on the left. This is, of course, subject to
certain rules. For more details on how to modify channel replacements, see Selecting Track
Channel Replacements, which functions similarly.

After you have verified (and perhaps corrected) channel replacements for channels, click Finish.
VenueMagic will then request that you save the foreign timeline under a different name so that
the timeline under the old name will belong to its original project. If you do not wish to change the
name, just save it with the same name in Save As file window.

Now, if you look at the Add Fixtures window, you will notice that the new added fixtures have
been assigned addresses and are displayed in a different color. They will remain in this color until
they are moved to a different address.



— Select Fistur Db Channel Mapping
Fiture: infio:

Iv Filter by manufacturer IAiweidy j | _
I Filker by fixture type IEalraIHaad - 123456789310

Fikture | Type [+

A-2025 Moving Head

A-2028 Moving Head

A-2029 Moving Head

a2068 Maving Head 58 | 59 | 60 | 61 |62 63 |

- oving Hea

A-2058 Moving Head mﬁl

A-2869 Moving Head

A-640 RGE Lamp

A-641 RGE Lamp

A-642 RGE Lamp

A-643 RGE Lamp

£-549 RGE Lamp

A-GE0LED PE4 RGE Lamp

A-661LED RGE Lamp

ABE2ZLED RGE Lamp

A-789 Lamp

A-B06 Scan Head

A-808 ScanHead

A-816 Scan Head

A-818 Scan Head —

4820 Lamp

A-836 Lamp

A-839 Lamp

A-848 Moving Head ;I LI
& Main librarg € User library - | ml LI Shaow universe: |1 - Fistures: 7 Channels 56

Now, let’s review what VenueMagic did while importing the foreign timeline into your project:

1.

2.

Fixtures used by the timeline were added to your fixture libraries if they didn’t already
exist.

You selected fixtures in the current project to replace fixture references in the foreign
timeline.

VenueMagic suggested channel replacements for each fixture replacement which you
verified or modified.

VenueMagic modified the foreign timeline with the fixture and channel replacements.
Fixtures that were not assigned a replacement were added to the project.

Importing VenueMagic 2.0 Timelines and Playlists from another
Project

Timelines created in VenueMagic 2.0 cannot be imported with fixture references because they do
not include the necessary information in them. When loading a VenueMagic 2.0 timeline from
another project, the following warning is shown:

(7] Confirm Action

The file "Brave" waz imported from another project. |t is
recommended that you zave it under a different name.

Click "r'es' to rename file now.

[T Dan't show this meszage again

e Mo



VenueMagic will load the timelines, but all control track fixtures will be removed. It is then the
responsibility of the user to add fixtures to the timeline control tracks. It is important to change the
name of the timeline (File: Save Project as) otherwise you will get the same message when the
previous owner attempts to load the timeline.

As fixtures are manually re-added to the tracks, VenueMagic will do the best it can to intelligently
reassign fixture channels settings for any fixture effects the track may contain. It may be a good
idea to review all of the fixture effect settings after a fixture has been added to a control track just
to make sure all the settings were reassigned properly.

Audio File Properties
This dialog window is displayed when you double-click on an audio file in the Audio Folder of the

Project Window.
Audio File Properties ?

M armne: M atives Arrive. mp3

Pt C:AUzershdzhleyhD ocuments

Wenuebd agichAudioLibsMuzichDynamic
S atives Arrive. mp3

Diuration; 14.1 zecs
Format: MP3 Farmat Sound stereo
Sizer 260 MB

Samplerate: 4410 KH:z

> Cancel
Name Enter into this field what should be displayed for the audio file in the
Audio Folder of the Project Window. This will not change the name of

the file itself.

b
The other fields are non-editable and are self-explanatory. Click the button to play the file.

Video File Properties
(Only Available for VenueMagic DMX+AV and above)

This dialog window is displayed when you double-click on a video file in the Video Folder of the
Project Window.



M arne:

Path:

Diuratio

Format;

Size:

N/
! Cancel |

|vw| Diamo Wer O

C:hU zerzhAdminhDocumentzhideozhy i
Drerno Yer 07.avi

”3 22 zecs

&1 viden file
|2571.48 ME

Name

Enter into this field what should be displayed for the video file in the
Video Folder of the Project Window. This will not change the name of
the file itself.

o |
The other fields are non-editable and are self-explanatory. Click the button to bring up a
special Video Playback window with controls for previewing the video.

Using Precision Playback Mode

VenueMagic high-quality playback mode provides a level of playback precision and accuracy that
is more than adequate for most lighting, motion and prop control applications, where the human
eye is the final judge of playback timing. However, there are some applications where a much
higher level of precision is required. For example, certain animatronics applications may depend
on precise, consistent control of pneumatic valves or commanded servo positions in order to

function

properly. In these instances, Precision playback mode should be used.

Enable precision playback in the Quality tab of Project Options window. Once enabled the
following playback enhancements are applied:

Lamp control is output to hardware at an average of 30 fps with a variance of at most +/-
3ms per frame.

Lamp control data is taken from each timeline at intervals of precisely 33.333 ms
intervals.

Output data is pre-queued to help guarantee accuracy and consistency of control.

Selecting a Proper Q-frames Value

Much of

what precision playback mode does is accomplished by pre-queuing hardware output.

By default, the size of the queue is 6 frames. This can be adjusted in the Quality tab of Project

Options

window. The larger the queue is, the less the chance for inconsistent playback. However,

larger queues can cause other problems so a balance must be determined, usually by trial and
error. Problems with larger queues includes:

Sluggish response in channel routing. For example, if a slider is setup to control a lamp
level thought channel routing, a queue length of 30 frames will cause a one second delay
between moving a slider and seeing the affect of the move on the actual lamp.



o Delay in timeline start time. When a timeline is started, there will be a delay while the
queue is filling-up with data from the timeline. A queue length of 30 frames will cause a
one second delay between the command to start a timeline (by cue button or any other
method) and the actual start.

e Placement of Run Timeline Events. Run Timeline Events placed on a timeline are
automatically adjusted internally during playback to compensate the delay induced by the
precision playback mode queue size. For instance, if you have placed a Run Timeline
Event at time=10 seconds on a timeline, and the queue size has been set to 30 frames,
VenueMagic will automatically adjust the event’s actual start time back a second (to
time=9 seconds) to compensate for the queue delay. That way, Run Timeline Events will
always appear to trigger at the expected time, regardless of the queue size.

However, this will cause problems if you wish to place the event at a time that is less than
the queue’s delay time, such as at time=0.5 seconds on the above example. Any Run
Timeline Events placed at such a time will be disabled at playback time.

Master Sync Timelines

In precision playback mode, all running timelines are synched to the timebase of the current
Master sync timeline as determined by the Master sync timeline setting in the Synching tab of the
Timeline Options window. This applies to both Master Sync Track and External Clock Synching in
that:

¢ Arunning timeline that is not the current Master Sync timeline will ignore its own
Master Sync track and follow that of the current Master sync timeline.

e Arunning timeline that is not a Master Sync timeline will ignore its own external sync
source (if there is one) and follow the external sync source of the current master
timeline as if it were its own, even if the first timeline does not have synching
enabled.

The first timeline to be run with the Master sync timeline option enabled becomes the Master
Sync timeline. It will remain the Master sync timeline over all other timelines run afterwards until it
ends (or is terminated), at which time, a new master sync timeline is automatically select from
among other running timelines based on the longest running of the highest priority (High, is first
choice, followed by Medium and then Low) timeline.

Issues Associated with Precision Playback Mode

Below is a list of issues and behaviors that must be considered while using Precision playback

mode:

e Channel routing delays. (Discussed above)

e Timeline start delays. (Discussed above)

e Run Timeline Event placement. (Discussed above)

e Applies to all timelines in project. When enabled, precision playback mode applies to all of
the timelines in a project. You cannot select some timelines for precision playback mode and
others for a different mode.

e Disabled in record mode. During real-time recording mode, precision playback mode is
disabled and switched to high-quality mode.

e Fixture Preview requires hardware to be connected. While in precision playback mode, the
Fixture Preview window only functions for fixtures that are currently controlling actual
hardware. If you wish to see a preview without hardware attached, switch to one of the other
Lamp control quality modes.

e Switch modes at any time. You can switch in and out of precision playback mode at any time
(even during timeline playback) from the Project Quality Settings window.

When to Use Precision Playback Mode

The precision playback mode is a powerful feature, though it has limitations and should only be
used in certain applications where a high degree of accuracy is required to properly control
digital, analog and DMX outputs. This might include:



e Pneumatic valves where accurate, consistent duty cycles are required for a desired affect
(keep in mind that even though accuracy is +/3 ms, you still only have 33.333 ms
resolution).

e Motion control applications where small variations in timing can introduce “bumps” that
result in a noticeable change in smoothness.

e Precision LED chasing where slight “glitches” in a sequence can be perceived by the
human eye.

Precision playback mode is never required for typical stage usage of par cans (incandescent or
LED) and/or moving heads. Using precision playback mode with external synching is an advance
feature that should be well understood before attempting.

Timelines

Timelines are at the heart of VenueMagic operation. It is here that you produce your “show” by
placing audio clips, fixture effect clips and event clips and organizing them into synchronized
playback.

Anyone who has had experience with timeline-based video or audio editing software will find
VenueMagic timelines simple and intuitive to use. In addition, your VenueMagic installation
includes a number of tutorial videos to help you come up to speed quickly.

ClipTime Timeline Timeline Play Range Timeline
Display Marker Cursor Bar Scale

Level Control

.@:m

1 G

Track
Control :
Candeiabra
Panels : Track
Area
Brownout
Brownout
Candelabra
Playback 0:00:54.86
Controls
Le
Audio Level Time Cursor
; Position
imeli Displa
Timeline play Display

Toolbar

Clip Time Display

Shows the length of a selected clip. If multiple clips are selected then it shows the time range
covered by all selected clips. While dragging a clip or clips, the display changes color and shows
the start time of clip or clips.

Change the time format in Timeline Options.




Play Range Bar

Slider Arrows

Inner Bar Area

The play range bar defines the start and end playtimes for the timeline. If auto adjust play range

is turned on, the bar will automatically resize itself to include all clips in the timeline. Click and
drag the sliders arrows to set it manually. Click and drag the inner bar area to move both end
points together.

Any manual movement of the play range bar will turn off auto adjust play range.

Timeline Scale
Shows the currently displayed time ranie. Use the horizontal scroll bar to scroll through time. To

change the time range scale use the or toolbar buttons. You can also set the

scale range in the Timeline Options window.

Change the time format in Timeline Options.

Timeline Markers
(Only Available for VenueMagic Classic and above)

Timeline markers can be placed on the timeline scale of a timeline. There are two types of
timeline markers, general and teleprompter. Teleprompter markers are for use with the
VenueMagic Teleprompter window, and are discussed in the following sections:

Teleprompter
Timeline Teleprompter Markers

The remainder of this section will be devoted exclusively to general timeline markers.

General timeline markers let you mark a location in the timeline that you can return to later. To
insert a marker, right-click in the timeline scale and select Insert Marker 2General.

Timeline Marker Settings ?

Label  |Evil Growl: Beginning Part? | | Set Marker Color

Cancel
Motes: ||

Evil Growl: Beginning Part 2




Now insert a label and some option notes for the marker. You can also select a color for the
marker by clicking on Select Marker Color. When you move the mouse cursor over the marker, it
will display the label for about a second, followed by the label and the notes together.

You can also add markers at the current time cursor position by hitting Ctrl-M. If this is done
during playback, markers are added without displaying the Timeline Marker Settings window.

To move to a timeline marker, right-click in the timeline scale and select Goto Marker

0:00-N8 0 0:00:05.0
Insert Marl

Select All Markers

Unlink f

Linking Markers to Timeline Clips

Both general and teleprompter timeline markers can be linked to an audio, video, lamp control or
event clip on the timeline. When linked, the markers will always follow the clip when moved.
Follow these steps:

1. Select all markers you would like to link to a timeline clip.
2. Right-click on the timeline clip to link to and select Link to Selected Markers.

Similarly, you may first select a clip, then right-click on a marker and select Link to Selected Clip.

Unlink a single marker linked to a clip by right-clicking on the marker and selecting Unlink from
Clip.

Unlink all markers linked to a clip by right-clicking on the clip and selecting Unlink from All
Markers.

Track Area

The Track Area contains any number of the five supported track types, which are:
Audio Tracks

Video Tracks (one only—supported by DMX+AV edition and above).

Control Tracks

Event Tracks

Group Tracks

Tracks can be added to the timeline from the Insert menu of the main menu.

/— Track Panels /— Clip Area

Africandrums-2.wav

CAMPFIRE DAT Dousing campfire.wav

afticus flash 1.w

Each track has a Clip Area, where clips can be dragged over from the Project Window and a
Track Panel, which includes controls specific to the track types. More information on the different



track types and their respective control panels can be found in the help section for each of the
track types.

Setting Track Display Size

By default, the track height of all tracks in the Track Area of the Timeline is minimized in order to
optimize the number of tracks visible on the page at once. To see more detail in the track clips as
well as the Track Panel, click on the Track Expand Arrow.

Africandrums-2.wav

Track Expand
Arrow

Drums Wind-up

Tracks can be expanded to one of four sizes by right-clicking on the desired tracks and selecting
the desire size under the Expand Track(s) menu option.

Drums Wind-up
Delete Track(s)
Fock Track( VIPFIRE DAT

Master Sync Track

il Whisper Cho

Mixdown Track Audio...

TR e

Expand Track(s) Small

_— Select expanded
track size

* Thunde Shrink Track(s) e

» Chantir Group Tracks Large
— X-Large
Control
Properties...

Calderon rlash

Track Sizes



Not expanded
Small

Medium

Large

X-Large

Expanding/Shrinking Multiple Tracks

Expand or shrink multiple tracks at the same time by first selecting the desire tracks and then
right-clicking on one of the highlighted tracks and selecting the Expand Track(s) or Shrink
Track(s) menu options.

Drums W Africandrums-2.w
- Drelete Tracki(s)

i . PFIRE DAT
Lock Track(s)
Master Sync Track hizper Chorus mno.wa
Render Track Audio
Mixdown Track Audio...

—— Expand Track(s) Small

Thunder Shrink Track(s) Medium

Chanting Group Tracks Large
Ungroup Tracks #-Large

Control

Properties...

Expand or shrink all tracks at once by clicking on the Expand all tracks or Shrink all tracks buttons
right next to the Clip Time Display.

Expand all tracks
/ /— Shrink all tracks

+00 0:00:01.7

Drums Wind-up Africandrums-2.wav

Fire CAMPFIRE DAT




Time Cursor

Marks the current playback position. Click the cursor handle - to drag the cursor across the
timeline. There are several options for how the time cursor will behave during and after playback.
They are set in the Timeline Options window.

Time Cursor Position Display
Displays the current position of the time cursor. Change the time format in Timeline Options.

Timeline Audio Level Display
Graphically shows the audio levels of the timeline during playback.

Timeline Toolbar

Zoom in/out the timeline time scale. Expands from the
timeline origin.

Zoom in/out the timeline time scale. Expands around
the current time cursor position. You can also hold the
Shift-key down and turn the mouse wheel to zoom
in/out around the mouse cursor.

Adjust timeline zoom to include all clips and the play
range.

Adjust timeline zoom to encompass the selected clips.
Loop playback (on/off).
Shift timeline to include the time cursor.

Split selected clips at the current time cursor position.
Clip must be both selected and intersected by the time
cursor. Works for Audio, Video and Fixture Effect clips.

Enable/disable snap to grid feature. Grid spacing is set
in the Timeline Options window.

Enable/disable snap to clip edge feature. With this
feature enabled, clips being dragged will gently snap to
the start and end times of other clips on the timeline.
This makes it much easier to line clips up precisely.
This feature can be temporarily disabled by holding
down the SHIFT key while dragging clips.

Enable/disable auto adjust play range function for Play
Range Bar.

Show Timeline Options window.




Show the Envelope Editor for selected clip.

Lock/unlock selected clip(s). This will prevent them
from being moved on the timeline.

Link/unlink selected clips. Linked clips move together
when dragged.

Add audio track.

Add control track.

Add event track.

Snapshot channels at time cursor. (see Snapshot

Channels).

Enables recording for all selected Level Control effects
for which recording has been set up.

Locks record mode so that recording does not disable
when playback stops.

Enables external synching if it has been setup for this
timeline. (See Timeline Synching Options)

Timeline Pages

Some VenueMagic timelines can get pretty complicated, sometimes with hundreds of tracks.
Having so many tracks can make it very cumbersome to navigate around your timeline. To make
this easier, VenueMagic provides the user with Timeline Pages.

When a new timeline is added to the project, it defaults to a single page. This is reflected in the
Page Tab Bar, which shows all of the pages currently available to the timeline.
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Control Track 2

Page tab bar —» [
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Additional pages can be added from the main menu by selecting Timeline 2Add Page. This can
also be accomplished by right-clicking in the bland area Page tab bar and selecting Add Page.

Paged | Paged
Add Page

Organize Pages...

Timeline Options...
Ll =

Select the current page by clicking on the associated tab in the Page tab bar. As timeline tracks
are added to the timeline they will be placed on the currently selected page.

Editing and Removing Page Tabs
Pagel | Paged Paged

Add Page

Remove Page Tab

Edit Page Tab...

Organize Pages...

Remove a page by right clicking on the associated page tab, then selecting Remove Page Tab
from the pop-up menu.

To edit a page tab’s appearance, right-click on the tab and select Edit Page Tab to bring up the
Timeline Page Tab Properties window.

For information about removing tracks from a page, see Removing Tracks from a Page.

Timeline Page Organizer
A more comprehensive way of managing tracks in timeline pages is the Organize Timeline Pages
window. Open this window from the main menu by selecting Timeline 2Organize Pages....




Timeline Page Tab Properties

Set tab color...

Sef tab text color...

Motes:

Timeline Page Tab Properties

T >

Cancel

Page tab naoted

Page name:
Set tab color...
Set tab text
color...

Notes

Enter the group name that will appear in the Timeline Page tab.

Sets the color of the Timeline Page tab. Also sets the color of the VCS
Slider Area background.

Sets the color of the Timeline Page tab text.

Enter notes about the page.

Removing Tracks from a Page

Remove from

(7} Current page only

If a track is assigned to one or more pages, then a decision has to be made when that track is
removed from a page. Select one of the following options.

Timeline (all pages)

Track is deleted altogether from timeline.

Current page only

Track is removed from currently selected page but
not deleted from the timeline. If it is assigned to
other pages, those assignments are not affected.

Note: Removing Group Tracks from a page is handled differently from the other track types. See
Group Tracks and Timeline Pages for more details.




Organize Timeline Pages

Crganize Timeline Page I J

Timeline pages: Page tracks:
<Unassigned = Add Name Type
Pagel . .

Page2 Audio Track 18 Audio
Blue Par Control
Page3
Calderan Flash Control
Page4
Calderon Red Control
Campfire Red
Campfire Yellow Control
Timeline tracks:
Mame Type i
Audio Track 18 Audio |-
Blue Par Control
[ calderon Control
Calderon Flash Control
Calderon Red Control
Campfire Red Control
Campfire Yellow Control
[ randlac Crintral e .

The Organize Timeline Pages window is used to assign existing timeline tracks to pages. It is
divided into these sections:

Timeline pages:

This list shows all timeline pages. Click on the Add button to add another page to the timeline.
Remove selected pages by clicking Remove. Removing pages does not remove timelines
assigned to the page. Rename a page by clicking on the page in the list twice, slowly (not a
double-click) then enter the new name.

Use the buttons to change the order of the selected page.

Timeline tracks:

This lists all timeline tracks. Selecting a page in the Timeline pages list sets the checkboxes in the
Timeline tracks list to reflect the timelines currently assigned to that page. Check/uncheck the box
to assign/un-assign the associated track to the selected page. Individual tracks may be assigned
to multiple pages.

Page tracks:

Shows tracks assigned to currently selected page as checked in the Timeline tracks list. If
<Unassigned> is selected in the Timeline pages list, then this list shows all timelines that have
not been assigned to any page.

Use the buttons to change the order of the selected track within the currently selected
page.

Playback Controls

Play timeline starting at time cursor position.
Hot key: SPACEBAR (while not in playback).



Stop playback.
Hot key: SPACEBAR (during playback).

During playback: Fast reverse slewing.
Not in playback: Move to start of play range.
Hot key: HOME (while not in playback only).

During playback: Fast forward slewing.
Not in playback: Move to end of play range.
Hot key: END (while not in playback only).

During playback, neither clips nor tracks can be moved or edited. Also, some of the toolbar
buttons will be disabled. (See also: Timeline External Control Options).

Timeline Options
Timeline Options

Timeling | Playback | Audio | Fidure Control | Extemal Control | Synching | § 4 | *

Time display format
- Auto-adjust play range bar

() Secs ] -

() Mins:Secs nap to clip edge

(®) Hrs:Mins:Secs Snap te grid

O SMPTE Grid spacing (secs): 0.0333333
il Time range (secs): 200

() Measures:Beats: Ticks
120
Mz envelopes shown
4 per trackh:

(=

Cancel Hel

Timeline display Select the time format for the timeline scale, time cursor position display
format and the clip time display. Select from the following:

e Secs: Show time in seconds and 1/100" seconds.

e Mins:Secs: Show time in minutes:seconds format.

e Hrs:Mins:Secs: Show time in hours:minutes:seconds format.

e SMPTE: Show time in standard SMPTE format. Select an fps
mode of 24, 25, or 30 frames per second.

e Measures:Beats:Ticks: Show time as measure:beat:ticks. You
can also select a base BPM and time signature.



Time range
Tracks per page

Max envelopes
shown per track

Auto-adjust play
range bar

Snap to clip edge

Snap to grid

Grid spacing

Enter the number of seconds to be displayed in the timeline.
Enter the number of tracks to display on a page.

Sets the maximum number of envelopes that can be displayed in a
single track. If a track contains many channels (> 50) the screen refresh
begins to slow down notably This setting is to reduce clutter on the
screen and to speed up screen refresh. This number will affect the
number of envelopes that can be checked in the Control Track Envelope
Properties dialog window.

Enable/disable auto adjust play range function for Play Range Bar

With this feature enabled, clips being dragged will gently snap to the
start and end times of other clips on the timeline. This makes it much
easier to line clips up precisely.

Enable/disable snap to grid feature.

Enter the desire grid spacing. If the time display format is SMPTE, this
field shows frames. Otherwise it shows seconds.

Timeline Playback Options

Timeline Options

Timeline | Playback | Audio | Fixure Control | Extemal Control | Synching | §* | *

Play in a loop

MName in Cuelist: |Brave

Flayback scrolling

(®) Scroll timeline after playback

Play tracks

Audio
Video
Control
Evert

() Do not scroll timeline

Scrub tracks (shift-4ey)

Post-playback cursor action
-'-p Audio
() Retum to last start position
= 7
() Retum to playrange start Video
(@) Remain at stop position Control

Play in a loop

Name in Cue list

Cancel Help

Play timeline in a loop.

This is what will be displayed in the Cue column when the timeline is run
in the Cue List.



Play Tracks Check which track types you wish to be active during playback. Normally
these should all be enabled, but it is occasionally desired to disable all
tracks of a particular type at once.

Scrub Tracks Check which track types for which timeline scrubbing is enabled. Scrub
a timeline by moving the timeline cursor while holding the SHIFT key

down.

Playback scrolling Select how the timeline will scroll during playback:

Scroll timeline after playback. Timeline remains fixed and time
cursor moves left to right during playback. When playback stops,
timeline is shifted to include where the time cursor stopped.

Do not scroll timeline. Timeline remains fixed and time cursor
moves left to right during playback. When playback stops,
timeline does not shift.

Post-playback Select time cursor behavior following playback:

cursor action .

Return to last start position: Time cursor returns to the position it
was at when playback was last started.

Return to playrange start: Returns the cursor to the beginning of
the play range.

Remain at stop position: Time cursor remains at stopping point
after playback.

Timeline Audio Options
Timeline Options

Timeline | Playback | Audio | Fedure Control | Extemal Control | Synching | 5 * [ *

Wolume level scaling:

Show audio level araph

1007%

Cancel Help

Volume level Move the slider to set the main volume level for the timeline (0% -



scaling

Show audio level
graph

100%).

When checked, the audio level bar graph at the bottom of the timeline is
shown. Uncheck to hide it. Hiding it can improve timeline execution
speed and performance.

Timeline Fixture Control

Timeline Options

Timeline | Playback | Audio | Fidure Control | Extemial Control | Synching | £ ¢ | *

Contral level

100%

[ ] Zero control levels after playback

Ease-n on playback/stop

Easedn time (secs); |3

Lamp level scaling

Turn off lamps after
playback

Ease-in on
playback/stop
(Available in
VenueMagic SC+ and
above only)

Ease-in time (secs)
(Available in
VenueMagic SC+ and
above only)

QK Cancel Help

Set the lamp brightness level scaling for the timeline (0% - 100%).

When checked, all timeline lamps are set to level zero at the end of
playback. Unchecked, lamps remain at last level when playback ends.
Note: only Dimmer and RGB channels are affected by this feature. All
other channel types will remain unchanged (see Fixture Channel Types).

Check this option to force an “ease-in” period when a playlist is run or
stopped. Rather than causing channels levels to jump immediately to the
start level of the timeline, it will gradually blend from its current levels to
the start levels over a specified period.

Specify the ease-in period in seconds.

Timeline External Control Options

This dialog window lets you configure a timeline’s playback controls to be controlled externally
(i.e. MIDI device or VCS).




Timeline Options

Timeline | Playback | Audio | Fedure Cortrol | Extemal Contral | Synching | 44 [ ¢

Trigger Play on extemal source Threshald %
MIDI_01_NTOF_008 Salect | D
Trigger Stop on extemal source Threshold %:
MIDI_01_NTOF_054 Select. | |0
Trigger Rewind on extemal sounce Threshald %:

MIDI_01_CTRL_030

QK Cancel Help
Trigger Play on Check this box to enable external control of the timeline’s Play button.
external source Click on the adjacent Select... button and choose an input source in the

Select External Control window. Since external controls input
percentage values, enter into the Threshold field the level the external
input will have to send in order to trigger the button. See Understanding
Threshold Values.

Trigger Stop on Identical in operation to the Trigger Play on external source feature.
external source

Trigger Rewind on Identical in operation to the Trigger Play on external source feature.
external source Rewind will only trigger when the timeline is not in playback mode and
will move the time cursor to the beginning of the timeline.

Timeline Security Options
(Only Available for VenueMagic Classic and above)



Timeline Options

fudio | Fodure Control | Extemal Control | Synching | Security | Notes JII

Require password to save changes

Enter password:  ssssssss

Verfy password:  sessssew

Cancel Help

You can require that a password be used if someone desires to alter and then save this file.
Check the Require password to save changes box to require a password, then enter and re-enter
the password in the fields below.

If anyone attempts to save this timeline, or to select the Security tab in the Timeline Options, a
window will appear requiring the user to enter a password to save the file or enable the Security
tab.

Timeline Synching Options
(Only Available for VenueMagic DMX+AV and above. Specified features available only in
VenueMagic SC+ and above)

This window sets up VenueMagic to sync to various external sync sources. For more information
see Synching VenueMagic Timelines to an External Clock Source.




Timeline Options

Timeline | Playback | Audio | Fedure Cortrol | Bxtemal Control | Synching | 4 | ¥

Sync source

() Main clock/Master sync track

(@) Other MIDI LTC v
Setup...
[ ] 5top &t end of play range Broadcast VMMNet sync
Drop-out action Channel: |1 =

() Continue on main clock Port: 552
() Continue at last d
~ OrinuE St 1ast spes Magter sync timeline
(®) Hold

Medium W

Cancel Help
Sync Source Select the source of VenueMagic synching.

e Main clock/Master sync track: Select this option
to instruct VenueMagic to sync to its main clock or
to the master sync track if one is selected. (see
Master Sync Audio Track ).

e Other: Select from the list of available sync source
types and click Setup... to open the setup window
for the selected type (see Synching VenueMagic
Timelines to an External Clock Source).

Stop at end of play Check this box if you would like the timeline to stop at the

range end of the play range. If left unchecked, timeline will wait
for sync source to return the time to within the play range
and run the timeline starting at that time.

Drop-out action Select how VenueMagic should handle timeline playback
If a sync source were to drop out while the timeline is
playing:

e Continue on main clock: Timeline continues to
playback in real-time based on the main timeline
clock.

e Continue at last speed: Timeline will continue to
play back, but at the last speed before the drop-
out.

e Hold: Playback holds and waits for the source
time to continue or to jump to another time.

Broadcast VMNet Check this box and this timeline will broadcast VMNet

sync time code over the channel designated in the Channel
field. Any running timeline setup to use VMNet sync on
this channel will be controlled by this timeline.



The Port field should contain the IP port number used by
the VMNet server on the computer running the timeline to
be synched (see VMNet Server and VMNet Server

Settings).
Master sync Check this box if this timeline is to be considered a
timeline “master sync” timeline for the purposes of precision

playback mode and has meaning only when that mode is
active. Select a priority of Low, Medium or High in the
associated selector box.

Timeline ShowNodes Settings
(VenueMagic SC+ and above only)

This tab sets up the timeline for use with ShowNodes. The ShowNodes tab is only visible when
the ShowNodes device is checked in the Supported Devices Setup tab of the Device Setup
window.

Tirneline Options *

Fisture Control  Bxtemal Control  Synching ShowModes  Securty MNotes | * | *

Assign to ShowNodes device | WOPNode1 V

[] Autostart on resst

Setup Channel Menging

Cancel Help

Check the Assign to ShowNodes device box to assign this timeline to a ShowNodes show
controller node. Select the node to assign it to in the adjacent drop list. This timeline will be
exported and uploaded to the specified node at the next Build & Upload. The drop list will only list
nodes that are capable of playing timelines, namely, show controller nodes.

Check Autostart on reset if you want the node to start playing this timeline automatically when
the node is reset. If you don’t do this, you will need to start the timeline using an event in the
Event Table.

If this timeline has audio tracks that contain audio clips that you wish to play with the timeline on
the node, check the Export audio box. At Build & Upload time, the audio in the timeline will be
mixed-down to a single track that is exported to the node with the timeline.



A timeline that has been assigned to a ShowNodes node can still play in the VenueMagic editor
and in the cue list. However VenueMagic is aware of the assignment so the following
“convenient” features will behave differently:

1. If you drag atimeline that has been assigned to a node from Timeline folder of the
Project Window to a cue button, it attaches the button to a Run Timeline event rather
than setting it up to run the timeline directly. Also, the Run Timeline event is automatically
setup to target the node. When you press the button, it will run in the node rather than in
VenueMagic.

2. Dragging a timeline from the Project Window into the event track of a timeline still creates
a Run Timeline event for the timeline as expected, but the event will be set to target the
node rather than VenueMagic.

Setup Channel Merging
Click this button to open the Export Channel Merge Modes window where you can setup how
outputted channels from this timeline are to be merged when run in the ShowNodes device.

Special Note for Timelines Using External Time-base

If any of the control tracks in a timeline are configured to use an external time base, the Setup
Channel Merging button will not be available. In this case, repeated timeline channels in different
tracks are not merged before exporting to the ShowNodes device but remain separate and the
ShowNodes device will instead use the merge mode assigned to the channel in the Channels tab
of the Control Track Properties window.

Export Channel Merge Modes

Export Channel Merge Modes >
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Channel Name

VirthifflerTL. BodyFB
VirthifflerTL. BodyLR.
VirthifflerTL.HeadMed
VirtMifflerTL. HeadTilt
VirtMifflerTL. HeadTurn
VirthifflerTL.Mouth
VirthifflerTL. EyeBlink

CIEEEEIEIE

Before exporting a timeline to a ShowNodes device, VenueMagic performs all channel merging
across the timeline in advance and has no awareness of merged modes at that level. In other
words, if two tracks in a timeline both include channel A, but with different merge mode settings
for each track, the actually merging of the sources for channel A takes place before the timeline is
uploaded to the node.

The Export Channel Merge Modes screen lists all of the channels used by a timeline, but only
shows each channel once, regardless of how many tracks a channel may occur in.

Channel Name Merge Mode
VirtMifflerTL.BodyFE HTP

VirtMiffler TL.BodyLR. HTP "
virtMifflerTL.HeadMod Add
VirtifflerTL.HeadTilt Average

virtMifflerTL.HeadTurn T
VirtMifflerTL.Mouth ScaleMax
VirtiifflerTL.EyeBlink ScaleMin




By clicking on a row in the Merge Mode column, you can select how the output for the channel
from this timeline will be merged with the same channel outputted by different timelines.
In Summary:

e VenueMagic allows real-time track-level channel merging.

e ShowNodes allows only real-time timeline-level channel merging, and this is where you
set that up.

Timeline Notes
This window lets you add notes about your timeline.

Timeline Options

Audio | Fdure Control | Extemal Cortrol | Synching | Security | Notes ol s

Main timeline for show. Cue all other Timelines.

Caren | [

Audio Tracks

Audio tracks contain audio clips that have been dragged over from the Project Window. An audio
track can either be a normal audio track or a master sync audio track. VenueMagic Classic and
DMX+AV will allow as many audio tracks as you like. VenueMagic Express limits you to one
audio track.

Normal Audio Track:

Audio Track 28

Master Sync Audio Track

Audio Track 1
Master Sync Track




Master Sync Audio Track

A master sync audio track is identical in every way to a normal audio track with one exception:
During playback, the main timeline clock will synchronize itself to any audio file that may be
playing on the track. This will ensure all fixture effects, events, etc... will remain in synched the
audio on the master sync track. Only one at a track can be a master sync track. Enable this
function for any audio track in the Audio Track General Properties window.

A master sync track is identified by a different background color and the phrase “Master Sync
Track” located in the track panel under the track name.

Audio Track Panel
The Audio Track panel affects playback and editing of the audio track.

Lock Track
Solo Play
Disable Audio Playback

Audio Track 2

Track Main Volume

Pin track to page Click this icon to pin this track to its current location on the
page. As you scroll the tracks up and down, this track will
remain fixed.

Disable audio Click this icon to mute the audio played by this track.

playback

Solo play When enabled, only this audio track will be active during

playback. No other audio track will play.
Lock track Lock track to changes.

Track main volume Adjust the volume of audio played on this track.

Double-click on Audio Track Panel title to bring up the Audio Track Properties window.



Audio Track General Properties

Audio Track Prope

General |.Pu_|diu | Envelopes | Exdemal Contral | Motes |

Track name:  Audio Track 1

Master sync track

Allow clip property/envelope edits

Allow clip sliding/sizing

Require password:

Track name Enter the track name to be displayed in the track panel.
Master sync track Check this box to make the audio track a master sync audio track.

Lock track Check this box to lock out any changes to track. For information on the
other track locking options, see Track Lock Functions.




Audio Track Audio Properties

WDM Output Selected

ASIO Output Selected

Operuc Audio Track opertie
General | Audo | Envelopes | Extemal Control | Notes General | Audio | Envelopes | Extemal Control | Notes
Select audo output Audio -] Select left channel [DVSO1 -
Select right channel: | DVS02 M
Mute track Audio Channels Mute track Audio Channels
V] Enable track clip sound fx's | 9 Stereo Enable track clip sound fx's o Stereo)
V| Echo Left only 7| Echo Left only
V! Reverd Ri V! Reverb onl
[ Do e | Cous meAsro ;
V| Fanger V| Fanger b
| Gargle V| Gargle
(oK J[ Comest J[ e | ok J[ come J[ Heo |

Select audio output

Mute track

Enable track clip
sound fx’s

Audio Channels

Available in DMX+AV and above only.

Select an audio output device from a list of those currently installed on
your computer. All audio clips playing in this track will output its sound to
the selected device. This setting defaults to the audio output device
selected in the Audio tab of the Setup Devices window.

If an ASIO device is selected from this list, the name of the field changes
to Select left channel and the selected channel is designated as the left
channel output for audio playback on this track. A second list appears
below this list and is named Select right channel. When opened, this
second list shows only ASIO channels from which you can select the
right channel output. This approach is necessary because ASIO allows
you to select left and right channels separately whereas WDM only
allows you to select a stereo pair.

Mutes track during playback. Functions identically to the mute button on
the track panel.

Enables sound effects for clips on track. The list below allows the
enabling/disabling of individual sound effects for the track. By default, all
of these are checked. These sound effects settings are not available for
ASIO outputs.

By default, audio tracks playback stereo (2-channel) or mono (1-
channel) clips out both stereo channels of the audio output device
selected in the Select audio output list. However, it may be desired at
times to assign a track to output only to the left or right channel of the
device. Select one of the following:

Stereo: Output both channels of all clips (or 1 channel for mono) to both
channels of the selected output device.

Left Only: Output only the left channel of the clip to the left channel of
the selected audio device. The right channel is silent.

Right Only: Output only the right channel of the clip to the right channel



of the selected audio device. The left channel is silent.
Mix R+L (ASIO only): Mix left and right channels together and output to

a single ASIO channel.

Audio Track Envelope Properties
Audio Track Properties
General | Audio | Envelopes | Bdemal Contral | Motes

Show Envelopes (mae=10):

Fan
Volume

Select which envelopes in the track are to be shown in the track. It the number selected exceeds
the maximum specified in the Timeline Options window, other envelopes will be deselected,
starting with the least recently selected envelope.

Click the Set Color button to set the color that the envelope will be displayed in the timeline and
the Envelope Editor window.



Audio Track External Control Properties
Audio Track Properties

General | Audio | Envelopes | Btemal Control | Notes

Cortral slider level with extemal device
Alow mouse control of slider

Bxtemal source:
MIDI_01_NTOF_001 Select...

Cancel Help
Control slider level Enables the track panel’s main volume slider to be controlled by an
with external device external source. Click the Select... button and choose an input source

in the Select External Control window.

Allow mouse control When the main volume slider is being controlled by an external

of slider source, it my not make sense to allow the mouse to control it at the
same time. Uncheck this box to lock-out the mouse from controlling
the slider.

Audio Track Notes
This window lets you enter notes about the audio track.



Audio Track Properties

General | Audio | Envelopes | Extemal Control | Motes

Audio Track Motes

Cancel Help

Audio Clip Properties

Audio Clip General Properties

General | Audio | Motes

Clip name:  Thunder 04.wav
Path: C:\Users'DontDocuments \Venue Magic \Audio Lib\S

Time: 0:00:01 .35

Enable playback

Clip name Enter the name that will appear on the clip in the timeline window. By
default, this is the name of the audio file associated with the clip.

Path Shows the complete path of the audio file (not editable).



Time This field lets you explicitly set the time location of the clip on the timeline.
The time format used by the field is the same specified in the Time display
format of the Timeline Options window.

Enable playback Check this box to enable playback of the clip. Uncheck it to mute the clip
during playback. It is checked by default.

Lock clip Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.

Audio Clip Audio Properties

Audio Clip Properties

General  Audio IND‘tES ]

Yolume gain: | 100

| 0% | 0%
Left Right

Pan certer:

Iv Enable sound fx Setup Sound FX
[+ Enable crossfade-back Setup CFB

QK | Cancel | Help

Volume Gain Adjusts the overall volume level of the clip during playback. Use this to
scale the effect of the volume envelope.

Pan Center Shifts the stereo pan center of the clip during playback.

Enable sound fx Check this box to enable sound effects processing for the clip. Then
click the Setup Sound FX button to configure effects. (see Audio Clip
Sound Effects).

Enable crossfade- Check this box to enable cross fade-back for the clip. Then click the

back Setup CFB button to configure cross fade-back. (see Cross Fade-back).

Audio Clip Sound Effects

VenueMagic provides five DirectX audio effects. Each audio effect has parameters that can be
configured by effect sliders or by using envelopes during playback.



Sound Effects Settings Pz

Sound FX Settings
. (
Wet/Dry Mix (%] 50 ™ Use Envel

Enable | Select b Bluc (=] | se tnvelope
W & Echo Feedback (%) 50 _} [ Use Envelope
| Rewed Left Delay (%) 30 _I [ Use Envelope
W " Chors
[~ Fanger Right Delay (%) 50 _I [ Use Envelope
[T Gargle

ﬂ ﬂ Wolume: J 0K | Cancel

The Sound Effects Settings dialog is divided into two panes: Sound FX and Settings. In the
Sound FX pane Enable column, check the corresponding box for the desired sound effects to turn
them on. In the Select column, select the effects you would like to adjust. The settings for that
effect will appear in the Settings pane.

Checking Use Envelope for any setting will enable envelope control of the setting.

In the Settings pane, drag the slider of the desired effect parameter to change it. Each parameter
is a percentage value (0-100). The best way to learn these parameters is to experiment. Click

4 r

——_to play the sound file once, or _~__to play it in a continuous loop. During playback you can
vary parameters but you cannot enable/disable effects.

Cross Fade-back
(Only Available for VenueMagic Classic and above)

Cross Fade-back Overview

Use Cross-Fade-back to extend the length of certain sound clips.

For example: Suppose your show needed 10 minutes of background night noises (crickets,
etc...). Unfortunately, your favorite night noise sound clip is only 20 seconds long. A couple
solutions to your problem come to mind:

1. Make 30 copies of the sound clip and line them up on your track like this:

Unfortunately, your crickets will “hiccup” every 10 seconds, which is very distracting.

2. You could stagger the clips across two tracks and cross-fade between the clips using
envelopes like this:



Crickets 01.wav Crickets 01.wav Crickets 01.wav

Clearly this method takes a lot of time and is cumbersome.

Cross fade-back offers a far better solution. With cross fade-back, the sound clip actually cross-
fades back onto itself, providing smooth transitions. It can also be setup in seconds.

Cross Fade-back Setup

Double click on your clip on the timeline to bring up the audio clip properties dialog box and select
the Audio tab. Check the Enable cross fade-back box, then click on Setup CFB. This will bring
up the Setup Cross Fade-back dialog box.

Fade-out start Fade-in end
time adjust time adjust

Setup Crossfade-Back

End of clip —

Start of Clip s

Fade-out start time; |12‘00 Crossfade length: ]0‘00
Fade-in end time: Ig_gg Seagment Length: |12.m

Notice that two clips are displayed: one on the top, one on the bottom. These actually represent
the beginning and end of the same clip. The two timescales show time relative to their respective
clips.

Click on and slide one of the clips towards the other. Notice how they both move together. This is
how we overlap the clips.

Next, click and slide the Fade-out start time adjust arrow. You will see the number Fade-out
start time field change. This tells cross fade-back function where to start fading-out before the
end of the clip. Likewise, you can adjust the Fade-in end time adjust arrow to setup where the
fade-in to the clips beginning will end.



Cross fade bar

Setup Crossfade-Back

X
Ok
Cancel

7
7%
%%

Fade-out start time:  [1. 28 Crossfade length: IT
Fade-in end time: 1.33 Seament Lengthc 10,18

As you slide the time adjust arrows, you will also see the number in the Cross fade length field
change. This is the actual period of time (in seconds) that the cross fade-back will occur over.
Once you are happy with the cross fade length, you move the start and end times together by
clicking and sliding the Cross fade bar.

Test the cross fade-back by clicking on the play ﬂ button. You can also change the scale of
the display area using the E and E buttons.

Setting up cross fade-back may seem a little tricky at first. Play with it a little and you will get good
at it in no time.

Now close the Setup Cross Fade-back and the audio clip properties dialog box. Then resize the
length of you clip. Notice how you can make it any length now. You will also see that cross fade
lines have been added to show where cross fade-back will take place.
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Audio Clip Notes
Enter notes about the audio clip.

Audio Clip Properties

Gereral ] Audio  Motes

Audio Clip Motes

QK | Cancel Help

Exporting Audio Clip Profiles

(VenueMagic SC+ and above only)

VenueMagic will let you extract a rough audio envelope to a profile file that can later be loaded
into a Level Control fixture effect. The overall effect is similar to the Audio Link fixture effect, but
you have the added flexibility of being able to edit the audio profile in the Envelope Editor (see
also Exporting Channel Data Profiles).

To export a profile, right-click on an audio clip in an audio track and select Export Audio Profile.
This will bring up a file browser in which you can enter a filename for the exported profile.

Video Tracks
(Only Available for VenueMagic DMX+AV and above)

Video tracks contain video clips that have been dragged over from the Project Window.
VenueMagic provides a single video track that can contain as many video clips as desired. A
video track can either be a normal video track or a master sync video track.

Normal Video Track:
VideoTrack1

Master Sync Video Track

I




Video Track Panel

(Only Available for VenueMagic Classic and above)
The Video Track panel affects playback and editing of the audio track.

Lock Track
Solo Play (audio and video tracks only)
Disable Video and Audio Playback

VideoTrackl

Track Main Volume

Pin track to page Click this icon to pin this track to its current location on the
page. As you scroll the tracks up and down, this track will
remain fixed.

Disable video and Click this icon to disable playback of audio and video playback

audio playback on this track.

Solo play When enabled, only this video track will be active during

playback. No other audio or video track will play.
Lock track Lock track to changes.

Track main volume Adjust the volume of videos played on this track.

Double-click on the . icon or the video track name to bring up the Video Track Properties
window.



Video Track General Properties
"Video Clip Properti

General |Video | Audio [ Notes |

Clip name:  VYM25plash
Path: C:Users'\DontDocumerts  VM25plash bmp

Time: 0:00:01.10

Enable playback

[ Lock clip

Track name Enter the track name to be displayed in the track panel.

Time This field lets you explicitly set the time location of the clip on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Master sync track Check this box to make the video track a master sync video track (see
Master Sync Audio Track).

Lock track Check this box to lock out any changes to track. For information on the
other track locking options, see Track Lock Functions.




Video Track Playback Properties

Video Track Properties x|

General Playback |Er1'u'elupes| Edemal Currtroll Motes |

[+
[T Auto-open video screen
[~ Show fullscreen

Select monitar for fullscreen:

Monitor | Description |
DISPLAY Frimary Digplay Driver

QK I Cancel Help

Play video Check this box to enable playback of videos in the Video Playback
window.

Play audio Enables playback of audio portion of video clips.

Auto-open video When checked, the Video Playback window automatically opens up

screen when the timeline is played.

Show full screen Check this box to force all video track clips to playback in full-screen
mode.

Select monitor for This list shows all monitors your computer makes available for display.

full screen Check the monitor you wish the clips playing in this track to be displayed

on. If a selected monitor is unavailable during playback, the video will
default to playback on the primary monitor.

Playing Video on a Second Monitor
VenueMagic will play full screen video on a second monitor. To do this, follow these steps:
1. Make sure the second monitor is hooked-up and working properly as part of your
desktop.
2. Check Auto-open video screen and Show full screen above.
3. Select the secondary monitor in the Select monitor for full screen list.

When the timeline is run, VenueMagic will take over the secondary monitor and display videos in
the video track.



Video Track Envelope Properties

Video Track Properties x|

'General | Playback Envelopes | Btemal Control | Notes |

Show Envelopes {max=10):

Valume

Set Colorl
ok | canced |  Hep |

Select which envelopes are to be shown in the track. It the number selected exceeds the
maximum specified in the Timeline Options window, other envelopes will be deselected, starting
with the least recently selected envelope.

Click the Set Color button to set the color that the envelope will be displayed in the timeline and
the Envelope Editor window.



Video Track External Control Properties

Video Track Properties x|

.Gene.-iall F'Iaj,.fbad{l Ervelopes Extemal Control |Nntes |

¥ Control slider level with extemal device
¥ Allow mouse contral of slider

Bxtemal source:
|MIDI_D4_CTHL_1]DE

QK Cancel Help
Control slider level Enables the track panel’'s main volume slider to be controlled by an
with external device external source. Click the Select... button and choose an input source

in the Select External Control window.

Allow mouse control When the main volume slider is being controlled by an external

of slider source, it my not make sense to allow the mouse to control it at the
same time. Uncheck this box to lock-out the mouse from controlling
the slider.

Video Track Notes

This window lets you enter notes about the video track.



Video Track Properties x|

General | Playback | Envelopes | Btemal Control Notes |

Video Track Motes

ok | Cancel Help

Video Clip Properties

Video Clip General Properties

Video Clip Properties |

General | Video | Audio | Notes |

Clip name: IUM Dema Ver 01

Path: IC:\Um\ﬁdmin\Dﬂmmaﬂs\‘uﬁdms\‘u’M Dema Ver

¥ Enable playback
™ Lock clip

oK | Cancel Help

Clip name Enter the name that will appear on the clip in the timeline window. By




default, this is the name of the video file associated with the clip.
Path Shows the complete path of the video file (not editable).

Enable playback Check this box to enable playback of the clip. Uncheck it to disable video
and audio playback of the clip. It is checked by default.

Lock clip Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.

Video Clip Video Properties
x

General Video |.Pu.|din I Motes |

¥ Play audio

[T Scale video to fit screen

QK I Cancel Help

Play video Check this box to enable playback of the clip in the Video Playback
window.

Play audio Enables playback of audio portion of video clip.

Scale video to fit If checked, the video clip will fill the entire Video Playback window even

screen if it has to be stretched in the horizontal or vertical direction. When

unchecked, the video image maintains the proper aspect ratio. In this
mode, it is possible for the video to play in a “letterbox” format, with
black bars on the top and bottom of the window.



Video Clip Audio Properties
x|

General I Video Audio | Motes |

Volume gain:é J I 100%
Pan center: JI I e I H
Left Right

QK I Cancel Help

Volume Gain Adjusts the overall volume level of the clip during playback. Use this to
scale the effect of the volume envelope.

Pan Center Shifts the stereo pan center of the clip during playback.

Video Clip Notes Properties

Enter notes for the video clip.



x

General | Video | Audio Mtes |

Video Clip Motes|

QK I Cancel Help

Video Playback Window

The Video Playback window facilitates the playback of videos. Show the window by selecting
View 2Video Playback Window in the main menu.

L Video Playback n

Size the window by clicking and dragging the windows edges. Make it full screen in the current
monitor by right-clicking in the video area and selecting Full screen. Do the same to restore it to



normal size. This window can also be opened and made full screen automatically through
settings in the Video Track Playback Properties window.

Control Tracks

Control tracks contain fixture effects dragged over from the Fixture Effects folder of the Project
Window.

Hilii- Sinewave

Control Track Panel
The figure below shows the function of each item in the control track panel.

Lock Track

Solo Play
Disable Playback

Contral Track 1

Track Main Level Control

Pin track to page Click this icon to pin this track to its current location on the
page. As you scroll the tracks up and down, this track will
remain fixed.

Disable lamp Click this icon to disable playback of fixture effects on this

playback track.

Solo play When enabled, only this control track will be active during

playback. No other control track will play.
Lock track Lock track to changes.

Track main lamp Adjust the overall level of fixture effects on this track.
level slider



Control Track General Properties

General |D'1E|nnels | Envelopes | Bxtemal Control I Motes |

Track name:  Lamp Track 2

[ Lock track

Allow clip property/envelope edits
Allow clip sliding/sizing

Require password:

Werify pazsword:

Track Name Enter the track name to be displayed in the track panel.

Lock track Check box to lock-out track to changes. For information on the other track
locking options, see Track Lock Functions.




Control Track Channel Properties

Control Track Properti

|Genaal| Channels | Envelopes | Extemal Control I Motes |

=~ m Channels Select Channels...
e Accu Spot 575 1 FRotating Gobo

= Accu_Spot_575_1.Gobo Rotation
= Accy_Spot 5751 Foed Goba (Fil
= Accy_Spot_575_1.Shutter-Strobe
= Aoy Spot_575_1.Lamp OnCff Ri
=@ Fodures

7@ Accu_Spot_300

- % Mooy _Spot_ 3001

- % foou_Spot_300 2

- % foou_Spot_300_3

- % foou_Spot_575

The channel tree shows which channels are currently linked to the control track. It includes three
folders:

e Channels: Contains channels that were added to the track independent of their fixtures.
Also referred to as “orphaned” channels.

e Fixtures: Contains fixtures linked to the control track.

e Groups: Contains groups linked to the control track.

A single channel, fixture or group can be added to as many tracks as you like. However, it can be
added to a specific track only once. Furthermore, groups in the Group folder cannot contain
fixtures also found in the Fixture folder, nor can the Fixture folder contain channels already in the
Channels folder. Put simply: There can be no duplicate channels within the same track.
Fortunately, VenueMagic keeps track of all that for you so you don’t have to worry about it.
VenueMagic prevents you from breaking the rules.

To select/remove channels, fixtures and groups to be included in the track, click on the Select
Channels... button to bring up the Select Channels window.

Click the Settings... button to show the Control Track Channel Settings window.

You can also add channels, fixtures and groups to a control track by dragging them over from the
Fixtures and Channel Groups folders in the Project Window.



Control Track Channel Settings

Control Track Channel Settings - @l&]
s —

Starting level source
© Fied v

() Current level at imeline start

(7 Start lewel of first fisture effect

Start level [ 0

Merge mode: [Default -
et |
Starting level Specifies the initial level of a channel in the track when the timeline starts
source playback from the beginning.

o Fixed value: Channel starts with the level specified in the Start
level (%) field.

e Current level at timeline start: Whatever level the lamp is
currently at when the timeline begins playback is where it will
start. This is useful when you want one timeline to continue
where another left off.

e Start level of first fixture effect: Allows you to set the initial
lamp level for the channel in the track using a Level Control
fixture effect.

Control Track 2 Lewvel Contral
e ————

Initial level for this channel is
set by sliding envelope handle.

Start level (%) Set the starting level for the channel within the track. Available only when
Fixed value option is selected.

Merge mode The merge mode setting lets you select how the channel will be affected
by this track only (see Fixture Channel Merge Modes). For instance, if
Scale is selected, then lamp level commands for this channel coming
from this track will be merged as Scale, rather than the channel default.
When set to Default, the default channel merge mode is used. (see Edit

Fixture Settings).

Replacing Control Track Channels & Fixtures
(Only Available for VenueMagic Classic and above)



VenueMagic will let you replace a channel or fixture that has been added to a track with a fixture
or channel that is not part of the track. Select the fixture or channel that you would like to replace
and click the Replace button. This will bring up the Select Item Replacement wizard.

Replacing Track Channels

Select Item Replacements |

1. This ligt shows the track channel you 2. This list shows project channels that can
selected to replace. Check the channel(s) to replace the track channel to the left. This list
replace it with in the list on the right. only shows channels currently not included in
the track
Accu_Spat_Pro Rotating Gobos O Azcu_Scan_250.Color -

[ Accu_Scan_250.Gobo

[ Accu_Scan_250.Position.Y

[0 &ccu_Scan_250 Resst-Intemal Pro...

O Azcu_Scan_250.5hutter-Strobe

[ Accu_Scan_250.5peed of Mation

O Azcu_Spet_Pro Color

[ Azcu_Spet_Pro. Dimmer {Intensity)

[0 Accu_Spot_Pro.Fixed Gobos

O &zcu_Spet_Pro Focus

[0 Azcu_Spet_Pro. Position.Pan

[ Accu_Spot_Pro.Position.Pan-Fine o

Fla__.. cou Fo_ A2 T

3. When you have finished selecting replacements for the channel, click "Finish"

< Back N> | Fishn | [ Cancel | Hep |

If a channel was selected to be replaced, then the Select Item Replacement wizard will appear as
above. In the list on the left is the channel you selected to replace. On the right is a list of all the
channels that are currently not included of the track. Simply check the channel in the list on the
right that will replace the selected channel and click Finish.

You will immediately see the message:

: "\ Channel replacements will not take effect until after the Control Track
‘&Y' Properties window is closed. Close window now?

J[ No || cancel |

Click Yes to close the Control Track Channel Properties window and activate the replacement. Or
click No to activate the changes later when you close the window. The important thing to
remember is that the changes will not be reflected in the Control Track Channel Properties
window until after it has been closed. It is always recommended that you click Yes to this
message.



Replacing Track Fixtures

Select Ttem Replacements x|

1. This list shows the track fodure you selected 2. This list shows project fodures that can

to replace. Check the fodure(s) to replace it replace the track fodure to the left. This list

with in the list on the right. only shows fodures curently not included in the
track

Auto_Spot_150

O coLORbank_LED Generic
O CoLORbank_LED_RGE

OcoLoRbank_LED RGE_1
O cCoLORbank_LED_RGE_2

3. When you have finished selecting replacements for the fodure, click "Mext™ to fine tune your
replacemeants on the channel level,

< Back Ned> | Frish | [ Cancel || Hep |

If a track fixture was selected to be replaced, then the Select Item Replacement wizard appears
as above with the selected fixture on the left, and a list of available fixtures not currently attached
to this track on the right. Check the fixture in the list on the right that you wish to replace your
selected fixture with and click Next. VenueMagic will also allow you to select multiple fixtures to
replace a single fixture, effectively splitting the fixture up.

After clicking next, the Selecting Channel Replacements window comes up.

Selecting Track Channel Replacements



Select Channel Replacements x|

1. The list ta the right shows all . :
of the fodure replacements you qu' | To be replaced by: [

selected on the previous page.
Select areplacement to show
a list of fodure channel
replacements in the list below.

Accu_Scan 250

2. The list below shows how channels within the fodure will be replaced. VenueMagic has done
the best it can to recommend the best channel replacements. You can make changes to this by
dragging the channels into the desired order. Click "Finish" when you're done.

To be replaced

"

The Select Channel Replacements window shows two lists. List 1 (on the top) shows the selected
fixture on the left side and the fixture chosen to replace that fixture (in the Select Item
Replacement window) on the right. If multiple fixtures had been chosen as replacements, then
there would be a list item for every replacement.

Click on the replacement item in List 1, and you will notice that List 2 (on the bottom) is filled with
suggested channel replacements across the two fixtures. If you don’t like VenueMagic’s
suggestions, you can select and drag items on the right side to line them up with the desired
replacements on the right. Unused channels on the right are placed below the assigned channels
in the section labeled Unassigned channels.

VenueMagic color codes the items in the list as follows:

Mapping is across identical channel types. For example, a channel
of type dimmer is mapped to another channel of type dimmer.

The mapping is across different, but technically compatible

Yellow channels. An example of this would be mapping a dimmer channel
to a gobo wheel channel.

Mapping is illegal. This occurs when you attempt to map a
compound channel (such as RGB) to a channel that is not same
type (such as position).

When you have finished arranging channel replacements to you liking, click Finish.

You will see the message:



VenueMagic 2.1 x|

P

| -\'-I Channel replacements will not take effect until after the Lamp
"W Track Properties window is dosed. Close window now?

Click Yes to close the Control Track Channel Properties window and activate the replacement. Or
click No to activate the changes later when you close the window. The important thing to
remember is that the changes will not be reflected in the Control Track Channel Properties
window until after it has been closed. It is always recommended that you click Yes to this
message.

Control Track Envelope Properties

| General | Channels | Envelopes | Extemal Control | Motes |

Show Envelopes (max=10)

[¥] Accu_Spot_200.Color -
. Accu_Spot_300 Dimmer | |
. Pu:-:u_Sth_Bﬂ'D.Gobo

Accu_Spot_300 Gobo Rotation

Accu_Spaot_300. Lamp OnCff Reset Intemal Programs

[] Accu_Spot_300.Position.Pan

Accu_Spot_300.Posttion. Til

Accu_Spot_300.Prism Rotation Gobo Macros
Accu_Spot_300 . Shutter-Strobe

#l KA. Oy AN S _d AT

Draw control level ines between clips Set Color

-

OK || Cancel || Heb

Select which envelopes in the track are to be shown in the track. It the number selected exceeds
the maximum specified in the Timeline Options window, other envelopes will be deselected,
starting with the most recently selected envelope.

If you don’t want lamp level lines to be drawn between clips, uncheck the Draw lamp levels
between clips box.

Click the Set Color button to set the color that the envelope will be displayed in the timeline and
the Envelope Editor window.



Control Track External Control Properties

Control Track Propert

|Genaal |Channels | En'uelupesl Extemal Contral | Motes |

Cortrol slider level with extemal device
Allow mouse control of slider

Bxtemal source:
WCS_002 (Mew Group 1. VirtFocTest)

[[] Uze extemal device level as time base

Control slider level Enables the track panel’'s main lamp level control slider to be
with external device controlled by an external source. Click the Select... button and choose
an input source in the Select External Control window.

Allow mouse control When the main lamp level slider is being controlled by an external

of slider source, it my not make sense to allow the mouse to control it at the
same time. Uncheck this box to lock-out the mouse from controlling
the slider.

Use external device When checked, the time base for this track is provided by an external

level as time base input as described below.

Using an External Input as a Time Base

(VenueMagic SC+ and above only)

With the Use external device level as time base box checked, the time base for this control
track is based on the current value of an external control source rather than actual time. This
makes it possible to slew back and forth in time through this track with an external control such as
a slider, for instance. The output channels associated with this track are set to the proper values
corresponding to the time provided by the slider (or any external control source).

This handy function allows you to perform complex control of a number of different channels and
attach it to a single input source. A good example of using this capability would be an
animatronics character where movements of multiple motors is required to achieve the desire
expression, such as a smile. Build into this track the complete movement of all motors from no-
smile to smile and then connect it to a slider so that moving the slider back and forth controls the
character’s smile.

The additional fields for this function are described below:



se extemal device level as time base

Bxtemal sounce:
WVCS5_001 (Mew Group 1.Channell)

Start % 0 End%: 100

Click the Select button and then choose an external control source from the Select External
Control window. Then specify the Start % and End % of the external control that would
correspond to the beginning and the end, of the tracks play time, respectively. The default values
of 0% and 100% give you the full range of the external control to set the time in the track.

If a track has the Use external device level as time base box checked, the associated Track
Control Panel will so indicate.

Control Trac

Once an External Timebase track has been setup, it is always active—meaning as the attached
external control value changes all track channels are affected—whenever the timeline is open in
the timeline editor (whether running or not) or if it is in the Cue List.

A timeline with some (but not all) of its control tracks setup as External Timebase tracks can be
run in the Cue List as a normal timeline. However, none of the External Timebase tracks will
play, except as controlled by the external control. A timeline where all control tracks are External
Timebase tracks can be added into the Cue List, but it will not run as a normal timeline. Its
presence in the Cue List will allow its time base to be controlled by the specified external control.
The Status column for such a timeline will read “Ext.time” and no time information will be
provided. The timeline will remain in the Cue List until it is explicitly stopped.

External Time Marker

Dashed vertical lines called External Timeline Markers show the current “time” in each External
Time Base track, as determined by the current value of the external input level specified as the
track’s external time base source.

0:00:00.00 w0 0:00,08°0 000161 0:00,24:2 0:00;323 0700
ScaleLR Max »

LeanFB ¢  Level Control

External Time Markers

If a Level Control clip is opened in the Envelope Editor, the External Time Marker for the parent
track is displayed there as well.




External Time Marker

E Edit Envelope - Level Control [m] x

0:00:08.0 0:00:16.1

0:00:13.02

Control Track Notes
nter notes about the control track.

Control Track Prope

|Gener.:|l I Channels | Envelopes | Extemal Currtrol| Notes

Controls tombstone lamp|

Level Control

A Level Control fixture effect gives you full control of channel levels in a track by utilizing the
Envelope Editor to edit channel level profiles.



Level Control General Properties
" Level Control Properti [

General |Setup Recording I Fiecord Triggering | Motes |

Mame: Level Contral

Time: 0:00:03.82

Enable playback
[ Lock clip

[¥]iScale envelopes on resize!

Name Enter the name that will appear on the clip in the timeline window. By
default, this will always be “Level Control.”

Time This field lets you explicitly set the time location of the clip on the timeline.
The time format used by the field is the same specified in the Time display
format of the Timeline Options window.

Enable playback Check this box to enable playback of the clip. Uncheck it to disable lamp
control by this clip during timeline playback. It is checked by default.

Lock clip Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.

Scale envelopes Check this box and envelope handles will be scaled horizontally when the
on resize Level Control clip is resized. Note: scaled Level Control clips can only be
scaled from the right edge, not from the left.

Level Control Setup Recording Properties
(Only Available for VenueMagic DMX+Av and above)

This window allows you to setup channels for real-time recording of DMX, MIDI and Joystick
control.



Level Control Properties x|

"General  Setup Recording | Record Tﬁggeringl Maotes I

[ {Enable recording; Select recordable channels:

I~ Erase before recording RGE.RGE.Blue
RGB.RGE.Green
[J RGE.RGE.Red

Select channels to record:

Channels | Cortral Input
RGE.RGE.Blue J5_1_XPOS
[J RGE.RGE Green JS_1_YPOS
Import Profile... | Match Inputs From Channel Routing | Select Input |

0K | Canced | Hep |

By default, all of the channels associated with a Level Control fixture effect are controlled by
envelopes that are designed by the user in the timeline or in the Envelope Editor. Setting up
selected channels to be “recordable” will enable you perform real-time recording of those levels
during timeline playback.

Selecting Channels to Record

The Select recordable channels list shows all the output channels available to this Level Control
effect. Check the box on those that you wish to record. Checked items will appear in the Select
channels to record list. In this list, check those channels you wish to record during timeline
playback. Unchecked channels will not be recorded. They will playback their pre-recorded data (if
any) when the timeline is run.

Selecting Inputs to Control Recorded Channels

Perhaps a little clarification is needed at this point. The channels you have selected for recording
are actually output channels, not input channels. In the end, what we really need to record are the
input channels that are controlling the output channels. In order to do this, we must specify which
external input channel is controlling a “recordable” output channel while it is being recorded.
Select an output channel in the Select channels to record list and click on the Select Input button.
This brings up the Select External Control window from which you can select an input channel to
control the selected output channel. While the timeline is recording, this will function similarly to
the Channel Router in that each output channel will be controlled directly by the associated input
channel.

Copying Inputs from Channel Routing

If you have already setup the Channel Router and would like to use the same inputs for
recording, click on Match Inputs From Channel Routing. This will reassign all of the recording
channels to match the inputs currently set up in the channel router and in the Routing Group
currently selected in the main screen toolbar (see Channel Routing Groups). If a record channel
is not referenced in the Channel Router, it is left alone. Note: in Channel Routing, multiple inputs




can affect a single output channel. Recording does not allow this. If multiple inputs are found for
the record channel, you will be prompted to select the desired one from a list.

The Copy Inputs from Channel Routing button performs an input copy for all the channels in the
Select channels to record list. To copy inputs from channel routing to one or more individual
channels only, first select the desired channels, then right-click on one of those selected and click
Match Input From Channel Routing.

Select channels to record:

Channels Contral Input
[] BOC_1.HeadMod Mation Mone selected

__—— CTRL_008
Match Input From Channel Routing 1CTHLD11

Importing Profiles into Level Control Channels

Import previously exported profiles into channels by selecting the channels to be imported to from
the Select channels to record list, and then clicking Import Profile. Select the profile file and click
OK to bring up the Load Profile Channels window which will have populated the record channel
list with the channels selected in the Select channels to record list.

Recording Channels

Check the Enable recording box to enable recording for this clip. When you close the Level
Control Properties window, you will find that the Level Control clip title bar has changed color to
red and the clip title now includes “(Record ENABLED)”.

You can also enable recording by right clicking on the clip and selecting Record Channels. Or you

can click on the button in the timeline toolbar. This will enable recording for all selected Level
Control Clips so long as recording has been setup for each of them.

When you run the timeline, the title text changes to include “(Record WAITING)”.

As soon as recording is triggered (see Level Control Record Triggering Properties), the clip’s
appearance changes to:




Now run the timeline. Recording of the selected channels will begin when the timeline time cursor
reaches the clip. When timeline playback stops, the new recorded data appears in the clip.

Record Lock

When the timeline stops after a recording, the clip is automatically taken out of record mode. This
is done to prevent accidentally recording over data. If you want clips to remain in record mode

after the timeline stops, can click on the record lock button . in the timeline toolbar.

For more information on real-time recording, see Real-time Recording and Editing of Channels.

Level Control Record Triggering Properties
x|

" Generl I Setup Recording  Record Triggering | Notes I

— Record START trigger
{~ Timeline playback
™ Manual (Ctd-R)

" First data change

% Timeline marker IStart-ﬂ'I-ﬂ'D'l ﬂ

" Bdemal Ctd |N0r'|e Select.. |
Tihreshald 5 |C

—Record STOP trigger
" Manual (Ctd-R)
" Timeline marker I j

' Edemal Ctd }JS_1_BTN‘I Select...

Threshold % |5D

Selecting a Record Trigger
Various options are available for triggering the start and stop of recording during playback.



Start Recording Triggers

Timeline playback

Manual (Ctrl-R)

First data change
(auto punch-in)

Timeline marker

External Ctrl

Recording begins immediately when the timeline is run.

Recording is toggled on/off (while timeline is running) using the Ctrl-R key
combination. This function is available in all modes.

Recording begins when the first input data is received. In other words, if you
are controlling channels with several sliders, moving one of the sliders will
start recording for the whole clip.

Recording begins at the selected timeline marker. If you start playback after
the specified marker, recording starts immediately. (see Timeline Marker)

Select an external control to trigger the start of recording. (see Selecting
External Input Devices).

Stop Recording Triggers

Manual (Ctrl-R)

Timeline marker

External Ctrl

Recording is toggled on/off (while timeline is running) using the Ctrl-R key
combination. This function is available in all modes.

Recording stops at the selected timeline marker. (see Timeline Marker)

Select an external control to trigger record stop. (see Selecting External
Input Devices).

Level Control Notes Properties
Enter notes about the level control effect.



Level Control Properties x|

"General | Setup Recording Motes I

Level Control Effect Notes|

0k | Canced | Hep

Snapshot Channels
(Only Available for VenueMagic Classic and above)

You can “snapshot” the current output level of all channels controlled by a Level Control fixture
effect by right-clicking on the Level Control effect and selecting Snapshot channels. Or you can

click on the icon in the timeline toolbar. This function is available in both the timeline editor
and the envelope editor.

This function is especially useful when you wish to set all of the lamp levels, head positions, etc...
manually (you must setup channel routing to do this) and then capture the position for use in a
timeline.

Matching Recorded Endpoints

In timelines where a move has been recorded to channels in a Level Control clip, it is often
desirable to precede the clip with a non-recorded Level Control that will blend the previous
channel values into the start of the recorded levels. Manually adjusting the end points of the non-
recorded clip to the starting levels of the recorded clip can be tedious. Fortunately, this can be
done automatically by right-clicking on the non-recorded clip and selecting Match Endpoints with
Next Clip.



Snapshot Channel Levels

Select channels to shapshot:

Chim2 TSdFrant
TSDim3.TS1Lamp
TSDim3.TS4Lamp
TSDimd. TS2Lamp
T5Dimd. TS5 3Lamp
T5Dim5. T55Lamp b
T5DimS. TSELamp

T55pots. T51Front x|

|»

[T Copyta FIRST handle Curve tppe; | Linear j
[~ Copyto LAST handle

¥ Copy at time cursor

The Snapshot Channel Levels box will list all the channels controlled by the Level Control. Check
those channels you wish to snapshot.

Check the Copy to FIRST handle box if you wish to copy the captured channel values to the first
handle in the Level Control’s envelope that corresponds to each channel. This option is available
only to the first Level Control effect on the track. In addition to this, only channels with the starting
source level set to Start level of first fixture effect will be copied. Uncheck this box if you do not
want to copy any channel values to the first handles.

Check the Copy to LAST handle box if you wish to copy the captured channel values to the last
handle in the Level Control’'s envelope that corresponds to each channel. This option is always
available and will copy all channels controlled by the Level Control effect.

Check the Copy at time cursor box if you wish to insert new handles with the captured channel
values at the current time cursor position. This option only available if the timeline time cursor is
inside the Level Control effect.

The Curve type box lets you select the curve type that will be associated with the captured points.
Select from Step, Linear, and Spline (see Envelope Editor).

Lamp Chaser

Lamp chasers are very powerful and exciting feature of VenueMagic. VenueMagic lets you select
from a library of over 100 chaser sequences, or you can create your own with VenueMagic's
easy-to-learn (can you spare 1-2 minutes?) chaser sequence development language in the Lamp
Chaser Library.



Lamp Chaser General Properties

Lamp Chaser Properties

General ]Setup ] Channel Order] Extemal Corrtrol] Notes I

Mame: |Lan1|:| Chaser

[+ Enable playback

[~ Lock clip
QK | Cancel Help
Name Enter the name that will appear on the clip in the timeline window. By

default, this will always be “Lamp Chaser.”

Enable playback Check this box to enable playback of the chaser. Uncheck it to disable
lamp control by this chaser during timeline playback. It is checked by
default.

Lock clip Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.



Lamp Chaser Setup Properties

- Lamp Chaser Propertie

General  Setup lChanneI Order] Extemal Cnntrol] Notes ]

Chaser program:

Sample:

Show beat markers
|

[JChaserd_12 {4 lamps, B beats) = Al . . . A2

[[JChaserd_13 {4 lamps, 2 beats)

[[]Chaserd_14 (4 lamps. 8 beats) 23
[[]Chaserd_15 (4 lamps. 7 beats) i . . . .
[[]Chaserd_16 {4 lamps. 4 beats)

Chaserd_17 (4 lamps, 4 beats)

[[Chaserd 18 {4 lamps, £beats)

Enable autobeat syne | Advanced... Scaling: 1

r

Tap Env. BEd.

Speed: =1

B0bpm [ I [
| 1000 % r r

Brightness:

Chaser program

Sample

Enable auto-beat
sync

Advanced...
button

Scaling

ok | Cancel | Help

Select a chaser sequence program from VenueMagic’s library of over 100
sequences. In parentheses to the right of the chaser program name is
additional information about the sequence:

e N lamps: where N is the number of lamps the sequence was
designed to accommodate. If you have more lamps than specified,
the sequence will repeat every N lamps.

e N beats: where N is the number of beats in this sequence. In other
words, the sequence will repeat every N beats.

An animated sample of the currently selected chaser sequence. The cell
names consist of letter-number combinations that specify:
e Letter A, B, C, etc...: lamp/beat within the sequence.
e Number 1, 2, 3, etc...: iteration of sequence within the track
channels.

(Only Available for VenueMagic Classic and above)

Enable the auto-beat sync feature for this lamp chaser. Checking this box
is the first step to automatically synchronizing a lamp chaser to the beat of
an audio file (see Lamp Chaser Auto Beat Synchronization).

Opens the Advanced Auto-Sync Settings dialog window.

This time scaling factor valued is multiplied with the programmed chaser
speed. The default of 1 does not change the speed. Setting it to 2 doubles
the speed while 0.5 will cut it in half. The scaled speed is only effective
during playback and will not affect the speed in the Sample window. This
setting is most useful when used in conjunction with the Beat Tapper
function to affect how the chaser responds to the current tapper speed.



Show beat Displays chaser sequence beat markers on the lamp chaser clip in the
markers timeline. Even when enabled, beat markers will not show if the timeline
display time range is too large.
e Auto-beat sync enabled:

e Auto-beat sync disabled:

Chaser [Chaserd_10 -

Speed Move the slider to set the chaser speed in beats per minute. You can also
enter a BPM value manually in the adjacent field. Active only when Auto-
beat sync is not checked.

e Tap: Check this box and the chaser will follow the beat tapped-into
the Beat Tapper. All other speed settings are ignored.

e Env.: Checking this box will enable envelope control of the chaser
speed. The envelope value (0-100%) will vary the chaser speed
between 0 BPM and the value set in the speed field.

e Ext.: Check to enable external control of the speed. Behaves
similarly to envelope control. Once enabled, external control must
be setup in the Lamp Chaser External Control Properties window.

Brightness: Functions similarly to the Speed setting, except brightness control is active
regardless of whether Auto-beat sync is checked or not.



Lamp Chaser Channel Order Properties

-Genemll Setup  Channel Order |E:ctema| Control I Notes I
Drag to change channel order:
Chaser Channels | Seq | Bxcluded Channels -
04Channel.Levell Al AZ2078 Colorl
04Channel.Level2 E1 AZ2078.Color2
04Channel.Level3 1 A2078.Position.Fan
04Channel.Leveld 01 AZ2078.Position. Tik
(2Channel Levell A2 A2078.5peed
ilChannel Level2 BZ A2078.Efect
AZ2078.Prism 1=
AZ2078.Iis
A2078.Prism_Rotation
AZ2078.5hutter
A2078.Gobo_Rotation
AZ2078.Focus
AZ2078.Gobo1
AZ2078.Gobo
A2078 Color =l

Reorder by DVIX Address |

X

o]

Cancel |

Help

If your chaser lamps are flashing out of order, you can reorder them by dragging them around the
Chaser Channel list. For explanation of the codes in the Sequence (Seq) column, see Lamp
Chaser Setup Properties. If you don’t want a channel included in the chaser sequence, drag it

into the Excluded Channels list. When a lamp chaser is first added to a control track (or when
more channels are added to the track) the chaser will automatically exclude all channels except
dimmer and RGB type channels (see Fixture Channel Types). If you actually wish to include
these channel types, you will need to drag them back into the Chaser Channel list yourself.

Click the Reorder by DMX Address button to reorder the channels in the lamp chaser by DMX
address. This is useful if you have rearranged fixtures in the Add Fixtures window and would like
to quickly rearrange the chaser’s channel order. It is also useful if you need a quick way to reset

channel ordering to the default.




Lamp Chaser External Control Properties

Lamp Chaser Properties

Geneml] Setup ] Channel Order  Extemal Control IND‘tES I

Chaser Speed extemal source:

MIDI_01_NTOF_014 Select...

Chaszer Level extemal control source:
MIDI_01_NTOF_041

QK Cancel Help

Chaser Speed external External control of lamp chaser Speed function. Click Select...

source: button to open Select External Control dialog window. External
control will scale the chaser speed between 0 bpm and the speed
set in the Lamp Chaser Setup Properties window. External control of
the speed must be also enabled in the same window.

Chaser Level external Selects external control of chaser lamp level. Functions similarly to
source: Chaser Speed external source above.

Lamp Chaser Notes
Enter notes about the lamp chaser.



Lamp Chaser Properties

Geneml] Setup ] Channel Order | Etemal Control  Notes

|Lan'u:: Chaser Notes

ok | cancel | Help |

Lamp Chaser Auto Beat Synchronization
(Only Available for VenueMagic DMX+AV and above)

A powerful feature of lamp chasers is the ability to automatically synchronize to the beat of music
in an audio file. This can be done by following these steps:

1.

2.

3.

Select an audio file from the Audio folder in the Project Window and drag it into an audio
track on the timeline. It is important that the music you select has a clearly distinguishable
beat.

Drag the Lamp Chaser from the Fixture Effects folder in the Project Window into a control
track.

Double-click on the lamp chaser clip on the timeline to bring up the Lamp Chaser
Properties window and select the Setup tab.

Select a desired chaser program and then check the Enable auto-beat sync box. Now

click OK. The chaser clip should now look something like this:
Chaser {Chaser3 10 - L

Note the word “Unsynched” in the chaser clip title bar. This tells you that auto-beat sync
is enabled, but the chaser hasn’t been synched yet.



5. In the timeline, identify the start of the beat in the audio file and line-up the beginning of
the chaser clip to that beat as shown below:

E 00:00:01:18 IJIJ'I]I]‘I]ZIJIJ 4 00:0002:12 00:00:02:

Lamp Chaser (Chaserd_17 - Unsynched)

SR

This tells the beat detector which beat you want to sync to.

(Note: you may need to expand the timeline to get a closer view using the -
buttons on the timeline toolbar.)

6. Now, select both the chaser clip and the audio clip (click on one to select it, then click on
the other while holding down the CTRL key to select both).

7. Right-click on the chaser clip and select Sync Chaser BMP. This will bring up the Sync

Chaser Beat dialog window. For now, just click OK. After a few seconds, you should see
a message that looks like this:

VenueMangic

§ lx Detected scaled termpeo of 61.7 bpm.

Click OK. Your chaser clip should now low something like this:

You are now synched-up and ready to go!

Auto Synching Problems

VenueMagic will do the best it can to detect the beat of the selected music and sync to it. If the
music does not have a clearly distinguishable beat or if the beat is erratic or changing,
VenueMagic may not get it exactly right. It may not be able to find the beat at all. In that case you
will see this message:



VenueMagic

l; Unable to detect beat.

OK

If VenueMagic has trouble finding the beat, you may try some or all of the following:

1. Try breaking the music into sections by inserting a different chaser clip for each section.
This is especially useful for songs that change tempo a lot.

00:00 00:00:35:08 00:01:10:12 00:01:45:18 00:02:20:28 00:0%)
T T L S T T N O O S W WO NN (T Wy SO SO T N S SO WO S T

amp Chaser (Chaserd 17 - Synched at 108 Lamp Chaser (OF Lamp Chaser (Cheserd_17 - Synched at 52 85 boi i

The beat detection function searches for the most prominent beat across the length of the
music corresponding to the chaser clip and applies it to the whole chaser clip. It will not
detect and sync to tempo changes along the same chaser clip.

2. Change the Minimum BPM in the Advanced Auto-Sync Settings dialog window. This
value tells VenueMagic where to look for the most prominent beat. This value defaults to
45 bpm.

Many songs will apply a strong beat at the beginning of a rhythmic pattern which could
confuse beat detection and give you a very low BMP (10-20 or even lower) if this limit is
set too low. However, in some cases this may be the only beat VenueMagic is able to
lock on to. Try lowering the number in degrees and testing the results. You can then
speed up the tempo by setting the Multiply by scaling value in the Sync Chaser Beat
window.

3. In very rare occasions VenueMagic may be able to extract a beat from rhythmic patterns
that occur above the actual beat of the song. Change the Maximum BPM in the
Advanced Auto-Sync Settings to a higher value and see what happens. You can then
slow down the beat by setting the Divide by scaling value in the Sync Chaser Beat
window.

4. Sometimes, VenueMagic can identify the tempo (BPM) of the song but can’t quite lock on
to the precise beat. Try varying the Beat lock margin value in the Advanced Auto-Sync
Settings window by small amounts and see if it helps.

The beat detection functions works in two steps: First, it identifies a tempo based on the
most prominent beat. Then it tries to lock on to the strongest audio “pulse” in the vicinity



of where it predicts the actual beat should be. This helps adjust for minor (usually
imperceptible) tempo variations within the music. The Beat lock margin tells VenueMagic
how far to stray from the predicted beat position to find the actual beat.

Song With a Beat.wav

Actual beat
position

Predicted beat
position

_J

Beat lock margin

5. Some songs may confuse the beat lock function even though the BPM calculation is fairly
accurate. You can disable this feature by un-checking the Auto-beat lock box in the
Advanced Auto-Sync Settings window. Keep in mind that this may cause the chaser beat
to drift out of sync with the music over time. Use multiple chaser clips to periodically “re-
sync” the chaser beat by manual adjustment of each chaser clip position.

6. When all else fails, you may need to sync to the beat the old-fashioned way. Uncheck the
Enable auto-beat sync box in the Lamp Chaser Setup Properties window. Then, through
trial and error, adjust the chaser speed manually until you have a close match. Again, it
may be necessary to use multiple chaser clips so that you can re-sync periodically.

With auto-beat sync disabled, your chaser clip will look something like this:

Chaser (Chaser2 10 -

Sync Chaser Beat

This dialog comes up when the Sync Chaser BMP... pop-up menu option is selected from the
timeline (see Lamp Chaser Auto Beat Synchronization). After setting the desired parameter(s),
click OK to begin beat detection.




Sync Chaser Beat §|

Audio file:

C:\Documents and SettingztOwnerhbdy

Documents\Wenuet agichaudiolibhl2 Keep Holding Cancel
Orway

Start time:  |54.1 SECE
Length: 16.7 FECE
Scaling
* Mo zzaling
" Multiply by

" Divide by =

Audio file: Shows the path of the audio file chaser will be synched to.

Start time: The start time of the lamp chaser clip with respect to the beginning of the audio
clip. This field is not editable.

Length: The length of the chaser clip. This field is not editable.

Scaling After the tempo of the audio file is detected, it can be scaled to make the chaser
beat faster of slower. Select from the following:
e No scaling: Do not perform any scaling of the detected tempo.
e Multiply by: Multiply detected tempo by the specified amount to make
the beat faster.
o Divide by: Divide detected tempo by the specified amount to make the
beat slower.

Note: Scaling the chaser beat will have no effect on the actual tempo of the
music.

Advanced Auto-Sync Settings

This dialog window is opened by the Advanced... button in the Lamp Chaser Setup Properties
window. For more explanation of the settings in this window, see Auto-Synching Problems.




Advance Auto-Sync Settings

kinimurn BPk: |45
bl airnurn BP: |23|:I

v Auto-beat lock

Cancel

Beat-lock margin (%] |5.0

Minimum BPM: Specifies the lowest tempo in beats per minute that VenueMagic will
consider while attempting to detect the tempo and beat of a music file.

Maximum BPM: Specifies the highest tempo in beats per minute that VenueMagic will
consider while attempting to detect the tempo and beat of a music file.

Auto-beat lock Checked by default. Uncheck this box to disable the auto beat-lock
feature of the VenueMagic beat sync function.

Beat-lock margin: How far the beat-lock function will stray from the predicted beat position
to attempt to locate the actual beat. Value is a percentage of the
calculated beat length.

Lamp Chaser Library

(Only Available for VenueMagic Classic and above)

The Lamp Chaser Library provides a quick and easy way to create custom chaser programs.
VenueMagic provides a simple, text-based chaser sequence design code that is both powerful
and easy to learn.



Chaser Library
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Chaser Preview
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—— Chaser Program
Editor

—— Program Compile
Results Window

The following steps summarize the process of creating a chaser program:

1. Click the New button under the Chaser program list to add a new chaser program to the
list called “Lamp Chaser”. You will note that the new program is selected and in “edit
mode” so that you can type in your own name for the chaser. If you wish to change the
name later, select the program in the list by clicking on it, then click on it again to re-enter

edit mode.

2. Click in the Chaser Program Editor and enter code for the chaser program.

3. Click on the Compile button to compile and plot the chaser program. If there are no
errors, the Program Compile Results window will show “Success, followed by the number
of characters in the code, how many channels are in the sequence, and how many
periods (beats) are in the sequence. The Chaser Preview Window shows an example of

what the chaser will look like.

Writing Chaser Program Code
Writing chaser code is simple.

First, the letters of the alphabet (A, B, C, to Z) represent lamps. This will allow your programs to
include up to 26 lamps. Letters cannot be skipped. In other words, if you wish to program a

sequence using 4 lamps, you must use A, B, C & D.

Cycles and Periods



A chaser program represents a repeating sequence called a cycle. A cycle is divided into
segments called periods, which are represented by the dash (“-“) character. A chaser program is
simply a collection of different lamp patterns for each period in a cycle.

So, a basic chaser that flashes four lamps in sequence, one after another, will look like this:
A-B-C-D

Suppose you wanted the lamps A and B to be on simultaneously, followed by C and B turned on
simultaneously. Here’s the code that would accomplish this:

AB-CD
Pretty simple? Try to figure out this program:
A-AB-ABC-ABCD-BCD-CD-D-

Quarter Periods
The forward slash (“/”) represents 4 of a period. What do you think the program below will do?
Try it. (note that spaces and carriage returns are ignored):

a/B/c/D/
a//B//c//D//
a///B///c///D/]/
A-B-C-D

Chaser Pulse Width

You will notice the even though we are using quarter periods, the lamps stay on for a whole
period, making a confusing mess. The time a lamp remains on is called the pulse width. You can
change the pulse width using the command:

[Wn] (pulse width)

where n is a number between 0-100 specifying the pulse width as a percentage of a period. Let's
try our last program a little differently.

[W25] A/B/C/D/

[w50] A//B//C//D//
[w75]1 a///B///C///D///
[W100] A-B-C-D

Rise Time & Fall Time
Make the lamps dissolve on and off by changing the rise and fall time using the commands:

[RN] (rise time)
[Fn] (fall time)

where n is a number (0 — 100) specifying the rise/fall time as a percentage of the pulse width.

Example:
[W50] [R25] [F25] A-B-C-D

Lamp Level
Scale the lamp level using the command:

[LNn] (lamp level)



where n is a number (0 — 100) specifying the lamp level.

Example:
[W50] [R25] [F25] [L100]A-[L50]B-[L100]C-[L50]D

Built-in Fixture Effects

In addition to Level Control and Lamp Chaser effects, VenueMagic provides an assortment of
specialized built-in fixture effects designed to display specific effect patterns. Internally, these
fixture effects are based on mathematical equations and are intended to simulate lighting
“phenomena” such as lightning, candlelight, sunrise/sunset, explosions and a lot more. There are
also effects designed to control moving light fixtures to draw circles, figure-8's random patterns,
etc...

VenueMagic’s Built-in Fixture Effects library is always growing, and you can download new
libraries as they come from the VenueMagic website.

Built-in Fixture Effect General Properties

The appearance of the built-in fixture effect’'s General Properties dialog window will appear
different for each different fixture effect. However, the setting fields remain constant. This window
is for the Candelabra Effect, but the descriptions below apply to all fixture effects.

General | Settings | Channel Order | Notes |

MName: Lightring
Time: 0:00:00.00

Enable playback

| ok || Cancel || Hep |
Name Enter the name that will appear on the clip in the timeline window.
Time This field lets you explicitly set the time location of the clip on the timeline.

The time format used by the field is the same specified in the Time display
format of the Timeline Options window.

Enable playback Check this box to enable playback of the clip. Uncheck it to disable lamp



control by this clip during timeline playback. It is checked by default.

Lock clip Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.

Built-in Fixture Effect Settings Properties

The appearance of the Fixture Effect Settings Properties dialog window will appear different for
each different fixture effect. This window is for the Candelabra Effect, but the descriptions below
apply to all fixture effects.

x

"General Settings |Char1nel Orderl Notes I

Channel: Select type:
WEMC1_1.Bass ] 1 tone
WEMC1_1.Treble Camdan

ED4038_1 Selection
ED4038_1.5peed
ED4038. Selection
ED4038 Speed
ED4038_1.RGB.Red
ED4038_1.RGB.Green
ED40328_1.RGB.Blue
ED4038 RGE.Red

Select parameter to set:

Flame level 80.0 Parameter value: I'I 00.0

Hm

100.0
Flutter level 250 J
Flutter speed H0.0

[ Set parameter with envelope

[ Bd.cti. Select... |
Lamp Efect Help .. | il I 0.0 |

ok | cance | o Hep |

Channel: This list contains all the channels currently linked to the track in which the
Fixture Effect clip resides. They are listed in alphabetical order. Select the
channel for which you would like to modify fixture effect settings. Selecting
[Global Settings] at the top of the list will allow you to modify settings that
will affect all the channels together.

Select type: Choose a fixture effect variation type for the selected channel.

Each VenueMagic fixture effect offers one or more variations of the effect
that can be applied to a specific channel. For example, for effects that
depend on lamp color (such as in the Sunrise RGB and Sunset RGB
effects), a type will be provided for each colored lamp. Another example is
when effects that require coordination between two motion axes (such as
in the Circle effect). There is one variation type for the Pan axis and one
for the Tilt axis (or X & Y axes for scanning lamp heads).

When a fixture effect is first added to a track, or when additional channels
are added to the track thereafter, VenueMagic will do its best to
automatically select the right type for the right channel based on the
channel’s type (see Fixture Channel Types). Afterwards, you can go




Select parameter
to set:

Parameter value:

Set parameter
with envelope:

Ext. ctrl.

Ending lamp
value:

Fixture Effect
Help...

through the list and make any changes you feel are necessary.
If you want a channel to be unaffected by the fixture effect, select None.

This list shows all the parameters associated with the selected variation
type. Select the one you wish to modify.

Change the value of the selected parameter by moving the slider, or by
entering the value directly into the field.

Most of the fixture effects will allow you control certain parameters using
envelopes. Check this box to enable envelope control of the selected
parameter.

Lamp effect parameters can be also be controlled in real-time by an
external input. To enable this, check this box then click Select to bring up
the Select External Control window.

™| Set parameter with envelope

P Bt ot

US_1_7ZPOS

Checking this box also disables setting the parameter with an envelope.
Some fixture effects use a random value generator to create its effect. This
means that the final channel level at the end of the clip is unpredictable.
Set this value (0-100) to force the final channel level to the desire value.

Click this button to bring up a help window specific to this fixture effect.

Copying Parameter Settings from One Channel to Another
Once you have setup the desired parameters for a channel, you can copy and paste those
settings to other channels by following these steps:

1. Right-click on the channel you wish to copy and select Copy.

Channel:

[G||:||:|.=|| Settinne] Y
LBAF Copy Channel

Paste Channel

LEART Leweld
LBAR2Z.Lewvell
LBARZ Level2
LBARZ Lewvel3




2. Select the channels you would like to paste to, then right-click again and select Paste.
Channel:

[Global Settings] S

LBAR1.Levell

LBAR1.Le Copy Channel
LBAR1.Lg

Paste Channel

LBARZ Levell

LBARZ Lewvel2
LBARZ Lewvel3 W

Built-in Fixture Effect Channel Order Properties

Some fixture effects use the channel sequence number to vary the effect (such as in the Pan
Wave and Tilt Wave effects). This makes channel order important. Rearrange the channel order
by dragging them in around in this window.

Sinewave Properties d

General Settings Channel Order  Notes

Drag to change channel order:

Channels Seq "™
LEG4_4 Leveld 1
LEG4 4 leveld 2
LEG4_4 Level2 3
LEG4 4 Levell 4
LEG4_3 Leveld 5
LEG4 3 leveld 6
LEG4_3 Level2 7
LEG4 3 Levell 8
LEG4_2 Leveld 5
LEG4 2 Leveld 10
LEG4_2 Level2 11
LEG4 2 Levell 12 v

Reorder by DMX Address Reverse

Cancel Help

Note: the sequence number column (Seq) represents the sequence within the fixture effect. As
you reorder channels, this column will not change.

Click the Reorder by DMX Address button to reorder the channels in the fixture effect by DMX
address. This is useful if you have rearranged fixtures in the Add Fixtures window and would like
to quickly rearrange the chaser’s channel order. It is also useful if you need a quick way to reset
channel ordering to the default.

Click Reverse to reverse the current channel order.

Built-in Fixture Effect Notes
Enter notes about the fixture effect.



X]

Candelabra Properties

Geneml] Settings ] Channel Order  Motes l

Candelabra Notes

QK | Cancel Help

Event Tracks
(Only Available for VenueMagic Classic and above)

Event tracks contain events that have been dragged over form the Events folder of the Project
Window.

Midi Events

Event Track Panel
The figure below shows the function of each item in the event track panel.

Enable Real-Time Event Recording
Lock Track

Solo Play (audio and video tracks only)
Disable Video and Audio Playback

Ewvent Track 10

Pin track to page Click this icon to pin this track to its current location on the
page. As you scroll the tracks up and down, this track will
remain fixed.



Disable events Click this icon to disable playback of events on this track.

Solo play When enabled, only this event track will be active during
playback. No other event track will play.

Lock track Lock track to changes.
Enable real-time Enables real-time recording of events for this track. (See Real-
event recording time Recording of Events).

Event Track General Properties

Event Track Properties >

General Events Extemal Control Motes

Track name: |Time|ines|

[ Lock track
Allow clip property/envelope edits
Allow clip sliding/sizing

Require password:

Cancel Help

Track name Enter the track name to be displayed in the track panel.

Time This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Lock track Check this box to lock out any changes to track. For information on the
other track locking options, see Track Lock Functions




Event Track Event Properties

Event Track Properties *

General Events  Extemal Control  Notes

Preload "Run Timeline" events

Cancel Help

Disable events Check to disable events on this track.
Preload “Run Check this box if you would like VenueMagic to pre-load the timelines
Timeline” events specified by all of the track’s “Run Timeline” events at the beginning of

playback. This will ensure greater accuracy for the triggering of these
timelines at their designated times. The trade-off is that if there are many
“Run Timeline” events there may be a delay between running the parent
timeline and the actual start of playback. If accuracy is not important,
leave this box unchecked.

Event Track External Control Properties
(VenueMagic SC+ and above only)

Event Track Properties *

General Events Bxtemal Control  Notes

[iUse extemal device level as time base!

Extemal sounce:
MCS_D07 (Molumes Alert Alams) Select .

Start % D End%: [100

|:| Events trigger on reverse time

Cancel Help




This screen is for setting up the Event Track to use an external input for a time base and is similar
in function to the same features available to Control Tracks as set up in the Control Track
External Control Properties window.

With the Use external device level as time base box checked, the time source for this track
becomes the specified External source rather than the parent timeline’s playback clock. The
Start % and End % fields specify the values provided by the external control that would
correspond to the beginning and the end of the tracks play time, respectively. The default values
of 0% and 100% give you the full range of the external control to set the time in the track.

Once enabled, events on the event track are triggered as the value of the external control crosses
the event going in the forward (lower to higher value) direction. After being triggered, the event
trigger is reset when the external event value crosses the event in the reverse (higher to lower
value) direction.

The reverse is true when the Events trigger in reverse time box is checked. In this case, the
event is triggered as the external control crosses the event while decreasing in value (reverse
direction) and is reset when the value crosses it while increasing (forward direction).

All this functions similarly to setting up events in the Event Table to trigger at specific values of a
source input (and when moving in a specific direction), but it is much easier to implement.

Just as with Control Tracks, and Event Track setup with an external device as a time base will so
indicate in the Event Track Panel.

Event Track 1

Event Track Notes

Enter notes about the event track.
Event Track Properties *

General Events Extemal Control Motes

Evert Track Notes|

Cancel Help




Cue List Command Event

The Cue List Command event executes one of several commands that effect execution of a
single item or all items of the Cue List.

Cue List Command Event General Propertles

General | Evert | VMNet | Conditions | Notes |

Evert type:
Event name:

Time:

Marker shape:

Cue List Command

Cue List Command

0:00:07.83

‘ Up/down pointer ‘ Set Marker Color. .

D Trigger on post-event start time
Enable playback
[ Lock clip

Event type:

Event name:

Time

Marker shape:

Describes the event type. In this case it is a Cue List Command event.

The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Set Marker Color... Choose a color for the marker. When event markers are first dragged

button

into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

Trigger on post- When this is checked, the event will trigger immediately if playback is
event start time. started after the event. If unchecked, the event will only trigger at the

event. Playback must start before or on the event.

Enable playback Uncheck this box to prevent the event from triggering during playback.

Lock clip

Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.



Cue List Command Event Properties

Cue List Command Event Properties il

'General Evert |VMNFA I Cond'rtionsl Motes I

Cue list command: IF‘ause item

Cue list item name: ITImeIine1|

ok | cance | Hep |

Select a Cue List command from the Cue list command selector box. Some of the commands are
directed to all of the cue items currently running in the Cue List. Other commands affect a specific
item in the list, so a name is required in the Cue list item name field. This name is the name that
appears in the Cue column of the Cue List when a cue is running, and is set in the Name in
Cuelist field in the Timeline Playback Options window for timelines, or the Playlist Playback

Options for playlists. For audio files, it will be the name of the file, with extension (for example,

“MySong.wav”).

The Play Audio Event and the Run Timeline Event allow you to change the name for audio files
and timelines triggered by those events. Cue Buttons also allow this.

The following list shows the available commands and their descriptions:

Stop item

Pause item

Resume item

End loop

Stop all

Pause all

Resume all

Stop playback of specified item and
remove it from the cue list.

Pause playback of specified item in the
cue list

Resume playback of a specified item that
is currently paused.

If a specified item is playing in a loop,
this event will prevent the item from
looping after the current playback.

Stop playback of all items and remove
them from the cue list.

Pause playback of all items in the cue
list.

Resume playback of all paused items in
the cue list.



End all loops Any items in the cue list that are playing
in a loop will stop at the end of the
current playback.

Mute all Mute all sound.
Unmute all Unmute all sound.
Disable lamps Disable all lamp control.
Enable lamps Enable all lamp control.

Cue List Command Event VMNet Properties

Cue List Command Event Properties ﬂ

'Gener:lll Event WMMNet |Cor1d'rtions| Notes I

ok | cance | Hep |

With Send to VMNet remote checked the Cue List Command event is routed to a VMNet server
on the network by way of the selected client (see VMNet, Project VMNet Settings).

Cue List Command Event Conditions
Setup event trigger conditions (see Event Conditions).

Cue List Command Event Notes
Enter notes about event.



Cue List Command Event Properties il

‘General | Event | VMNet | Condtions Notes |

Cue List Command Notes

QK I Cancel Help

Event Table Event

The Event Table event executes an event in the Event Table. This allows you to reuse events
that you have already created and added to the event table.

Event Table Event General Properties

o I x

General | Evert | Condiions | Notes |

Event type: Event Table Event
Event name: Event Table Evert

Time: 0:00:09 32

Marter shape: . ‘ Up/down poirter ‘ Set Marker Color...

|:| Trigger on post-event start time
Enable playback
[7] Lock clip

Event type: Describes the event type. In this case it is an Event Table event.

Event name: The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

Time This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.




Marker shape: Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Set Marker Color... Choose a color for the marker. When event markers are first dragged

button into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

Trigger on post- When this is checked, the event will trigger immediately if playback is
event start time. started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Enable playback Uncheck this box to prevent the event from triggering during playback.

Lock clip Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.

Event Table Event Properties

General Evert ]Cond'rtinnsl Notes I

Select event: |Hun Timeline

QK | Cancel

The Select event drop-down lists all of the events currently defined in the Event Table. Select the
event that you would like the Event Table Event to execute. Check the Ignore event condition box
if you would like the conditions associated with the event in the event table to be ignored.
Checking this box does not affect the conditions defined for the Event Table Event.

Event Table Event Conditions
Setup event trigger conditions (see Event Conditions).




Event Table Event Notes

nter notes about event.
Event Table Event

Geneml] Evert ] Conditions ~ MNotes

Event Motes

0K | Cancel

MIDI Out Event

A MIDI Out event will send a stream of MIDI commands out the default MIDI out port (see MIDI

Device Setup).
MIDI Out Event General Properties

General | Evert | Condiions | Notes |

Event type: Midi Out
Event name: Midi Out

Time: 0:00.09.73

Marker shape: | _ ‘ Up/down pointer ‘ Set Marker Color...

|:| Trigger on post-event start time
Enable playback
[7] Lock clip

Event type: Describes the event type. In this case it is a Midi Out event.

Event name: The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

Time This field lets you explicitly set the time location of the event on the



Marker shape:

Set Marker Color...
button

Trigger on post-
event start time.

Enable playback

Lock clip

timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Choose a color for the marker. When event markers are first dragged
into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

When this is checked, the event will trigger immediately if playback is
started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Uncheck this box to prevent the event from triggering during playback.

Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.

MIDI Out Event Properties

MIDI Out Event Properties x|

"General Evert |Cor|d'rtior15| Motes I

MIDI Messages (sent in order):

[Ch 1] Pitch Wheel: 0
[Ch 11] Program Change: 120
[Ch 3] Program Change: 4

Song Position: 245
MIDI Start

™ Route to MID! input

Ad

ove

Move down

T

I

ok | cancel | o |

MIDI Messages

Add...

Edit...

Remove

A list of MIDI messages that will be sent out, in order, when the event is
triggered.

Add a message to the list. Brings up the Select MIDI Message dialog
window.

Brings up the Select MIDI Message dialog to modify the selected midi
message.

Remove selected message(s) from the list.



Move up Move selected message up in the list.

Move down Move selected message down in the list.

Route to MIDI input Sends the command to VenueMagic’s MIDI input processor in addition
to the MIDI output. This is useful if you are controlling a MIDI output with

a VCS slider and you need the slider to know if an event has sent a
message to the same MIDI control.

MIDI Out Event Select Midi Message

Select MIDI Message X]
Message type: |pmg[am Change j Channel: |1

Program walue: 4

Capture MIDI Mezzage ‘ 0k | Cancel

Select a MIDI message type in the Message type box. The rest of the dialog will modify itself by
adding or removing fields to allow for appropriate data entry for the selected type.

Click Capture MIDI Message to bring up the Capture MIDI Message window.

Capture MIDI Message

This window provides a real-time display of the most recent MIDI messags received over the
default MIDI input device (see MIDI Device Setup).

Capture Midi Message

"Waiting bo capture one of the following
kID| meszages:

Contraller ~ Cancel

MIDI Start _ .
MIDI Stap Monitar Kidi...
Mate OFf

Mate On

Fitch Wheel

Program Change

Song Pozition L

il

Channel:

Captured: Mo message captured

Click OK to capture the currently displayed message and send it back to the Select MIDI
Message window.



Click the Monitor Midi... button to bring up the MIDI Monitor window.

MIDI Out Event Conditions

Setup event trigger conditions (see Event Conditions).

MIDI Out Event Notes

Enter notes about event.
x

.Genemll Event I Conditions ~ Motes I

Midi Out Event Notes

0K I Cancel Help

Multi-Event Event
The Multi-Event event executes multiple events at once.

Mult| Event Event General Properties

General | Evert | Condtions | Notes |

Event type: Multi-Event
Event name: Mutti-Evert

Time: 0:00:11.23

Marter shape: . ‘ Up/down pointer ‘ Set Marker Color...

|:| Trigger on post-event start time
Enable playback
[ Lock clip

Event type: Describes the event type. In this case it is a Multi-Event event.



Event name: The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

Time This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Marker shape: Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Set Marker Color... Choose a color for the marker. When event markers are first dragged

button into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

Trigger on post- When this is checked, the event will trigger immediately if playback is
event start time. started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Enable playback Uncheck this box to prevent the event from triggering during playback.

Lock clip Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.

Multi-Event Event Properties
Multi-Event Event Proper

General | Event | Condtions [ Notes |

Show sub-events in Event Status window [}
() Run Ambient Timeline
() Run Main Timeline
(3) Set Run Flag
SR Check Show State
(>) Run Audio Track 1
() Run Chasers
© Set Playstate =2 Multi-Event Tree

.[AddEvem][AddSub-Event][RemoveN Edt | i‘

Events within a Multi-Event are displayed as a tree. This gives the user an overview of all events
as well as multiple levels within the event that are possible.



Adding, Removing and Editing Events in the List

Insert an event at the top level of the tree by clicking on Add Event to bring up the Select Event
window. In the Select Event window, choose from the dropdown box, give it a name (optional)
and click OK to setup the new event. To remove a selected event, click Remove and, after a
prompt for verification, the selected event is removed. Click Edit to setup the selected event.

Adding a Multi-Event

Adding a Multi-Event is no different from any other event with some exceptions. First, the event
setup screen does not include a tree. This is because all events and sub events are displayed
only in the top level tree.

-
Multi-Event Event Propertis ﬂ
Evert | Condtions | Motes

Show sub-events in Event Status window [

[ ok ][ Camesl |[ Heb |

(Note: For VenueMagic DMX+AV and VenueMagic Classic, the Event tab and Conditions tab will
not be shown.)

Next, when you click OK and return to the top level Event Properties window, you will notice that
the Multi-Event has a different icon.

() Run Ambient Timeline
Nomal events \[ ) Run Main Timeline
() Set Run Flag

Multi-Event o) [Muti-Evert|

0 . L .
The @ icon signifies a Multi-Event.

Adding Sub-Events to a Multi-Event

With a Multi-Event selected, click the Add Sub-Event button. Just as before, select an event from
the Select Event window and set it up as desired. You will see that the new event has been
added to the tree under the Multi-Event added earlier.

------ {7 Run Ambiert Timeline

{7} Run Main Timeline

------ {7 Set Run Flag

EI% Multi-Evert

Renaming Events
To rename an event, right-click on the desire event and select Rename in the pop-up window,
then enter in the desired name for the event.



Add Event

------ {7y Run Ambient Timeline

Copy Event

- o {2 Run Main Timeline
e_”ame o {2} Set Run Fag

Edit =, [Check Show State] |

S e G} Run Chasers

You will also notice that this pop-up window includes options for adding, editing and removing
events.

If the event selected in the Select Event window is another Multi-Event, the event setup window is
not shown, instead, you are returned to the main setup window with the Multi-Event Tree. You
can add a “sub-event” to an added Multi-Event by first selecting the Multi-Event in the list and
clicking Add Sub Event.

Re-ordering Events in the List

The listed events are executed in the order they appear in the tree. To change the position of an
event in the tree, select the event, then use the ﬂﬂ
and down in the tree.

buttons to move the selected event up

Copying Events in the List
Copy an event by right-clicking on the desired event and select Copy Event. A hew event is
created and placed at the end of the list with “_Copy” appended to it's name.

Show sub-events in Evert Status window [

—% FCommandRunning 2
¢ A7) StopCommands
) FProfile1RunProfile 1
{E} FProfile2RunProfile 2
. A7) ResetCommandTriggeredLast
Lo
Add Sub-Event
Add Event Frofile2
Copy Event !Profllez
Fename Profile 1
Edit Profile1 -
R |
emove b-Event | Remove Edit 1 *




------ {7y StopCommands

-T) Profile 1RunProfile 1

-AT) fProfile2RunProfile2

...... @) SetProfile2

P b {*) RunProfile2
=%y FProfie2

...... @) SetProfile]

L3 RunProfile 1

S @] FCommand Mot Bunning_Copy

------ {7} ResetCommand TriggeredLast <
EI% fCommandMot Running Copied event
-y FProfile 1

Events inside of multi-events are copied within the parent multi-event only.

Example:

..... G StopCommands

----- {23 ¥Profile1RunProfile1

----- {23 FProfile2RunProfile2

----- {2 ResetCommand TriggeredLast
[—j% FCommandMot Running

=Sy FProfile 1

...... (@) SetProfile2

Copied Event

------ {7y BunProfile?

=Sy FProfie2
A1) SetProfile 1

AT FCammandMat Bonmina Care

Multi-Event Event Conditions
Setup event trigger conditions (see Event Conditions).

Multi-Event Event Notes
Enter notes about event.



[ults Event Event POt

Geneml] Evert ] Conditions ~ MNotes

Multi-Evert Notes|

Play Audio Event

The Play Audio event will play a selected Wave (.wav), MP3 (.mp3), Windows Media (.wma) or
MIDI (.mid) file by sending it to the Cue List. The selected file does not have to be included in the
Audio folder of the Project Window.

Play Audio Event General Properties

General | Event | Conditions | Notes |

Event type: Play Audio
Evert name: Play Audio

Time: 0:00:13.04

~ ‘ Up/down pointer ‘ Set Marker Color...

|:| Trigger on post-event start time

Marker shape:

Enable playback
[ Lock clip
[ ok || Canced || Hep |
Event type: Describes the event type. In this case it is a Play Audio event.
Event name: The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.
Time This field lets you explicitly set the time location of the event on the

timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.




Marker shape:

Set Marker Color...

button

Trigger on post-
event start time.

Enable playback

Lock clip

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Choose a color for the marker. When event markers are first dragged
into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

When this is checked, the event will trigger immediately if playback is
started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Uncheck this box to prevent the event from triggering during playback.

Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.

Play Audio Event Properties

Play Audio Event Properties x|

'General Evert |Cor|d'rtior15| Motes I

Audio file: IC MUsers\Admin\Documents\WenueMagic'Audi

Master volume (%); |100

Name in Cuglist: IEV“ Soncerer

Flay looped: [
Play one only: r

oK | Cancd |  Hp |

Audio file:

Master volume:

Name in Cuelist:

Play looped:

The path of the file that will be played when the event is triggered. Click
Browse... to bring up a file list. You can select any selected Wave
(.wav), MP3 (.mp3), Windows Media (.wma) or MIDI (.mid) file. The
selected file does not have to be included in the Audio folder of the

Project Window.

Enter a value (0-100%) for the master volume applied to the file during
playback.

Enter the name that will appear in the Cue column of the Cue List while
the audio file is being played.

Check this box to play audio file in a loop.



Play one only: If this box is checked, the event will not play the audio file if the same file
is already playing in the Cue List.

Play Audio Event Conditions

Setup event trigger conditions (see Event Conditions).

Play Audio Event Notes

Enter notes about the event.

Play Audio Event Properties x|

.Generclll Event I Condtions MNotes |

Play Audio Event Notes|

QK I Cancel Help

Run Timeline Event

The Run Timeline event will execute any timeline that is part of the current project by placing it
into the Cue List.



Run Timeline Event General Properties

General | Evert | VMNet | Conditions | Notes |

Event type: Run Timeline
Event name: Run Timeline

Time: 0:00:14.37

Marker shape: . ‘ Up/down pointer ‘ Set Marker Color...

|:| Trigger on post-event start time
Enable playback
[ Lock clip

Event type: Describes the event type. In this case it is a Run Timeline event.

Event name: The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

Time This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Marker shape: Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Set Marker Color... Choose a color for the marker. When event markers are first dragged

button into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

Trigger on post- When this is checked, the event will trigger immediately if playback is
event start time. started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Enable playback Uncheck this box to prevent the event from triggering during playback.

Lock clip Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.



Run Timeline Event Properties

1~

| Geneiall Evert |VMNe°t ICond'rtions I Notes |

Select timeline;

[ Skeleton Attract

Master volume: 100

Master control 100

Mame in Cuelist:

Play looped: [l
Play one only: 0

Play as:

Skeleton Aftract

nd Settings

Select timeline:

Master volume:

Master lamp level:

Name in Cuelist:

Play looped:

Play one only:

Play as:

Foreground
Settings

[

OK || Cancel ||

Select a timeline to run when the event triggers. This box will only offer
timelines that are found in the Timeline folder of the Project Window. If
this event is setup as a VMNet remote event, a selection will not be
offered. Rather, the user will have to enter in the name of the remote
timeline manually.

Enter a value (0-100%) for the master volume applied to the timeline
during playback.

Enter a value (0-100%) for the master lamp level applied to the timeline
during playback.

Enter the name that will appear in the Cue column of the Cue List while
the timeline is being played.

Check this box to play the timeline in a loop.

If this box is checked, the event will not play the timeline if the same
timeline is already playing in the Cue List.

(see Cue Button General Properties)

(see Cue Button General Properties, Foreground Playback Settings)

Special note for ShowNodes users: ShowNodes does not currently
recognize settings in the Foreground Playback Settings window.
Running a foreground cue will terminate any other cue of the same level.
This is the equivalent of the Terminate all Foreground timelines option
in those settings. Cross fading is also not implemented in ShowNodes.



Run Timeline Event VMNet Properties
Setup VMNet remote event.

Run Timeline Event Properties ﬂ

'Gener:lll Event WMMNet |Cor1d'rtions| Notes I

| VMNet Client =l

ok | cance | Hep |

With Send to VMNet remote checked the Run Timeline event is routed to a VMNet server on the
network by way of the selected client (see VMNet, Project VMNet Settings), and will not be
executed on the local computer.

Run Timeline Event Conditions
Setup event trigger conditions (see Event Conditions).

Run Timeline Event Notes
Enter notes about event.

Run Timeline Event Properties ﬂ

'General | Event | VMNet | Condtions Notes |

Run Timeline Event Notes

QK I Cancel Help

Screen Command Event
(Requires VenueMagice SC+ and above)



The Script Command event is used to open and close VenueMagic Screens.

Screen Command Event General Properties

General | Evert | VMNet | Conditions | Notes |

Event type: 2el

Time: 0.00:08.20

Event name: Screen Command

Marter shape: ‘v ‘ Up/down pointer ‘ Set Marker Color...

|:| Trigger on post-event start time
Enable playback
[ Lock clip

Event type:

Event name:

Time

Marker shape:

Set Marker Color...
button

Trigger on post-
event start time.

Enable playback

Lock clip

Describes the event type. In this case it is a Screen Command event.

The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Choose a color for the marker. When event markers are first dragged
into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

When this is checked, the event will trigger immediately if playback is
started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Uncheck this box to prevent the event from triggering during playback.

Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.



Screen Command Event Properties

Event | VMNet | Condtions | Notes |

Screen Commands:

Command  Screen Settings

Mon=1Open Auto-close underiappers

CLI Cmd TestScreen Man=1 VideoFlayer1 Play("C:\Users\P .
pi ][ Fenove ) En

OK || cancel || Hep |

Click Add to add a scree
delete selected comman

n command and open the Screen Command window. Click Remove to
ds in the Screen Commands list. Click edit to open the Screen

Command window to modify the currently selected command.

Use the keys to move the selected command up or down in the list.

Screen Command

-

% -
Screen Command &J Screen Command &J
Screen: [Screenl i ] [ OK ] Screen: TestScreen - ] [ oK ]
Command: Conmand; |
Monitor: 1= Monitor: 1=
Offset: X 0 = Y 0 = LT VideoPlayer 1.Play("C: \Users\Public\Videos\Sample =«
Command: Videos\Wildlife.wmv™)
Auto-cose underlapping screens -

[

AL - —

Screen:

Command

Monitor

This list shows all available screens. Select the screen you wish to open
or close.

Select Open to open the specified screen in the specified Monitor
Window (see Monitor setting below). If monitor is not already shown, it
will be automatically opened as setup in the Monitor Window Settings
window. Select Close to close the screen if it is currently open. This
does not close the Monitor.

If you select CLI Cmd, a field will appear into which you can enter a
screens command directed to the specified screen or to an object within
the screen. (Command set will be included in a future release).

Select the Monitor Window (1-4) the specified screen will be shown in.



Offset Set the X and Y offset (in pixels) for the screen (see Multiple Screens in
a Monitor Window).

Auto-close With this box checked, any existing screens shown in the specified
underlapping monitor that overlap any part of the selected screen when opened will be
screens closed. Uncheck this box if you desire a screen to be opened on top of

another screen.

Screen Command VMNet Properties
Setup VMNet remote event.

Screen Control Even

|Genem| I Evert | VMNet |Cond'rtion5 I Notes |

Send to VMNet remote:

[VMNet Cient

ith Send to VMNet remote checked the Screen Comand event is routed to a VMNet server on
the network by way of the selected client (see VMNet, Project VMNet Settings), and will not be
executed on the local computer.

Screen Command Event Conditions
Setup event trigger conditions (see Event Conditions).




Screen Comman

d Event Notes

| General | Event | vMNet | Cond

tions | Notes |

Screen Command Event Motes|

nter notes about event.

Script Command

Event
The Script Command event is used to execute or stop procedures inside VenueMagic scripts.

Script Command Event General Properties

General | Evert | VMNet | Cond

tions I Motes |

Time: 0:00:15.83

Evert type: Script Command

Evert name: Script Command

Marker shape: . ‘ Up/down pointer ‘ Set Marker Color...

[] Trigger on post-evert start
Enable playback
[ Lock clip

time

Event type:

Event name:

Time

Describes the event type. In this case it is a Script Command event.

The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

This field lets you explicitly set the time location of the event on the



Marker shape:

Set Marker Color...

button

Trigger on post-
event start time.

Enable playback

Lock clip

Script Event P

Script Command Event Properties

timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Choose a color for the marker. When event markers are first dragged
into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

When this is checked, the event will trigger immediately if playback is
started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Uncheck this box to prevent the event from triggering during playback.

Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.

General Evert ]VMNet ] Cnndﬂions] Motes ]

Select script: |HandDmEvent

Operation: | Run Funiction

Select function: | SetMasterFreq

Parameters: |1 00l

0K | Cancel

Select script:

Operation

Select a script from a list of scripts found in the Scripts folder of the
Project Window.

Select a script operation:
e Run Function: Executes the script function selected in the
Select function field.
e Stop Function: Terminates execution of the script function
selected in the Select function field.
e Stop All Functions: Stops all functions running in the script
selected in the Select script field.



Select function Select from a list of functions provided by the selected script. Refer to
the scripts documentation for a detailed description of each function in a
script.

Parameters Some script functions may require one or more parameters. Each
parameter is separated by a comma. String parameters are enclosed in
quotes. Refer to the scripts documentation for definitions of the
parameters associated with script functions.

Script Command Event VMNet Properties

Setup VMNet remote event.
I Script Event Propertie;

Geneml] Evert VMMNet ]Cond'rtions] Notes ]

[¥ Sendto VMNet remote:

[VMNet Cliert |

0K | Cancel | Help

With Send to VMNet remote checked the Script Command event is routed to a VMNet server on
the network by way of the selected client (see VMNet, Project VMNet Settings), and will not be
executed on the local computer.

Script Command Event Conditions
Setup event trigger conditions (see Event Conditions).

Script Command Event Notes
Enter notes about event.



General ] Event ] WMNet ] Conditions Motes

Script Evert Motes

0K | Cance Help |

Set Tapper BPM Event

The Set Tapper BPM event will change the current beats-per-minute of the VenueMagic beat

tapper.

Beat Tapper Event General Properties

General | Event | WMNet | Condiions | Notes |

Time: 0:00:17 46

Event type: Set Tapper BFM

Evert name: Set Tapper BFM

Marker shape: . ‘ Up/down pointer ‘ Set Marker Color...

|:| Trigger on post-event star time
Enable playback
[ Lock clip

Event type:

Event name:

Time

Describes the event type. In this case it is a Set Tapper BPM event.

The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.




Marker shape:

Set Marker Color...

button

Trigger on post-
event start time.

Enable playback

Lock clip

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Choose a color for the marker. When event markers are first dragged
into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

When this is checked, the event will trigger immediately if playback is
started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Uncheck this box to prevent the event from triggering during playback.

Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.

Beat Tapper Event Properties

Beat Tapper Event Properties x|

'General Evert |VMNFA I Cond'rtionsl Motes I

MNew Beat Tapper BFM:

120

ok | Cancd |  Hep |

New Beat Tapper
BPM

Enter a new beats-per-minute value for the beat tapper. When the event
is triggered, the BPM output of the tapper will be set to this value. It will
remain at this until the user manually taps the beat tapper or another
Beat Tapper Event is triggered with a different value. (See Beat Tapper
Control.)

Beat Tapper Event VMNet Properties

Set VMNet remote event.



Beat Tapper Event Properties ﬂ

'Gener:lll Event WMMNet |Cor1d'rtions| Notes I

| MyClient3 4

ok | cance | Hep |

With Send to VMNet remote checked the Beat Tapper event is routed to a VMNet server on the

network by way of the selected client (see VMNet, Project VMNet Settings), and will not be
executed on the local computer.

Beat Tapper Event Conditions
Setup event trigger conditions (see Event Conditions).

Beat Tapper Event Notes
Enter notes about event.

Run Timeline Event Properties ll

‘General | Event | VMNet | Condtions Notes |

Beat Tapper Event Notes|

QK I Cancel Help




Serial Port Output Event

(Only available for DMX+AV and above)
The Serial Out event is used to send commands over a serial port to an external hardware device
such as a video controller/switcher, etc...

Serial Event General Properties

General | Evert | Conditions | Notes |

Event type: Serial Out
Event name: Serial Out

Time: 0:00:18.83

Marker shape: . ‘ Up/down pointer ‘ Set Marker Color...

|:| Trigger on post-event start time
Enable playback
[ Lock clip

Event type: Describes the event type. In this case it is a Serial event.

Event name: The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

Time This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Marker shape: Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Set Marker Color... Choose a color for the marker. When event markers are first dragged

button into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

Trigger on post- When this is checked, the event will trigger immediately if playback is
event start time. started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Enable playback Uncheck this box to prevent the event from triggering during playback.



Lock clip Check this box to lock the clip onto the timeline. Locked clips cannot be

moved or resized.

Serial Event Properties

"General Event |Cond'rtior15| Notes |

Select port: IProI'rfic: LUSB+4o-5erial Comm Port (COM20)

Serial output string:

=

SWITCH VIDEO 1,2[CR]JAUDIO MODE 4
[CR]

ok | cancel |

Help

Select port Select a serial port from the list of ports in the Serial Port List Window.

Serial output string Enter a string that is to be output through the selected serial port when
the event is triggered. Special control characters can be enclosed in
square brackets (i.e: “[]”) either as numerical values, hexadecimal values
preceded by the ‘$’ character, or as ASCIl mnemonics (see table below).

Examples:

PLAYSTART

[13]
[$0d]
[CR]

ASCIlI Mnemonics:

: string output

: special control character 13 (CR).
: special hex character 0d (also CR)

: ASCIl mnemonic.

Dec Hex Mnem Dec Hex Mnem
0 00 NUL 16 10 DLE
1 01 SOH 17 11 DC1
2 02 STX 18 12 DC2
3 03 ETX 19 13 DC3
4 04 EOT 20 14 DC3
5 05 ENQ 21 15 NAK
6 06 ACK 22 16 SYN
7 07 BEL 23 17 ETB
8 08 BS 24 18 CAN
9 09 TAB 24 19 EM
10 Oa LF 26 la SUB
11 Ob VT 27 1b ESC
12 Oc FF 28 1c FS




13 od CR 29 1d GS
14 Oe SO 30 le RS
15 of Sl 31 1f us

Serial Event Conditions
Setup event trigger conditions (see Event Conditions).

Serial Event Notes
Enter notes about event.

Serial Event Properties x|

.Generclll Event I Condtions MNotes |

Senal Event Notes|

QK I Cancel Help

Show HTML Event

The Show HTML Event will open/close a window for displaying HTML from a URL, HTML file, or
HTML text. Only one HTML window can be shown at a time.



Show HTML Event General Properties

General | Evert | VMNet | Conditions | Notes |

Event type: Show Himl
Event name: Show Himl

Time: 0:00:19.82

Marter shape: ‘v ‘ Up/down pointer ‘ Set Marker Color...

|:| Trigger on post-event start time
Enable playback
[7] Lock clip

Event type:

Event name:

Time

Marker shape:

Set Marker Color...
button

Trigger on post-
event start time.

Enable playback

Lock clip

Describes the event type. In this case it is a Show HTML event.

The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Choose a color for the marker. When event markers are first dragged
into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

When this is checked, the event will trigger immediately if playback is
started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Uncheck this box to prevent the event from triggering during playback.

Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.



Show HTML Event Properties

o
'General Evert |VMNFA I Cond'rtionsl Motes I
URL Preview I
W VENUEMAgIc.com |=]

—Command:
% Show Und

" Show Html
" Show Hitml file

" Close window

Window title: [VenueMagic Browser

X Y
Window size: |5DD 400 Il
Window position: |55 109 -

Reset

[ Center

ok | cance | Hep |

URL
Html
Html File

Browse button

Preview

Command:

The name and purpose of the main field changes based on what you
have selected in the Command options:
Show Url: Enter in URL
Show Html: Enter in actual HTML code.
Show Html File: Click Browse button and select HTML file.
Close window: Field becomes disabled.

(Becomes visible when “Show HTML File” is selected) Open file window
to select HTML file.

Open the HTML window to preview the contents.

Select the command that will be executed. The options are:
Show Url: Display HTML from a URL
Show Html: Display HTML entered into the HTML field.
Show Html File: Show and HTML file.
Close window: Close the HTML window.

Positioning the HTML Window

Click preview to open the HTML and display a preview of its contents. Once opened, you can
move and resize the window as desired. The Window size and Window position fields will update
as you move the window. You can also manually enter the pixel position and size. To force the
window to center itself on the screen when it is shown, check the Center box.

If you wish an event to change the size and position for the window that was opened earlier by
another Show HTML event, you must check the Reset box for size and position, respectively. If
these boxes are left unchecked, the size and position of the window will only change when it is
closed, then opened again.

Show HTML Event VMNet Properties

Setup VMNet remote event.



Show Html Event Properties x|

'Gener:lll Event WMMNet |Cor1d'rtions| Notes I

| MyClient3 4

ok | cancel | Hep

With Send to VMNet remote checked the Show HTML event is routed to a VMNet server on the
network by way of the selected client (see VMNet, Project VMNet Settings), and will not be
executed on the local computer.

Show HTML Event Conditions

Setup event trigger conditions (see Event Conditions).

Show HTML Event Notes
Enter notes about event.

Show Html Event Properties x|

‘General | Event | VMNet | Condtions Notes |

Show HTML Evert Notes|

QK I Cancel Help




ShowNodes Command Event
The ShowNodes Command Event sends command text to the specified ShowNodes device.

ShowNodes Command Event General Properties

ShowMNodes Command Event

General  Event Conditions

ShowNodes Motes

*

Event type: |SthNodes Command |

Event name: |ShowNodes Command |

Time: 0:00:04.77

Marker shape:

|:| Trigger on post-event start time

Enable playback
[ Lock clip

Event type:

Event name:

Time

Marker shape:

Set Marker Color...
button

Trigger on post-
event start time.

Enable playback

Lock clip

‘ Up/down pointer

Cancel Help

Set Marker Color....

Describes the event type. In this case it is a ShowNodes command
event.

The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Choose a color for the marker. When event markers are first dragged
into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

When this is checked, the event will trigger immediately if playback is
started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Uncheck this box to prevent the event from triggering during playback.

Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.



ShowNodes Command Event Properties

ShowModes Command Event o

Event Condtions ShowNodes Motes

ShowMNodes Command:

vplay "MyVideo mpd" |t "My Timeling"

Cancel Help

Enter a command string to be sent to the specified ShowNodes device. Multiple commands can
be sent at once if separated by the “|” character.

Show ShowNodes Command Event Conditions
Setup event trigger conditions (see Event Conditions).

ShowNodes Command Event Notes
Enter notes about event.

ShowMNodes Command Event *

General Event Condiions ShowModes MNotes

Event Notes|

Cancel Help

Set Variable Event
The Set Variable Event changes a value of a variable in the Variable Table.



Set Variable Event Proj

Set Variable Event General Properties

General | Evert | VMNet | Conditions | Notes |

Event type: Set Variable

Event name: Set Varable

Time: 0:00:20.28

Marker shape: | _ ‘ Up/down pointer ‘ Set Marker Color...

Enable playback
[ Lock clip

|:| Trigger on post-event start time

Event type:

Event name:

Time

Marker shape:

Set Marker Color...
button

Trigger on post-
event start time.

Enable playback

Lock clip

Describes the event type. In this case it is a Set Variable event.

The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Choose a color for the marker. When event markers are first dragged
into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

When this is checked, the event will trigger immediately if playback is
started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Uncheck this box to prevent the event from triggering during playback.

Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.



Set Variable Event Properties
x|

"General Event |VMNe°t| Cond'rtionsl Notes I

Select variable: IPIayﬂmeIineNum |

Select operation: IACI-:I value to var j

Add value: |1

ok | cancel | He |

Select variable: Select a variable from the Variable Table. If this event is setup as a
VMNet remote event, a selection will not be offered. Rather, the user will
have to enter in the name of the remote variable manually.

Select operation Select an operation to perform on the variable. The operand field below
this one changes based on the selection. Choose from the following:

Set var to value — sets the variable equal to the operand:

Set to value: |35|

Add value to var — adds the operand value to the variable.

Add value: |'|

Subtract value to var — subtracts the operand value from the variable.

Subtract value: |1 0

Set var to random value — assigns a random value to the variable
between Range min and Range max.

Range min: ID

Range man: 100

Set Variable Event VMNet Properties

Setup VMNet remote event.



Set Variable Event Properties x|

-Genemll Evert  VMNet |Cor1d'rtior15| Notes I

¥ Sendto VMMt remote:

[ MyCiient3 |

ok | cancel | Hep |

With Send to VMNet remote checked the Set Variable event is routed to a VMNet server on the
network by way of the selected client (see VMNet, Project VMNet Settings), and will not be
executed on the local computer.

Set Variable Event Conditions
Setup event trigger conditions (see Event Conditions).

Set Variable Event Notes
Enter notes about event.

Set Variable Event Properties x|

‘General | Event | VMNet | Condtions Notes |

Set Varable Event notes |

0K I Cancel Help




Set Routing Group Event

Changes the current Channel Routing Group.

Set Routing Group Event General Properties
= Rt

General | Evert | VMNet | Conditions | Notes |

Event type: Set Routing Group
Evert name: Set Routing Group

Time: 0:00:21.20

Marker shape: | _ ‘ Up/down pointer ‘ Set Marker Color...

D Trigger on post-event start time
Enable playback
[ Lock clip

Event type: Describes the event type. In this case it is a Set Routing Group event.

Event name: The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

Time This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Marker shape: Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Set Marker Color... Choose a color for the marker. When event markers are first dragged

button into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

Trigger on post- When this is checked, the event will trigger immediately if playback is
event start time. started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Enable playback Uncheck this box to prevent the event from triggering during playback.

Lock clip Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.



Set Routing Group Event Properties
x|

"General Evert |VMNe¢| Cond'rtionsl Notes I

Select routing group: Bl

ok | cancel | He |

Select the routing group to be selected when this event is triggered. If this event is setup as a
VMNet remote event, a selection will not be offered. Rather, the user will have to enter in the
name of the remote variable manually.

Set Routing Group Event VMNet Properties

Setup VMNet remote event.
]

.Genemll Evert WMMNet |Cor1d'rtior15| Motes I

[ VMNet Cliert1 |

ok | caned | Heb |

With Send to VMNet remote checked the Set Routing Group event is routed to a VMNet server
on the network by way of the selected client (see VMNet, Project VMNet Settings), and will not be
executed on the local computer.

Set Routing Group Event Conditions

Setup event trigger conditions (see Event Conditions).




Set Routing Group Event Notes

Enter notes about event.
x

'General | Event | VMNet | Condtions Notes |

Evert Motes|

0K I Cancel Help

Reset Event Group Event
Resets all manual-mode event triggers of the specified group. (See Event Trigger Settings).

Reset Event Group Event General Properties

General | Evert | VMNet | Conditions | Notes |

Evert type: Reset Event Group
Evert name: Reset Event Group

Time: 0:00:22 62

Marker shape: . ‘ Up/down pointer ‘ Set Marker Color...

|:| Trigger on post-event start time
Enable playback
[ Lock clip

Event type: Describes the event type. In this case it is a Reset Event Group event.

Event name: The name of the event as it will appear in the status bar and in tool tips



when the mouse cursor passes over the event.

Time This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Marker shape: Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Set Marker Color... Choose a color for the marker. When event markers are first dragged

button into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

Trigger on post- When this is checked, the event will trigger immediately if playback is
event start time. started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Enable playback Uncheck this box to prevent the event from triggering during playback.

Lock clip Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.

Reset Event Group Event Properties
x|

"General Event |VMNe°t| Cond'rtionsl Notes I

Reset group: |3 _I:

[ Reset all groups

ok | cancel | Hep |

Select the event group to reset, or reset all groups by checking the Reset all groups box..

Reset Event Group Event VMNet Properties

Setup VMNet remote event.



Reset Event Group Event Properties il

-Genemll Evert  VMNet |Cor1d'rtior15| Notes I

¥ Sendto VMMt remote:

| VMNet Client =l

ok | cancel | Hep

With Send to VMNet remote checked the Set Router Preset event is routed to a VMNet server on
the network by way of the selected client (see VMNet, Project VMNet Settings), and will not be
executed on the local computer.

Reset Event Group Event Conditions
Setup event trigger conditions (see Event Conditions).

Reset Event Group Event Notes
Enter notes about event.

Reset Event Group Event Properties ﬂ

'General | Event | VMNet | Condtions Netes |

Event Motes

QK I Cancel Help




VM Telnet Event

Sends telnet messages through selected telnet client. (See VMNet Telnet Clients).

VM Telnet Event General Properties

General | Event | VMNet | Notes |

Evert type:
Event name: WMTelnet

Time: 0:00:22 95

Marker shape: . ‘ Up/down pointer ‘ Set Marker Color...

|:| Trigger on post-event start time
Enabls playback
[ Lock clip

Event type:

Event name:

Time

Marker shape:

Set Marker Color...
button

Trigger on post-
event start time.

Enable playback

Lock clip

Describes the event type. In this case it is a VMTelnet event.

The name of the event as it will appear in the status bar and in tool tips
when the mouse cursor passes over the event.

This field lets you explicitly set the time location of the event on the
timeline. The time format used by the field is the same specified in the
Time display format of the Timeline Options window.

Select a desired shape for the event marker. Event markers are not
resizable (as are audio clips and fixture effect clips) because they are
executed at a specific instance in time rather than over a range of time.

Choose a color for the marker. When event markers are first dragged
into an event track, they appear in a dark gray color. This indicates that
the event has not yet been setup. After it has been setup, is assumes its
proper color.

When this is checked, the event will trigger immediately if playback is
started after the event. If unchecked, the event will only trigger at the
event. Playback must start before or on the event.

Uncheck this box to prevent the event from triggering during playback.

Check this box to lock the clip onto the timeline. Locked clips cannot be
moved or resized.



VM Telnet Event Properties
x|

"General Event |Cnr1ditior15| Notes I

Select Telnet client:: | VM TelnetClient =l

Command line:
VideoStart 10:155|

Test |

QK I Cancel Help

Select the telnet client from the list of clients created in the Project Telnet Settings window. Then
enter a command line that will be sent to the telnet server associated with the selected client.

VM Telnet Event Conditions

Setup event trigger conditions (see Event Conditions).

VM Telnet Event Notes
Enter notes about event.

Reset Event Group Event Properties il

‘General | Event | VMNet | Condtions Notes |

Event Motes

0K I Cancel Help




Event Conditions
Event conditions let you

specify a set of conditions that must be true for the event to trigger at the

specified time. This powerful feature gives VenueMagic the ability to make decisions and take
actions based on those decisions. Multiple conditions can be “stringed” together.

[ General [ Event | Condiians || Notes |

Conditions {processed in onder);

Enable condttions:

AMD VARS_InteruptionOcumred = 0

Add...
AND WARS_|gnorngButtons =0 T

Remove

Move up

Il'u'love down]

Delay time (secs). 3

Conditions

Enable conditions

Add

Edit

Remove

Move up/down

Delay Time

Lists textual descriptions of conditions (2" column) and a Boolean
expression (1% column) that specifies how the condition will be
“‘compared” to the result of all the previous conditions.

Check this box if the condition is to be used. If unchecked, the conditions
are ignored and the event triggers normally.

Add a new condition to the list. Brings up the Event Condition Window.

Edit the selected condition in the list. Brings up the Event Condition
Window.

Deletes selected conditions from the list.

The position of a condition in the list is important, as the conditions are
evaluated first to last, with each condition evaluated against the result of
all prior conditions. Clicking these buttons will move the selected event
up/or down in the list.

Specifies a delay time before trigger condition is evaluated. For
example, if a cue button is setup to trigger an event with a delay time of
3 seconds, the event will not trigger until 3 seconds after clicking on the
cue button.

This feature is also useful in Multi-Events events where it is desired that
events are run at specific times with respect to each other.

Note: The trigger condition is not evaluated until the end of the delay
time. This means that the trigger condition must be TRUE when the
delay time has passed if the event is to trigger.



Event Condition Window

Event Condition

Comparison type

& variable with constant
£ Variable with variable

oK

ik

Cancel

Boolean operation: |anD -

Value #1 source: IVARS.#.th'acthnt Select...

Compare operation: | ==

Value £2

IN

i

A condition is simply a comparison between two numeric values. These values can either be a
variable and a number, or two variables. A variable is defined here as any input available in the
Select External Control window.

In the sample window above, a condition is setup that is only true after the Variable Table
variable AttractCntl is greater than or equal to 3. AttractCntl was previously setup to be
incremented by a Set Variable Event to count the number of times a specific timeline (perhaps a

looped one) was run. Th
times.

Comparison type

Boolean operation

Value #1 source

Compare operation

is condition is true only after the timeline has run (or looped) 3 or more

Select whether the condition comparison is between a variable and a
constant or between two variables.

Once this condition has been evaluated, it will be applied to the other
conditions in the list. The selections are:

AND — Result is true only if this condition is true and the result of all
previous conditions in the list is true.

OR — Result is true if this condition is true or the result of all previous
conditions in the list is true, or both.

XOR - Exclusive OR. Same result as OR operation except in the case
where both this condition and the result of all previous conditions is true.
In this case the result is false.

NOP — No operation. Selecting this operation is a good way of removing
a condition from the list without deleting it.

Click select to bring up the Select External Control window and select a
variable to be compared.

Select how the Value #1 is to be compared with Value #2. The choices
are:

= — Value #1 is exactly equal to Value #2.

<> - Value #1 is not equal to Value #2.

< —Value #1 is less than Value #2.

> — Value #1 is greater than Value #2.

<= — Value #1 is less than or equal to Value #2.



Value #2

>= — Value #1 is greater than or equal to Value #2.

If Variable with constant is selected as the comparison type, enter a
number in this field for Value #2. If Variable with variable is selected,
another select button will be available for selection of a Value #2 source
using the Select External Control window.

Value #2 source: FJIIDI_UI_NTDF_Ull

Event ShowNodes Window
(Available in VenueMagic SC+ and above only)

ShowMeodes C

| Event ICond'rtions ITriggering | ShowNodes | Motes |

Target ShowModes device:

Aasign to ShowMNodes device: lDevNode vl

[ DevMode - ]

[

ok || Cancel |[ Hep |

%

Use this window to tie an event to a ShowNodes device. Only events supported by ShowNodes
will have this tab available, and only if the ShowNodes device is checked in the Supported

Devices Setup window.

Assign to ShowNodes
device

Check this box to assign this event to a ShowNodes device event
table. Select the desired node in the adjacent drop list. The assigned
node becomes the parent of this event.

This option is only available for events that are in the Event Table.
Once assigned, the VenueMagic Event Table will no longer trigger
this event. Instead, the assigned node will manage the event and
trigger it when the conditions met as defined in the Event Conditions
window.

Important note: When setting up conditions in a ShowNodes-
assigned event, the external inputs used for conditions must be
selected from what is available to ShowNodes. This includes:

¢ Analog and digital inputs from any ShowNodes device.

¢ Any Variable Table variable assigned to a ShowNodes device.

All other external inputs available to VenueMagic are not




available to ShowNodes.

Target ShowNodes Designates which ShowNodes device will run the event. This setting
device is available for all events that support ShowNodes.

Selecting Parent and Target Nodes

It is the event table in the parent node that monitors the event conditions and determines when
the event is triggered or reset. The parent then sends the event “command” to the target node,
which executes it immediately.

The target node must always be the node that is able to execute the event. For example, in the
case of a “run timeline” event, the target node must be the node where the desired timeline
resides. The parent node, on the other hand can literally be any show controller node on the
network.

So how does one choose a parent node for the event? In most cases, the parent node is selected
to be the same as the target node. Only in situations where network traffic is a concern would this
be different. If this is the case, it is best to select for the parent node that node which has most of
the inputs used in the event’s trigger conditions. This reduces the frequency at which changes to
input conditions on nodes need to be transmitted to other nodes. In the end, however, it doesn’t
really matter which node is the parent node because all show controller nodes are capable of
receiving inputs (for event conditions) from any node(s) and then sending an event command to
any node on the network.

Exporting Cue Buttons to ShowNodes
See Exporting Cue Button Events to ShowNodes Event Tables.

Real-time Recording of Events

VenueMagic will let you record cue button event triggers during playback. First, setup a cue
button to trigger a VenueMagic event and check the Recordable box (see Cue Button General
Properties). Next, enable recording for the desired event track by clicking on the Enable real-time
event recording button.

Enable Real-Time Event Recording

Ewvent Track 10

During playback, press the cue button and the event will trigger, but it will also be automatically
dropped onto event track at the current time cursor position.

00010




Group Tracks

Group tracks allow you to combine multiple audio, video, control and event tracks into a single
track. This helps organize your timeline by making it appear less cluttered.

Creating Groups
To group multiple tracks together, do the following steps:

1. Select the tracks you wish to group. Select multiple tracks by holding down the Ctrl key
on the keyboard while clicking on the track panels of the desired tracks.
2. Right-click on one of the selected tracks, then select Group Tracks from the pop-up

menu.
Deldte Tesckis) The Raven
Selected Lock Track(s) Level Control
tracks , :
ARSI, Master Sync Track

Mixdown Track Audio...

Expand Track(s)

Group Tracks

Select to group tracks

A new Group track is created containing the selected tracks.



New Group

track
v |
Level Control
/ : Level Control
Group track
members ¥ Level Control
Level Control

L\“ orso Level Control

Track Expand
Arrow

Rename the group by double-clicking on the Group track panel to bring up the Group Track
Properties window.

Adding/Removing Tracks from a Group

Once a group has been created, adding more tracks is as simple as dragging desired tracks into
the group. To do this, the group must first be expanded by clicking on the Track Expand arrow.
Then click on the Track Panel of a single outside track and drag the track into group and release
the mouse button to drop the track at the desired position within the group.



Click here ———

Level Control
Level Control

Drag to Level Control Level Control

here

Level Control Level Control

Level Control

Level Control

Similarly, you can drag tracks out of a group.

Dragging tracks in and out of a group only works for one track at a time. To add multiple tracks
into a group:

1. Select the tracks you wish to add to an existing group. Select multiple tracks by holding
down the Ctrl key on the keyboard while clicking on the track panels of the desired
tracks.

2. While holding down the Ctrl key, select the group you wish to add the tracks to.

3. Release the Ctrl key, then right-click on the Group track and select Group Tracks from
the pop-up menu.

Tracks to J{:

group

Delete Track(s)

Group to

receive tracks . = Lock Track(s) »

Mixdown Track Audio...

Expand Track(s) Level Control

nent Shrink Track(s)

Level Control
Group Tracks

Level Control

Level Control

Note: You cannot add Group tracks to other Group tracks.

Similarly, you can remove tracks from a group by:
1. Select the tracks within a group that you wish to remove from that group.
2. Right-click on one of the tracks and select Ungroup Tracks.



Lightning -
Delete Track(s)
ic Thunder

Lock Track(s)

Level Control

Mixdown Track Audio... » M ent Level Control

Expand Track(s) » 0 ' | Level Control

Level Control

Ungroup Tracks

Dramatic Lightning

The selected tracks are removed from the group. When all tracks have been removed from a
Group track, the Group track is also removed.

Removing Group Tracks

Removing a Group tracks will also remove all of the tracks within a group. If the Group track
exists on other pages, the same rules apply to remove the Group track as does for removing any
track on a page (see Removing Tracks from a Page).

Group Tracks and Timeline Pages

Track grouping is independent of timeline pages. This means that any change you make to a
Group track (either adding or removing tracks) will affect that Group track on all timeline pages
where that Group track may exist (see Timeline Pages). The following rules apply when a Group
track exists on multiple pages:

1. If atrack is removed from a group on one page, it will be deleted from that group on other
pages. It will remain only on the page it was ungrouped from.

2. Adding a track to a group on one page will add or move that track to the group in other
pages.

3. Changing the order of tracks within a group in one page will not affect the track ordering
within the same group on other pages.

4. Tracks within a group that exists on other pages cannot be deleted from as “Current page
only”. It must be deleted from the entire timeline by selecting “Timeline (all pages)” in the
Remove Selected Tracks message window. (See Removing Tracks from a Page)

Group Track General Properties



General | Notes

Track name:  |Chucky

Track name Enter the track name to be displayed in the track panel.

Group Track Notes
Enter notes about the Group track.

General | Motes

Group Track Notes|

Track Lock Functions

Special options have been provided to setup protection for tracks. These options are available in
the General tab of the Track Properties window for each track type.



v Lock track

[ Alow clip property/envelope edits
[ Alow clip sliding/sizing

|

[+ Require password:

Verify password: |“"'

Lock track Check this box to lock the track for all clip changes. This includes
adding/deleting clips, changes to clip properties/envelopes, sliding/sizing
clips within the track and sliding clips in and out of the track.

Allow clip Check this box to allow changes to clip properties and envelopes.
property/envelope

edits

Allow clip Check to enable sliding and sizing of clips. This does not enable sliding
sliding/sizing clips in and out of a track.

Require password Check this box to require a password for unlocking the track, then enter
Verify password a password twice (the second time for verification of the first). When this

option is checked, the entered password will be required to open the

track, or to unlock the track by clicking the . button on the Track
Control Panel. Note: this box is automatically unchecked when the Track
Properties window is opened. This helps prevent accidental locking.

Envelopes

This section contains an overview of what envelopes are and how to use them. Details about
specific envelopes are contained in other sections.

Volume Envelope

AN

In the Wave.m

Envelopes allow you to adjust audio clip and lamp clip settings during playback. Envelopes can
adjust:

e Volume/pan

e Sound effects settings

e Lamp level

o Fixture Effect settings

Envelopes are shown by default, unless the number of envelopes exceeds the maximum allowed
for the track (see Timeline Options). Select which envelopes you would like to show in the Audio
Track Envelope Properties and Control Track Envelope Properties windows.




Envelope Editing from the Timeline
An envelope is edited by adding and dragging envelope handles.

In the Wave. mpd

To add a handle, position the mouse cursor above
where you would like to add the handle, then click
the right mouse button to bring up the timeline clip
menu. Select Add Envelope Handle, and then
select the envelope you would like to add a handle
Import Lyrics... to. All envelopes turned on and shown for the clip
will be listed in the menu.

Export Audio Profile...

Add Envelope Handle Pan
e To move the handle, simply place the mouse
cursor over the desired handle, left click and drag.

To delete a handle, right click on the desired
handle and click Delete Envelope Handle.

Properties...

Envelope Editor

Editing envelopes on the timeline is quick and easy for a limited number of handles. However it's
cumbersome if you want to precisely place multiple handles in multiple envelopes. For more
sophisticated envelopes, VenueMagic provides a graphical envelope editor. Open the envelope
editor by right-clicking on the desired clip and selecting Edit Envelope.



Envelope Plot Time Cursor
Area Plot Scale Track List

E Edit Envelope - Le el Control = -"“

Envelope Tree
Color Bar

0:00:54.46

Playback Time Cursor
Position
Envelope Editor Toolbar

Envelope Editor Items:

Envelope Tree Lists all envelopes available to the clip. For an understanding of how the tree
is organized, see Envelope Tree Organization. The tree functions as follows:
e Check the box beside the envelope(s) you wish to display in the

Envelope Plot Area.

e Checking the box beside a folder will check everything inside the
folder as well.

e Select an envelope to bring it to the front so that you can edit its
handles. You can also do this by clicking on the envelope curve in
the plot area.

e Select an RGB or Position folder to activate Multi-Channel Handle
Mode.

e Select an envelope and click Set Envelope Color to set the color of
an envelope curve. If the current clip is a Level Control fixture effect,
then the envelope color will also be the color of the channel level line
shown between clips.

e Click Check All or Uncheck All button to check or uncheck all off the
envelopes in the tree, respectively.

Track List Lists all tracks in the timeline. Check those tracks you wish to display in the
background of the plot area. Select the track that you wish to be highlighted.
Checked tracks are also played during playback in the envelope editor, while
unchecked tracks are muted/disabled.

Plot Scale Current position of time cursor. Can show time relative to clip or entire
timeline (see Envelope Editor Settings).

Time Cursor Marks current playback position. Move it before playback to decide the
position where playback should start.



Time Cursor Displays current position of the Time Cursor relative to the clip or entire the

Position timeline (see Envelope Editor Settings).
Playback Controls playback of the clip in the Envelope Editor.
Control

While not in playback:

Play
Rewind To Beginning Of Plot Area

While in playback:

Slow Fast Forward

Stop

Slow Fast Reverse

Rewind To Beginning Of Plot Area

You can also play/stop by pressing the space bar.

Envelope Plot See Envelope Plot Area.
Area
Color Bar The Color Bar shows a color gradient representation of the currently selected

envelope, the base color being that of the selected envelope itself.

Selected
Envelope

Color
Bar

If an RGB folder is selected, the Color Bar will show the color blend of the
Red, Green and Blue channels.



Envelope Editor
Toolbar

In Multi-Channel Handle Mode, the Color Bar also contains all of the multi-
channel handles for the selected RGB or Position folder.

Zoom in envelope plot area around time
cursor.

Zoom out envelope plot area around time
cursor.

Zoom out envelope plot area to include all of
the clip

Show Envelope Editor Settings window.

Lock plot area so that handles cannot be
dragged along the time axis.

Lock plot area so that handles cannot be
dragged along the level value axis.

Update lamps while editing. If the clip is a
Level Control clip, then each envelope will be
directly associated with a lamp channel. With
this box checked, Changing the value of the
selected handle will, in real-time, set the output
level of the associated channel.

Turn off all lamps.

. Snapshot the current channel levels (see
Snapshot Channels).

. Undo last action.

These are for editing recorded data and will be
discussed later (see: Editing Recorded Data).




Envelope Editor Fields:

Curve type:

Time:

Value:

Select:

Mouse pos:

Select the default curve type. Also sets the curve type for any selected
handles. The following curve types are supported:
Step: Stair-steps from one handle to the next.

Shows time of currently selected handle, referenced to the plot scale. Changes
as handle is dragged. For precise time settings, enter a time value into the field
and hit Enter. Enter the value in one of the following formats

seconds

mins:secs

hours:mins:secs

e hours:mins:secs:frames (SMPTE)

The value will automatically be converted to the current time display format as
set in the Envelope Editor Settings window.

Value of currently selected handle. You can also enter a value into the field
and hit Enter.

For envelopes associated with channels that select between multiple settings
(see Fixture Channel Types) shows the current selection based on the handle
value. You can select a setting in this box, which will cause the handle to move
to the center of the selection range.

Current [time], [value] position of the mouse within the plot area.

Envelope Tree Organization

The Envelope Tree of the Envelope Editor is organized according to the following rules (see
figures below for an example):

1. If the associated clip is a Level Control fixture effect clip, then envelopes are organized

by:

Fixture...

Channel...



Sub channel

2. If the clip is built-in fixture effect, and some of the parameters have been configured to be
set by envelope (see Built-in Fixture Effect Settings Properties), then the envelopes are
organized by:

Fixture...
Channel...
Sub channel...
Variation Type...
Parameter

3. For Lamp Chaser clips, all envelopes are inside a folder called Chaser.

4. For audio clips, the Pan and Volume envelopes are at the top level, and any configured
sound effect envelopes are organized by:

Effect...
Effect Channel

Example Figures:

COLORpalette?7 P [ COLORpalette27 Chaser — Flanger
- - | | RGB4 Brightness Delay
= m B Red Speed
1 W @ Chaos_2
B~ HoldTime Feedback
W~ MaxLevel Mix
Pan
Reverb
Freq
W~ Jitter Mix
Green
Chaos_1
| MaxLevel
—[] MinLevel

=N
|
28}
u
u
]
u

Envelope Plot Area



Envelope Curve

Envelope Handle

The Envelope Plot Area shows the following:

Desired envelopes and handles when checked in the Envelope Tree.

Elements of other tracks (audio graph, envelopes) for tracks checked in the Track List.
Showing other tracks helps you sync the handles in this clip to what’s going on in other
tracks.

The Envelope Plot Area allows you to do the following:

Click and drag an envelope handle to move it within the plot area.

Double-click on an envelope curve to add a point to it.

Right-click on an envelope and select Delete Handle(s) to delete it.

Click anywhere in the plot area (except on a handle) and drag a selector box to select
multiple handles. Then you can dﬁhem all together.

If the Update lamps while editing function is enabled then sliding a handle up and
down will affect the associated channel in real-time. (Functions only if clip is a Level
Control fixture effect).

Additional rules and considerations:

A handle cannot be moved beyond the handles before and after it. This will be enforced
even if multiple handles are selected.



e The first and last handles of a clip cannot be moved horizontally (along the time axis).

e The first handle of a Level Control envelope cannot be moved at all. This is because it's
level is set by the last level of the previous clip, or, if there is no previous clip, by the level
set in the Control Track Channel Settings window.

Note: If the desired envelope does not appear in the plot area, make sure that it has been
checked in the envelope tree.

Envelope Editor Multi-Channel Handle Mode

The Envelope Editor enters Multi-Channel Handle Mode whenever an RGB or Position folder is
checked and selected in the Envelope Tree. In this mode, you may add a multi-channel handle by
right-clicking in the color bar and selecting Add Color Handle, if an RGB folder is currently
selected, or Add Position Handle if a Position folder is selected.

In the following case, an RGB folder was selected and a Color Handle was added to the color
bar.

Color Sub-handles

Color Handle

As seen in the figure above, adding a single handle to the Color Bar also added three additional
color sub-handles to the Red Green and Blue envelopes in the plot area. Notice that these
handles are triangular shaped rather then the square used by the normal envelope handles.

Click and slide the color handle left to right and the three sub-handles move with it. Now click and
slide a sub-handle in the plot area. Note that you can only change its value by moving it up and
down. You cannot change its time. These three sub-handles are locked together in the timeline
and can only be moved with the sub-handle.

You can also select a specific color to be associated with the color handle. Right click on the color
handle in the Color Bar and select Edit Color Handle. Then select the desired color. The value of
each sub-handle will be changed in order to create the selected color.

The function of the handles and sub-handles is similar if a Position folder is selected, but only two
sub-handles are created—one for Pan (or X) and one for Tilt (or Y). You will also notice that the
Color Bar is black when a Position folder is selected.



Important Note: If an RGB or Position folder does not contain all expected sub-channels (for
example: the user adds only the Blue sub-channel to a track and does not include Green and
Blue sub-channels), the Envelope Editor will not allow you to add color/position handles to the

color/position folder.

Envelope Editor Settings

Envelope Editor Properties

Setings l Extemal Control ]

Time display format
" Secs

" Mins:Secs

* Hrs:Mins:Secs
" SMPTE

3

[ Time relative to start of clip
[+ Show grid

v Show timeline markers

[+ Control lamps while editing
[~ Tum off lamps after playback

[ Allow envelope line selection

o]

Cancel Help

Time display format

Time relative to start
of clip

Show grid

Show timeline
markers

Control lamps while
editing

Turn off lamps after
playback

Allow envelope line
selection

Select the format that time will be displayed throughout the envelope
editor.

Check this box to display envelope editor time relative the beginning of
the clip. If unchecked, time will be shown relative to the entire timeline.

Uncheck to remove grid from plot area.

Check to display timeline markers in envelope editor. Just as in the
timeline, you may place the mouse cursor over the marker to display its
name, but you may not move, edit or delete them here. To move the
time cursor to a marker, right click in the plot scale area and select Go
to Marker, and then the desired marker.

If the clip is a Level Control clip, then each envelope will be directly
associated with a lamp channel. With this box check. Changing the
value of the selected handle will, in real-time, set the output level of the
associated channel.

Check this box to have then Envelope Editor turn off all lamps after
playback. If left unchecked, lamp levels remain as they are when
playback stops.

When this box is checked, an envelope may be selected by clicking on
an envelope line in the envelope plot area. When unchecked,
envelopes may be selected only from the envelope tree, or by clicking
on an envelope handle in the envelope plot. Un-checking this box will
help avoid inadvertently selecting the wrong envelope while adding
handles.






Envelope Editor External Control Properties

The VenueMagic Envelope Editor will allow you to set the value for an envelope point or color
handle using external control.

Envelope Editor Properties

Settings Extemal Cortrol l

[+ Enable extemal control

Channel #1 (Level/Red/PosX)
MIDI_07_CTRL_120

Channel #2 (Green/PosY)

MIDI_13_NTOF_057 Select...

Channel #3 (Blue)

MIDI_13_CTRL_062 Select...

QK Cancel | Help |

Enable external Check to enable external control of selected envelope handle(s).
control

Channel #1 Click Select to bring up the Select External Control window, and select
an external input to control Envelope Editor Channel #1. This will affect
the currently selected envelope handle. If a handle is selected in the
Color Bar, Channel #1 will affect the Red channel (for RGB channel
types), or the X/Pan channel (for Motion XY / Motion PT channel types).
(See: Fixture Channel Types).

Channel #2 Click Select to bring up the Select External Control window and select
an external input to control Envelope Editor Channel #2. This will only
affect the Green channel (for RGB channel type) or the Y/Tilt channel
(Motion XY or Motion PT channel types) of the selected Color Bar
handle.

Channel #3 Click Select to bring up the Select External Control window and select
an external input to control Envelope Editor Channel #3. This will only
affect the Blue channel (for RGB channel type).

Copying Envelopes & Envelope Handles

The Envelope Editor offers a variety of ways that you can copy and paste envelopes and
envelope handles. You can:
e Copy selected handles in an envelope to another location in the envelope or into a
different envelope.
e Copy Color Bar handles to another location on the Color Bar or on the Color Bar of
another envelope group.
e Copy an envelope group (RGB or Position) to another compatible envelope group in the
same fixture or a different one.
e Copy all envelopes from one fixture to another identical fixture.



To copy individual envelope handles:

Select the envelope you wish to copy handles from.

Select the handles you wish to copy.

Right-click on one of the selected handles and select Copy Handles.

Right-click on the envelope you wish to copy to at the location in time where you wish

them copied at and select Paste Handle at Cursor.

5. ORright click on an envelope in the envelope tree and select Paste Handles to copy the
handles to the same time as the new channels

PnNPE

Copying Color Bar handles functions similarly.

To copy an entire envelope or envelope group:

1. Right-click in the envelope tree on the envelope or envelope group (RGB or Position) you
wish to copy select Copy [name] Envelopes, where name is the name of the envelope or
envelope group you are copying.

2. Right click on the envelope or compatible envelope group you wish to copy to and select
Paste Envelopes from [name].

To copy all of the envelopes in a fixture:
1. Right-click in the envelope tree on the fixture you wish to copy select Copy [name]
Handles, where name is the name of the fixture being copied.
2. Right click on fixture you wish to copy to and select Paste Envelopes from [name].

Intelligent Copy Buffering

Fixtures envelopes can only be pasted to a matching fixture. For example, if you copy all the
envelopes in a DJ Scan 250 EX, you can only paste those envelopes to another DJ Scan 250 EX.
The Envelope Editor will enforce this. However, the Envelope Editor also supports intelligent copy
buffering. This means you can copy multiple fixture types into the copy buffer, one after another,
and the copy buffer will keep track of all of them. When you attempt to paste to a fixture, the copy
buffer is searched and if a matching fixture is found, you are given the option of pasting it.
Envelope groups functions similarly, allowing you to paste RGB and Position envelope groups
only to other RGB and Position envelope groups, respectively.

Editing Recorded Data

(Only Available for VenueMagic DMX+Av and above)

Then Envelope Editor can also be used to edit recorded channel data (see Real-time Recording
and Editing of Channels).
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Curve editing tools

When recorded data is selected in the Envelope Tree, the appearance and behavior of the
Envelope Editor changes somewhat. The first thing you will notice is that the curve editing tools,
which are normally grayed-out, are now enabled. In order to edit the recorded data, you must
select a range of data to edit. Do this by clicking the left mouse button somewhere in the plot area
and then holding the button down as you drag the mouse cursor to select a range. When you
have selected the desired range, release the mouse button. After selecting the range, you can
easily resize the range by clicking on and dragging either edge of the range. Click anywhere in
the plot area outside of the range to deselect it.

Curve Editing Tools

The curve editing tools for recorded data are quite powerful. Below is a brief description of each
tool, but the best way to understand them is to use them.

. Move Level: Click and drag the selected range up and down.
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Stretch Level: Stretch the selected range. Stretching is relative to where the mouse
cursor is initially placed when the left button is clicked. The closer a point on the curve is
to this initial point, the faster it will stretch when the mouse is moved.

Stretching is also affected by the proximity of the initial point to the baseline of the
selected curve. The baseline is defined as the line that connects the endpoints of the
curve at the edges of the selected range.

Baseline

. Drag Level: This tool drags curve points proportionally to the distance between the
initial click point and a point on the curve, scaled within the range of a bounding circle.
This tool does not require a selected range because the bounding circle selects which
points in a curve will move.

Bounding circle

You can adjust the radius of the bounding circle by moving the mouse wheel or by
entering a value into the Drag radius box just below the cursor time display. The Drag
radius box is only visible when the Drag Level tool is selected.

Drag radius: |5|:|



The Drag Level tool is ideal for stretching part of a curve without affecting the rest of the
curve.

Move in Time: Moves the selected range in time.

oo T ] | [ |
#

Stretch in Time: Stretch the selected range in time. The center of stretching is the
initial point where the mouse was clicked to begin dragging.

I I | I | | DR
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L

Flatten Curve: Flattens the curve along the baseline of the selected curve. (See
Stretch Level toll above for an explanation of the baseline).




Smooth Curve: Smooth out the curve in the selected range. Clicking this button
multiple times increases the smoothing.

Editing Individual Data Points

Expand the envelope plot range to maximum by clicking on the . button until it grays-out. You
will now see that the individual data points are visible in the plot. The curve editing tools equally
apply to this view except that you can select and move data points individually.

Data point

Adjust Envelope Window
(Available in SC+ and above only.)

Right-click on a recorded envelope in the Envelope Editor and select Adjust Envelope... to bring
up the Adjust Envelope window.



[v Adjust Level

r| | 359.4 Gain (%)

H Jl 0.0 Center (%)
0.0 Offset (%)

_Jl ,T Thresh (%)

[v Level Clipping
J— 938 High (36)
J| 0.0 Low (%)

[v Adjust Time
| J' 76 shift (f)
H Jl 42,6 Scale (%)

v Smoothing

—_— '— 2.2 Rising edge

J| ,T Falling edge

ﬁ — I | 22 Quantize (f)
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Spedial Presets:
[ Invertlevel I'(~:"I'|1d<;2f M
L
[ Reverse time Bugs Save
I Differentiate Delete
I~ Bypass Import
[V Show time in frames Export
Import Profile. .. CK
Import Audio File... Cancel

From this window you can adjust the current envelope or the selected section of it with more
precision than the standard curve editing tools. Any change of settings is shown immediately in
the Envelope Editor. All functions of the Envelope Editor are disabled while the Adjust Envelope
window is open with the exception of the time cursor and the playback controls. This allows you
to playback the envelope while changing settings on-the-fly.

The Adjust Envelope window will also import previously exported profiles as well as extract a
profile from an audio .wav file (this is often referred to as a “Yak” function when it is used to
extract an audio envelope from a file with dialog which is used to control mouth movements in an
animatronics character).

Adjustments are made by either moving the associated slider, or by entering a number directly
into the text entry field. Settings can be saved in a list of presets that can be re-used.

On the right side of selected sliders is a set slider range button H that will open a window to let
you set the desired range of the slider.



Set Gain Slider Range

Min value: 10 1-

Max value: I 1000 1-
0K I Cancel |

5000

5000

Sliders without a ﬂ button have fixed ranges that cannot be changed.

Adjust Envelope Window Items Descriptions

Adjust Level

Level Clipping

Adjust Time

Smoothing

Digital Thresholds

Check this box to enable level adjustment sliders:

Gain (%) — Adjust the amplitude of the envelope by a percentage.
Center (%) — Adjust the center to which gain will be applied. Rising and
lowering the gain will expand the waveform vertically around the center
% value.

Offset (%) — Adjust the horizontal position of the envelope by a level
percentage.

Thresh (%) — Adjust zero threshold. Any data below this value is
zeroed out.

Check this box to enable level clipping then adjust the High (%) and
Low (%) values to cut-off the top and bottom of the envelope,
respectively.

Check to enable time adjustments:

Shift (f/s) — Shifts envelope in time by the specified frames (f) or
seconds (s). Select how time is displayed with the Show time in frames
checkbox (discussed below).

Scale (%) — Scale the time range by the specified percentage.

Check to enable smoothing:

Rising edge — Smooths out the rising edges of the envelope. Ranges
from zero (no smoothing) to 10 (a lot of smoothing).

Falling edge — Smooths out the falling edges of the envelope. Ranges
from zero (no smoothing) to 10 (a lot of smoothing).

Quantize (f/s) — Quantizes envelope by sampling the envelope at
specified increments of frames/seconds and filling the space between
samples with either a line or a step. Select Quantize to steps tofill in
the space with steps or Quantize to lines to fill it with lines. A value of
zero disables quantizing.

Check this box to convert envelope into a “digital” representation of the
curve.

Upper (%) — Selects the upper threshold level for digitizing. Where the
original curve is above this point is where the output curve goes to
100%.

Lower (%) — Selects the upper threshold level for digitizing. Going left
to right, once the original curve reaches the specified Upper threshold
and its output goes to 100%, the curve must drop below the Lower



threshold level before it goes back to 0%. This effectively introduces a
hysteresis effect. To eliminate the hysteresis effect, always set Upper
and Lower to the same value.

Invert Level Check this box to vertically invert the selected envelope.
Reverse Time Check to invert the envelope left-to-right along the time axis.
Differentiate Performs a differentiation function to produce the derivative of the

original curve. If the original curve plots position vs. time, the new plot
will show velocity vs. time.

Bypass Check to bypass all settings. The original un-modified curve is shown in
the Envelope Editor.

Importing Profiles
Import profiles into the currently selected channel of the Envelope Editor by click on Import Audio
Profile. (See Importing Channel Data Profiles).

Importing Audio Profiles

Import envelope of .wav audio file directly into the Envelope Editor without first having to create a
profile from an audio clip. Click on Import Audio File, and then select the .wav file you would like
to import. If the .wav file contains stereo audio, the Import Audio File window will appear.

x

Import channels

Cancel |

 Left
" Right
= Both

% Mix (L+R)

Select how you want the profile to be imported:

Left:  import just the left channel

Right: import just the right channel

Both: import both left and right channels as separate channels in the profile
Mix: import the sum of the left and right channels into a single profile channel

Click Ok and the profile is imported to the envelope within the selected range.

Saving and Reusing Setting Presets
Once settings have been adjusted as desired for a particular envelope, they can be saved under
a Settings Preset and applied later onto other envelopes.

Click the New button to create a new Settings Preset and add it to the Presets list, then type in a
name for the preset. Adjust the settings as desired, and then click Save to bring up the Save to
Preset window.

Importing and Exporting Setting Presets
The Import and Export buttons let you Import a Settings Preset file or export your own presets for
to a file that can be imported into another project.



Mickey ak

Chuck
Bugs Cancel

Select the preset you wish to save to and click OK.

To apply an existing preset to the current envelope, select the desired preset in the Preset list
and the new settings are applied immediately. Delete presets by selecting them in the Preset list
and clicking Delete.

Important note: Be sure to save any changes to the current preset before selecting another
preset, otherwise your changes will be lost.

Channel Data Profiles
(Available in SC+ and above only.)

VenueMagic gives you the ability to export and import channel data profiles. A channel data
profile (also referred to simply as a “profile”) is a file that contains a list of channels, by name, and
a stream of data for each channel. These profiles can be imported for later use (described below).

Exporting Channel Data Profiles
Profiles can be exported from the following sources:

Audio Clips

Right-click on an audio-clip in a VenueMagic timeline and select Export Audio Profile. Enter a
filename in the file dialog and click OK. If the audio clip is stereo, the Export Audio Clip window
will appear.

Export Audio Clip

Import channels
 Left
' Right
" Both
& Mix (L+R)

x|
_ Concdl |

Cancel

Select how you want the profile to be exported:

Left:  exportjust the left channel

Right: export just the right channel

Both: export both left and right channels as separate channels in the profile
Mix: exports the sum of the left and right channels into a single profile channel



Click Ok and the profile is exported to the selected file. If the audio clip is mono, export will begin
immediately after the export file is selected and the Export Audio Clip window is not shown at all.

Fixture Effect Clips

Right-click on a fixture effect and select Export Clip Profile, then select a file to receive the
exported data. This will export all of the channels controlled by that clip along with an “image” of
the output data for each channel.

Control Tracks
Right-click on control track panel and select Export Track Profile. This will export output data for
the entire track into a profile.

Timelines
Export a profile file for the currently loaded timeline by selecting Files 2Export Timeline Profile
from the main menu.

DMX Recorder
The DMX recorder can record DMX input or output and save it to a profile.

Importing Channel Data Profiles

Profiles can be inputted into control tracks, level control effects and envelopes (see also Adjust
Envelope Window).

All profile imports will bring up the Load Profile Channels window, which is used to tell the import
function which channels to import and where they will go.

Load Profile Channels I x|

Description:  Export of track: [IAAPA2011] - [TAAPA2011-1]. [Explosions]

Profile channel al ' | Record channel [ Profile channel [«] Cancel |
ED4038.Selection [070] DJ_Spot_250.Position.Pan

ED4033.Speed [071] DJ_Spot_250.Position. Tit

ED4038_1.RGB.Blue APa| | 1572] D3 spot_250.Color

ED4038_1.RGB.Green [073] DJ_Spot_250.Gobo

ED4038_1.RGB.Red [074] DJ_Spot_250.Selection

[075] DJ_Spot_250.PT_Speed

ED4038_1.Speed [055] RGB1.RGB.Red

WEMC1_1.Analog1 = = I [056] RGB1.RGB.Green ED4038.RGB.Green e
WEMC1_1.Analog2 [057] RGB1.RGB.Blue ED4038.RGB.Blue | e e
WEMC1_1.Analog3 - | [058] RGB2.RGB.Red ED4038.RGB.Red

WEMC1_1.Analog4 [059) RGB2.RGB.Green Set Envelope Color
WEMC1_1.Bass [060] RGB2.RGB.Blue

WEMC1_1.DigOut01 [001] ED4038.Selection

WEMC1_1.DigOut02 [002] ED4038.Speed

WEMC1_1.DigOut03 [003] ED4033.RGB.Red 1
WEMC1_1.DigOut04 [004] ED4038.RGB.Green I
WEMC1_1.DigOut05 [005] ED4038.RGB.Blue

WEMC1_1.DigOut06 ~ “« | [006] ED4038_1.Selection ~ 3 |

The list on the left shows all of the profile channels included in the profile file. The list on the right
shows all of the record channels available to receive the imported channel data. Drag channels
you wish to import from the profile channel list over to the record channel list, then drop it on the
channel you would like to import it to. To remove an imported channel from the recorded channel
list, simply drag it back over to the profile channel list. Click OK to perform the importing.

Notice that as you drag a profile channel over to the recorded channel list, it is removed from the
profile channel list. This is because you cannot import a single profile channel into more than one
record channel.



The Load Profile Channels window is used with the following import functions:

Importing to Level Control Effects
Profiles can be loaded into selected channels in a level control effect (see Level Control Setup

Recording Properties).

Importing to Envelope Editor
The Adjust Envelope Window can import profiles directly into envelopes in the Envelope Editor.

Importing to a Timeline

Profiles can be used to auto-populate a timeline with profile data with one or multiple channels
per track. (see Auto-populating a Timeline from a Profile

Not all of the settings in this window are available to all import functions. The table below lists
each button/setting, a description of its functions, and when it is available.
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Create

Replace channel
names

Set Envelope Color

Moves all profile channels to record channel list, in order from top to
bottom, filling in the unused record channels.

Move all profile channels back into the profile channel list.

Moves selected profile channels to record channel list, in order from top
to bottom, filling in the unused record channels starting with the first
selected record channel, if any.

Move selected profile channels back into the profile channel list. (Also
accomplished by dragging).

Moves a single selected profile channel up/down in the record channel
list. (Also accomplished by dragging).

Move all or selected profile channels to record channels, automatically
selecting the best match for each based on the channel names.

This setting is used only by the auto-populate timeline function. The
options are:

Single track — imports all channels into a single control track.

Multi tracks — imports each channel into its own control track.

Check this box if you wish each fixture channel name to be changed to
match the name of the profile channel being imported into it.

Available only with auto-populate timeline function.

Click this button to select the envelope color of all imported profiles.

Available only with auto-populate timeline function.

Auto-populating a Timeline from a Profile
(Available in SC+ and above only.)



You can use a channel data profile to automatically populate a timeline with tracks and level
control effects. From the main menu, select Insert >Control Tracks from Profile. After selecting a
file to import, and setting up the channel mapping in the Load Profile Channels window,
VenueMagic will automatically perform the following functions:

1. Required control tracks are added to the timeline, either one for each channel or one for
all channels, depending on what was specified in the Load Profile Channels window.

2. Required fixture channel(s) are added to new control track(s).

3. A level control effect is added to each new control track.

4. Profile data is loaded into level control effects as specified in the Load Profile Channels
window.

Recording DMX Input/Output Data to a Profile

(Available in SC+ and above only.)

VenueMagic will let you record DMX input from a DMX input device or the DMX output from a
timeline playback, and put it into a profile file. In the Main Menu, select Tools ?Record DMX to
bring up the Record DMX window.

Recording DMX Input

Record DMX
Select source Select record channels: Count |6
(@) Default DMYX input Channel Mame Ll
() venueMagic DMX output DMXIN_001
[] omxiv_ooz
Output to universe | 4 > DMXIN_003
Synch to editor E DMXIN_004
DMXIN_005
| Disable update cyde -
* & [] oMxIN_006
Sync source DMXIN_007
@ Main dock [] omxIn_oos
DMXIN_0039
() Other ] pMxIn_010
Setun... [+/] DMXIN_011
[] oMxIN_012
Description: [] omxv_o13
Enter a description for the recorded data (up [ pmxIv_o14
to 255 characters). [ OMxIN_015
[] omxmi_o1s
Record time [] omxmv_017 v

o u 0:00:00.00 Check All | |Uncheck all| | Refresh

Under Select source, select the Default DMX input option to setup recording from the default
DMX input into a profile. This option is only available if a DMX input has been configured in the
DMX Device Setup window.

Next, select the DMX channels you would like to record by checking the corresponding box in the
Select record channels list.

If you wish to route DMX input to its corresponding DMX output channels, check the Output to
universe box, then select the universe you would like to output to. Output will be sent to the
device setup for that universe in the DMX Device Setup window.

The Description field can be filled with any text up to 255 characters. This text is what is displayed
in the Description field at the top of the Load Profile Channels window.




Recording DMX Output

Select VenueMagic DMX output as the source if you would like to record DMX output generated

by VenueMagic.

Select source

() Default DMX input
(@) VenueMagic DMX output

| Qutput to universe | 1
Synch to editor
Disable update cyde
Sync source
® Main dock

Other

Description:

Enter a description for the recorded data (up
to 255 characters).

Record time

® W (000000

Record DMX

Select record channels: Count |4

Channel Mame

[] [001] DMy _Star_Cluster.Mode

[00Z] DMx_Star_Cluster.Grid_Effect
[003] DMy _Star_Cluster.Speed

[] [004] DMy _Star_Cluster.Strobespeed
[] [005] DMy _Star_Cluster. ColourSelection
[] [o08] _o4Channel.Level1

[[] [007] _o4Channel.Level2

[] [o08] _o4channel.Level3

[] [o0g] _o4channel.Levels

[] [010] _45HP_LED_Par__ 1CH.Color
[] [011] _o4channel_1.Level1

[ [012] _o4channel_1.Level2

[ [013] _o4channel_1.Level3

[] [014] _o4achannel_1.Leveld

[015] CoolLights1.Levell

[016] Cocllights1.Level2

[] [017] CoolLights1.Level3

L

Check All | |Uncheck All| | Refresh

Close

The Select record channels list will list all of the DMX fixture channels assigned to the current
project, by name, preceded by the associated DMX channel in square brackets (i.e.: “[001]").
Check the box next to the channels you wish to record.

Check the Sync to editor box if you’re primarily interested in synching to the playback of a

timeline. In this mode, starting recording will also start playback of the timeline currently being
edited at the current position of the time cursor. The recorder will also record time information
directly from the timeline rather than use its own clock. Stopping or pausing recording will also
have the same affect on timeline playback.

Record Controls

Actual recording of DMX is managed by the record controls Record, Pause and Stop. The
Record time window shows the current record time in hours:minutes:seconds.hundreths format.

Record/Pause

/— Stop
| i Record time

| 00:00:46:18 |

Starting Record

Recording starts immediately when the Record button is clicked. The Record button then turns
into the Pause button. If Sync to editor is checked, the timeline currently in the editor begins

playing, starting at the last tim

€ cursor position.

When recording starts, the Record time is reset to zero, turns green and begins running forward
to report the current time as it is being recorded in the profile. If Sync to editor is selected, Record



time will not reset to zero, but will instead show the current playback time of the timeline currently
being edited.

Pausing Record

To pause recording, click on the Pause button (formerly the Record button). This will stop the
Record time which starts flashing between gray and green until recording is resumed or stopped.
The Pause button also turns back into the Record button, which can be clicked to resume the
recording.

Stop Record
Click the Stop button to stop recording. This will bring up a file browser so that you can tell
VenueMagic where to store the recorded profile.

Synching to External Time Sources

The Sync source section lets you set an external sync source. By default, this is set to Main
clock, which will sync recording to the Record DMX window’s main clock, or to the time source of
the currently active timeline if Sync to editor is checked.

Sync source [SMPTE over serial v]
(") Main dock Beat Tapper
: External Input

©) Other {SMPTE over serial v | [Setup... MIDI Clock
MIDI LTC
SMPTE over serial
Sync Source: | 00:00:00:00 VMNet Sync

Start Offset: | 00:00:00:00

To sync to an external source, select the Other option and then select desired sync source and
click Setup to set up the sync source parameters. (see Synching VenueMagic Timelines to an
External Clock Source).

Importing Profiles from ASCII Text Files

VenueMagic can import profiles from an ASCII text file that conforms to a specific format. This
makes it possible to input show data created by other software. This is done by selecting “Text
File” as the file type in the file browser when you are selecting a file to import. The text file must
adhere to the sample format below:

* Sample VenueMagic ASCII-based Profile File

* An asterisk as the first character in the line denotes a comment

Ak hk kA Ak Ak Ak Ak Ak Ak h kA Ak Ak Ak khkhhkh ko hhk kA kkhkhkhkhkhkhhkrkhkkkhkrhkrkxrk*x

* *x* The following two lines must be included.

* *%* FILE _VERSION must be 1.0.

* *%% DESCRIPTION can be anything up to 254 characters

KAk Ak hkhkhkkhk kA hkhkhhkhhkhhhhkhhkhkhkhkhhkhhkhkhkhkhkkhkhkhkhkhkhhkkhhkkhkhkhkhkkhkhkkhhkhhkxx*
FILE VERSION(1.0)

DESCRIPTION ("Export of Fixture Effect: [Level Control]"

R R R R R I I R R I I I I b b I b I e e S I b b i I e R IR I Ih e I R I e i b



* This section associates channel numbers with channel names.

* Channel names can be arbitrary strings, channel numbers should be sequential
R R R R R I I i I I I I R I I i I I R I I I S I R I I I I I I R R I I R I i

CHANNEL (0, "BOC.Power")
CHANNEL (1, "BOC.Dimmer Strobe'")
CHANNEL (2, "BOC2.RGB.Blue")
CHANNEL (3, "BOC2.RGB.Green")

CHANNEL (4, "BOC2.RGB.Red")
CHANNEL (5, "BOC2.ServoC.Motion")
CHANNEL (6, "BOC2.ServoA.Motion")

R R R R R R R S R R R R I I I R R I I e S I b S e I I I I I I R I R i i i b

* This section contains all of the channel data.

* TIME (s) specifies time in seconds and applies to all channel "events" that follow
* Channel events are of the format (channel, level %).

* List must start with “PROFILE_START and end with "PROFILE_END"

Kk hkhkhkhkhkhhkhkhkhkhkhkhkhkhkhkhkhkhkhkhk kA hhkhkhkhk ko hkhkhkhk ko hhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkhkkhkhkkhkhkhkhhkhhrkx k%

PROFILE_START

0)
ME (0.0333333)

.0820137)

(

(

(

(

(

(

(

T

(

(

(

(

(

(5,0.0527208)

(6,99.8963)

TIME (0.0666667)

(0,0)

(1,0)

(2,0)

(3,0.323193)

(4,0)

(5,0.208095)

(6,99.5909)

TIME (0.1)

(0,0)

(1,0)

(2,0)

(3,0.716246)

()
(5,0.46194)
(6,99.0921)

PROFILE END
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Audio Export

VenueMagic will allow you to export all of the audio in a track, or in an entire timeline, to a single
wav file, or to multiple wav files if multi-channel output is used (see Audio Device Setup).

To export a mix-down of specific audio tracks:
1. Select the desired audio track(s) by clicking on the Audio Track Panel (hold down Ctrl
key to select multiple tracks).
2. Right-click one of the selected track panels (do not hold down Ctrl key).
3. Select Mixdown Track Audio... from the pop-up menu. This will bring up the Setup
Audio Export Window.




4. Setup the desired parameters in the Setup Audio Export Window and click OK.
Depending on your settings, you will either be prompted for a mix-down file and location,
or for a folder where automatically named files will be placed.

5. Mix-down begins after file/folder has been selected.

To export a mix-down of the timeline currently being edited:

1. From the main menu, select Timeline 2>Mixdown Audio... to bring up the Setup Audio
Export Window.

2. Setup the desired parameters in the Setup Audio Export Window and click OK.
Depending on your settings, you will either be prompted for a mix-down file and location,
or for a folder where automatically named files will be placed.

3. Mix-down begins after file/folder has been selected.

Setup Audio Export Window
e e ! il

Sample rate: [44,100 Hz

Channels:
Sample size;

[ Mormalize volume Volume adjust
[7] Auto-attenuate volume Envelope

100 Gain
Track slider

[] Zero-pad beginning
[ Auto-name files Pan adjust
[ Separate file for each Envelope

audio output
[ | Force resampling Center

Sets up audio mix-down for tracks or timelines. Settings are as follows:

Sample rate Sample rate for final mix-down(s). Source audio clips that are not at this rate
are converted into temporary files. Choose from:
e 22,050 Hz
e 44,100 Hz (CD quality — adequate for most situations)
e 48,000 Hz (used for video)
e 96,000 Hz (extra high quality)

Channels Channel for mix-down file. Select Stereo (2-channels) or Mono (1-channel).
If Mono is selected, stereo clip L & R channels are mixed into one channel.
If Stereo is selected, mono clips are copied into both L & R channels.

Sample size Select mix-down file sample size. Either 8-bit (rarely used), 16-bit or 24-bit.
Normalize Checking this box will adjust the overall volume level of the mix-down output
volume so that the peak level is always at 100%. This feature is useful when source

clips are too quiet. The normalize function will not prevent audio clipping.
Enabling this function will slow down the mix-down process.



Auto-attenuate
volume

Zero-pad
beginning

Auto-name files

Separate file for

each audio
output
Force
resampling

Volume adjust

Pan adjust

Check this box to ensure that audio clipping does not occur during mix-
down. If there are peaks that will be clipped, the overall volume of the mix-
down is lowered to prevent this.

In addition, the Margin % setting lets you specify what level the top peak of
the mix-down will have.

Note: this function will not repair audio sources that are already clipped due
to saturation during recording. It will only ensure that clipping does not occur
during the mix-down process.

If the first audio clip in a track or timeline does not start at time zero,
checking this box will force VenueMagic to pad the mix-down file with
silence up until the first clip. That way the resulting audio file will align to the
beginning of the timeline.

If left unchecked, the resulting mix-down will start immediately at the first
audio clip, regardless of where it is in the timeline.

If checked, output wav file(s) are automatically named based on the name of
timeline they came from. If left unchecked, the user will be prompted for the

name of the mix-down .wav file before mixing begins. If checked, the user is
prompted instead for a folder where the files will be put.

When checked, VenueMagic will generate a separate mix-down file for each
audio output as defined in the Audio Device Setup window and setup in the
Audio Track Audio Properties window.

Auto-name files must also be checked for this to function properly. Before
mix-down starts, the user will be prompted to specify a folder where the mix-
down file(s) are to be placed.

VenueMagic does what it can to make sure that sample rates are properly
matched by creating temporary files with re-sampled source files. It also
tries to maintain temporary files in a way that reduces the need to perform
re-sampling of source files more than once (as this takes a lot of time).

However, there are certain rare situations where a mismatch of the original
source and the temporary file can occur—particularly when the user
replaces audio files that have been re-sampled previously. Checking this
box will force VenueMagic to resample all files that do not have the same
sample rate specified in Sample rate.

This section lets you select what will affect the volume in a mix-down. Check
the associated box to enable the following:

e Envelope — Volume envelopes affect mix-down.

e Gain — Audio clip volume gain setting affects mix-down.

e Track slider — Track slider setting affects mix-down.

This section lets you select what will affect the stereo pan in a mix-down.
Check the associated box to enable the following:

e Envelope — Pan envelopes affect mix-down.

e Center — Audio clip pan center setting affects mix-down.



Important note: Audio clip sound effects are NOT applied during mix-down.

Audio Export Status

Rendering: 44.10KHz, 16-bits. stereo to "MizdownT estd way"

e I

Displays status of audio export. Click Cancel to cancel export.

Synching VenueMagic Timelines to an External Clock Source
(Available in DMX+AV and above only. Some features available only in SC+)

VenueMagic can sync a timeline to an external clock source. The following items are synched in
a frame-accurate manner:

All control tracks.

All event track triggers.

All audio start and stop times.

All video start and stop times.

VenueMagic will not scale the playback speed of audio or video files. Only their stop and start
times are affected. When an audio or video clip is triggered, it will run at real-time based on the
VenueMagic main clock regardless of what the sync source is doing except for the following:

1. |If the Hold option is selected in the Timeline Synching Options window, audio and video
playback for the timeline will hold when the external clock source stops or drops out.

2. Random jumps of the sync clock of more than +/- 1-2 seconds will restart audio and
video at the new time.

Lamp chasers that are set to sync to the beat tapper or external control will not be affected by
external sync clock.

Synching is setup for individual timelines in the Timeline Synching Options window. Once setup,
you can enable synching from the main menu by selecting Timeline 2Enable External Sync, or by

clicking on the . icon on the toolbar at the bottom of the timeline. When synching is enabled,
the timeline control panel will change to show additional information specific to the type of sync
chosen, as shown below.




Addtional synching information

To start synching, click the timeline play button.

Play Timeline

You can also assign a synched timeline to a cue button. Synching starts when the cue button is
triggered.

There are no sync settings on the project level. External synching of Playlists is not currently
supported.

VenueMagic timelines are can be synched to the following external sync clock sources:

Beat Tapper Sets the speed of timeline playback using the Beat Tapper
based on a specified BPM.

External Input Setup an external input (slider, etc...) to control the speed of
playback.

MIDI Clock Sync to another midi device or application using a MIDI Clock
signal.

MIDI LTC Sync to another midi device or application using the MIDI Linear

Time Code signal.
SMPTE Over Serial Sync to ASCIll-based SMPTE received over a serial port.

VMNet Sync Sync to another VenueMagic timeline running as a VMNet Time
Code Source on the network.

Synching to Beat Tapper

This allows synching to the VenueMagic beat tapper. This is for adjusting the speed of playback
only. It will not attempt to match the actual position of beats as in Lamp Chasers.



Beat Tapper Sync Settings x|

e [B
Beat scaling (3:): | 100 Cancel |

Base BPM The base beats per minute from which playback
speed is determined. For example, if this value were
set to 120 BPM, when the beat tapper shows 240
BPM, the timeline would be running at twice normal
speed.

Beat scaling (%) This is an addition scaling factor that can be applied
to timeline playback speed after the beat
tapper/base BPM calculation. By default, this is
100%, which has no effect. A value of 50% cuts
playback speed—based on the beat tapper and
base BPM setting—by on-half.

When sync is enabled, the timeline control panel adds additional synching information:

-

A

el s 0:00:49.87

Sync BPM (X%) Current value of the beat tapper. X is the value in
the Beat scaling (%) field above.

Base BPM The base beats per minute from which playback
speed is determined. For example, if this value were
set to 120 BPM, when the beat tapper shows 240
BPM, the timeline would be running at twice normal
speed.

Synching to External Input
An external input such as a slider control may be used as a playback speed control for a timeline.



External Input Sync Settings El
External input source: ok |

|JS_1_'H'PDS

Cancel

Range min (%) I ]

Range max (%&): | 100

External input source Click the Select... button and chose an external
input device to control the timeline playback speed.

Range min (%) Since external inputs normally return values ranging

Range max (%) from 0-100%, it is necessary to “rescale” that range
if we desire to adjust the timeline speed to a value
greater than 100%. Use the Range min (%) and
Range max (%) settings to do this.

Example: if Range min were set to 50% and Range
max to 100%, then the 0% setting on an external
input (i.e.: if a slider is set to zero position) would
correspond to 50% playback speed, and 100% on
the external control would correspond to 200%
playback speed.

When sync is enabled, the timeline control panel adds additional synching information:

100.0% 0:00:49.87

Speed Factor Percentage of real-time speed timeline is currently
running at. 100% = normal time.

Synching to MIDI Clock

You can sync a VenueMagic timeline to a MIDI device or application that can send MIDI Clock
messages.



MIDI Clock Sync Setup

MIDI input device:  |Turtle Beach USB MIDI 1x1 ¥

Base BPM: 120

Time signature: |4 _l? Top
|4 'I Bottom

Start beat (M:B:T): | 1:01:000

—Sync to: -Startsynchon: ——————————
(¢ MIDI Clock (24 ppq) (¥ MIDI Start message
(" MIDI Tick (10 mSec) " First MIDI Clock message

MIDI input device

Base BPM

Time signature
(top and bottom)

Start beat (M:B:T)

Sync to:

Start sync on:

Select from currently connected MIDI input devices
from which to receive the MIDI Clock message.

The base beats per minute for the MIDI Clock
message. This should match the BPM setting in the
MIDI device or application sending the clock. You
should also set the Base BPM for the timeline to the
same value (see Timeline Options).

Enter the time signature associated with the clock.
These settings should match the settings in the
MIDI device or application sending the clock. You
should also set these values for the timeline to the
same value (see Timeline Options).

Enter the start beat in measures, beats and ticks.
When synching has begun, the timeline will not start
until this beat is reached.

Select the type of clock message to sync to:
MIDI Clock: Midi clock signal which is sent by
MIDI device at a rate of 24 pulses-per-quarter
note.
MIDI Tick: Syncs to MIDI time tick which is sent
by the MIDI device at a rate of 10 milliseconds.

For most applications, the default setting MIDI
Clock is used.

Select what starts synching:
MIDI Start message: Most sequencers generate
a MIDI Start message before sending Clock
messages. This allows slave devices to prepare



for synching. With this option selected,
VenueMagic will wait for a Start message before
it begins synching.

First MIDI Clock message: Some software does
not send a MIDI Start message first, but goes
right into sending Clock messages. Select this
option and VenueMagic will start synching on the
first Clock message after the timeline is started.

The best way to determine the best option for the

sync source you’re using, use the MIDI Monitor to
watch what the sync source is doing.

When sync is enabled, the timeline control panel adds additional synching information:

;'1 01 000 301000 0:01:00.87 |

Sync Source (MBT) Current sync time based on MIDI clock counts.
When the timeline play button is pressed, this field
will flash green until MIDI clock signals are received,
at which time it will remain solid green.

Sync Source (MBT Start Offset (MBT

1:01:000 1:03:000

Start Offset (MBT) The start offset entered into the Start offset
(M:B:T) field above. When the MIDI clock signals
are being received, this field will flash green until the
Sync Source has reached this value, at which time it
will remain solid green.

How MIDI Clock Synching Works

There are essentially five MIDI messages sent by your MIDI device or application that the
VenueMagic timeline will respond to.

Song Position Commands a start position for playback within the
song. VenueMagic will respond by moving the time
cursor to the designated time.

MIDI Start Indicates that synching is to begin at time=0.
Immediately followed by a MIDI Clock message



MIDI Stop Indicates that synching is to stop. No clock
messages are received afterwards until a MIDI Start
or MIDI Continue is received.

MIDI Continue Sent to start synching after a Song Position
message is sent. Acts the same as MIDI Start,
except playback is not reset to time=0. Followed
immediately by a MIDI Clock message.

MIDI Clock Sent by controlling device at a rate of 24 pulses per
guarter note. VenueMagic uses the BPM and time
signature settings to calculate beats, measures and
ticks.

As soon as the timeline play button is pressed, the time cursor is set to zero, and VenueMagic
waits for either a Song Position or MIDI Start message, at which time it will take the appropriate
action as described above.

Synching to MIDILTC

You can sync a VenueMagic timeline to a MIDI device or application that can send MIDI Linear
Time code messages.

MIDI LTC Sync Setup x|

MIDI input device: |Turtie BeachUSBMIDI 1x1 ¥ |

Start offset: | 00:00:00:00

MIDI input device Select from currently connected MIDI input devices
from which to receive the MIDI LTC messages.

Start offset Enter the start offset in
hours:minutes:seconds:frames. When synching has
begun, the timeline will not start until this value has
been reached.

When sync is enabled, the timeline control panel adds additional synching information:



S
oo_:-oo:ooh:-oo 00;62;_0;;00 00:01:08:19 |

Sync Source Current sync time received from MIDI device. When
the timeline play button is pressed, this field will
flash green until MIDI timecode signals are
received, at which time it will remain solid green.

Sync Source Start Offset

00:00:00:00 00:00:00:00

Start Offset The start offset entered into the Start offset field
above. When MIDI LTC messages are being
received, this field will flash green until Sync Source
has reached this value, at which time it will remain
solid green.

How MIDI LTC Synching Works

When the timeline play button is pressed, the timeline starts waiting for MIDI LTC quarter frame
or full frame messages, at which time it begins synching to the time code messages. If the time
code suddenly jumps more than 1 second in either direction, the timeline will move to the new
time and resume playing.

Synching to SMPTE over Serial

(VenueMagic SC+ and above only)

VenueMagic timelines can sync to SMPTE time code received in ASCII format over a serial port
from a SMPTE reader. VenueMagic does not decode audio SMPTE stripes.

Setup Serial SMPTE x|
Serial port: |Prolific UsB-to-Serial Comm Port (COM28) | oK |

N Cancel
Formatstring: | (77227722} {Ph}{mm} {ss}{ff} % e e _ Gl |

string:
Frames/sec; |3|] no-drop j ﬁl
Start time offset: |n1:24:z4:u4 I 00:00:00:00
Serial port Select the list of currently available serial

communications ports (see Serial Port Input/Output.




Format string Defines the format that VenueMagic expects to
receive. Once you have determined the output
format of your SMPTE reader, see Setting Up
SMPTE Format Strings to determine what should go
in this field. To reset format string and termination
string to factory defaults, click Reset.

Termination string The character(s) VenueMagic should look for to
indicate a termination. This information is available
in the manual of your SMPTE reader. For
information on how to enter control character, see
Serial Event Properties .

Frames/sec Select the frame rate mode: 24, 25, 30 and 30-drop.
VenueMagic does not automatically detect SMPTE
frame rates. You should set the SMPTE fps mode in
the Timeline Options window to the same value

Start offset Enter the start offset in
hours:minutes:seconds:frames. When synching has
begun, the timeline will not start until this value has
been reached.

Start Test Click this button to test SMPTE input. If the SMPTE
device is properly connected and sending SMPTE
strings, and if the Format string and Termination
string have been properly set, the adjacent time
display will display SMPTE code as it is received.

If VenueMagic encounters a problem decoding the
SMPTE string, “ERROR” will appear in this box.
This usually means that the format or termination
string is incorrect. It could also mean that the serial
connection is not clean. Use the Serial Input Monitor
to verify that the SMPTE code is being delivered

properly.

When sync is enabled, the timeline control panel adds additional synching information:

oo::b.d:oot':oo 00:00:10:00 00:00:00:00 |

Sync Source Current sync time received from SMPTE reader.
When the timeline play button is pressed, this field



will flash green until time code is received, at which
time it will remain solid green.

Sync Source Start Offzet

00:00:00:00 00:00:00:00

Start Offset The start offset entered into the Start offset field
above. When SMPTE time code is being received,
this field will flash green until Sync Source has
reached this value, at which time it will remain solid
green.

How Synching over Serial SMPTE Works

Since VenueMagic does not decode audio SMPTE stripes, this must be done by an external
device (such as an ESE SMPTE time code reader). The decoded data is output via an RS232
port and received by VenueMagic.

Synching starts when the timeline play button is pressed. If the time code suddenly jumps more
than 1 second in either direction, the timeline will move to the new time and resume playing.

Setting Up SMPTE Format Strings

VenueMagic uses a simple syntax to define how SMPTE time code should be interpreted. Note:
understanding this section will require a certain degree of technical knowledge with regards to
serial communication as well as the time code reader hardware you are using.

Some time code readers transmit the time as a string of ASCII characters (example:
“01:22:03:28”). Others return a stream of binary data. Below is a summary of how to handle both
cases.

Format Strings for ASCIlI-Based Time Codes
1. Characters inside curly braces (i.e.: {}) are interpreted as data using the following codes:

H Indicates an “hours” digit. The string “{HH}” would
tell VenueMagic to expect a two-digit decimal value
that represents SMPTE hours.

M Indicates a “minutes” digit. The string “{MM}” would
tell VenueMagic to expect a two-digit decimal value
that represents SMPTE minutes.

S Indicates a “seconds” digit. The string “{SS}” would
tell VenueMagic to expect a two-digit decimal value
that represents SMPTE seconds.

F Indicates a “frame” digit. The string “{FF}” would tell
VenueMagic to expect a two-digit decimal value that
represents SMPTE frames.

? Identifies a character that can be anything. The



the string can be anything, and should be ignored.

2. Characters inside parenthesis (i.e.: ()) indicate that this character can be one of several
different characters that should be treated the same. Example: “(:;.)” that VenueMagic
should expect either a colon (:), semi-colon (;) or period (.).

3. All other characters specify what VenueMagic should expect at that position in the string.

4. Terminate the format string with the percent (%) character.

Example: The string below would tell VenueMagic to expect two hours digits, followed by a colon,
then two minutes digits, a colon, and then two seconds digits followed by either a colon, semi-
colon, or period. This is followed by two frame digits.

{hh}:{mm}:{ss} (:;.){£f£}%
Format Strings for Binary-Based Time Codes

1. Indicate that this is a binary type by starting the format string with a dollar-sign (“$”)
character, followed by a 2-digit hexadecimal number that specifies how many bytes into
the stream the time data starts. Some readers will include a header at the beginning of
the stream with a lot of information we don’t need. This hexadecimal number will tell
VenueMagic to ignore the header portion and go straight to the number.

2. After the header, it is expected that the bytes that follow will be the hours, minutes,
seconds and frame fields. VenueMagic expects that each of these fields will take a single
byte. Enter the following characters in the proper order to interpret the stream:

H Indicates an “hours” byte.

M Indicates a “minutes” byte.

S Indicates a “seconds” byte.

F Indicates a “frames” byte.

X Represents a byte to be ignored. This is required if

time fields are separated by bytes with information
other than the time information. Important: This
character is also required to fill in the space
between the last time byte (usually the “frames
byte”) and the end of the entire message.

Example: A 20-byte time code message from a reader includes 10 bytes of header, followed 4
bytes of time in the hours-minutes-seconds-frames order. The format string would look like this
(note the “X” characters at the end to pad the remaining 6 bytes of the message):

$10HMSFXXXXXX

VMNet Synch

A VenueMagic timeline can sync to another VenueMagic timeline running on a different computer
connected to the internet. This feature provides unlimited possibilities as one might guess. The
timeline to be synched to must first be designated a VMNet Time Code Source by checking the
Broadcast VMNet sync box in the Timeline Synching Options window.

Then setup the timeline to be synched in the VMNet Sync Setup window below.



VHMNet Sync Setup

x|
QK
VMNet sync channel: I 1 _I? _
Cancel |
Start offset: I 00:00:00:00

VMNet Sync Channel Must be set to the same channel as the source
timeline.

Start Offset The start offset entered into the Start offset field
above.

Timeline Looping and the External Sync Function

The timeline looping function only works with Beat Tapper and External Input synching. Timelines
using MIDI Clock, MIDI LTC, or SMPTE over Serial external sync methods cannot be run in
looping mode.



Playlists

Playlists let you create lists of timelines and audio files for sequential playback.

Troll Walk. mp3
) Twinkle. mp3
Playback 1:32.97 Castle Monologue.mp3
List 0 81 Dark Clouds.mp3
1.54.48 Evil Sorcerer.mp3
Untimeliy Demise.mp3
Natives Arrive. mp3
Staves mp3
BountifuL.mp3

7 Fairy Tale.mp3
19 Caught Again.mp3

Playback
Controls
0:00:00.00
. Playback ) Playlist
'Il?c!i)llgztr Position Audio Level Playback
Control Display Time Display

Playback List

Drag timelines and audio files from their respective folders in the Project Window into the
Playback List. Drag Playlist items within the list to change their playback order. ltems may be
reorganized during Playback if their status column reads “Waiting” (see Status below). The
Playback List includes the following columns:

Start time The starting time for the playback of this item, relative to
the start of the Playlist. This value is automatically set to
provide sequential playback of all items in the list. It is
calculated based on the length of the clips and any
overlap you may specify (see Playlist Clip Playback

Properties).

Clip title The name of the clip. By default, this is the name of the
timeline or audio file. You may change the displayed name
in the Playlist Clip General Properties window.

Length Length of the clip. This value is takes into consideration
the actual length of the song and any time removed from
the beginning and/or ending of it (see Playlist Clip
Playback Properties).

Note: If the clip item is a timeline that has been edited
since this Playlist was last loaded, then, after saving the
timeline file, reload the Playlist by right-clicking on the
Playlist in the Open Files List and select Reload file.



Time Current playback time relative to the start of the clip.

Time remaining Current time remaining in the playback of this clip.
Status The current playback status of the clip. Can be one of the
following:

e Waiting: Item is waiting to be played.
Fading in...: Iltem is fading in.

Fading out...: Item is fading out.
Playing: Item playing.

Paused: Item has been paused.

Next up: Item is next in line to be played.
Done: Item has completed playing.

Playback Controls
Play/pause timeline from current playback
/ position.
Hot key: SPACEBAR
Stop playback and reset playback position to
the beginning of the playlist.

Move to the beginning of the currently playing

item. If playback is less than 2 seconds into

the song, moves to the beginning of the
previous item.

. Move to the beginning of the next item.
When “checked” (indicated by yellow border)
/. all timeline pages are played during playback.
If “unchecked” only the currently selected

page is played. (See Timeline Pages)

Playlist Toolbar

Show Playlist Options dialog window.
Show Clip Properties dialog window.

Insert a Silence Block into the Playback list

o S E1 @

Insert a Wait Block into the Playback list.



Playback Position Control
Drag this slider to position playback of currently playing clip.

Playlist Playback Time Display

Displays the current playback position of the Playlist.

Playlist Audio Level Display

Graphically shows the audio levels of the playlist during playback.

Playlist Display Format Options

Playlist Options f'5__<|
Default Clip Options ] Extemal Control ]
Display Fomat |  Playback | Audo | Lamps |
Column Time Format

Start time: W
Length: W
Time: W
Time remaining: W

Time display format: |Hrs:|"-"|ins:Secs -

Cancel Help

Select the time display format for each column in the playlist. The Time display format box selects
the display format for the Playlist Playback Time Display.




Playlist Playback Options

Playlist Options [z|
Default Clip Options ] Extemal Control ]
Digplay Format Playback l Sudio ] Lamps ]
[¥ Playin a loop

Time before end: (10

Mame in Cuelist: |F'|afp'1ist'|

QK | Cancel Help

Play in a loop Play entire playlist in a loop.

Clip end warning Check this box to make a clip flash yellow as it approaches the end of its
playback time.

Time before end: Enter how many seconds before the end of playback the clip should start

flashing yellow.

Name in Cuelist: Enter the name that will appear in the Cue column of the Cue List while
the Playlist is being played.



Playlist Audio Options
Playlist Options

Default Clip Options
Display Format | Playback

Volume level scaling:

Bdemal Contral

Audio

[ Enable active time synchronization

|

100%

Lamps

%]

l
l

Ok | Cancel

Help




Volume level
scaling

Enable active time
synchronization

Move the slider to set the main volume level for the playlist (0% - 100%).

When enabled (default) VenueMagic will actively adjust the playback
speed of currently playing audio clips to make sure that the audio stays
in sync with master playlist clock. This can, in rare situations, cause an
undesirable “warbling” effect in the audio output. If this is the case for a
given timeline, then uncheck this box. However, by doing so, you run the
risk of fixture effects getting slightly out of sync with the audio (usually
less that a second). If lamp synchronization is not an important issue,
then disable this feature.

Playlist Lamp Options

Playlist Options El
Default Clip Options ] Bxtemal Caontral ]
Display Format | Playback | Audio Lamps

Lamp level scaling:

100%

[ Tum off lamps after playback

o]

Cancel Help

Lamp level scaling

Turn off lamps after
playback

Set the lamp brightness level scaling for the playlist (0% - 100%).

When checked, all playlist lamps are set to level zero at the end of
playback. Unchecked, lamps remain at last level when playback ends.
Note: only Dimmer and RGB channels are affected by this feature. All
other channel types will remain unchanged (see Fixture Channel Types).




Playlist Default Clip Properties

Playlist Options [zl
Display Format ] Playback ] Audio ] Lamps ]
Default Clip Options l Extemnal Control ]

¥ Remove from start: |13 SECS Feset

[ Remove from end:

v Ovedap last clip: |4 secs

v Fadein: Length {secs): |5

v Fade out: Start offset from
end (secs): 5

Length (secs): 3

1

ok | Cancel | | Help

This window sets up the defaults for the properties that come up in a new clip in the Playlist Clip
Playback Properties window (see Playlist Clip Playback Properties for an explanation of field
items). Click Reset to restore these settings to their original values.

Playlist External Control Options

This dialog window lets you configure a Playlist’'s playback controls to be controlled externally (i.e.
MIDI device or VCS).




Playlist Options El

Display Format ] Flayback ] Audio ] Lamps ]
Default Clip Options Extemal Control

[+ Trigger Play on extemal source Threshold %

MIDI_01_NTOMN_006 Select...| |50

[v Trigger Stop on extemal source Threshold %

MIDI_DS_ATCH_103 Select...| |50

[+ Trigger Move Next on extemal source Threshold %:

MIDI_15_NTOF_070 Select...| |50

[+ Trigger Move Previous on extemal source Threshold %:

MIDI_13_CTRL_112

oK Cancel | | Heb

Trigger Play on Check this box to enable external control of the Playlist’s Play button.
external source Click on the adjacent Select... button and choose an input source in the

Select External Control window. Since external controls input
percentage values, enter the level the external input will have to send in
order to trigger the button into the Threshold field. See Understanding
Threshold Values.

Trigger Stop on Identical in operation to the Trigger Play on external source function.
external source

Trigger Move Next Identical in operation to the Trigger Play on external source function.
on external source

Trigger Move Identical in operation to the Trigger Play on external source function.
Previous on
external source

Playlist Notes

Enter notes about Playlist.



Playlist Options

x]

Display Format | Playback |  Audio | Lamps |
Default Clip Properties ] Extemnal Contral Motes
Playlist notes|

QK | Cancel Help

Playlist Clips
Double-click on a clip item in the Playback List to bring up the Clip Properties window.

Playlist Clip General Properties

Clip Properties

General | Playback | Levels | Notes |

Title: |‘u’|'n'1 Demaolb.mpd

File:  C:\Documerts and Settings OwnerMy
Documents VenueMagicAudio Lib* WM
Demolb.mp3

QK | Cancel Help




Title: The title of the clip as it appears in the Playback List. Changing this does not
change the name of the file.

File: The directory path and filename of the actual clip file.

Playlist Clip Playback Properties

Flayback | Levelz | MNotes

Remove from start: 3
Remove from end: 5

Cverap last clip:
Fade in: Length (secs). 2

Fade out: Start offset from

end (secs): 2

Length zecs): 1
Apphy fade to fidure control

oK

Remove from start: Check this box to remove a section from the beginning of the clip and
enter how many seconds to remove.

Remove from end:  Check this box to remove a section from the end of the clip and enter how
many seconds to remove.

Overlap last clips: Check this box to start playback of this clip while the previous clip is still
playing. Enter the desired number of seconds of overlap. If this is the first
clip, or if the previous item was a Silence Block or a Wait Block, then this
box will be disabled.

Fade in: Check to fade in the clip audio when playback starts. Then enter how
many seconds of fade in into the Length field. Overlap this with a fade out
of the previous clip to create a cross-fade effect between clips.

Fade out: Check to fade out the clip audio at the end of playback. Then fill in the
fields:
e Start offset from end: How many seconds from the end of the
clip will fade out begin.
e Length: The length of the fade out in seconds.



Apply fade to Check this box to apply the audio fade parameters to lighting control.
fixture control

Note: It is possible to enter values in these fields that will contradict each other. An example of
this is when the Start offset from end value is less than the fade out Length value. If contradicting
values are entered, VenueMagic will detect it and alert you with the message:

VenueMagic 2.0 E'
Clip playback settings are invalid,
! The following setting(s) have been disabled:

Fade out

It is the user’s responsibility to correct the values and re-enable the disabled setting(s).

Playlist Clip Level Properties

Clip Properties

Geneml] Playback Levels antes ]

Master volume:

| s

Master lamp level:

BE %

QK | Cancel Help

Master volume: Sets the master volume of the clip’s audio. Use this to normalize the
volume across the clips in the playlist.

Master lamp level: Sets the master lamp level of the clip.



Playlist Clip Level Properties

Insert notes about Playlist Clip.

Clip Properties

Geneml] F‘Ia*,fba-:l-:] Levels Motes

Playlist Clip Motes|

[ ok | Caneel | Help

Playlist Silence Block

A Silence Block adds a period of silence in a playlist. Add a Silence Block by clicking on the-
toolbar button.

Playlist Silence Block Settings

Silence Settings

Silence time [zecs]: (15

| ok | Cancel

Silence time (secs):  Enter how many seconds of silence is desired.

Playlist Wait Block

A Wait Block pauses playback and waits for the . button to be clicked to resume. Add a

Wait Block by clicking on the toolbar button.



Exporting Projects, Timelines and Playlists
(VenueMagic SC+ and above only)

You can export VenueMagic Projects, Timelines and Playlists to supported formats by selecting
one of the following from the main menu:

Files 2Export Timeline... - Exports currently loaded timeline
Files 2Export Playlist... - Exports currently loaded playlist.
Files 2Export Project... - Export current project

select Export Type x|

Select what file type you would like to export to and click "Mest":

Export type | Description
WEMC1 Playlist Weigl Works WEMC1 playlist folder

ABack Next > Cancel |

The Select Export Type window lets you select from available export types. Select the type you
desire and click next to activate the export wizard specific to the selected type.

The availability of export options depends on what plug-ins have been installed. As plug-ins
become available, they will be shown on the VenueMagic website: www.venuemagic.com.

Cue Control Window

The Cue Control Window has two main purposes. First, it provides a customizable list of cue
buttons for cueing timelines, playlists and audio files. Second, it displays the current status of the
cue list and gives you control of it.



http://www.venuemagic.com/
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i Programmable

MAIN SHOW Cue Buttons
House Lights On

House Lights Off

Spots On

Spots Off

Cue List

Global Mute/Dimmer Off
Controls

Cue List
Controls

Programmable Cue Button Pane

Cue buttons can be programmed to execute a timeline, playlist or audio file by adding it to the
Cue List. Once a button has been programmed, just click on it to run the specified file.
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Cue Button Group Tabs
MAIN SHOW

House Lights On

House Lights Oft

Spols On

Spots Off Cue Button Area

Right-click anywhere in the Cue Button Area to bring up a menu of options:

Delete Button
Mew Button...

Mew Group...

Button Properties..,

Cut Delete selected button and place a copy of it into the copy buffer.
Copy Place a copy of the button into the copy buffer.
Paste Paste the button in the copy buffer, inserting it before the selected button.

Delete Button Delete selected button without first copying it into the copy buffer.

New Button... Add a new cue button to the current cue button group.

New Group... Add a new cue button group. Note: VenueMagic Express only allows one
group.

Button Bring up the Cue Button Properties window.

Properties...

You may also click and drag a button to move its position within a group.



Cue Button General Properties

Cue Button Properti ui

General | Levels | Extemal Control | Notes |

Caption: | Skeleton Attract Button Color....

Font...

Play when pressed:

@ Timeline

() Playlist Select timeline:
) Audio file Skeleton Attract

) Event

Cuei de:
ueing mode [] Play looped

@ Run immediatehy Play one onty
) Manual preload [ Auto play

Auto-preload Play as: | Background A

[ Show status lamp

Foreground Settings

Mame in Cuelist: Skeleton Attract

[ ok || Cancel || Hep |

Caption: Enter the caption displayed on button. Place an ampersand (‘&’) character in
front of any character in the caption to make the corresponding key on the
keyboard trigger the cue. For instance, enter “&EnvTest1” for the caption,
and you will be able to trigger the cue by pressing the letter ‘E’ on your
keyboard. Case is ignored.

Button Color... Sets the color of the button face.

Font... Sets the font style and color for the caption.

Play when Select the type and file that is run in the cue list when the button is pressed.
pressed: Select from the following:

e Timeline: Select a timeline to run. Selections are limited to the
timelines in the Timeline folder in the Project Window.

e Playlist: Select a playlist to run. Selections are limited to the
timelines in the Playlist folder in the Project Window.

e Audio File: Selecting this option will provide a Browse button that
will bring up a file window. You may select any Wave (.wav), MP3
(.mp3), Windows Media (.wma) or MIDI (.mid) audio file. The
selected file need not be included in the Audio folder of the Project
Window.

e Event: Select an event from the list and click Setup Event....



Cueing mode:

Show status
lamp

Play looped

Play one only

Auto play

Play as:

Foreground
Settings

Play when pressed:

= Timeline

" Playlist Select Event:

C Adofle MO

{* Evenrt ™ Recordable |iSeilp Event...|

Listed are the same events that you can add to a timeline event
track (see Event Tracks). Check Recordable if you would like this
event to be recordable on the selected event track during playback.
(see Real-time Recording of Events).

Select the type of cueing preload you would like:
e Run immediately: Cue runs immediately.
e Manual preload: Enables manual preloading of cues.
e Auto-preload: Cue is automatically preloaded (currently
unavailable).
(see Preloading Cues)

Check this box to show the preload cue status lamp beside the cue button.
This should usually be enabled only when Manual preload is selected as the
cueing mode. It can also be enabled when Run immediately is selected for
consistency in button appearance if desired. However, in this mode, the
button really serves no purpose (except for looks) and will remain dark.

(see Preloading Cues)

Check this box to make the selected file play in a loop.

With this box checked, only one instance of this cue can run in the cue list. If
this cue is already running in the cue list, attempts to cue another instance
will be ignored.

Check this box to make the selected file Automatically start playing when the
project is loaded.

Select how you wish this cue to be played. Your choices are essentially
background or foreground. A background cue plays uninterrupted until it
ends or is stopped by the user or an event. You can simultaneously play as
many background cues as you like. A foreground cue plays until another
foreground cue with the same number interrupts it and takes its place. There
are 20 foreground cues available, numbered 1 through 20. A foreground cue
will only interrupt another foreground cue with the same number. An
additional foreground cue called Foreground All will interrupt any foreground
cue, regardless of its number. Foreground All cues can also be interrupted
by any other foreground cue.

Background cues do not affect foreground cues and vice versa.
If a Foreground level is selected in the Play as option, click this button to

open the Foreground Playback Settings window, which lets you specify the
behavior of the foreground timeline playback.

Flay as: | Foreground 2 - |

|Fnregmund Settings |




Name in Cue list  This is what will be displayed in the Cue column when the file is run in the
Cue List. This will override the Name in Cue list settings in the Timeline
Playback Options and Playlist Playback Options windows.

Foreground Playback Settings

Foreground Playback Settings

Playback behavior

@) Terminate all Foreground (1) imelines T
Cancel
Queue for later playbadk
Replace active Foreground (1) timeline
Play/queue only one Foreground (1) timeline

Crossfade audio time (secs): 5

| Crossfade lamps also

The Foreground Playback Settings window lets you specify how starting a new foreground
timeline affects other timelines currently playing on the same foreground level. The options are as
follows:

1. Terminate all Foreground (level) timelines

The new foreground timeline plays immediately. If a timeline is currently playing on the same
foreground level, it is terminated. Any queued timelines of the same level are removed from the
queue.

2. Queue for later playback

If there is currently a timeline playing on the same foreground level, the new timeline is placed on
a queue and will start playing as soon as the currently playing timeline (on the same foreground
level) ends or is terminated. If there are already other timelines on the same foreground level
waiting in the queue, newly added timelines (again, on the same foreground level) are played in
the order they were added to the queue. If there are no queued timelines with the same
foreground level, the new timeline is played immediately.

3. Replace active Foreground (level) timeline

Functions the same as Terminate all Foreground (level) timelines, but queued timelines on the
same level are not removed from the queue. In other words, the new timeline replaces the
currently running timeline, but the queue is left untouched.

4. Play/queue only one Foreground (level) timeline
If another timeline on the same foreground level is either queued or running currently, the new
timeline is neither run nor queued.

Applying Audio and Lamp Transitions

Rather than immediately terminate and play foreground timelines (as described above) you can
specify a “transition time” that will cross-fade the audio and lamp level from one timeline to the
next. For options 1 and 3, this will cause the cross-fade to start immediately and will last the
specified number of seconds. For option 2, the next queued timeline will start cross-fading the
specified number of seconds before the end of the currently playing timeline.

The settings are:



Crossfade audio time (secs)

Specifies the number of seconds of audio cross-fade, or zero if
no cross fade is desired. Time can include a decimal (i.e.: 2.0,
2.5, etc...).

Crossfade lamps also

Check this box if lamp levels are also to transition over this
period of time.

Cue Button Level Properties
Cue Button Properties

General Levels ]E:demal Corrtrol] Notes ]

Master volume:

3

|- resu
Master lamp level:
5 } 30.1
QK | Cancel Help

Master volume:

Master lamp level:

Sets the master volume of the cue’s audio.

Sets the master lamp level of the cue.

Cue Button External Control Properties
Cue Buttons can be activated and controlled externally by MIDI or by VCS.



Cue Button Properties x|

.Gener:lll Levels Bdemal Cortrol |Notes I

¥ Preload cue on extemal source: Threshold %:
|MIDI_D1_NTON_DH'I Select...l |5D
¥ Trigger cue on extemal source: Threshold %:

|MIDI_D1_NTON_'I 15 Select. . IED

— Extemnal volume control
= None
% Trigger level {f available)

" Otherinput: [Hone selected Select...l

— Bxtemal lamp level contral
 None
" Trigger level (f available)
& Otherinput: |MIDI_D1_ﬁTCH_DB?

oK | Canced | Heb
Preload cue on Check this box if you would like the cue associated with this button to be
external source: preloaded from an external source, and then click on Select... to bring

up the Select External Control window. Available only when cueing
mode is set to Manual preload in the Cue Button General Properties
window. (See also: Preloading Cues)

Since external controls input percentage values, enter the level the
external input will have to send in order to trigger the button into the
Threshold field. See Understanding Threshold Values.

Trigger cue on Check this box if you would like this cue button to be activated from an
external source: external source, then click on Select... to bring up the Select External
Control window.

Since external controls input percentage values, enter into the Threshold
field the level the external input will have to send in order to trigger the
button. See Understanding Threshold Values.

External volume VenueMagic can snapshot any input value and use it to set the master
control volume for the cue. Select from:
e None: Do not control master volume externally.
e Trigger level: If the trigger source is a MIDI Note on message,
the volume level will be taken from the note velocity data.
Otherwise, it will be taken from the value that caused the trigger.
e Other input: Click the Select button to bring up the Select
External Control window and select a source to be snapshot at
the moment the trigger is received.

External lamp level Identical in function to the External volume control but affects the master
control lamp level of the cue.



Cue Button Notes
Enter notes about Cue Button.

]

Cue Button Properties

Geneml] Levels] Bxemal Control  Motes l

Cue Button Motes

QK Cancel Help
| |

Cue Button Groups
(Only Available for VenueMagic Classic and above)

You can setup an unlimited number of Cue Button Groups, each with up to 16 buttons. Cue
Button Groups appear as tabs above the Cue Button Area. Select the tab to show the group.

Right-click on a group tab to bring up a menu of options:

Paste Button

Mew Group
Delete Group

Group Properties...

Paste Button  If you have copied a button into the Copy buffer, this option will add that button
to the selected group.

New Group Add a new cue button group.
Delete Group  Delete the selected cue button group.

Group Bring up the Group Properties dialog window for the selected group.
Properties...



Cue Button Group Properties

Group Properties fgl

Group name:  |Flamelps Set tab colar...
[v Size buttons to fit SR D I Ca

Maw button rows: |6 _|:|

Iv Distribute columns evenly

Motes:

Cantrals ight sequences for flame effects.

Catizel

Group name: Enter the group name that will appear in the Cue Button Group tab.

Set tab color... Sets the color of the Cue Button Group tab. Also sets the color of the cue
button area background.

Set tab text Sets the color of the Cue Button Group tab text.
color...

Size buttons to fit Check this box to make the cue buttons scale themselves to fill the entire
length of the cue button area.
Examples:

Checked: Unchecked:

Cue #1 Cue #1

Allow multiple Check this box to allow for multiple cue button columns.
columns: Example:



Max button rows: Specifies the maximum number of button rows permitted in the cue button
area before the rows are split into columns.

Distribute Check this box to make sure that buttons get distributed evenly. This may
columns evenly require the last button to be wider than the others.
Examples:

Checked:

18

Unchecked:

Cue #1 Cue #4

Cue #2 Cue#5

Cue #3 Cue #6

Notes: Insert notes about the group.

Preloading Cues

By default, when a cue is triggered (either by clicking the cue button or by an external control
message), VenueMagic follows this order of operation:

1. Load cue

2. Initialize cue

3. Execute cue

For audio and small timelines/playlists, this whole process usually happens so fast that a delay is
barely noticeable. However, for larger timelines and playlists, the process of loading and
initialization can sometimes take several seconds.

To totally eliminate this delay, VenueMagic will allow you to “preload” a cue so that it runs
immediately when the cue button is clicked (or an external control message is received).

To setup a cue for pre-loading, select the Manual preload option for the cueing mode in the Cue
Button General Properties window.
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Cue not loaded c Al
Click to load argoyleAtey

Cue loaded and ready
Click to execute

Ambient Lighting

When in Manual preload mode, an indicator lamp appears beside the cue button. If the lamp is
red, the cue has not yet been preloaded. If it is green, then the cue is preloaded and will begin
immediately the next time the cue is triggered.

Preloading & Execution
When the lamp is red, you can initiate preloading by clicking on the cue button. As soon as it
turns green, it is ready to be executed. Click the button again to execute the preloaded cue.

In summary, VenueMagic follows this order of events when the cue button is clicked while in
Manual preload mode:

If lamp is red:
1. Load cue
2. Initialize cue
3. Turn lamp green.

If lamp is green:
1. Execute cue
2. Turn lamp back to red.

Exporting Cue Button Events to ShowNodes Event Tables
(SC+ and above only)

If a cue button is setup to run an event that is available to ShowNodes (also see Event
ShowNodes Window), that event can be exported to a ShowNodes event table by following these
steps:

1. Setup the cue button to execute an event in the Play when pressed option of Cue
Button General Properties window), select an event and click Setup Event to open the
Event Properties window for the selected event.

Play when pressed:

) Timeline

() Playlist Select Evert:

) Audio file [H“n Timeline -
@ Event [] Recordable

n

Setup the event as required.
3. Ifthe eventis ShowNodes compatible, the ShowNodes tab will be available. Click on this
tab. Check the Assign to ShowNodes device box and select a parent node. Then close
the Event Properties window.



| Event | VMNet | Conditions | ShowNodes | Notes

Assign to ShowModes device: [SN_[H}D'IE v]

[#] Target ShowNodes device: [SN_{PDD'I'E ']

4. In the External Control tab of the Cue Buttons property window, setup the cue to be
triggered by an external input.

[#]:Trigger cue on extemal source Threshold %:
VMDMN_SH_34270286_Digit: M 5D

The selected input must come from a ShowNodes device.

At Build & Upload time, cue button events setup as described above will be converted into event
table events and exported to the selected parent node. In summary, the event that is setup in

steps 1 and 2 is exported to the event table of the node specified in step 3. The event is triggered
by the condition setup in step 4.



Cue List Pane
Includes the Cue List and Cue List controls.

Cue List

Global Mute/Lamp out
Controls

Cue List Controls

Cue List

The Cue List displays all timeline, playlist and audio cues currently playing. Cues are added to
the list in the following ways:

e Clicking on a Cue Button.

e Sending an event from a timeline.

e Dragging a timeline, playlist or audio file from the Project Window into the Cue List.

Cues added to the Cue List begin playing immediately and are removed from the list when
playback is complete, unless the cue is in loop mode in which case it will repeat playback until
removed from the cue manually (or by event).

The Cue List contains the following columns:
Cue The name of the cue. This is the name specified in the Name in

Cue list setting found in timeline, playlist, event (timeline, and
audio files), and cue button settings windows.

Time  Current playback time for the cue, in seconds.
Rem Current playback time remaining for the cue, in seconds.

Status Current playback status for cue. Can be one of the following:

e Play: Cue is playing normally.

e Sync: Cue is playing, synched to an external time
source. (see Synching VenueMagic Timelines to an
External Clock Source).

e Paused: Cue is currently paused.

e Loop: Cue is playing in a loop and will restart when its
playback has finished.

e Ready: Foreground cue has been queued and is




awaiting playback (see Foreground Playback Settings)

The “Play”, “Sync”, “Loop” and “Ready” status strings will also
include one of the following suffixes:
e (BG): Cue is playing as foreground.
e (Fn): Cue is playing as foreground n (where n is
replaced by the foreground level number).
e (FA): Cue is playing as a foreground at the “all
foreground” level.

You can select which columns are displayed and in what format using the Cue List Column
Settings window.

Cue List Controls
The Cue List Controls buttons affect the playback of selected cues (upper group) or all at once

(lower group with boxes). Select a single cue in the list by clicking on it or select multiple timelines
by clicking while holding down the CTRL key. The buttons function as follows:

Resume playback (must be paused).

Pause playback.

Stop playback and remove cue(s) from the list.

Take looped cues out of looping mode so that they will

stop and be removed from the list when they have
finished current playback.

Global Mute/Lamp-out Controls
Even though these buttons appear on the Cue List Pane, their affect is global.

Mute audio in all currently playing timelines, playlists and
audio files.

Disable all lamps.



Cue List External Control
Provides for external control of Cue List Controls.

Cue List External Control PXI
[v Trigger Pauze on external zource Threshold %:
MIDI_01_MTOF_D03 Select...| |50
[¥ Trigger Besume on extermal source Threshold %
MIDI_01_NTON_044 Select...| |50
[+ Trigger Stop on external source Threshold %
MIDI_03_&TCH_15 50
Ok | Cancel |
Trigger Pause on Check this box to enable external control of the cue list's Pause (all)
external source button. Click on the adjacent Select... button and choose an input

source in the Select External Control window. Since external controls
input percentage values, enter the level the external input will have to
send in order to trigger the button into the Threshold field. See
Understanding Threshold Values.

Trigger Resume on Identical in operation to the Trigger Pause on external source function.
external source

Trigger Stop on Identical in operation to the Trigger Pause on external source function.
external source

Cue List Column Settings

Right-click in the cue list and select Column Settings to open the Cue List Column Settings
window.

[¥ Show play time

[¥ Show time remaining Cancel

¥ Show status

Time display format

{* Secs

(" Mins:Secs

" Hrs:Mins:Secs
" SMPTE

" M:B:T

Show play time Check this box to enable display of the Time column of the Cue List, which



Show time
remaining

Show status

Time display
format

shows the current playback time of the associated timeline.

Check this box to enable display of the Rem column of the Cue List, which
shows the remaining playback time of the associated timeline.

Check this box to enable display of the Status column of the Cue List,
which shows the current status of the associated timeline

Select the format you wish to use to display time in the Time and Rem
columns of the Cue List. See Timeline Options for a more complete
description of time format options. Note: the SMPTE and M:B:T formats will
use the same settings (i.e.: FPS, Base bpm and Time sig) that are set in
the Timeline Options window for the timeline.

Beat Tapper Control

The Cue Control Window is also home to the Beat Tapper control. As the name of this control
implies, it is used to establish a “beat” which is used to control the speed of Lamp Chaser effects
that have been setup to follow it (see Lamp Chaser Setup Properties). To show the Beat Tapper
control, go to the main menu and select View >Beat Tapper. The Beat Tapper control will appear
between the cue button area and the cue list.

Beat Tapper

Random tests

Apprentice2

BEAT TAP

There are three ways to tap-in a beat:

1. Tap in the beat by clicking (with the left mouse button) in the flashing BEAT TAP lamp on
the Cue Control Window.

2. Tap onthe letter “T” key on your keyboard.

3. Tap on an external midi controller key (see Beat Tapper Settings).

Beat Tapper Settings Window

Right-click on the Beat Tapper control and select Beat Tapper Settings... to bring up the Beat
Tapper Settings window.



Beat Tapper Settings

Sraling
" Mo zzaling

o Multiply by

Show BPM [v
Aligr b tap [v

MIDI_0_NTON_057

¢ Divide by 2

Mirimurn tap BPM: |12

W Use external tap source Threzhald &

]
0k
[ e |

Cancel

e

Scaling

Show BMP

Align to tap

Minimum BPM

Use external tap
source

You can scale the beat before it gets to the Lamp Chaser effects. This
affects the chasers only while the flashing of the Beat Tapper control is
unaffected.
e No scaling: Do not perform any scaling of the tapped-in beat.
e Multiply by: Multiply tapped-in beat by the specified amount to
make the beat faster.
e Divide by: Divide tapped-in beat the specified amount to make the
beat slower.

Note: Scaling the chaser beat will have no effect on the actual tempo of the
music.

Check this box to show the current, un-scaled BPM in the beat tapper
control.

With this box checked, lamp chasers will align their beats to be in sync with
the tapped-in beat. If unchecked, the speed of the chaser will match the
tapped-in beat, but their synching will not be lined-up.

Enter the minimum BPM that would normally be tapped in. Beats tapped-in
slower than this will be ignored.

Check this box to allow tapping to be done from an external MIDI source.
Click on Select... to bring up the Select External Control window. Enter the
level the external input will have to send in order to trigger the button into
the Threshold field. See Understanding Threshold Values.

Fixture Preview Window

The Fixture Preview Window helps you get an idea of how your show may look during playback
by displaying a graphical representation of selected fixtures in your project. Activate the Fixture
Preview Window by selecting View: in the VenueMagic main menu.



®

Gabo=0pen MBL.RGB1 MBL.RGB2
DJ_Scan 250 EX

®

MBP.Dimmer MBP.RGB3 MBP.RGBG

Select Fixture Preview

Right-click anywhere in the Fixture Preview Window and select the Select Lamps... option to
bring up the Select Channels window. You can also add previews by dragging fixtures and/or
groups over from the Fixtures and Channel Groups folders in the Project Window. Click and drag
lamps to rearrange them within the window. To set the properties for a specific lamp, right-click
on the lamp and select the Lamp Properties... option. This will bring up the Fixture Preview
Attributes window.

Multi-Channel Fixture Previews

Some fixtures contain more than just lamp level channels. The may include gobo, speed, pan, tilt
and other channels (see Fixture Channel Types) that do not lend themselves to be displayed as
simple lamps. The Fixture Preview Window only shows lamp intensity and color as graphical
representation. Other channels are represented as text, as shown below.

X=0
Y=0
Gobo=0pen
Level=Blackout

DJ_Scan_250_EX

Multi-channel Fixture Previews are identified by a gold ring: @

Single-channel Fixture Previews are identified by a silver ring: [O]



Below is a table of channel types and how they affect a Fixture Preview:

Color Wheel Preview lamp shows current color for Color
Wheel setting.

Dimmer Controls lamp intensity.

Gobo Wheel Current gobo shown as text.

Motion Current position shown as text.

Motion PT Current Pan and Tilt positions shown as text.
Motion XY Current X and Y positions shown as text.
Reserved Not shown

RGB Fixture Preview color and intensity derived from

combining Red, Green and Blue channels.

Selector Current selector is shown as text.

Speed Current value of Speed channel is shown as
text.

Time Duration Current value of Time Duration channel is

shown as text.

Time Interval Current value of Time Interval channel is shown
as text.

If a fixture has multiple lamps, then adding to the Fixture Preview Window will produce multiple
Fixture Previews.

The simple nature of the display approach allows for faster real-time updating, giving you a more
accurate picture as far as timing is concerned.



Fixture Preview Attributes

Lamp Preview Attributes

Preview Channels
DJ_Scan_ 250 Ex.Color
[n_Scan_250_EX.Gobo
DJ_Scan_ 250 Ex Level
Dn_Scan_250_EX Position.
DJ_Scan_ 250 Ex Position.y

v Use altemnate label: |MyLamp1|

Set Label Color...
v Show lens reflections

Ok | Cancel |

Preview Channels Select which channels in the selected lamp will
affect the lamp display.

Use alternate label: By default, the displayed lamp label is the name
of the fixture or channel. If you want to give it a
different label, check this box and enter the new
label text into the adjacent box.

Set Label Color... Set the label color.

Set Lamp Color... Set the color of the lamp. Only available to
lamps that do not have an RGB or Color Wheel
channel.

Show lens Check this box if you would like the lamp

reflections: display to show lens reflections. Lens

reflections look nice, but they do tend to slow
down the Fixture Preview Window update time.

Virtual Control Surface (VCS)

The Virtual Control Surface is a collection of sliders that you can use to control anything that
gives you the option of external control. Activate the VCS from the VenueMagic main menu by
selecting View: Virtual Control Surface.



VCS Group Tabs

VCS Master Level VCS Slider Area
Sliders

Slider Label
Slider Value

Slider Control

Right-clicking anywhere in the VCS Slider Area to bring up the VCS pop-up menu:

Delete Button
Mew Button...

Mew Group...

Button Properties...

Cut Delete selected slider and place a copy of it into the copy buffer.

Copy Place a copy of the selected slider into the copy buffer.

Paste Paste the slider in the copy buffer, inserting it before the selected slider.
Delete Delete selected slider without first copying it into the copy buffer.

New Slider... Add a new slider to the current VCS slider group.

New Group... Add anew VCS slider group. Note: VenueMagic Express only
allows one slider group.

Slider Bring up the VCS Slider Properties window.
Properties...

You can also click in a slider’s label area and drag the slider around to reorganize the window.



VCS Slider Properties

21|
Channel namme: IYE"DW Mame Calar...
Select channel: I\ICS -0 - I Level Calor...

¥ External control level source:

Slider Calor...

|JS_1_ZF'DS

¥ Exteral control stepwise

Select step-up zounce... |

Select... |
Step i |2D

Threshold %

|KB_KEY_A

Select step-down source. . |

|50

Threshald %

|KB_KEY_Z

Motes:

|50

M aszter level contral of all yellow lamps.

Cancel |

Channel name:

Name Color:

Level Color:

Slider Color:

Select channel:

External control
source:

Enter text that will be displayed in the slider label.
Click this button to set color of the name text.
Click this button to set color of level display text.

Click this button to set the color of the slider background. The slider text
color will be selected automatically.

Select a VCS channel that will be controlled by this slider.
There is a total of 128 slider channels available.

Check this box to control the slider from an external source, and then
click Select... to bring up the Select External Control window. Since the
slider itself is available as an external source, the external source entered




here will also control whatever the slider itself is controlling.

External control Check this box to enable stepwise slider adjustments. In this mode,
stepwise sliders are adjusted incrementally when specified external input
conditions are met.

Step % What percent of change occurs when stepwise control is triggered.
Select step-up Click to bring up the Select External Control window to select the external
source control for stepwise increasing the slider level. Then set the Threshold

value (see Understanding Threshold Values).

Select step-down Click to bring up the Select External Control window to select the external
source control for stepwise decreasing the slider level. Then set the Threshold
value appropriately

Notes: Enter notes with respect to slider.

VCS Slider Groups

(Only Available for VenueMagic Classic and above)

You can setup any number of VCS Slider Groups, each with as many sliders as you like. VCS
Slider Groups appear as tabs in the VCS Group Tabs area. Select the tab to show the group.

Right-click on a group tab to bring up a menu of options:

Paste Slider

Mew Group

Delete Group

Group Properties...

Paste Slider If you have copied a slider into the Copy buffer, this option will add that slider to
the selected group.

New Group Add a new VCS slider group.
Delete Group  Delete the selected VCS slider group.

Group Bring up the VCS Slider Group Properties dialog window for the selected group.
Properties...

VCS Slider Group Properties



VCS Slider Group Properties

Set tab color...
Set tab text color...

Motes:

0K
Group name:  [Master Color _
Cancel

Master color contral sliders)

Group name:
Set tab color...
Set tab text
color...

Notes

Enter the group name that will appear in the VCS Slider Group tab.

Sets the color of the VCS Slider Group tab. Also sets the color of the VCS
Slider Area background.

Sets the color of the VCS Slider Group tab text.

Enter notes about group.



VCS Master Level Sliders

The VCS Master Level Sliders globally control the volume and lamp levels for all timelines,
playlists and audio files currently playing. They do not belong to any group and are always shown
when the VCS is active. Right click on either slider and select Slider Properties... to bring up the
VCS Slider Properties window. You will note that Slider name and Select channel boxes are
grayed out. However, you may select an external control source as you wish.

Device Setup

Audio Device Setup
Lists all audio outputs with user-assigned names.

Audio | DMX I Midi ISupported Devicesl

Qutput Mame Audio Device

[D)Primary Primary Sound Driver

Dvs01 Dante t« 1 (Dante Virtual Soundcard)
Dvs0z2 Darte tx 2 (Dante Vitual Soundcard)
Dvs03 Darte tx 3 (Dante Vitual Soundcard)
DvSDd Dante te 4 (Dante Virtual Soundcard)
DVsS05 Darte tx 5 (Dante Vitual Soundcard)
Audiol SPDIF Interface (SoundMAX Integrate...
AudioZ Speakers (SoundMAX Integrated Diait..

| Add || Edt || Remove || Set Defaul |
[ Setup ASID 1

[ ok || Cancel || Hep

By default, there will be only one output, which is the default primary output for your computer. To
add additional outputs to the list, click on Add to bring up the Add Audio Output window then
enter an Output Name and select an Audio Device. Enable the device for use by checking the
box in the Output Name column.




To edit the Output Name and selected Audio Device of an audio output, first, select the item in
the list and click Edit to open the Edit Audio Output window. To remove one or more audio
outputs, select the outputs you wish to delete in the list, then click Remove.

To set a default audio output, select the desired output in the list, and then click Set Default. Only
one default may be selected, and the selected default is designated by “[D]” appended to the
beginning of the Channel Name. The specified default audio output is the output used by all audio
tracks in VenueMagic Express and VenueMagic Classic editions. For VenueMagic DMX+AV and
above, which allow multiple audio outputs, the default audio output is the one used by default for
newly created audio tracks (see Audio Track Audio Properties).

The Status column in the audio output list displays the status of the audio output device:
e Ready — Audio device is ready to output audio.
e Error — Audio device is unavailable or is not functioning properly.

Click the Test button to play a sound on the selected audio output.

Important Note: VenueMagic supports WDM, ASIO, and DirectSound. If your audio card does
not appear on this list, check with the manufacturer of the card to obtain and install the necessary
drivers for the card. Be aware that some manufacturers may only provide certain drivers for their
audio hardware. Before purchasing any audio hardware for use with VenueMagic, please verify
that it supports WDM, ASIO, or DirectSound.

ASIO Support

VenueMagic includes support for audio devices that use the ASIO interface. ASIO is required to
play 24-bit audio files. Before using ASIO, you must first select an available ASIO device
interface. Click on Setup ASIO to open the Setup ASIO window.

Add Audio Output

l Add Audio Output l@l

Base output name:  AudioOutput| [ oK |
Start audio device: [Primary Sound Driver vJ ‘ Cancel
Add count: 1 =

Base output name Enter a name for the audio output. This can be
any name that uniquely identifies this audio
output. If Add count is greater than 1, then this
name becomes a base name to which
consecutive numbers will be appended when
multiple outputs are generated.

Start audio device Select from a list of audio devices currently
available on your computer. If Add count is
greater than 1 then multiple audio outputs will be
added starting with the selected device in the list
and then continuing on to the next device on the
list, etc...

*Important Note: VenueMagic supports WDM,
ASIO, and DirectSound. If your audio card does
not appear on this list, check with the
manufacturer of the card to obtain and install the



necessary drivers for the card. Be aware that
some manufacturers may only provide certain
drivers for their audio hardware. Before
purchasing any audio hardware for use with
VenueMagic, please verify that it supports
WDM, ASIO, or DirectSound.

Add count Specify how many audio output devices to be
added. The name of each output will be the
Base output name with consecutive numbers
appended to each added output to keep the
names unigue. The associated devices start
with the device selected in the Start audio
device list and advance consecutively through
devices in the order they appear in the list.

This allows you to add multiple audio devices at
once rather than having to enter one at a time.

Edit Audio Output

Edit Audio Output '%

QOutput name: Audiol I OK

Audio device: l'Speakers (SoundMAX Integrated Digital HD Audio) V] Cancel
Output name Enter a name for the audio output. This can be
any name that uniguely identifies this audio
output.
Audio device Select from a list of audio devices currently

available on your computer.

*Important Note: VenueMagic supports WDM,
ASIO, and DirectSound. If your audio card does
not appear on this list, check with the
manufacturer of the card to obtain and install the
necessary drivers for the card. Be aware that
some manufacturers may only provide certain
drivers for their audio hardware. Before
purchasing any audio hardware for use with
VenueMagic, please verify that it supports
WDM, ASIO, or DirectSound.



Setup ASIO

5

Setup ASIO ld_bj
Enable ASIO (V] [ o ]
Select device: [Dante Virtual Soundcard VJ [ Cancel ]

Sample rate: | 48000 %

8 -~ 4

This window sets up VenueMagic’s ASIO interface to function with a specific ASIO device
interface.

Enable ASIO Check this box to enable the VenueMagic ASIO
interface.
Select device This list shows all of the ASIO device currently

installed on the host computer. Select the
interface you would like to use. Only a single
ASIO interface can be used at a time. If the
desired interface does not appear on this list,
verify that the proper ASIO drivers for the device
have been installed and that the device is
properly connected.

Sample rate Set the desired sample rate for audio output.

DMX Device Setup

This window displays all available universes (depending on the VenueMagic version) and allows
you to select from a list of assigned devices to be used for each universe. It also lets you select a
source for DMX Input.

Setup Devices x|

"pudio  DMX |Midi I Supported Devicesl

DM output universes: Assign... I Un-assign I
Universe | Assigned to Device |
WM-USBEDMX-01-0(10015036)

DMX input devices:
Select DMX Input Device

[ Arthet

ok | cCancd | Heb |

DMX Output Universes

You can assign any supported and installed device to any available universe (depending in which
version of VenueMagic you own). Only a single device can be assigned to a specific universe and
vice versa.



To un-assign a universe, select the desired universe and click the Un-assign button.

To assign a universe to a DMX device, select the universe you wish to assign, the click the
Assign button to bring up the Assign DMX Universe window.

Assign DMX Universe 1 x|
Installed Device | Mand Univ | QK I
1

VM-ISEDOMY-01{10019036) | 1]
USE <-> Serial Cancel |

1
WEMC1 @ 192.168.1.31:5555 1
OpenDmxUsb-0 1

This window lists all currently connected DMX devices and the number of universes it supports.
Select the desired device and click OK.

DMX Input Devices
(Only Available for VenueMagic Classic and above)

VenueMagic will allow you to select a single installed device that can be used for DMX input.
Devices that are capable of DMX input are shown in the DMX input devices list. Some devices
(such as the Enttec USB Pro) can either do DMX input or output, but not both. If you have already
assigned such a device to a universe in the DMX output universes list, it will not appear in the
DMX input devices list unless you first unassigned it. Likewise, any such device selected in the
input list will not be available for assignment to an output. Devices capable of doing input and
output simultaneously (such as ArtNet) are available in both lists.

Only one DMX device may be selected for input. DMX input is available in the Selecting External
Control window.




MIDI Device Setup

Select the MIDI input and output devices to be used by VenueMagic. Only one of each may be
selected, which will apply across all projects. MIDI output is not available in VenueMagic Express.

Setup Devices ll

" pudio I DM¥  Midi ISupported Dem’cesl

Select MIDI Input Device |

O MIDIIN2 (MidAir)

Select MIDI Output Device
Microsoft G5 Wavetable Synth
O Midair

ok | cance | Hep |

Supported Devices Setup

VenueMagic supports several models of DMX interfaces. Each device has its own set of drivers
and control functions. Check the device(s) you are currently using with VenueMagic. If you are
not using a device, leave it unchecked.

Setup Devices ll

“pudio | DMX | Midi  Supported Devicss |

Select devices you would like to support:

VM-USBDMX-01

Enttec Open DMX USEB
Enttec DMX USE PRO
DMx4ALL

Velleman KB0EZ

O Arthet

O MyDMx/DASLight SIUDIE
Serial Communications

F‘ropeﬂies...l
ok | cancel | Hep |

As support for other devices is added to future versions of VenueMagic (DMX or non-DMX) it will
appear in this list. If a device requires some setup, select the device, then click the Properties
button. For information about serial communications, see Serial Port Output.




For more information about the DMX interfaces that VenueMagic supports, please see our
website at https://www.venuemagic.com/supported-dmx512-interfaces.

ArtNet Settings Window

-
ArtNet Settings

—
DMX-in base universe: |2 - e —
Cancel
DMX-out base universe:

| Show Artiet Network Status |

[%

Open the ArtNet Settings window from the Supported Devices Tab of the Setup Devices window.
This window lets you set the base universe for DMX input and DMX output.

For DMX input, this is the ArtNet universe VenueMagic will look at to receive DMX input. For
DMX output, this is the ArtNet universe to which VenueMagic will output what it considers to be
Universe 1 (as specified the DMX Device Setup window).

In the settings for the figure above, VenueMagic would receive DMX input from ArtNet channel 2.
It would output VenueMagic universe 1 to ArtNet universe 12. For VenueMagic SC2+ and
DMX2+AV, universe 2 would output to ArtNet universe 13.

Click Show ArtNet Network Status to open the Network Status window for ArtNet. This tool lists
and monitors the status of ArtNet devices detected on the network.

Selecting External Input Devices

The Select External Control window is used by all VenueMagic features that require the selection
of an external device.


https://www.venuemagic.com/supported-dmx512-interfaces

Select input device: IJu:u_l,lstiu:k Interface =l \LI

Device input group: IJ.;.ygtick #01

Cancel |

IF Process data |S|:a|ing='| 00%, Offzet=0% Setup... |

Select input channek:

Capture enabled v

M ame | Jopstick Channel | Status | Scaling | -
J5_ 1 ¥POS Jopstick #1 - #-Axiz Position Ready MHaone
J5_ 1 YPOS Jopstick #1 - -Axiz Position Ready Haone
5 Jopshick #1 - 28Rz Position [0/50/100]
J5_1_RPOS Jopstick #1 - B-Axiz Position Ready Maone
JS_1_UPOS Jaystick 81 - U-Axiz Pagsition Unavailable = Mane
JS_1_WPOS Jopstick #1 - Wbz Pozition Unavailable = More
JS_1_POV Jopstick, #1 - POY Angle Feady Maone |-
JS_1_BTM1 Joystick #71 - Button #1 Feady Maone
J5_ 1 BTHZ2 Jopstick #1 - Button #2 Ready MHaone
JS_1_BTM3 Jopstick #1 - Button #3 Ready MHaone
JS_1_BTH4 Jopstick #1 - Button #4 Ready Maone
JS_1_BTHE Joystick #1 - Button #5 Ready Mone
JS_1_BTME Jopstick #1 - Button #E Feady Mone Irpuit
JS_1_BTMT Joypstick, #1 - Button #7 Feady Maone Settings...
JS_1_BTME Joystick #1 - Button #2 Feady Maone -
J5 1 BTHG Jopstick #1 - Button #3 Feady Ware Clear [nput
JE_1_BTN10 Jopstick #1 - Button #10 Ready Nare ;I Seftings

Select input device:

Device input group:

Process Data

Select input channel:

Capture enabled:

Select a source device for external input. This version of VenueMagic
supports:

e DMX Input (see DMX Device Setup) (VenueMagic DMX+AV
only)
MIDI Input (see MIDI Device Setup)
Virtual Sliders Virtual Control Surface (VCS).
Joystick (up to 15) (VenueMagic Classic and DMX+AV only)
Keyboard (key-down=100%, key-up=0%) (VenueMagic Classic
and DMX+AV only)

Other input sources will be included as they become available.

Input channels on some devices are divided into groups. Select the
group that applies.

Check this box if you would like to perform additional processing on this
input. Then click the Setup button to open the Data Processing window.
This functions differently from Input Channel Settings window in that the
settings here are associated with the item using the input rather than
the input itself. For example, if this setting is used for a channel route,
only that route would be affected by settings. Other channel routes that
may use the same input are not affected.

Here is listed all available input “channels” for the selected input device.
The list column headers adapt themselves to the selected device. Pick
a channel from the list and click OK.

Monitors the selected input device for input messages and selects the



associated “channel” in the list. When the proper channel is selected,

click OK.
Input Settings Brings up the Input Channel Settings window.
Reset Settings Resets any scaling setup in Input Channel Settings window.

Select input channel If scaling has been setup for this channel, the current settings are

list Scaling column displayed here. The format is “(Low/Mid/High)”, where Low, Mid and
High are the settings in the Input Channel Settings. If the Invert level
setting is enabled, the above text will be preceded by the minus sign: “
(Low/Mid/High)”. If no scaling has been setup, then column will show
the word “None”.

Input Channel Data Processing

Data Processing il

Scaling (36): | 100 Concel |
Offset (%) I ]

Set channel processing for an input channel for a particular item (such as a channel route, slider
control, etc...). The scaling and offset values will modify the input channel’s value as follows:

final value = (input value) x scaling + offset

Important note for ShowNodes: ShowNodes uses Input Channel Data Processing for channel
route inputs only.

Input Channel Settings Window
(VenueMagic DMX+AV only)



Input Channel Settings 2x|

Level scaling Additional processing oK I
[ oo [soo [ 1000 Pre-scale gain (%): | 100 Cancel |

- - =]
_ _ _ Pre-scale offset (3%): ID
[~ Invertlevel
) ) —¥ Controlasspeed —————————
& : Sensitivity (¥a): I 20
- - [ External ctrl:  Select... |
'\Ione seleched
- - - Rest position {%&): I 50
| - -
Threshold (%%): ID.S
Low Mid [~ High )

Input channel name: I ZAxis

The Input Channel Scaling window allows you to setup scaling and other processing for any
input. Important note for ShowNodes: ShowNodes ignore Input Channel Settings.

Input Channel Name
Enter the desired name for this input.

Level Scaling
These settings are similar to those found in the Calibrate Lamps window.

Low Sets the low value for the channel range. In other
words, if the input is set to zero, Low will be the
scaled value.

Mid Sets the mid value for the channel range. When
the input is at 50% full scale, this will be the
scaled value. This allows for non-linear scaling.
Check the Mid checkbox to enable this feature.

High Sets the high value for the channel range. If the
input is set to its highest level, High will be the
scaled value.

Additional Processing
In this group you can set additional parameters to process the input channel. The top section
allows for added scaling:

Pre-scale gain (%) Multiply input channel by a gain factor before it
goes through level scaling. A value of 100% would
leave the input unchanged. 50% would cut it in
half, 200% would double it. The valid range is
from 0-100%.

Pre-scale offset (%) Offset the input by a desired percentage. This
offset is added to the input signal before the Pre-



scale gain. A value of 0% leaves the input
unchanged. 50% would add 50 to the input level
before it is multiplied by the gain. -50% subtracts
50. The valid range is -100% to +100%.

Invert Level Check this box to invert the channel such that 0%
scales to 100% and 100% to 0%. Inverting is
applied after gain and offset, but before scaling.

Control as Speed

In some cases, it would be convenient for the input channel to control the speed of something
rather than a level. For instance, suppose you were controlling a moving head with a joystick that
shapped-back to a zero (rest) position when you le go of it. It would be much more effective if you
could use the joystick to control the speed of the head in the desired direction rather than use it to
command the position directly. You can enable this feature for the input channel by checking the
Control as speed box.

With this enabled for X and Y joystick channels, you could route them to the Pan and Tilt
channels of a moving head (see Channel Routing). Now, push the joystick forward and watch the
Tilt axis of the head start moving. Release the joystick and the head stops. Push forward harder
on the stick and the head moves faster. Pull back on the stick and the Tilt axis moves the other
direction. Similar action occurs on the Pan axis as you move the joystick left and right. Try this out
with the Control as speed box unchecked and see what happens.

The following parameters are available to fine tune the Control as speed feature:

Sensitivity (%) Adjusts how sensitive the output speed is to
movement in the joystick. 100% is for high
speeds, 1% for very slow.

External ctrl: If you would like control the Sensitivity parameter
using another external input, check this box. Then
click the Select button and select an input and set
a threshold value. (See Selecting External Input
Devices, Understanding Threshold Values).

Rest position Most joysticks send values that range from 0-
100% with a rest position (when you let go of the
joystick) that is technically at 50%. Here is were
you tell VenueMagic what level is should be
interpreted as the rest position. The default of
50% should be fine in nearly all cases.

Threshold (%) While is rest position, many (usually cheaper)
joysticks tend to chatter. This means that they
move back and forth between levels even though
you are not touching it. The Threshold value
specifies how far the joystick must move away
from rest position before it is no longer considered
at rest. The default of 0.5% usually works fine.
Note: Do not confuse this with the threshold value
used for triggering as described in Understanding
Threshold Values.




Understanding Threshold Values

Some VenueMagic External Control settings require a Threshold value, which usually defaults to
50%. The reason that this value is necessary is that some MIDI controller buttons will send a midi
message twice, first when pressed, again when released. Only the data field of these two
messages will differ. VenueMagic will look at the data field and compare it to the threshold value
to make sure that only the “pressed” message will be used. Most MIDI data values range
between 0 and 127, which VenueMagic scales to a range of 0 to 100%. Buttons that send two
messages usually send 127 in the data field when pressed, and 0 in the field when released.
Setting the threshold to 50% (a MIDI value of roughly 63) usually works in most cases. If the
selected MIDI button sends only one message when pressed (and no message when released) it
is not always certain what value the data field will contain. In this case, it is best to set the
threshold value to 0%, which is a special case that will trigger on the message regardless of its
associated value. If you’re not sure what your MIDI button is doing, use the MIDI Monitor.

If you want a trigger to occur when the associated value is less than the specified threshold, put a
negative sign in front of it.

In summary:

Threshold value Description

50% Trigger occurs with value is greater than 50% (63 for MIDI controllers). Use
this for MIDI control buttons that send two messages, where the first
messaged (pushed) is greater than the second (released).

-50% Trigger occurs with value is less than 50% (63 for MIDI controllers). Use
this for MIDI control buttons that send two messages, where the first
messaged (pushed) is greater than the second (released).

0% Trigger occurs when messages is received, regardless of associated value.
This is the best setting for note keys and MIDI controller buttons that send
only one message.

Note: VenueMagic converts all MIDI NOTE OFF messages to NOTE ON messages with a
velocity of zero.

Project Notes

Various items in VenueMagic include a tab or field to insert notes. Enter anything you like into
these fields as they are there to help you keep track of your thoughts as you put shows together.



Timeline Options

Tlmeline] Playback ] Audio ] Lamps] Exemal Cortral  Motes l

Main timeline controls all lamps directhy but uses events to
trigger solenaid sequences.

QK | Cancel Help

User Fixture Library

(VenueMagic Classic and above only)

VenueMagic’s fixture library includes hundreds of fixture profiles from various manufacturers and
it is constantly being added to. However, you may, from time to time, desire to use a fixture that is
not currently part of the installed library. VenueMagic’s User Fixture Library allows you to enter
your own fixture profiles and use them in your projects as easily as you would fixtures from the
installed library. Profile information for specific fixtures should be available from the fixtures
manufacturer and will be required for entering fixtures into the library.

In the main menu, select Tools 2User Fixture Library... to bring up the User Fixture Library
window:
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o s Add | Femove | Channele: Add | Femove | Edit | Copy | Ordesing... |
Manufachuer Name HFos. | 2| | Name Chn 8 Chster
EUROLITE 0 base+00 -
Manufacturers Fuolle 0 v Fixture

List Bl = 1 bases02 Channels
Excehghting 1] Shates base+03
Fal 0 Postion
Fuhsehight 14 XY _Speed
Genesic 1 = Control

Totalfistwes: | 108
Folures: e | Remove [ Edi | Copy | Gobo selections: L
Fedure Model [ Type [ #chns.[+] [HwRange | GoboMame Dim/Fade | ~
Aait 250 Typl Lamp 8 013 Open No
Agis 250 Typl Lamp B 1427 Gobol No Channel
A Axis 250 Typ2 Lamp 8 284 Gobod No -
Fixtures ___ |z Lamp s 4255 Gobo3 No 4+—— Selections/

List Minispat 150 Moving Head 8 5663 Gobod Mo
PioScan 150Varaon IMoving Head 8 7083 GoboS No Sub-channel
Pro Scan 150 Version ... Scan Head 8 o |8497 Gobob Mo = Settings
Qun Cama W fasaina Coama Land o N AE Caka? LU

Show fistures for device: | DM hd

Import Fitaes...| Expont Fitures.. | save |[SavedCiose| Cancel |

The User Fixture Library window is divided into four sections:

Manufacturer List List of fixture manufacturers.
Fixture List List of all fixtures associated with the selected manufacturer.
Fixture Channels All channels in the selected fixture.

Channel Selections/  For channels that are divided into range values (such as gobos and

Sub channel Settings color wheels) this list shows hardware range values associated with
functions for the selected fixture channel. It also shows sub channel
information for compound channels.

The Save button lets you save changes without closing the window. The Save & Close button
saves your changes and then closes the window.

Note: Changes made to the fixtures in the User Fixture Library will in no way affect fixtures stored
in the main fixture library.

Manufacturers List

b anufacturers: Add | Hemwel
b anufacturer Mame | #Fins | =]
Genenc ]
irradient ]
Kool Light ]
OraniSizten ]

Prio Lighting LI54, ]
Prael Lighting 1] j

Tatal fistures: 20



VenueMagic lets you keep track of your user fixtures by manufacturer. Initially, this list is taken
from the main fixture database when you run the program, but you may add and remove
manufacturers as you like. To add a manufacturer, click on the Add button and enter then name
of the new manufacturer.

Enter new b artin 29
manufacturers —* T acturer g
name Mo lze

To change the name of a manufacturer, select the desired manufacturer, then click in the
Manufacturer Name column and key in a new name.

To remove a manufacturer and all of the fixtures in the User Fixture Library that are associated
with it, click the Remove button.

The #Fixs. Column show the number of fixtures the library contains for that manufacturer. Total
fixtures: shows the total number of fixtures in the User Fixture Library.

Fixtures List

Fisturas: Add | Remove | Edit | Copy |
Fisture Model | Type | # Chns. |*
Az 280 Topl Lamp a
Az 200 Tepd Lamp B
Az 260 Tpp2 Lamp 2
Az 280 Top3 Lamp 2
kinizpat 150 b oving Head a
Fro Scan 150 %erzion ...  Mowing Head g
Pra Scan 150 %ersion ... | Scan Head g ;I
Dirm © =i RN CArmimen L N Y o
Shiow fistures for device: | Db j

The fixtures list lets you add, remove, edit or copy fixtures associated with the manufacturer
currently selected in the manufacturers list. If no manufacturer is selected, this list will be blank.
The list displays the fixture model, type and the number of channels the fixtures contains.

Show fixtures for device selects the device the fixture is associated with. The available options
are:

DMX — Fixture is a DMX fixture.

Virtual — Fixture is a virtual fixture (see Virtual Fixtures).

Adding a Fixture
Click the Add button to bring up the Add New Fixture window.



Add New Fixture X|
0K
Fixture name: I M\,-'NE'A'Fixtl.lre| _

Cancel

Fixture type: ILamp j

Enter a name for the new fixture (usually the name given by the fixture’s manufacturer) and then
select a fixture type. If you're not certain of the fixtures type, leave it at the default, “Lamp”. This
field is mainly for your benefit and has no effect on how VenueMagic will interpret the fixture.
Click OK when you’re done and the new fixture will be added to the list.

Editing a Fixture

To edit the name or type of a fixture already in the list, click the Edit button. A similar window will
appear.

Edit Focture Information

Fixture name:

Cancel

X
_ Concel |

Fixture type:  |5ran Head j

Fixture names must be unique to the associated manufacturer.

Removing a Fixture

Click the Remove button to remove selected fixtures from the list. You may remove a single
fixture or multiple fixtures by selecting them in the list. Removing a fixture also deletes all
associated channels associated with that fixture.

Copying a Fixture
You can copy a fixture along with all of its channels and channel range settings by clicking Copy
to bring up the Copy fixture window.

Copy Focture Acrobat 7CH

Copy to manufacturer: I Martin j

Haow many copies?: I 1 _I?

Cancel

Xl
_concel |

First select the manufacturer you would like to copy the fixture to. By default, the current
manufacturer is selected. This feature is convenient, because several manufacturers may carry
the same fixtures under a different name. Next, select how many copies of the fixture you would
like to make.



Fixture Channels List

Channels: Add | R emowve | Edit | Copy | Ordering... |
Mame | Channel Tope | Chn # | Cluster |
Shutter Selector baze+00 1]
R eflector Selector baze+01 1]
Gobo Gobo wheel baze+02 1]
Paozition b ation PT <zee below: 1]
Speed Selector haze+05 1]
Speed ColomGobo Drirnrner baze+06 1]

This list shows all of the channels associated with the selected fixture. From here you can add,
remove, edit and copy channels within the fixture. You can also adjust the DMX channel ordering.
Please select one of the links below for more information on specific topics.

Important Note: Once a fixture has been added to a project (see Add Fixtures) you will not be

able to add or remove fixture channels. In this case, the Add, Remove and Ordering buttons will
be disabled.

Adding Channels
Click on the Add button to bring up the Add Fixture Channel window.

Add Fixture Channel x|

Fixture channel type: Cancel |

Mumber channels =
of this type to add: I 1 =l

Channel base name: I Level

Zhannel Selections

First select a channel type from the Fixture channel type list. This is not an arbitrary selection like
the fixture type. VenueMagic uses this very important setting do decide how the channel should
behave in different fixture effects. For a detailed explanation of fixture channel types, see Fixture

Channel Types.

Next, select how many channels of this type you would like to add and enter a base name for the
channel. If you request more than one of this channel type to be added, the base name will be
appended by a number (ex: Lamp1, Lamp2, etc...) to prevent duplicate channel names within a
fixture.

Adding Channels with Selections



The channel types Color Wheel, Gobo Wheel, and Selector use DMX level ranges to select
colors, gobos or additional features. When one of these channel types is selected, the Add
Fixture Channel window will offer additional settings.

X
Chanme [ 1|
Cancel I

Fixture channe! type: | SRR
Number channels 1 =
of this type to add: =1

Channel base name: ICo-'or

Colors

Addiional Number of colors -
settings —_—> in each channel: =1

Color base name: [caq

In the case of the Color Wheel channel type, you can enter in the number of color settings
available, and then set the base name for each setting. You will later be able to edit the name,
DMX level range and other attributes (such as the actual color) in the Channel Selection/Sub
channel Settings list later on.

Adding Composite Channels

The channel types RGB, Motion PT, Motion PT Fine, Motion XY and Motion XY Fine are called
composite channels (see Fixture Channel Types). This means that they are further broken down
into sub channels (RGB.Red, RGB.Green, RGB.Blue, MotionPT.Pan, etc...). This allows
VenueMagic fixture effects to operate on these channels together to produce more sophisticated
lighting effects. Sub channels of composite channels are displayed in the Channel Selection/Sub
channel Settings list for the selected channel.

Mode Channels
A Mode channel type is used to define a specific operating mode for the fixture.

Fixture channel type: M

Quite often, changing the mode in the fixture will also change the channel configuration of the
fixture, including the number of channels and their purpose. The way that VenueMagic deals with
multi-mode fixtures is by requiring that a separate fixture be added for each mode. After adding
the mode channel, you can edit it to set the mode value.

Editing Channels
To edit a fixture’s settings, select the fixture and click the Edit button to bring up the Edit Fixture
Channel window.



.2 |

Edit Fixture Channel

Channel name:  Level|

7 |
=N

Cancel
Channel type: IDimmer - I
Channel duster: 0 = m
HWW min val: i
HW max val: 255

(% 4

Enter a new name for the channel into the Channel name field. For most of the channel types you
will be able to select a trace color by clicking the Trace Color button. The trace refers to the lines

that are drawn to represent the channel level in a timeline or in the Envelope Editor. Trace colors

for composite channels are set in the Channel Selection/Sub channel Settings list.

From Channel type list, change the type of the channel as desired (see Fixture Channel Types).
This field is disabled for composite channels such as RGB, etc.... Itis also disabled for selector,
gobo and color wheel types. The list will also be limited to channel types with the same number
of bits (8 vs. 16) as the originally created channel.

Channel Clusters

You can also set the channel's associated channel cluster. This value is use used to help
determine how a channel should be represented in the Fixture Preview Window. When a fixture is
dragged into the Fixture Preview Window, each cluster will have its own separate lamp. This is
useful for fixtures such as dimmer packs which control multiple lamps. In addition, some RGB
Lamp fixtures may provide control for several RGB channels, each of which will need its own
lamp in the preview window. If an RGB fixture includes a master level control that controls all of
the red, green and blue levels together, this channel should have the same cluster number as the
RGB channel.

VenueMagic will automatically try to assign the cluster number for you as you add new fixtures. In
most cases, the default assignment will work just fine. However, you have the option to change it
here if it does not.

Hardware Min/Max Values

Most DMX fixture channels have a hardware range of 0 to 255, representing 0 to 100% in the
VenueMagic world. In addition, VenueMagic combines LSB and MSB of 16-bit controllers into
one channel with a range of 0 to 65535. These values are set by default and will not need to be
changed. However, there are some fixtures that require odd values that are not within the normal
range. These fields are also good for making sure that VenueMagic never sends values outside
of the range for this fixture channel.

Editing Mode Channels
Mode channels have their own edit window that only permits you to set the DMX mode code.

Set Fixture Mode =
Fixture mode value: 132

Cancel




Removing Channels

You can remove one or more selected channels by clicking on the Remove button. This will
delete the channel and any associated ranges or subchannels.

Copying Channels
To copy a selected channel, click on the Copy button to bring up the Create Copies window.

Create Copies
Create how many copies? I 3] E Cancel

\_Ili

Enter the number of copies you would like to make of the selected channel and click OK.
VenueMagic will copy the selected channel any associated range or sub channel information.
Each copy will have a sequential number appended to the channel name to prevent duplication.

Setting Channel Order

After you have entered all of the channels in a fixture, you will need to make sure that all of the
channels are in the right order as indicated by the fixture’s documentation.

Click to adjust

Ehammelk Add |Hemwe| Edit | Copy | Ordering. .. a— channel order

Click on the Ordering button to bring up the Channel Ordering window.

Channel Ordering X|
Chn # | Channel Name | K, I

base+00 Shutter
Reflector Cancel |

base+02 Gobo

base+03 Position.Pan
base+04 Position. Tilt
base+05 Speed

base+06 Speed_ColorGobo

14

The Channel Ordering window shows all of the physical channels you have included in the fixture
and their assigned channel within the fixture. The term base in the Chn # column represents the
base DMX channel setting for the fixture. Notice how the composite channel Position has been
broken down into its sub channels, Position.Pan and Position.Tilt.

Select a channel, then use the llilbuttons to change the position of the channel in the
fixture’s channel number ordering. Click OK when you have finished.



Channel Selection/Subchannel Settings

This list will show different information based on the channel type of the channel currently
selected in the Fixture Channel list.

Motion PT and Motion XY Channels
It the selected fixture channel is Motion PT or Motion XY, then the Channel Selection/Subchannel
Settings window will display the associated subchannels like this:

F-T head subchannels: Add | Hemwel Edit | T | J' |
Subchannel Mame | Tupe | Chr # |
base-+13
Tilt Tilk baze+04

Position subchannels cannot be added or removed, but you can change their trace color by
selecting a channel and clicking on Edit.

Motion PT Fine and Motion XY Fine Channels

Motion PT Fine and Motion XY Fine channel types are for channels that control motion using two
DMX channels per axis for greater precision. As you can see, the Channel Selection/Subchannel
Settings window will show will show all four channels.

Scan head subchannels: Aidd | Hemwel Edit | T| J'|

Subchannel Name | Type | Chn # |
s |x | base+l/

by Y basze+03
#Fine #-Fine basze+019
¥Fine Y-Fine bage+10

You can set the trace color for the coarse position channels (X, Y) but not for the fine channels
(XFine, YFine). The reason for this is that VenueMagic handles the splitting of position values
across the coarse and fine channels automatically. After you have set them up in the User Fixture
Library window, you will not see them anywhere else.

RGB Channels

When and RGB type channel is selected, the Channel Selection/Subchannel Settings shows the
Red, Green and Blue subchannels. You cannot change the trace color of these subchannels
because it is assumed (perhaps erroneously, but oh well...) that you will want them to be red,
green and blue, respectively. This assignment is made for you automatically.

Color Wheel, Gobo Wheel and Selector Channels

For these channel types, the function and appearance of the Channel Selection/Subchannel
Settings window is changed. Rather than showing subchannels, it now shows DMX level ranges
and their associated settings.



Calor whesl zelections: Add | Fieml:uvel Edi | 1hl "'l

H'' Bange | Color | Dim/Fade | -
0-9 Wwihite Mo
7019 JGreen | Mo |
20-29 bagerta Mo o
039 Greend MHa

40-49 Blue Mo

A0-59 Light_Blue Mo

BO-E9 Red Mo LI

Adding Level Ranges

The best way to add selection ranges to a channel is to do it all at once using the bottom half of
the Add Fixture Channel window. If done this way, the Channel Selection/Subchannel Settings

window is pre-loaded for that channel with HW ranges that are evenly divided. Later you can go
back and edit the names and ranges. However, if you find yourself needing to add another level
range, then click on the Add button to bring up the Add Range Settings window. This window is
slightly different for each channel type.

Add Color Wheel Range

Add Color Wheel Range Settings ﬂ
M ame IM_'.J':DlDI‘i Trace Color... |

Dirmerfader: r

Colomheel color: II:LISTDM "I

Hardware mir value:

I 255
Hardware mazx walue; I 255
Ok I

Cancel
Name Type in a name for the color.
Dimmer/fader When checked, this range acts like a dimmer. In other words, a fixture

effect can vary the level within the range. When unchecked, only the
center point of the range is used by the fixture. For example, if, for this
fixture, the range 200-255 on this channel corresponds to a rainbow
color (non-stop rotating of the color wheel) and the level adjusts the
speed of the rotating wheel, then check this box so that VenueMagic
knows that the whole range controls something.



Colorwheel color

Hardware min value

Hardware max value

Select a pre-defined color from the list or select Blue 'I
CUSTOM for your own color. Selecting a predefined Blue -
color will also automatically set the Name field to the Datk Gray
appropriate color name. Eli

Light Blue
tagenta
Orange
Fink
Furple

R ainbow Effect ¥
The hardware value (0 to 255) specifying the bottom of the range,
inclusively. Hard coded to O, which puts any added ranges at the very

end.

The hardware value (0 to 255) specifying the top of the range,
inclusively. Hard coded to 255.

Add Gobo Wheel Range

Add Gobo Wheel Range Settings x|

M ame IGDI::D?

Dirmerfader:

-

Hardware mir value:

Hardware max walue:

=
=
[ oc ]

Cancel

Name

Dimmer/fader

Hardware min value

Hardware max value

Type in a name for the gobo.

See Add Color Wheel Ranges.

The hardware value (0 to 255) specifying the bottom of the range,
inclusively. Hard coded to O, which puts any added ranges at the very
end.

The hardware value (0 to 255) specifying the top of the range,
inclusively. Hard coded to 255.



Add Selector Range

Add Selector Range Settings ﬂ

M e ISeIectiDnH

Dimmer/fader: I

Hiardware mity walue:

I 255
Hardware maw valie; I 255
ak. I

Cancel
Name Type in a name for the selection.
Dimmer/fader See Add Color Wheel Ranges.

Hardware min value The hardware value (0 to 255) specifying the bottom of the range,
inclusively. Hard coded to O, which puts any added ranges at the very
end.

Hardware max value  The hardware value (0 to 255) specifying the top of the range,
inclusively. Hard coded to 255.

Editing Level Ranges

To edit a selected range, click the Edit button to bring up the Edit Range Settings window. This
window is slightly different for each channel type.

Edit Color Wheel Range

Edit Color Wheel Range Settings x|
Narme |B|UE=| Trace Colar... |

Dvirnmer/fader: -

Colonwheel color: IBIue "I

Hardware min value:

I 32
Hardware max value: I 47

(1] 4 I Cancel

Name Type in a name for the color.

Dimmer/fader Check this box if the range is to behave like a dimmer/fader. See
Adding Color Wheel Ranges for a more detailed explanation of this
setting.




Colorwheel color

Hardware min value

Hardware max value

CUSTOM for your own color. Selecting a predefined
color will also automatically set the Name field to the
appropriate color name.

Select a pre-defined color from the list or select

Blue 'I

Blue a
Dark. Gray
Gra

Light Blue
tagenta
Orange
Pirk:
Furple

R ainbow Effect ¥

The hardware value (0 to 255) specifying the bottom of the range,

inclusively. (See also Hardware Min/Max Value Auto-accommodation)

The hardware value (0 to 255) specifying the top of the range,

inclusively. (See also Hardware Min/Max Value Auto-accommodation)

Edit Gobo Wheel Range

Edit Gobo Wheel Range Settings

Mame |an-32

Dirmerfader:

Hardware min value:

Hardware max value:

-

=
=
[ ox |

Name

Dimmer/fader

Hardware min value

Hardware max value

Type in a name for the gobo.

See Add Color Wheel Ranges.

The hardware value (0 to 255) specifying the bottom of the range,

inclusively. (See also Hardware Min/Max Value Auto-accommodation)

The hardware value (0 to 255) specifying the top of the range,

inclusively. (See also Hardware Min/Max Value Auto-accommodation)




Edit Selector Range
]

M arne I.-’-'qutu:uS ound Maode 4

Dimmer/fader: I

Hardware min walue:

I 90
Hardware may value; I 93
ak. I

Cancel
Name Type in a name for the selection.
Dimmer/fader See Add Color Wheel Ranges.

Hardware min value The hardware value (0 to 255) specifying the bottom of the range,
inclusively. (See also Hardware Min/Max Value Auto-accommodation)

Hardware max value  The hardware value (0 to 255) specifying the top of the range,
inclusively. (See also Hardware Min/Max Value Auto-accommodation

Edit Bitfield Bit

MName IBit” Trace Colar... |

k. I Cancel

Name Enter a name for the bitfield bit.

Hardware Min/Max Value Auto-accommodation

If you change the hardware min and/or max values for a channel range, VenueMagic will
automatically adjust other ranges to accommodate the ranges you entered to prevent overlap and
gaps in the ranges. This can often lead to unpredictable results if you enter range values very
different from the original assigned ranges. Before radically changing hardware values for a



range, it is best to first move the channel range close to where you want it using the llil
above the Channel Selection/Subchannel Settings list and then editing it.

Exporting Fixtures

|mpart Fistures. . | E xpart Fistures. . |

VenueMagic will allow you to export selected user fixtures to a file that can be imported by others.
Click on the Export Fixtures... button to bring up the Export Fixtures window.

Export Fixtures ?
Select fixtures to
[]#* casa Laserlight Py
[14¥ character Dynamics Cancel
B [+]¥ Chauvet
Ve

[14¥ chauvet TFX-FS350

[]#* chroma-g

[(1#* coemar

[]4¥ colorkey

[ colorkey

[14* colorkey

[]€* custom

[]#* Darkiight

[14* parkiight

[]#* peliya v

s -~ 1

Select All Unselect All

This tree shows a list of fixtures, listed by manufacturer, that are currently included in the user
fixture library. Place a check on the fixtures you wish to export. You may also select all fixtures for
a manufacturer by checking the box next to the manufacturers name. To export all fixtures, click
on Select All. When you have checked all fixtures you wish to export, click OK, then select a path
and enter a filename for the exported fixtures.

If the operation was successful, VenueMagic shows the message:

VenueMagic 2.1 x|

I i Successfully exported 1 fixtures to "Fixturelibtest1.vf"

Importing Fixtures

|mpart Fistures. . | E xpart Fistures. .




VenueMagic will allow you to import fixtures from a previously exported file, or from the main
fixture library that came with your installation of VenueMagic. Start by clicking on the Import
Fixtures... button.

Select Fixture Import Source x|

Import fixtures from:

¥ VenueMagic fixture file {.vmf) Cancel |

™ VenueMagic fixture library

The Select Fixture Import Source lets you choose where you will import from. Select the first
option to import from a previously exported fixture file. Select the second option to import from the
main fixture library. Then click OK.

Selecting the first option first brings up a file selection window from which you may select the file
you wish to import fixtures from. Once the file has been selected and loaded, the Import Fixtures
window allows you to choose which fixtures to import. Selecting the second option brings up the
Import Fixtures window without first asking you to select a file. The Import Fixtures window
functions similarly to the Export Fixtures window.

- 2
Import Fixtures :
Select fixtures to import:
[]#* acMe ~
(1€ Aiweidy Cancel

(] Akalite

[ 1#¥ American D]

[ 14¥ Amonstar

[ 14¥ Antari

= [ Aurcrae
[ ]4¥ LED Pare4 Can
[ ]4¥ LED Pare4Pro
v

[ 14* Blizzard

[[]#* casA Laserlight

[ 14¥ Chauvet

[ ¥ Chroma-Q v
— 1 -
Select Al Unselect Al Replace older fixtures [

If you attempt to import a fixture that is already in your user fixture library, it will be ignored. If you
want the imported fixture to replace the old one, check the Replace older fixtures option.

Event Scheduler
(VenueMagic DMX+AV and above only)



The Event Scheduler lets you schedule the execution of a VenueMagic event for a specific date
and time. From the main menu, select View 2Event Scheduler to open the Event Scheduler
window.

Event Scheduler ?
Events from 11-Jun-2015 through 12-Jun-2015: |
DatefTime Event Status 1 June 2015 4

Sun Mon Tue Wed Thu Fri Sat
3 1 2 3 4 5 6
7 g 9 10 (11 F15 13
4 15 w17 18 192

a2 B M 5 % 2 i
B 29 30 1 2 3 4 DISPIay
s 6 7 8 9 10 711 Options

I —
Show Today

Show events for: | Custom Range w

From: To:
11-Jun-2015 w| |12-Jun-2015 w

[+] Enable event triggering Triggering
["] Auto-delete triggered events Options

Event List

This Event Scheduler window is divided into three sections:
1. The event list shows the entered events according to display options and lets you add,
edit, delete, copy, etc... events.
2. Display options specify the range of dates for which events are displayed.
3. Triggering options specify event triggering behavior.

Event List

The event list shows information about all events in the range specified in the display options.
Shown for each is event is:
¢ Date/Time: The date and time that the event will be triggered.
e Event: A brief description of the event.
e Status: The current status of the event. Can be one of the following:
o Waiting: Event is waiting for its trigger time.
o Triggered: Event has been triggered. If Auto-delete triggered events is enabled,
this status will never bee seen.
o Disabled: Usually means that the event has not been completely setup.

Color Coding
For convenience, events in the list are color coded according to their status:

| Status

Waiting



Adding Events

To add an event when no existing event is currently selected, click on the Add... button to bring
up the Scheduled Event window for a new event.

Scheduled Event x|
Select event: |Run Timelin| j Settings... |

Trigger date: IDG-Apr -2010 j nme;| 7:00:00 PM =

oK | Cancel

Select event Select the event you would like to trigger. Listed here are the same
events that you can add to a timeline event track (see Event Tracks).

Settings... Click this button to bring up the events settings window for the selected
event. For more information about these settings, go to the event setup
window for the specified event in the Event Tracks section.

Trigger date Click on the j button to bring up the date picker and select a date for

the event to trigger.

Time: Enter the time of day that you would like the event to trigger.

Added events are placed in the list sorted by date/time. When you add an event, the trigger date
and time in the Scheduled Event window will default to the date and time of the last event
currently displayed in the list. If no events are currently displayed, it will default to the current
time, on the date specified in the display options section.

Inserting Events
If an event is currently selected, the Add... button will be changed to display /nsert...

Insert... Edit... Delete | Repeat... |

This functions similarly to the Add button, except that the default date and time will be the same
as the currently selected event. Again, if you change the date/time, the event will be repositioned
in the list so that the proper display order (by date/time) is maintained.

Editing Events

Select the event you wish to edit and click Edit... Modify any of the event settings in the
Scheduled Event window.

Deleting Events
Deleting one or more events by selecting them in the event list and clicking Delete.



Repeating Events

You can tell events to repeat regularly at daily or weekly intervals. Select the events you wish to
repeat and click on Repeat... to bring up the Repeat Selected Events window.

Repeat every: |Day i v sun
¥ Mon
. . . . = v Tue
Epeat count. I -
— v wed
v Thu
¥ Fri
v sat
Repeat every You can tell the selected events to repeat every Day or every Week. If
Day is selected, you can choose which days of the week it will be
triggered.
Repeat count Enter the number of times you would like the selected events to repeat.

Repeating events really just copies them at the specified interval for the specified number of
times. Once they have been set to repeat, you cannot go back and change the repeat
parameters.

Cut, Copy and Paste

. Cut | Copy | F‘astel
You can also cut, copy and paste selected events using the buttons. When

you paste copied events, the event time remains the same, however, the date will be adjusted
relative to the date currently selected in the display options section. For example, suppose you
were to copy two events that occurred on the 15" and 16" day of the month respectively. If you
were to set the display options to show events for the 20" day of the month and click Paste, the
two events will be pasted to the 20" and 215t days of the month, respectively. Note: you cannot
paste events prior to the current date and time.

Event List Display Options

The event list display options lets you select which day or range of days are displayed in the
event list.



n April, 2010 u

Date
*— select
calendar
Show Today |
Show events for: IDay j
Display
Eramm: T range

04-Apr -2010 j IDS—Apr -2010 j

Date Select Calendar
In the date select calendar, click on the day you would like to display in the list. You can also
select several days by clicking and dragging the mouse pointer across multiple days.

[« | April, 2010 [ |
Bolded dates
contain events

Range of
selected days

As you make your selection, the event list is updated with all events scheduled to trigger within
the range. Use the ENS keys to select the displayed month.

Dates that contain events are marked in bold

Showing Events Over Ranges
You can a range of dates with the Show events for selector

Custom Range

Select Day for a single day in the currently displayed month or Month to show events for the
entire month. If you select Custom Range, you can enter an arbitrary range of dates in the From
and To fields below.

To show events scheduled for today, click on the Show Today button.



Triggering Options

Enable event Check this box to enable triggering of scheduled events. Uncheck it to
triggering prevent events from triggering.

Auto-delete triggered  With this box checked, events will be cleared from the list as soon as

events they are triggered. If unchecked, triggered events remain listed with
their status set to Triggered. Triggered events can be copied to a future
time but cannot be reset to trigger again.

Real-time Recording and Editing of Channels
(Only available for VenueMagic DMX+AV and above)

VenueMagic allows you to perform real-time recording of DMX, MIDI and Joystick inputs. You can
setup Level Control effects to record input channel levels as they control specific output channels,
and then play them back later. For more information on setting up the record feature, see Level
Control Setup Recording Properties.

After you have recorded data, you can go back and edit it using the envelope editor. The
Envelope Editor includes tools for moving, stretching, dragging, smoothing, time shifting, and
more. For more information on editing recorded data, see Editing Recorded Data.

Serial/UDP Port Input/Output

(Only available for VenueMagic DMX+AV and above)

VenueMagic lets you send custom, synchronized messages over any serial communications or
UDP port on a local area network (LAN). It will also let you specify special input commands to
allow external serial or UDP devices to command VenueMagic to send events or act as external
control devices. From the Supported Devices tab in the Setup Devices window, check and select
Serial Communications devices list, and click the Properties button. This will bring up the Serial
Port List window.

Serial Port List Window

Use this window to add or edit serial or UDP ports that can be used by VenueMagic Serial Out
Events.



Serial Port List

Serial ports: [
Port Name Port ID ‘
Prolific USB-to-Serial Comm Port (COM20) USB Serial Port (COM3)
USB Serial Port (COM22) USB Serial Port (COM22)
Prolific USB-to-Serial Comm Port (COM20) Prolific USB-to-Serial Comm Port (COM20)
UDPPort UDP@192. 168.1,104:6543

Ac

Add ¢

This list does not show all of the serial ports available on your computer. Rather it shows only
those ports that you have told VenueMagic you want to use.

To add a serial port to the list, click the Add Serial to bring up the Setup Serial Port window.

To add a UDP port, click on Add UDP to bring up the Setup UDP Port window.

To add a ShowNodes serial port, click Add ShowNode to bring up the Setup ShowNodes Serial
Port window

To edit the settings of an already added serial port, select the port from the list and click Edit... To
delete a port from the list, select it then click Remove.

You can enable/disable the port by checking/un-checking the box to the left of the Port Name.

Copying Serial Input Commands

Input commands that have been setup for a serial port (see Serial Input Commands) may be
copied from one serial port to another by right clicking on the port to copy and selecting Copy
Input Commands. Then right click on the port that the commands will be copied to and select
Paste Input Commands.

Port Mame

i

Copy Input Commands

Paste Input Commands




Setup Serial Port

This window lets you set up a serial communications port for use by VenueMagic.

Setup Serial Port x|
Port name: | 1USB Serial Port {COM23)

Connect using: ILISB Serial Port (COM23) j Test |
Baudrate: m
Data bits: I 8 'I
Parity: Im

Stop bits: I 1 :I" Setup Input Commands
Flow control: I Nane vl

This information is dependent on the hardware you will be communicating with. Consult the
manual that came with your hardware for the proper serial communications settings.

Port name Type in any unique name for the port. By default, it will be the name of
the port selected in the Connect Using field.

Connect using Shows a list of all available serial ports on your computer. Select the
one you would like to use.

Baudrate Select an appropriate baud rate from the list.

Data bits Select the number of data bits required (4-8). Most hardware will
require this to be setto 7 or 8.

Parity Select the option for parity check. If you’re unsure, leave it at none.
Stop bits Select the stop bits (1, 1.5 or 2). A value of 1 is most common.
Flow control Select the flow control (handshaking) mode for communications. “None”

is the most common selection.

Enable input Check this box to enable serial input from the selected port.

Setup Input Click this button to bring up the Serial Input Commands window.
Commands

Test Click the Test button to make sure you can open your serial port. Note:

A successful test only tells you the serial port on your computer is set
up and working properly. It does not tell you if you are communicating
with your hardware.

Setup UDP Port

This window lets you set up a UDP communications port for use by VenueMagic.



Setup UDP Port *

Port name: | LDPPort |
Cancel
Host address: | 192,168.1.104 Test

Host port: 5543
Local port: IZ'
Data input

Enable input

Setup Input Commands

Port name Type in any unique name for the port. By default, it will be the name of
the port selected in the Connect Using field.

Host address Enter the computer name or IP address that this port will be
communicating with.

Host port Enter the port number of the UDP port that data will be sent to on the
host.
Local port Enter the port number on which this client is to receive data from the

host. If zero is entered, a port will be selected automatically.

Enable input Check this box to enable serial input from the selected port.

Setup Input Click this button to bring up the Serial Input Commands window.
Commands

Test Click the Test button to make sure you can open your UDP port. Note:

A successful test only tells you the UDP port on your computer is set up
and working properly. It does not tell you if you are communicating with
another computer.

Setup ShowNodes Serial Port

(VenueMagic SC+ and above only)
This window lets you set up a serial communications port on a ShowNode for use by
VenueMagic.



Setup ShowModes Serial Port b4
Part name: MyShowhNodesPort] |
Assign to ShowMNode [ ]Relay zerial inputs to VenueMagic Cancel
Connect using: | SN-REG V5 1-ShowMode_6I0-SparkFun_Showl ~ Test
Baudrate: | 115200 “ |
Data bits: 8 v] Datain

put
Parity: | Mone W | Enable input
e | 1 > | Setup Input Commands
Flow contral: | Mane V|

This information is dependent on the hardware you will be communicating with. Consult the
manual that came with your hardware for the proper serial communications settings.

Note: The Baudrate, Databits, Parity, Stop bits and Flow Control settings will be used to setup the
serial port on the node itself.

Port name Type in any unique name for the port. By default, it will be the name of
the port selected in the Connect Using field.

Assign to ShowNode Check this box if this serial port should be used by the ShowNodes
device itself. This will allow the node to do the following:
e Process serial input commands.
e Send serial output commands using the Serial Port Output
Event.

If unchecked, the node only uses its serial port to pass serial I/O
between the port and VenueMagic.

Relay serial inputs to  When checked, serial ports assigned to the ShowNodes device (i.e.:

VenueMagic Assign to ShowNode is checked) will also relay serial input back to
VenueMagic. This is useful in testing as relayed inputs can be
monitored in the Serial Input Monitor.

Connect using Shows a list of all available ShowNodes available to your project.
Select the one you would like to use. Only nodes that have been
assigned to the project, and that have serial port capabilities, will be
listed (see ShowNodes Manager, Caps Tab)

Baudrate Select an appropriate baud rate from the list.

Data bits Select the number of data bits required (4-8). Most hardware will
require this to be setto 7 or 8.

Parity Select the option for parity check. If you’re unsure, leave it at none.
Stop bits Select the stop bits (1, 1.5 or 2). A value of 1 is most common.

Flow control Select the flow control (handshaking) mode for communications. “None”



is the most common selection.

Enable input Check this box to enable serial input from the selected port.
Setup Input Click this button to bring up the Serial Input Commands window.
Commands

Test Verifies that the selected node is currently connected. Does not

function if Assign to ShowNode is checked.

Serial Input Commands

Serial Input Commands x|
| command | command Type [ Setup Command
Lightning1 Event: Run Timeline: "Lightning 1”
Lightning2 Event: Run Timeline: Lightning 27 Freak ILightningl Cancel |
MainLampLevel Level Control (0-100)
MainVolume Level Control (0-100) Command type
Run_Haunted_Forest = Event: Run Timeline: "HF 1 Main Timeline™
&+ Event
" Level control (COMMAND =value)
 Timecode
Select event: IRun Timeline j
Add...
Setup Event... |
Remove |

VenueMagic lets you set up serial/UDP input commands that will enable an external device to
perform the following functions on VenueMagic:

1. Trigger an event
2. Provide level data available in the Select External Control window.

Click the Add button to create a new command, and then set up the command parameters:

Command This is the command string that the external device must send to trigger
this command. Command strings sent by the external device must be
terminated with a carriage return character (hex=0x0d, decimal=13).

Command type Select from the following command types:
e Event: Receiving the command triggers a VenueMagic Event.
e Level: Command appears in the Select External Control window.
e Timecode: Currently unsupported.

Event Commands




Setup Command

Command: | Lightning1

Command type

¥ Event
{~ Level control (COMMAND=value)
) Timecode

Select events IRun Timeline j

Setup Event... |

Choose a VenueMagic event in the Select event list. Click on Setup Event... to bring up the
properties window for the selected event.

Level Control Commands
Setup Command

Command: IMainLampLeveI

Command type

" Event
& Level control (COMMAND =value)
 imecode

Min value: I a

Max value: 100

Level control commands must be sent by the external device in the form:
command = level<CR>

Where command is the specified command string and level is a number between Min value and
Max value. The terminating character, <CR> (hex=0x0d, decimal=13) must always be added to
the end of the string. VenueMagic will scale the full range of Min value to Max value and convert it
into the 0%-100% values that VenueMagic expects.

Serial input commands that have been setup for one serial port can be copied to another (see
Copying Serial Input Commands).

Serial Output Commands
All serial output is handled by the Serial Port Output Event.

Event Table

(Only available for VenueMagic SC+ and above)

Open the Event Table window by selecting Events 2Event Table in the main menu.



Event Table x|
Events: Disable events when window is dosed [

Event | Trig mode | Update ms | = | |
Run Timeline: "Chase2™ m —

Run Timeline: "Flashing™ Manual Grp=2 a

Play Audio:"Evil Sorcerer.mp3” Edge 0

Reset Event Group Level 1000

Add...

Ediit....

d

Remowve

Events in the Event Table function identically to events in an event track. The big difference is
that while event track events conditionally trigger at a specific time in a timeline, events in the
Event Table will trigger the moment a condition is true. You can also setup events in the table to
trigger periodically at a specified time interval.

To add an event to the list, click the Add button. This will bring up the Select Event window.
Select the event you would like to add and click OK and the Event Properties window will appear
for the selected event. Set up the event just as you would an event on a timeline.

You will notice an additional tab in the Event Properties window that does not appear for events in
timelines. The Trigger tab is specific to events in the event table and offers for control over how,
and how often, an event will trigger (see Event Trigger Settings below).

The Edit button will bring up the Event Properties window for the selected event. The Remove
button will remove selected events from the event table.

Check the Disable events when window is closed box to prevent the events table from activating
as soon as the window is closed. This will prevent events from triggering unexpectedly. The event
table can be enabled manually by selecting Events 2Enable Event Table in the main menu.
When enabled, the table will constantly scan through the events, triggering them when the
specified conditions are valid.

Naming Events

Event names are useful for helping to identify what an event is triggering. The Event column
shows the default name assigned to each event which is pretty much a description of what the
event is doing. You can change what appears in this field by following these steps:

1. Click on the event to select it in the list.
2. Click on the name itself to open an edit box.
3. Enter the desired name and press the ENTER key.

Event Trig mode Update ms
[¥] AudioTest1 Edge 0
EFRunTmeinel  JEdge | 0]

™~

Enter the desired
event name



You can also rename an event by right-clicking on the event in the list and selecting Rename
Event.

Ewvent Trig mode Update ms
¥ W—_
[+] Button 2 Pianc Rename Event Edge

[~ Button 3 Boss Copy Event Edge 0
Button 5 Druni muoow Edge 0

Copying Events
Copy an existing event by right-clicking on the event to be copied and selecting Copy Event. The
selected event is immediately copied and added to the end of the table.

Event Trig mode Update ms

Button 2 Pi Rename Event Edge 0
Button 3 Bc Copy Event Edge 0
Button 5 Drumrrooo Edge 0

The new event had the same name as the event it was copied from with “ Copy” added to the
end of it.

Event Trig mode Update ms
Button1 Synth Mood Edge 0
Button 2 Piano Mood Edge 0
Button 3 Bosz Mood Edge 0
Button 5 Drum Mood Edge 0
Button & STOP Edge 0
Button 4 Dance Mood Edge ]
Button 7 Main Mood Edge ]
Button & MC707 Show Edge 0
utton 1 Synth Mood_Co | Edge 0

Select Event Window

1 Select Event - @_‘

Event: |Event Table Event -

Mame: MyEvent

k o

Select the type of event to add to the event table. Click OK and the properties window for the
selected event will come up. Enter into the Name field the name of the event as it will appear in
the table.



Event Trigger Settings

Event ] Conditions ~ Triggering IND‘tES I

Trigger mode

(" Edge (reset when condition goes false)

" Level {reset every update interval)

* Manual reset manually by group)
" Mo trigger {run by Event Table event only)

Update interval {ms): |100

Trigger group:

Event table events offer additional flexibility when it comes to how the event is triggered.

Trigger mode

Trigger group

The trigger mode is actually more concerned with how an event resets
itself after it has been triggered. An event is triggered when the
specified condition (set in the Conditions tab) becomes true. A triggered
event must be reset before it is able to trigger again. The following
options are available:

Edge — Once an edge trigger has been triggered, it can only be reset
when whatever condition caused the trigger becomes false. For
example, if an event condition cases the event to trigger when a Virtual
Slider goes above 50%, the trigger will automatically reset when the
slider drops back down to 50%.

Level — A level triggered event will execute when the specified
condition is true and will execute repeatedly until the condition becomes
false. This mode is usually used with an Update interval value greater
than zero; otherwise the event will be repeatedly triggered at the full
VenueMagic cycle rate.

Manual — In this mode, the triggered event must be manually reset
before it can trigger again. There are two ways to reset a manual event:

1. Select Events 2Reset Event Groups in the main menu. This will
reset all event groups.

2. Reset it using a Reset Event Group event. This will reset a
specific event group or all of them.

No trigger — Disables triggering of this event altogether. This mode
should only be selected if the event is to be executed exclusively by the
Event Table event.

To more easily facilitate the manual resetting of large numbers of
Manual-mode events, each event is assigned to an event group. In this
field, select the group number an event will belong to. When Reset
Event Group event is executed, all events assigned to a specified group
number are reset together.



Variable Table

(Only available for VenueMagic SC+ and above)

The VenueMagic variable table is a list of general purpose variables that store numeric values
that can be used as external input sources (see Selecting External Input Devices).

The value of the variable table’s variables are set primarily by the Set Variable Event, however
they can also be modified by a special function of Channel Routing Groups to take advantage of
a variable’s redirect feature. Access to a variable’s value is available only as an external input
source.

From the main menu, select Devices 2Variable Table to open the Variable Table window.

Variable Table |
Variables: oK
Variable Name | Description | Start Val | Redirected | — |
PlayTimelineMNum Mumber of timeline to play 1 Mo
Attract2Cnt Counts looping of Attract2 ti... 0 Mo
Attract1Cnt Counts looping of Attractl ti... 0 Mo
PresetSlider1 Router preset slider 1 0 fes
PresetSlider2 Router preset slider 2 0 fes

PresetSlider3 Router preset slider 3 | o]  Yes|

Add...
Edit...

Remawve

i

To add a variable to the table, click Add to create a new variable and bring up the Variable
Properties window.

Variable Properties Window

Variable Properties Ié]

Variable name: Presetslider1
Description: Router preszet slider 1

Startup value: 0

Redirect to:  MIDI_16_NTON_0O7

[¥]:assign to ShowNodes devices [DevNode v]
Variable name Enter a name to uniquely identify the variable.
Description An optional description of the variable.

Startup value Enter the value that the variable will be automatically set to when



VenueMagic first starts up. The variable will retain this value until it is
changed by a Set Variable Event or by a Channel Routing Groups
change if the routing group is setup to do so.

Redirect to Check this box and any value assigned to the variable will be redirected
to a MIDI channel. Click Select to bring up the Select MIDI Message
window.

This feature is mainly intended to function with the Channel Routing
Groups feature. As such, the number assigned to the variable is
expected to be in the range 0-100, and will be re-scaled to a value
between 0 and 127 before being sent as a MIDI message.

Assign to Check this box to assign the variable to a ShowNodes node. Select a
ShowNodes device node from the adjacent drop list.

| fzzign to ShowModes device: |EDevNUde v|

This list will only show project nodes that are capable of doing channel
routing. Changes to these settings will not take effect on the selected
node until the next Build & Upload.

Virtual Fixtures

(Only available for VenueMagic SC+ and above)

Virtual fixtures functions as both fixture outputs and external inputs. Virtual fixtures appear in the
Fixture folder of the Project window, from where they can be added into control tracks. However,
they are also available as external inputs in the Select External Input Device window. This allows
you to use fixture effects to control volume levels, lamp levels or anything else that can be
controlled with an external input.

Unlike regular DMX fixtures, which are associated with an actual piece of DMX hardware, virtual
fixtures represent “imaginary” hardware and, by default, do not control anything outside the
software (unless redirected to MIDI outputs—see Redirecting Virtual Fixture Channels to MIDI).
They exist solely for the purpose of routing level control from a control track into an available
external input source.

Virtual fixtures are created in two steps:

1. Create a virtual fixture in the User Fixture Library. Be sure to select Virtual as the Show
fixture for device option.
2. Add the fixture to the virtual fixture list from the Setup Virtual Fixtures window.

Setup Virtual Fixtures Window

Open the Setup Virtual Fixtures window by selecting Devices 2Virtual Fixtures from the main
menu.



Fixture

BCF2000
LightningTriggerChannel1
LightningTriggerChannel2
VirtualRGE1

VirtualRGE2

VirtTestl

ShowMode

Mo
Mo
Mo
Mo
Mo

Edit...

Remaowve

Redirect...

ShowModes. ..

Edit Fixture
Library...

Dane

This list shows virtual fixtures that have been set up for the project.

Add

Edit

Remove

Redirect...

ShowNodes...

Edit Fixture Library...

Click Add to bring up the Select Fixture List, which shows a list of all
virtual fixtures that have been created in the User Fixture Library.

Click Edit to bring up the Edit Fixture Settings window for the selected
fixture. From here you can rename the fixture and channels as they
appear in the Virtual Fixtures list.

Removes selected fixtures from the list.

The redirect features lets you assign virtual fixture channels to actual
MIDI messages. Select a fixture with channels you would like to redirect
to MIDI, then click Redirect to bring up the Redirect Virtual Fixture
Channels window. If a fixture has been redirected, the text “Yes” will
appear in the Redir column. “No” in that column indicates that the
fixture has not been redirected.

Opens the Assign to ShowNodes window from where you can assign

all channels of the currently selected virtual fixture to a node (see
ShowNodes and Virtual Fixtures). If a fixture has been assigned to a

ShowNodes node, the text “Yes” will appear in the ShowNodes
column. If the fixture is not assigned to ShowNodes, “No” will show in

that column.

A shortcut to open the User Fixture Library for creation of new virtual

fixtures.




Select Fixture List

x|
Fiscture | Type | oK |

Another new virtual fixture

BCF2000 Dimmer Pack Cancel
BitField Lamp
LightningTriggerChannel Lamp
MyFixture Lamp
MyVirtualFixture4 Lamp
Mew Fixture Lamp
New Virtual Fixture Lamp
VirtualR.GB Lamp
VirtualRGB2 Lamp

Copies: I 1 _|;

Lists the virtual fixtures that have been created in the User Fixture Library. Select the fixtures you
would like to add to the Set up Virtual Fixtures window and then select how many copies of each
fixture you would like to add. Then click OK.

Redirecting Virtual Fixture Channels to MIDI

Virtual fixtures are meant primarily to function as a link between control track level control and
external inputs (see Selecting External Input Devices). However, they do offer an additional
feature that allows them to be redirected to MIDI messages, giving VenueMagic the ability to
seamlessly control MIDI-based fixtures as easily as it controls DMX-based fixtures.

Bring up the Redirect Fixture Channels window by selecting a virtual fixture in the Setup Virtual
Fixtures window and clicking Redirect.

Redirect Virtual Fixture Channels x|
Fixture:  BCF2000
Fixture Channel | Redirect to Channel | Cancel |
Slider 1 MIDI_16_CTRL_003
Slider2 MIDI_16 CTRL D22
Slider3 MIDI_16_CTRL D42
Slider4 MIDI_12_CTRL_D44
<Unassigned
Sliders <lInassigned =
Slider? <lInassigned =
Sliderd <Unassigned =

Select... |
[ = ]

Clear

Shown here is a list of all of the channels contained in the selected fixture. Select a channel and
click Select to bring up the Select MIDI Message window. (Note that this is the same selection
window used by the MIDI Out event.)

After you have assigned all of the desired channels to MIDI messages, click OK to return to the
Setup Virtual Fixtures window where you will see that the Redirected column of the fixture now
reads “Yes”. This indicates that at least one channel in the fixture has been redirected to a MIDI
message.




To un-assign the redirection of a channel, select the desired channel, and then click Clear.

Assigning Virtual Fixture Channels to a ShowNodes Node

Click the ShowNodes... button on the Setup Virtual Fixtures window to open the Assign to
ShowNodes window.

Assign to ShowMNodes

/| Assign to ShowModes device: [SM_00016 P -
Target ShowModes device: l—ICancel

Virtual Fixtures can be assigned to a ShowNodes node by checking the Assign to ShowNodes
device box and then selecting the desired node from the adjacent drop list. See ShowNodes and
Virtual Fixtures for more information.

VMNet

(Only available for VenueMagic SC+ and above. Some features available in DMX+AV and
Classic)

VMNet expands the power of VenueMagic to local area networks, providing the following
capabilities:

Remote running and synching of timelines

Remote execution of VenueMagic events

Telnet services

Interfacing for VM plug-ins running on other applications (Virtual DJ, etc...)

There are two components of VMNet: Server, Client and Time code Source. Any currently
running VenueMagic on the network can function simultaneously as a server and a client.

VMNet Server

The VMNet Server function provides the following services:

Remote synching The VMNet server can receive time code messages from a VMNet time
code source and relay it to any timelines running locally that are set up
to receive them.

Remote event VMNet servers receive event commands from clients and execute them

execution on the local machine. Only certain VenueMagic events can be sent
over VMNet. Consult the documentation on a specific event to see if it
has VMNet remote execution available.

Telnet service VMNet offers a simple Telnet server capability for the purpose of
receiving VenueMagic event execution commands from other
applications.

Plug-in services VenueMagic plug-ins running in other applications (such as Atomix’s

(available in Classic Virtual DJ) communicate with VenueMagic through the VMNet server. A



and above) number of special functions are exposed to the plug-in to provide a very
tight, clean and complete integration between the plug-in and
VenueMagic, whether VenueMagic is running on the local computer, or
on another computer connected to the network.

More information on how to set up the VMNet server can be found in the Project VMNet Settings
section.

VMNet Clients

A VenueMagic project can have as many Clients as required, each one set up to communicate
with a single VMNet server running locally or on another computer connected to the network.

VMNet clients enable VenueMagic events to be sent to VMNet servers to be executed remotely
on other VenueMagic installations running on the network.

This feature is available only to selected VenueMagic events which include an additional VMNet
tab in their setup windows.

More information on how to setup VMNet clients can be found in the Project VMNet Settings
section.

VMNet Time Code Source

A VenueMagic timeline can be setup to be a VMNet time code source in the Timeline Synching
Options window. There are multiple channels of VMNet time code available, so it is possible to
run several timelines simultaneously as VMNet time code sources as long as they are all on
different channels.

VMNet Pass Codes

A VMNet server can be setup with a special pass code that prevents unauthorized users to
control it from another VenueMagic on the network. A pass code can be any number from 0O to
2147483647 and needs to be set for the server and all clients that use the server.

More information on how to setup VMNet pass codes can be found in the Project VMNet Settings
section.

VMNet Telnet Server

Telnet is one of the services offered by the VMNet server. It is a simple implementation that gives
other applications the ability to remotely execute certain VenueMagic events. More information on
how to setup VMNet Telnet server can be found in the Project VMNet Settings section.

Once a Telnet client has successful connected to a VMNet Telnet server, a list of available event
commands can be displayed using the help command. Typing help followed by one of the
listed commands provides a simple description of the function’s parameter list. Terminate the
session by typing exit.

Sample VMNet Telnet Session



Command Prompt

Username juser
Password:password

UVenueMagic Telnet Server

UMTe lnet >help
CUELIST . DISLAMPS
CUELIST . ENALAMPS
CUELIST . ENDLOOP
CUELIST . ENDLOOPALL
CUELIST .MUTEALL
CUELIST . PAUSE

RESETEUENT GROUP
RUNFILE

RUNT IMELINE
SETPRESET
SETTAPPERBPM
SETUAR

UMTelnet>help runtimeline

RBunTimeline("TimelineMame",. "MamelnCuelist",. Uolume[A-1881,. LampLevell@-1681,. Lo
op[B.1]1, OneOnlylB. 11, PlayvAs[B-181>

UMTelnet>help cuelist.stop
Cuelist.StopC"CuelistltemNamse')
UMTelnet >exit

Terminating Uenuemagic Telnet session

Connection to host lost.

Each of above event commands executes the VenueMagic events that the command name
suggests. The command parameters are named after the settings in individual events. The
following conventions are followed in the parameter lists:

e  String values are enclosed in quotation marks, which should be included in the sent
command.

e Numeric values can be entered with or without the decimal point.

e  Parameter ranges and options are displayed in square brackets [ ]. The brackets must not
be included in the command.

e  For on/off parameter, 0=off, 1=on.

For example, the RunTimeline command in the sample screen above could be set as follows:
RunTimeline (“MyTimeline”, “MyTimeline”, 100.0, 50,0, 1, 0, O)

The passed parameters are:

Name of timeline: “MyTimeline”
Name in cue list: “MyTimeline”
Volume scaling: 100.0

Lamp level scaling: 50.0

Loop timeline: 1 (enabled)
Play one only: 0 (disabled)

Play as: 0 (background timeline)



VMNet Telnet Clients

Telnet clients enable VenueMagic to send telnet messages to standard telnet servers over a
network. Multiple clients can be setup in the Project Telnet Settings window. Once clients have
been setup, messages are sent using the VMTelnet Event.




Teleprompter
(Only available for VenueMagic DMX+AV and above)

The VenueMagic teleprompter is a powerful, full-featured teleprompter that is fully integrated into
VenueMagic’s timeline and external control functionality. With the VenueMagic teleprompter you
can:
e Import, edit and format multi-page text for display.
¢ Scroll text manually using a MIDI controller (keyboard, foot control, etc...) or any other
supported external control.
¢ Control text scrolling from a timeline (SC+ only).
¢ Display song lyrics or other text synchronized to timeline playback.
o Import Lyric (LRC) files to automatically populate a timeline with teleprompter text for a
specific song.

Main Teleprompter Window

From the main menu, select View >Teleprompter to bring up the VenueMagic Teleprompter

window. You can also click on the icon on the main toolbar. Click the icon again to close the
window.
B VenueMagic Teleprompter = =
Preamble

We the People of the United States, in Order to form a more perfect Union, establish Justice,
insure domestic Tranquility, provide for the common defence, promote the general Welfare, and
secure the Blessings of Liberty to ourselves and our Posterity, do ordain and establish this
Constitution for the United States of America.

Article | (Article 1 - Legislative)

Section 1

Alllegislative Powers herein granted shall be vested in a Congress of the United States, which
shall consist of a Senate and House of Representatives.

Section 2

The House of Representatives shall be composed of Members chosen every second Year by the
People of the several States, and the Electors in each State shall have the Qualifications
requisite for Electors of the most numerous Branch of the State Legislature.

No Person shall be a Representative who shall not have attained to the Age of twenty five Years,
and been seven Years a Citizen of the United States, and who shall not, when elected, be an
Inhabitant of that State in which he shall be chosen.

Representatives and direct Taxes shall be apportioned among the several States which may be
included within this Union, according to their respective Numbers, which shall be determined by
adding to the whole Number of free Persons, including those bound to Service for a Term of
Years, and excluding Indians not taxed, three fifths of all other Persons.2 The actual Enumeration

T B S S S RS S I TRE ORI TS S |

This window can be sized and positioned with the mouse. Size and position are saved when
VenueMagic is exited. VenueMagic provides only one teleprompter window that is used by all
timelines and projects.

Fixed vs. Dynamic Text
Text displayed in the teleprompter window is either fixed or dynamic.

Fixed text is entered directly into the teleprompter editor (see Teleprompter Edit Mode). Fixed
text is included as part of VenueMagic’s global data (i.e.: not associated with a project or timeline)
and is saved automatically when VenueMagic exits. It is also automatically loaded into the




teleprompter when VenueMagic is run and remains displayed in the window until it is overwritten
by dynamic text.

Dynamic text is sent to the teleprompter by a teleprompt marker in a running timeline. A timeline
may contain multiple teleprompt markers. As the time cursor passes over a marker, the text and
formatting associated with the marker are sent to the teleprompter, overwriting what is currently
being displayed.

Which to Use?

Fixed text is easier to use but not very flexible. Dynamic text is far more flexible because
timelines can control what is being displayed in the teleprompter at all times during show
playback.

It should also be noted that the teleprompter is limited to the number of characters it can display.
If the text you have cannot be accommodated, you may have to split it up across multiple
teleprompter markers.

Teleprompter Edit Mode

At startup (i.e.: when VenueMagic is run), the teleprompter is put into display mode, where text
can be displayed (and scrolled if needed) but not edited. In order to edit fixed text, you must put
the teleprompter into edit mode. This is done by right-clicking ﬁwhere in the teleprompter text

area and selecting Switch to Editor. You can also click on the icon in the main toolbar.

=] VenueMagic Teleprompter
Preamble

We the People of the United States, in Order to form a more perfect Union, e¢
insure domestic Tranquility, provide for the common defence, promote the ge
secure the Blessings of Liberty to ourselves and our Posterity, do ordain and
Constitution for the United States of America.

B Edit Teleprompter Text = =
Preamble ~

We the People of the United States, in Order to form a more perfect Union, establish Justice,
insure domestic Tranquility, provide for the common defence, promote the general Welfare,
and secure the Blessings of Liberty to ourselves and our Posterity, do ordain and establish this
Constitution for the United States of America.

Article I (Article 1 - Legislative)

Section 1

All legislative Powers herein granted shall be vested in a Congress of the United States, which
shall consist of a Senate and House of Representatives.

Section 2

The House of Representatives shall be composed of Members chosen every second Year by
the People of the several States, and the Electors in each State shall have the Qualifications
requisite for Electors of the most numerous Branch of the State Legislature.

No Person shall be a Representative who shall not have attained to the Age of twenty five
Years, and been seven Years a Citizen of the United States, and who shall not, when elected,
be an Inhabitant of that State in which he shall be chosen.

Representatives and direct Taxes shall be apportioned among the several States which may
be included within this Union, according to their respective Numbers, which shall be
determined by adding to the whole Number of free Persons, including those bound to Service v



In edit mode, the teleprompter window functions as a typical text editor with standard settings and
features such as:

e Text font, size and color.

¢ Horizontal/vertical justification

¢ Horizontal/vertical margins

e Background color

o Cut, copy, paste text

e Import standard (.txt) or formatted (.rtf) text files.

The teleprompter editor serves two main purposes:
1. Editing fixed text (see Fixed vs. Dynamic Text)
2. Editing and exporting dynamic text to timeline teleprompter markers (see Exporting Text
and Formatting to Teleprompter Markers).

Edit Mode Toolbar

Below is a summary of the edit mode toolbar button functions:

Function
Erase editor contents.

[od]
c
=
o
>

Import text (.txt) or formatted (.rtf) files. Note:
Formatted (.rtf) files can be created by document
editors such as WordPad and MS Word.

Standard cut, copy and paste functions.

Set font of selected text. Brings up text font setting
window.

Set color of selected text. Brings up color selection
window.

Set editor background color. Brings up color selection
window.

Applies teleprompter’s current format settings to all
teleprompter markers in currently loaded timeline.

Select horizontal alignment of selected text (left,
center or right).

Inserts a teleprompter marker into the currently open
timeline at the location of the time cursor (see
Exporting Text and Formatting to Teleprompter
Markers).

Opens Teleprompter Settings window.

Switch teleprompter back into display mode.



Exporting Text and Formatting to Teleprompter Markers

If you wish to divide up a larger piece of text across multiple teleprompter markers (song lyrics
are a great example of this) the best thing to do is to first load it into the teleprompter editor and
then export sections of the text to different markers.

This is done by first selecting a block of text, and then clicking on the ﬂ button. This will create
a new teleprompter marker and copy into it the selected block of text, including formatting.

Teleprompter Settings Window

The Teleprompter Settings window lets you set up the display mode behavior of the teleprompter
window.

Teleprompter General Settings

Teleprompter Settings |

General | Extemal Control |

Vertical Alignment

Left fright margin: II} _I:
Bl Top/battom margin: IEl _Ij

™ Show vertical scrollbars
¥ Enable timeline control

ok | cCancel | Hep |

Vertical Alignment Select the vertical alignment of all text in the teleprompter. This will only
take effect during display mode. Select from top, bottom, and center.
Bottom and center alignment works best if the teleprompter contains
only a single page of text.

Left/right margin Adjust the left and right margins of the teleprompter.

Top/bottom margin Adjust the top and bottom margins of the teleprompter.

Show vertical Check this box if you wish the vertical scrollbars to be available during
scrollbars display mode. If scrolling is controlled exclusively from external

controls, then scrollbars are probably not needed.

Enable timeline Uncheck this box if you do not want the teleprompter to be affected by
control timeline markers.



Teleprompter External Control Settings
Here you can set how teleprompter page scrolling will respond to external controls.

Teleprompter Settings x|

"Genersl Extemal Cortrol |

¥ Enable extemal control
Scroll control
’7 & Incremertal € Level
Select page-up source... | Threshold %
|MIDI_D‘I_CTHL_1]2-1 |5|}
Select page-down source .. | Threshald %
|MIDI_D1_CTHL_034 |5I}
Select gototop source. . | Threshald %
|I'U'IIDI_D1_CTF{L_025 |5|}
Select [evel ahl. | |N':'”E selected

ok | Cancel |  Hep |

Check the Enable external control box if you wish use external inputs (MIDI, etc...) to control
teleprompter page scrolling. Then select the desired Scroll control option, either Incremental or
Level.

Incremental scroll control lets you control page-up, page-down and goto-top from external
controls such as buttons on MIDI or PC joystick controllers. Click on the corresponding button
(Select page-up source, Select page-down source, Select goto-top source) and select the desired
external control in the Select External Control window. Then set the threshold value for each as
appropriate (see Understanding Threshold Values). Incremental control is best for scrolling with
foot switches or other MIDI devices.

Level scroll control lets you set the absolute scroll position using a MIDI slider or other external
level control. An input value of 0% scrolls the teleprompter to the top of the first page of text, while
100% scrolls it to the last page of text.



Teleprompter Settings x|

"Genersl Extemal Control |

¥ Enable extemal control
"Sc:'oll control

" Incremertal * Level
Select page-up source... | el 2
|None zelected Ij
Select page-down sounze, .. | Tl 2

|N0ne selected Ij

Select gota-top sournce... | TiFreshalt ez

|N0ne selected Ij

Select level ctl... I |I'U'IIDI_D1_CTF{L_DDB

ok | cancel | Hep |

Timeline Teleprompter Markers

Timeline teleprompter markers let you specify formatted text to be displayed in the teleprompter
window when timeline playback reaches the marker. To add a teleprompter marker, right-click on
the timeline time scale where you would like the timeline to be placed and select Insert

Marker >Teleprompter.

0:02:00.3

General Insert Marker

Teleprompter Select All Markers

Marker Settings

Goto Marker

This will insert a green, diamond-shaped teleprompter marker and bring up the Edit Teleprompter
Marker window.

Edit Teleprompter Marker

This resizable editor functions similarly to the teleprompter window opened in edit mode.




During timeline playback, as the time cursor passes over a marker, the text and formatting
associated with the marker are sent to the teleprompter, overwriting what is currently being
displayed.

The format settings of a new marker are always the settings of the last marker that was edited.
This makes it easier to maintain consistency in appearance when multiple markers are added
consecutively.

You can also apply the format of the currently opened marker to all teleprompter markers in the

timeline by clicking on the . button (see below).

Below is a summary of the teleprompter marker editor button functions:
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Function
Erase editor contents.

Import text (.txt) or formatted (.rtf) files. Note:
Formatted (.rtf) files can be created by document
editors such as WordPad and MS Word.

Standard cut, copy and paste functions.

Set font of selected text. Brings up text font setting
window.

Set color of selected text. Brings up color selection
window.

Set editor background color. Brings up color selection
window.

Applies this marker’s current format settings to all
teleprompter markers in the timeline.

Select horizontal alignment of selected text (left,
center or right).

Opens Teleprompter Marker Settings window.



Teleprompter Marker Settings

Teleprompter Marker Settings

General |

Vertical Alignment
& Top

£ Bottom
 Center

¥ Open teleprompter f closed
™ Close teleprompter

Left fright margin: ID _I:
Top/bottom margin: ID _Ij

X

o ]

Cancel | Hep |

Vertical Alignment

Left/right margin
Top/bottom margin

Open teleprompter if
closed

Close teleprompter

Select the vertical alignment of all text in the marker. This will only take
effect when sent to the teleprompter during timeline playback. Select
from top, bottom, and center. Bottom and center alignment works
best if the teleprompter displays only a single page of text.

Adjust the left and right margins of the teleprompter.

Adjust the top and bottom margins of the teleprompter.

Check this box and the teleprompter window will be automatically
opened (if not opened already) when this marker is reached. If
unchecked, the teleprompter will remain closed, if already closed, and

the marker text will not be displayed.

Check this box if you which this marker to close the teleprompter
window.

Linking Teleprompt Markers to Clips

(see Linking Markers to Timeline Clips)

Importing Lyric (LRC) Files
The teleprompter window is particularly useful for displaying lyrics to a song during playback.

Teleprompter markers can be placed at specific locations on the timeline to make sure the correct
lyrics are shown as the song plays.

An alternative to manually adding teleprompter markers for each line of the lyrics, VenueMagic
will allow you import standard Lyric (LRC) files. Lyric files are available from a variety of sources
(including the internet) and include not only the lyrics for a particular song but also timestamps
that specify where in the song different lines of lyrics should go.

If you have a lyric file for a particular song (for which you have an audio file), VenueMagic can
import the lyrics using the following steps:



Add the audio

PonNPE

clip for your song to a timeline audio track (see Audio Tracks).

Right-click on the audio clip and select Import Lyrics. This will open a file browser.
Locate and select the lyric file using the file browser and click Open.
In the Teleprompter Formatting window, setup the default formatting you would like for

the lyrics, then click OK.

Timeline markers are automatically added to the timeline that contain lyrics for the song, placed
at the proper times relative to the beginning of the audio clip. The markers are also linked to the
audio clip so that as you drag the clip around, the markers will move with it.

Importing Lyric Teleprompter Formatting

Teleprompter Formatting

Select Font | —Horizontal Alignment - Preview:
" Left
Select Text Color |

{~ Right

L Text Sample

Hariz. margin: I 0 _Ij —Vertical Alignment —

Vert. margin: ID _I: " Top
" Bottom
¥ Center

oK I Cancel |

Set up the default formatting for all teleprompter markers created from importing a lyric file. The
Preview window gives you a sample of how the text will look.

Select Font
Select Text Color

Select BG Color

Left/right margin
Top/bottom margin

Horizontal Alignment

Vertical Alignment

Click to bring up the font selector and setup the desired text font.
Click to bring up the color selector and select the desired text color.

Click to bring up the color selector and select the desired color for the
teleprompter background.

Adjust the left and right margins of the teleprompter.
Adjust the top and bottom margins of the teleprompter.

Select the horizontal alignment of all text in the marker. Select from left,
right, and center.

Select the vertical alignment of all text in the marker. Select from top,
bottom, and center. Bottom and center alignment works best if the
teleprompter displays only a single page of text.



Debugging Tools

MIDI Monitor

Real time monitoring and displaying of MIDI data from the default MIDI input device (see MIDI
Device Setup). This window is activated by selecting Tools: Monitor MIDI in the main menu bar.

Monitor Midi Messages

Channel | Midi Meszage D ata Field 1 D ata Field 2 ~
1 Contraller Controller-23 3

1 Controller Controller-23 9

1 Controller Controller-23 10

1 Contraller Contraller-23 12

1 Contraller Controller-23 13

1 Controller Controller-23 15

1 Controller Controller-23 16

1 Contraller Contraller-23 18

1 Contraller Controller-23 19

1 Controller Controller-23 21

1 Controller Controller-23 22

1 Contraller Contraller-23 23

1 Controller Controller-23 24

1 Contraller Controller-23 25 3

FPauze Clear list

Pause Pauses adding of MIDI messages to the list.

Clear list Clear all MIDI message from the list.

DMX Output Monitor

The DMX Output Monitor displays the current output values of all DMX channels for a selected
universe. It also lets you set channel levels directly using a simple command line interface.
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Close

Display Mode Settings

The Display mode settings let you select how you would like the channel information displayed in

the Channel display area.

Show As
Show 8

* Fizhue list
" DM map

The Show as setting lets you select the format of the display:
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Fixture List

Selecting the Fixture list setting shows all DMX fixtures
by name along with their respective addresses and level
values. Only DMX channels with assigned fixtures are
shown. All available universes are included in the list.
Sort the list by channel name or DMX address by
clicking either the Channel or Address column header,
respectively.

DMX Map

Selecting the DMX map option displays DMX channels
in multiple rows and columns, each cell-pair showing the
DMX channel number and current value.

(D= EE



The value cell is color-coded with the following meanings:

[iT7=NEE  Green indicates that this channel is
assigned to a fixture and not
overridden.

[GEEENIE Yellow indicates that the channel
has not been assigned a fixture.

[022=" D Red indicates that the channel is
locked into override mode and is
exclusively under the control of the
command line interface (discussed
below).

Show Level As
Show level az:

* Percent [%]
" DM byte

The Show level as setting lets you select whether DMX values are displayed as a percentage
value (0-100%) or as an actual DMX value (0-255).

Universe

Universe: |1 -

Select the currently displayed DMX universe. Only applies to the DMX Map display mode as the
List Fixture display mode shows all assigned DMX channels in all universes.

Show Override Channels Only
Check this box to show only channels lock in override mode. Works only in the DMX Map display
mode.

A channel is locked into override mode when the ch command has been used to set a DMX

channel value. While in override mode, a channel can only be controlled by the command line
interface. Unlock the channel using the cl or ca command. Important note: Closing the Monitor
DMX Output Channels window will not automatically unlock overridden channels. This must be
done explicitly as described.

Command Line Interface
The command line interface lets you set DMX channels directly using a simple set of commands.
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(3/21] 7
0K
[10/47]:
Command 025”50
response (227508

Command entry [510,16/50

Type commands into the Command entry box and press the Enter key. A response will be
generated and placed into the scrolling Command response box.

Command Syntax
DMX channel control commands are designed to perform operations over a single channel or
range of channels.

Specifying Channels
Specify a single channel using the syntax:

universe.channel

Examples:
1.5 - Universe 1, channel 5
2.512 - Universe 2, channel 512
10 - Universe 1 (default), channel 10.

Specify a range of channels with the minus sign (
sign (“+”). Examples:

1-10 - Universe 1, channels 1-10

3+5+9 - Universe 1, channels 3, 5, and 9.

55-90+2.5-2.15 - Universe 1, channels 55-90 and universe 2, channels 5-15.

) or several individual channels with the plus

Commands
The following commands perform operations on channels:

ch Set channel value. The syntax is:
ch channels/percent_value (set channels to percent value)
ch channels*dmx_value (set channels to DMX level)

Examples:
ch 22/50 (sets universe 1, channel 22 to 50%)
ch 1-7+9*128 (sets universe 1, channel 1-7 and 9 to DMX level 128.

The “ch” is actually optional. You can do the same thing with:
22/50 (sets universe 1, channel 22 to 50%)
1-7+9*128 (sets universe 1, channel 1-7 and 9 to DMX level 128.

Note that if ch is used, there must be a space before the channel.

Once a channel has been set to a value using this command, it becomes
locked into override mode and can be controlled only from the command line
interface. The DMX value cell(s) turns red indicating the override state.

lo2z- [

cl Use this command to clear the override lock from the ch command and
restore the channel to its former value. Examples:

cl 22/50 (clears lock for universe 1, channel 22)




cl 1-7+9*128 (clears locks for universe 1, channel 1-7 and 9)

Note that there must be a space between the ¢l command and the channel.

If the override lock is successfully cleared, the specified DMX value cell(s)
turns back to green.

loz2-

ca Clears override lock for all DMX channels currently locked. No channel
parameter is required.

cp Copies the current DMX level of a single channel to a range of channels.
The syntax is:
cp copy_channel channel_range

where copy_channel is the channels whose DMX value will be copied and
channel_range is a single channel or range of channels the value will be
copied to. Note that there is a space after the command and after
copy_channel. Example:

cp 5 12-20+30-40
(copy channel 5’'s DMX value to channels 12-20 and 30-40, all in universe 1)

DMX Input Monitor
(VenueMagic DMX+AV only)

This window provides real time monitoring of DMX input levels received from the device selected
in the DMX Device Setup window.

Monitor DMX Input Channels

Show level as:

" Percent (%)
i DMX byte
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Show level as  Select Percent (%) to show level as a value from 0% to 100%. Select DMX
byte to show as a DMX value from 0 to 255.



Serial Input Monitor
(VenueMagic DMX+AV and above only)

This window displays serial data received from to the selected port and also lets you send
commands directly out the same port.

Selectport: |upPPort ~|
Recelved;:ata ightning1[CR]
(blue) Lightning2[CR]

MainVolume=45[CR]
MainLampLevel=100[CR]

Command sent unTest

(red)

Activity monitor ———————__|

Command ent
Y e

[ show raw data

[ Pause ][ Clear list }./ Append CR on Send

The activity monitor shows data received in blue, and commands sent from this window in red. To
send a command out the serial port, click in the command entry field to show the cursor, and then
enter the command. To send the command, hit the Enter key or click on the Send button.

Select port: Select the serial port to receive data from.
Pause Pause the display
Clear list Erases the contents of the display.

Show raw data If unchecked, single serial command strings (see Serial Input Commands)
terminated by a carriage return <CR> are displayed on their own line as they
are received. String is not displayed until <CR> is received.

If checked, all data is displayed as received. Control characters are shown by
their ASCIl mnemonic inside square brackets (‘[ 1”). (See Serial Event
Properties for a list of ASCII mnemonics).

Send Transmit to the selected serial port the command entered into the command
entry field. After a command is sent, the command entry field is cleared.

Append CR on Check this box and a carriage return (ASCII 13) is appended to the command
Send string before being sent to the serial port.

Event Status
(VenueMagic SC+ and above only)



Show events from:

Time to trig Cond. state  Trig. state Delay it
N S e iccedGM | cvent e
_ Active timelines
Event scheduler

Reset Events

Refresh List

Multi-Furent

VenueMagic events can be triggered from several places, namely:

Timelines Event Tracks
Event Table

Event Scheduler

Cue Buttons

Serial Control

Keeping track of all these events—their sources, condition state and trigger state—can be a
monumental task while developing and debugging a show.

The Event Status window simplifies this by providing real-time updated event status information
for all events in the event table, active timelines and the event scheduler. This color-coded list
provides useful information about the status of events, and their conditions and triggers in a
manner that is clear and (with a little experience) easy to understand. For convenience, the Event
Status window can remain open while you are doing other things with your project.

Event Status List

The event status list contains five columns with information as described below. Each column can
be sorted by clicking on the column header. Click on the header multiple times to sort by that
column in ascending or descending order.

Columns

Event A description of the event.

Source Where the event resides: Timeline, Event Table or Event Scheduler.
If it resides on a timeline, the name of the timeline is included.

Time to trig For timeline and event scheduler events this column displays the
number of seconds before the event is executed on a flashing green
background. For event table events, it shows the update interval for
the event (see Event Trigger Settings).

Cond. state The current state of the trigger condition (see Event Conditions) :

TRUE (light green b.g) — trigger condition is true.
FALSE (dark green b.g.) — trigger condition is false.



Disabled (dark gray b.g.) — event has been disabled for playback.

A TRUE value indicates that the all of the conditions set in the Event
Conditions are true. In this state, the event has either already
triggered, or it is waiting for its time to come up. This value is not
affected by the state of the actual trigger.

Trig. state The current state of the events trigger:

Waiting (dark yellow background) — event is reset and waiting for the
next trigger.

Triggered (light green b.g.) — event has triggered and is waiting to be
reset.

Disabled (dark gray b.g.) — event has been disabled for playback.

(see also, Event Trigger Settings).

Delay If an event has been setup with a non-zero delay time, this column
will show is the current delay countdown of the event’s triggering.

Reset Events Click this button to reset all of the selected events with manual-mode
triggers (see Event Trigger Settings).

Refresh List Updates the list with the currently active events—specifically the
timeline events.

Which Events Are Shown

Event table and event scheduler events are automatically added to the Event Status list when the
window is opened. Events that are added to the event table and event scheduler while the Event
Status window is opened are automatically added to the list when they are created.

Timeline events appear in the window when a timeline is activated (i.e.: when playback begins)
and will remain in the list even after the timeline has become inactive (playback stops). Events for
inactive (non-playing) timelines can be removed from the list by either clicking the Refresh List
button, or by closing the timeline.

The Show events from checkboxes filter which event sources are represented.

For convenience, the Event Status window can remain open while you are doing other things with
your project.

Watch Inputs
(VenueMagic DMX+AV and above only)

Select Tools ?Watch Inputs from the main menu to open the Watch Inputs window.



Ve Watch Inputs >

Watch Item Value Add...

Remove

Cloze

This handy little debugging tool lets you monitor selected external inputs in real-time. Its operation
is really quite simple. Click the Add button to bring up the Select External Control window and
select an external input. The selected input is added to the watch list. Click Remove to remove
selected items from the list.

Changing Variable Table Values

If the selected watch item is a Variable Table variable, you can click the Set Var button (or
double-click on the variable in the list) to open the Set Variable Value window. From here you can
enter a new value to be assigned to the variable.

Set Variable Value
Enter a new value for the selected variable and click OK.

Set Variable Value x|

Mew value: Cancel

i

Scripts

Scripts are plug-ins that add features and capabilities to VenueMagic. Scripts may include:
e Macros for automatically configuring a project or timeline.

Interfaces to hardware provided by other manufacturers.

Special real-time playback effects.

Keys to unlock certain VenueMagic internal features.

Special customized functions.

Future versions of VenueMagic will allow users to create their own scripts using a built editor. For
now, scripts are available for download only from the VenueMagic website
(www.venuemagic.com).



http://www.venuemagic.com/

Importing Scripts
Once a script has been downloaded, it can be imported by right-clicking on the Script folder in the
Project Window and selecting Import Script.

Add Folder

Import Script

Locate the desired script in the file browser and click Open to import the script into the Script
folder. Importing a script will also install any additional files required by the script.

Registering Scripts

Some scripts are available for purchase and must be registered online before they can be used.
After importing a purchased script, double-click on it to begin the registration process, and follow
the instructions on the screen.

Getting Help for a Script

ScriptInfo
Add DMX Sliders

Rename

Remove from Project

Properties...

Most scripts come with their own built-in help documentation. You can activate this by right-
clicking on a script and selecting Script Info.

Running a Script

Scripts can be run from the Project Window by right-clicking on the script in the Script folder. In
most scripts there will be a single menu option below the Script Info option that will execute a
script function.
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Script Info
Add DM Slders Script Function

Rename

Remove from Project

Properties...

Certain scripts can also be executed by Script Command event.

ShowNodes

(VenueMagic SC+ only)

ShowNodes is hardware that provides I/O and standalone playback of timelines and video for the
VenueMagic Show Control Software. ShowNodes connect directly to a local area network via
Ethernet and can be programmed remotely by VenueMagic. Once programmed, ShowNodes can
function autonomously without any connection to VenueMagic.

Note on nomenclature: The term ShowNodes (always plural) refers to the overall technology and
architecture used for the communication and control of multiple devices on the network. Each
ShowNodes hardware device is called a node or a ShowNodes device. VenueMagic’s role in the
ShowNodes architecture is that of ShowNodes Programmer or ShowNodes Master.

VenueMagic performs all ShowNodes operations through the ShowNodes Manager. Enable
ShowNodes in the Supported Devices tab of the Setup Devices window by checking the box next
to the ShowNodes device in the list. Then, from the main menu, select Devices >ShowNodes
Manager to open the ShowNodes manager.

With ShowNodes enabled, a number of VenueMagic property windows are added or modified to
accommodate the assigning of VenueMagic functionality to nodes. Below are links to the new
windows:

Timeline ShowNodes Settings
Add Channel Route Window
Event ShowNodes Window
Variable Properties Window

External Input Channel Settings and Processing

External inputs from ShowNodes devices can have special scaling and settings applied to them
when used by VenueMagic. However, ShowNodes themselves ignore these settings (see Input
Channel Settings Window).

Node Detection

When a new ShowNodes device is detected on the network, VenueMagic responds by opening
the ShowNodes Action Required Window. This window offers the user choices on how the newly
detected node should be handled.

Detecting another VenueMagic on the Network
Only one instance of VenueMagic at a time can run ShowNodes on the same network. If
ShowNodes is enabled in your project, it will check for another VenueMagic running ShowNodes



on a different computer on the network. If it finds one, a pop-up message will warn the user and
all ShowNodes functionality will be suspended until the other VenueMagic is shut down or its
ShowNodes is disabled. While suspended, the ShowNodes Manager title bar will read:
“YenueMagic ShowNodes Manager — SUSPENDED”. When the other VenueMagic has been
disabled, the title bar will return to: “VenueMagic ShowNodes Manager” and ShowNodes will be
fully functional.

ShowNodes Action Required Window
Action Event —"—

Details:

A new, uninitialized ShowNodes device was found at 192. 168. 1.60.
Please select an action from the choices below.
Action Event — ™

Details
Select action
@ Initialize as a new node [ Apply to al
Replace an existing node
(must be unlinked or
User- — disconnected)
Selected *) Ignore for now

Action

— e — — 4

When ShowNodes detects a new node on the network, the ShowNodes Action Required
window pops up automatically (by default) to inform the user and provide options for possible
actions. This window has three sections:

Action Event Window
This section gives you a quick summary of what was detected. In most cases it will show
something like this:

Other messages may pop-up in this window depending on whether or not the detected node is
factory initialized, or if it appears to have been part of another project.

Action Event Details
This section gives a more detailed description of what was detected and gives you instructions
about what should be done next.

User-Selected Action
Here the user selects what should be done with the newly detected node:
e Initialize as a new node: Node is initialized as a new node and added to the ShowNodes
Manager’s Nodes list.
¢ Replace an existing node: If this option is selected, the user is presented with a list of
nodes that have already been added to the project but are currently disconnected or
unlinked. Nodes in this list will always be of the same HW Type as the newly detected node.
If there are no qualifying nodes available for replacement, this option is not available.



Select action

() Initialize as @ new node
Replace an existing node

@) {must be unlinked or ‘ v'
disconnected) SN 34370236

() Ignare for now SN_757665417 |

Once a node has been selected for replacement, click OK and the new node will be
configured to replace the selected one. This includes downloading all timelines, audio files,
etc...

e Ignore for now: This option tells ShowNodes to do nothing with the node for now. It will
appear as “Unassigned” in the Node list of the ShowNodes Manager and the user can get
back to setting it up later by using the Assign option in the Node Actions Menu.

This first and third options (i.e.: Initialize and Ignore) also give you the option to apply the same
action to all nodes that have currently been detected.

(@ Initialize as a new node

Once an action has been selected, click OK.

ShowNodes Manager

Modes: Mode Information: I
MNode Mame Mode #  Address Status Settings |Ca|:|s | Ijo | Status I Faults I Playback I Events I Variables|
Property Value
SN_34270286 003 192,168,161 = Version ~
SN_663072112 002 192.168.1.62 Serial # DODOD0DD16 0
SN_882250052 004 192.168.1.63 HW Type Show Controller DIO-16 Nods
SN_757665417 005 192.168.1.60 W Cods RP-PFCTRL E

W e 1.00.00
1.00.01 e
FW Ver (ShowModes) 1.00.15
- General
MNode Name DevhNode
Enable Node Yes
Audio Mixing On
Requires Master Mo
Run as Master Mo il
[ Suspend Netwark Output

The ShowNodes Manager provides the tools and functions required for setting up, programming,
monitoring and troubleshooting node devices. The ShowNodes Manager has two main sections:
the Nodes list and the Node Information tabs.

Nodes List
The Nodes list shows all nodes recognized by the currently loaded Venuemagic project. Each row
in the list has the following columns:

Node Name A user provided name to uniquely identify the node. By default, this will be the
string “SN_" followed by the serial number of the node. The node name can
be changed in the Node Name field in the Settings tab.

Node # This is a unique number that the ShowNodes manager assigns to each node




when first detected and initialized.

Address The current IP address of the node, if connected. If the node is not detected,
then this column contains the last known IP address.

Status This displays the current status of the node and can be one of the following:

Not Detected Node is part of the project but has not been detected
on the network.

Lost Connection Node was previously connected but connection was
lost.

_ Node has been disabled in Settings Tab.

Running Node is functioning properly and ready to go.

Playing Node is playing one or more timelines. None of the
timelines have audio.

eV Ao Node is playing one or more timelines. At least one
timeline is playing audio.
This is a new node that has not been assigned to the
project yet.

If the Running, Playing or Playing (w/Audio) status is displayed with a red
background, then an error has occurred in the node. You can view errors by
clicking on the Faults tab.

The checkbox next to each node lets you enable or disable the nodes execution of timeline, event
table events and the handling of channel routing. For example, If a timeline is assigned to a node,
and a cue button is assigned to run that timeline on the node, un-checking this box will cause
VenueMagic to run the timeline in the Cuelist rather than send the command to the node.

As another example, if an event table event were assigned to a node to run a timeline on that
node, un-checking this box does two things:
1. Tells VenueMagic to handle the event through its own event table.
2. Tells the node not to trigger any event table events. In the node, this is called Bypass
Mode and is discussed more in the Status Tab section below.

Similarly, channel routing assigned to a node is also bypassed and handled by VenueMagic when
the box is un-checked.

This checkbox is useful in troubleshooting node operations by temporarily offloading some
functions to VenueMagic.

Node Information Tabs
This section contains several tabs for displaying information about one or more nodes selected in
the Nodes List. Click a link below to get more information about the associated tab.

Settings Tab

Caps Tab
1/O Tab

Status Tab
Faults Tab

Playback Tab
Events Tab




Variables Tab
Node Manager Main Menu
Click on a link below for more information on the ShowNodes Manager’s main menu options.

Node Actions Menu
Tools Menu

Suspend Network Output

Check this box to disable all ShowNodes network output. This is a good way to disable
ShowNodes on the current computer to allow ShowNodes to run on another computer on the
same network (see ShowNodes - Detecting another VenueMagic on the Network).

Settings Tab

The Settings tab provides access to settings stored on the node that can be modified by the user.
These settings can apply to one or more nodes selected in the Nodes list. If multiple nodes are
selected, then only some of the settings will be available.

Settings |Caps |1/0 | Status | Faults | Playback | Events | variables
Property Value
-| Version -
Senal # 0000000016
HW Type Show Controller DIO-16 Node
HW Code RP-PFCTRL
HW Version 1.00.00
FW Ver (HW 1.00.01
FW Ver (ShowNodes 1.00.16
-I General
Node Name DevNode
Enable Node Yes
Requires Master No
Run as Master No E
=/ Peripheral Channels
DMX-Out Settings
DMX-In Settings
DMX-Out Mode Receive Only
- Run-time
Channel Routing On
Timelines On
Events On
Event Table On
Event Scheduler Off
Seral Events Off
Scripts Off
Output Calibration Off -

The following settings are defined by section:



Version
This information cannot be modified by the user.

Serial # The serial number of the node.

HW Type The node’s hardware type description.

HW Code A hardware-specific code used internally for identifying the
hardware.

HW Version The version of the hardware within the scope off the HW
Code.

FW Ver (HW) | The current version of the firmware as it relates to specific
I/O or controller hardware. This is separate from FW Ver
(ShowNodes) version because different hardware types
may get new firmware upgrades while the ShowNodes core
firmware remains unchanged.

FW Ver This is the current version of the ShowNodes node’s core

(ShowNodes) | firmware.

General
These can be modified by the user.

Node Name Sets the name of the node. This can be any string of up to
32 characters.

Enable Node | Enables/disables node. When a node is disabled, it cannot
run timelines or respond to events.

Requires By default, nodes all behave independently at startup. If this

Master is enabled, a node will go through several stages at startup
which are coordinated by a master node. This ensures that
all similarly configured nodes are ready to go before
timelines are executed by the master node.
Currently, only VenueMagic can function as a master node.
However, it is usually best to leave this setting at No.

Run as If a node has the ability to function as a master, use this

Master setting to enable that capability.

Node: Currently, only VenueMagic can function as a master
node.

Peripheral Channels

These settings can be modified by the user if feature is available in node.

DMX‘O“t Click on this setting, and then click the = button to open the
Settings Node DMX Settings window for DMX output.

DMX"“ Click on this setting, and then click the = button to open the
Settings Node DMX Settings window for DMX input.

DMX-Out If a node has DMX capability, it can control its own DMX




Mode output but can also merge in DMX control from VenueMagic
or from other nodes. A node will not output DMX to other
nodes unless this setting is set to Transmit & Receive. If
the node does not need to control DMX in other nodes,
leave this setting at Receive Only. This will reduce network

traffic.
Run-time
These settings can be modified by the user if the feature is available to the node.
Channel Enables/disables channel routing for the selected node(s).
Routing
Timeline Enables/disables timeline playback for the selected node(s).
Events Enables/disables timeline events table for the selected
node(s).

Event Table Enables/disables the event table for the selected node(s).

Event Enables/disables the event scheduler for the selected
Scheduler node(s).

Serial Events | Enables/disables the serial events for the selected node(s).

Scripts Enables/disables script execution for the selected node(s).
Output Enables/disables output calibration function for the selected
Calibration node(s).

Once settings are changed, they can be sent to the selected node(s) by either clicking off the
selected node(s) or by clicking the Apply button.

Node DMX Output Settings

These settings are for the node’s own DMX output. It does not affect DMX output to other nodes.

r
Node DMX Settings X
Node DMX universe:

Property Value
= DMX-Out

Enable Universe Yes

Map to Universe 1

DMX Start Channel | 1
DMX End Channel | 512




Node DMX Universe

Select the DMX universe within the node that will affect
the following settings.

Enable Universe

Enables/disables the currently selected DMX universe.

Map to Universe

Specifies what universe the selected node universe will
appear as to VenueMagic and to other nodes set up to
control DMX. For example, suppose that the selected
Node DMX universe were 1, and this parameter were set
to 2. To VenueMagic, this node would be controlled
through universe 2.

Important Note: This setting will allow universe settings
from 1 to 32. However, you are still limited by the number
of DMX universes your current version of VenueMagic
has available.

DMX Start Channel
DMX End Channel

These let you set the range of DMX addresses that the
node will control. DMX channel commands outside of this
range will be ignored.

Node DMX Input Settings

.
Node DMX Settings ==

Mode DMX universe:

Property Value
= DMX-In
Enable Universe N
Map to Universe 1
DMX Start Channel | 1
DMX End Channel |1

Cancel

Node DMX Universe

Select the DMX universe within the node that will affect
the following settings.

Enable Universe

Enables/disables the currently selected DMX input
universe.

Map to Universe

Specifies what universe the selected node universe will
appear as to VenueMagic and to other nodes set up to
input DMX.

Important Note: This setting will allow universe settings
from 1 to 32. However, you are still limited by the number
of DMX input universes your current version of




VenueMagic has available. Currently, VenueMagic allows
only one DMX input universe.

DMX Start Channel These let you set the range of DMX addresses that the
DMX End Channel node will input and make available to VenueMagic and
other nodes. DMX channels received outside of this
range will be ignored.

Caps Tab

| Settings | Caps |IID I Status I Faults I Playback I Events I Variablesl
Capability Available
DMX output universes 1
DMX input universes Mone
Audio channels 1
Video channels Mone
Serial ports Mane
MIDI ports Mone
Timelines Yes
Events fes
Event table Yes
Event scheduler Mo
Channel routing fes
Variable table Yes
Scripts Mo
Date ftime clock Ma
Audio mixing Yes
File system fes
Can be master Mo

This tab displays which capabilities are available for the currently selected node. Only a single
node may be selected for this tab. The capabilities should be self-explanatory.

I/O Tab

| Settings I Caps | Ijo |Siﬁh..|5 I Faults I Playback I Events I Variab|e5|

Channel Lewel i

Inputs B
Digital1
Digital2
Digital3
Digital4
Digitals
Digitals
Digital?
Digitala
Outputs
Digitall
Digital2
Digital3
Digital4
Digitals
Digitals
Digital?
Digitals




Displays the status of digital, analog and DMX 1/O for the selected node. Digital I/O is displayed
as a color (dark gray = off, light blue = on). Analog displays a number from 0 to 100%. Settings
for this tab are available in the ShowNodes Manager Settings window.

Status Tab

| Settings I Caps I Ifo | Status |Fau|ts I Playback I Events I Variablesl

Item

Timeline playback enabled
Event table enabled
Channel routing enabled
Transmit inputs enabled
Transmit outputs enabled
Local outputs enabled
Local inputs enabled
Media playback enabled
Output calibration enabled
Extern Output control enabled
[ Bypass mode enabled

Status

Each node gives you the ability to temporarily disable certain capabilities remotely using the
Status tab. The checkbox allows you to enable/disable the associated capability. The status
column lets you know if that capability is currently enabled (Yes) or disabled (No). If the selected
node does not have a specific capability, it is reported as disabled (No). Any changes to these
settings are discarded when the node is reset or powered off.

Timeline playback enabled

Controls/displays the node’s ability to play timelines. If
unchecked while a timeline is playing, the timeline is
stopped.

Event table enabled

Controls/displays the node’s event table.

Channel routing enabled

Controls/displays the node’s channel routing function.

Transmit inputs enabled

Controls/displays whether or not a node can report the
state of its inputs to VenueMagic or to another node.

Transmit outputs enabled

Controls/displays whether or not a node can control
outputs on another node.

Local outputs enabled

Controls/displays whether or not a node can control its
own outputs. This does not affect DMX output.

Local inputs enabled

Controls/displays whether or not a node can receive input
from itself.

Media playback enabled

Controls/displays whether or not a node can play media
files (audio, etc...).

Output calibration enabled

Controls/displays the status of the node’s output
calibration function (see ShowNodes Output Calibration).

Extern Output control enabled

When checked, the node’s outputs (including I1/O, DMX)
can be controlled from an external source (i.e.:
VenueMagic or another node). When unchecked, external
sources cannot control node outputs; only the node can




control its outputs.

Bypass mode enabled Bypass mode tells the node not to trigger events or handle
channel routing assigned to that node. VenueMagic will
handle these instead. This flag is tied to the checkbox for
each node in the Node List (see ShowNodes Manager).
When that checkbox is checked, Bypass mode is disabled.
When unchecked, Bypass mode is enabled. Enabling
Bypass mode also disables the Event table and Channel
routing on the node.

Since this mode is only relevant while testing under
VenueMagic, it is automatically disabled at any time the
node no longer detects VenueMagic on the network.

Faults Tab

| Settings I Caps | Ijo I Status | Faults |Playback I Events | Variables

Mode Fault

DMY device fault
DMX device fault
DMX device fault
DMY device fault

Clear Faults

This tab displays any faults or errors that have occurred in the selected node(s). For more detail
about a fault, open a Node Terminal to the node, type the command “errs” into the command
pane of the Terminal window, and press the Enter key.

Click the Clear Faults button to reset faults on the selected node(s).

Playback Tab

|Settings I Caps I Ijo I Status IFauIts | Playback |Events I 'u'ariables|

Cue Name Time Status

SNAudioLong 11.83 Play(Ba)
VarIncTest 0.63 Loop(BG)
SNAudioTest 3.76 Play(Ba)
SMAudioTest 3.70 Play(BG)
SMAudioTest 1.46 Play(BG)
SNAudioTest 1.40 Play(BG)

Displays the timelines playing in all selected nodes, including play time and status. The Status
column displays the same messages shown in the Status column of the VenueMagic Cuelist. You




can control playback of one or more timelines in the Playback tab by first selecting the desired
timelines, and then right-clicking on one of the selections to open the Playback tab menu.

Cue Name

SNAudioTest

snaud ~— Pause
SMAud Resurmne
SNAud Stop
SMAud

End Loop

This menu offers the same functions available to the VenueMagic Cuelist.

Events Tab

|Settings I Caps I 1jo I Status IFauIts IPIaybackl Events |'u'ariab|es|

Event Cond Trig
Showhodes Command
AudioTest1
ExtSourceTest

Reset Event Group:0

For nodes with populated event tables, this tab displays the status of those events for all selected
nodes. This information is subset of what is shown in the VenueMagic Event Status window.

Event The name of the event as specified in the Event Table.

Cond Shows the state of the condition (or conditions) that trigger
the event.

Trig Shows the current trigger state of the event.

You can right-click on one or more selected events to bring up the Events tab menu:

Event

Showhodes Command

Run Event
ExtSourceTest R ri
Reset Event Grou, eset Trigger

Run Event Immediately executes the selected events, regardless
of the current state of their conditions.

Reset Trigger | Events that are set up for Manual Trigger Mode can be
reset by selecting this option.




Variables Tab

| Settings I Caps I Ijo I Status I Faults I Playback I Events | Variables [

Variable Value
Varl 24
Var2 43
MyVara2 0
MyVaral u]
SMStatel 3325
ShState2 0

Selected node(s) with populated variable tables will display their variables, along with the current
value of these variables, in the Variables tab.

Variable
Var2 Set Value |
MyVarA2

Change the value of selected variables by right-clicking and selecting Set Value to open the Enter
Variable Value window.

-

Enter Variable Value

T
_—
g o ]

[ ]

Value:

Key in the desired value and click OK to send that value to all selected variables.

Important note on ShowNodes variables: VenueMagic variables usually hold values from 0 to
100. ShowNodes variable table variables hold values from 0 to 65535. There is no translation
between VenueMagic and ShowNodes variables. Whatever you enter here will be sent to the
variables unmodified.

Node Actions Menu

Assign
Build & Upload...
Restart

Power Down

Delete Undetected Modes
Unlink Modes

Zero Node Cutputs

This menu provides operations that can be performed on one or more nodes.



Assign

If a node has not yet been initialized, it will appear as “Unassigned” in the
Node list of the ShowNodes Manager.

| <Unassigned = M/A

192,168, 1.60

Select the node in the list and then select the Assign menu options to
bring up the ShowNodes Action Required Window, where you can assign
the node so that it becomes officially part of the project.

Build & Upload

This options opens the Build & Upload Project Files window, which
handles exporting and uploading all node files, including timelines, audio,
channel routing, event tables and others.

Restart

Restarts the selected nodes, or all nodes if none are selected.

Power Down

Turns off selected nodes or all nodes if none are selection.

Delete Nodes that are unlinked or currently undetected can be removed from the

Undetected project using this option. This also removes any fixtures associated with

Nodes the deleted nodes.

Unlink Nodes Unlinking nodes is a way of disconnecting the hardware from the project
without actually deleting node information. For more on this, see
Unlinking Nodes.

Zero Node Zeros all outputs (I/0, DMX) on the node.

Outputs

Some of these menu options are also available by right-clicking on a selected node (or nodes) in

the Node list of the ShowNodes Manager.

Nodes:

Node #
ool
o4
002

MNode Name
DevMNode
SN_882260052
SN_669072112

Address

192.168.1.12
192.168.1.63
192,168, 1.62

Status

wnning
] g

 ETE
<Un

Assign...
Restart Node

Unlink Node

Build and Upload...

Delete Undetected Node

-




Tools Menu
Tools
Manager Settings...
File Manager...
Upload Status...
Log...

Update Firmware...

Export Mode Assignments

Import Mode Assignments

Mode Assignment Wizard...

Mode Report

This menu provides additional tools for working with nodes and the ShowNodes Manager.




Manager Settings Opens the ShowNodes Manager Settings window which provides options
for configuring parts of the ShowNode Manager.

File Manager Opens the ShowNodes File Manager window which manages all node
files.
Upload Status Opens the Uploading ShowNodes Files window, which monitors the

uploading of project files to nodes.

Log Opens up a log displaying ShowNodes Manager activities. The use of
this window is not covered in this manual.

Node Assignment A tool that assist in assigning VenueMagic project components (timelines,
Wizard screens, events, etc...) to ShowNodes. Opens

Update Firmware Opens the Update ShowNodes Firmware window, which is a tool for
loading new firmware into the nodes.

Import/Export Node | These options let you import and export node assignments across
Assighments VenueMagic projects. See Sharing ShowNodes Setup across Projects.

Node Report Creates a report of all nodes listed in the ShowNodes manager. Report
is exported as a text file and opened in Notepad.

Sharing ShowNodes Setup across Projects

If you have a project with node assignments that you would like to share with another project, you
can export the existing node assignments in the current project by selecting Export Node
Assignments in the Tools Menu of the ShowNodes Manager. Selecting this option will open a
file browser where you can enter a file to receive the configuration.

Later, when you have created a new project that will use the same node setup, select Import
Node Assignments from the same menu and then select the file you previously exported.

The node assignment file only contains basic information on each node. It does not include
information on timelines, events, channel routing, or any other project-specific settings. The file
simply tells the project that the nodes exist and what their node #'s are.

Important note on node sharing: Sharing nodes across projects can be tricky. When you switch
from one project to another, it is necessary to do a forced export and upload of all project files to
prepare the node for the current project When you switch back to the previous project, you must
do the same. (See Build & Upload Project Files).




ShowNodes Manager Settings

ShowModes Manager Settings > ShowModes Manager Settings ¥
Node Detection  1jO Monitor  Zones MNode Detection  L/O Monitor  Zanes
[15how alert when new node detected, | Enable 1/0 monitor update me
Display:
Inputs
Outputs
[] oM Inputs
[] oM outputs
Cancel Help Cancel Help
ShowMNodes Manager Settings d

Mode Detection  IfO Monitor £ones

Manager's active Zone: :

Detected devices notin Zone 1:

Node Mame Zone Address
REG V51 0 192.168.1.100
REG V51 0 192,168.1.123

Set Zone

Cancel Help

These settings affect certain aspects of ShowNodes Manager behavior.

Node Detection

In the Node Detection Tab, you can specify the behavior of the ShowNodes Action Required
Window. By default, the Show alert when new node detected box is checked. This causes the
Action Required window to pop-up automatically whenever a new node is detected. When
unchecked, newly detected nodes are added to the Nodes list of the ShowNodes Manager as
“Unassigned”. There they wait for the user to assign them explicitly using the Assign option of
the Node Actions Menu.

I/0 Monitor

The 1/0 Monitor affects only the /O Tab of the ShowNodes Manager. Check the Enable Monitor
Updates box to turn up the updating of the 1/0 Tab. Then enter an update rate in milliseconds.
The Display group selects which 1/O is displayed:

[ Inputs | Show all digital and analog inputs. Does not include DMX. |




Outputs Show all digital, analog and PWM outputs. Does not include DMX.

DMX Inputs Show all DMX inputs.

DMX OQutputs | Show all DMX Outputs.

Zones
It is possible to run multiple ShowNodes projects independently at the same time on the same
network by assigning the nodes to different zones.

The Manager active Zone field specifies which zone the ShowNodes manager is currently
connected to. All ShowNodes in any other zone is ignored.

The Detected devices not in Zone list shows all detected nodes not in the specified manager

zone above. You can change a node’s zone by selecting it in the list and clicking Set Zone.
Then select a new zone for the node.

~hin odes bananer Settinne

ShowMNode Zones 4
-
Select ShowNodes Zone: =
Cancel

Detected devices not in Zone 1:

Mode Name Zone Address
REG W51 0 192,168.1.123
REG W51 0 192.168.1.100
Set Zone
0K Cancel Help

Build & Upload Project Files

Build & Upload Project Files >
[ Force rebuild
[ |Force upload Cancel

[ ] currently loaded timelines only

Action Modes
(®) Upload to node ol
() Export to folder ... (®) Selected only
FW Update

This window handles the exporting and uploading of project files to nodes. It is opened by
selecting the Build & Upload option of the Node Actions Menu.




Whenever a change is made to something in the project that needs to be sent a node, a flag is
set so that the ShowNodes Manager always knows what files need to be rebuilt and uploaded to
what nodes. The Nodes list in the ShowNodes Manager window identifies nodes that need
uploads by placing and asterisk (“*”) in front of the node’s name and painting the background
yellow.

Nodes:
Nod g Node Name Node # Address Status
ode needs — Ny :
files built and V| *DevNode 001 192.168.1.12 _
uploaded V| SN_882260052 004 192.168.1.63

Select All in the Nodes group to allow ShowNodes to decide which files need to be uploaded to
their nodes. This is usually best. However, if you wish to upload to selected nodes only, pick the
Selected only option.

Checking Force rebuild will force an export of node files (all or selected) and then upload them,
regardless of whether ShowNodes believes they need to be. Normally this should not be
necessary. However, if for any reason the user suspects that files have not been properly rebuilt
and uploaded, the forced-rebuild option is available.

If the user is certain all files have been exported but is not sure that they have been properly
uploaded to nodes, check the Force upload box. This saves time by not requiring a re-build first.

If you wish to force-rebuild only the currently opened files, check Currently loaded timelines
only. Otherwise, ShowNodes will open and rebuild all timelines.

Click the OK button to start the process. It will begin by exporting required timelines, audio, event
table and other files. When it has completed this phase, the Uploading ShowNodes Files window
is opened to monitor the uploading of files to their respective nodes.

Exporting ShowNodes Project to a Folder

Rather than export a project and upload it immediately to a ShowNodes device, you can also
export all project information to folders which can then be placed on a USB flash stick for directly
programming a node without connecting to it via VenueMagic by inserting the flash stick into one
of the node’s USB ports. The steps below explain how this can be done.

Action

() Upload to node

[ ]Pw Update

1. Inthe Action group, select Export to folder, then click the """ button to bring up a folder
browser.



Browse For Folder >

Select Export Folder

I Desktop -
w || Documents

Custom Office Templates
GitHub
ShowMNodeChM4 Images
ShowModes Flash Files
VenueMagic
Visual Studio 2008

“. Downloads

J’) Music

| Pictures

E Videos

Local Disk (C:) M

Make New Folder Cancel

2. From the folder browser, select a folder or create a new one by clicking Make New

Folder, then click OK.
3. If you would like to include a ShowNodes firmware update as part of the export, check

the FW Update box and click the associated """ button to select the firmware update file.
Please note that VenueMagic will not perform a firmware version verification as it does in
the Update Firmware window so be careful not to export an earlier update file (unless
that's what you want to do).

4. Click OK in the Build & Upload Project Files window. After a few seconds (or possibly
minutes) of processing, the following message will pop up, which will tell you where the
export files were created:

VenueMagic hd

Files successfully exported to folder:
ChUsers\ESGT\Documents\ShowModes Flash
Files\WrathOfPele_SMExport

5. Open a browser to the folder that was created. You

v ShowNodes Flash Files «——— User-specified folder
v WrathOfPele_SNExport «——— Exporter-generated folder for this project (in this case “WrathOfP

SNEX001
} > Exporter-generated folders for each exported node

-

SNEX002
SNEX003

6. At the lowest level, multiple folders are created using the naming convention:



SNEXn

Where n is the Node # in the node list of the main manager window, zero padded to 3
digits. These folders each contain all of the project files for the specified node. Note:
each filename is encoded with a prefix that tells the node where the file should go.

Loading a Node from a USB Flash Stick
(Available only for ShowNodes version 1.00.63 and above)

Follow these steps to load a node with a project from a USB flash stick.

1.

Copy the appropriate SNEXn folder above into the root folder of a USB flash stick. Note:
only one SNEXn folder can exist on the root folder. If you need to load multiples nodes
with different Node #’s, you must use different flash sticks.

While the node is running, insert the flash stick into an available USB port on the node.
Within a second or two, any active timelines should shut down and the node will restart.
After the node restarts and the new show is running, remove the flash stick from the USB
port.

If you included a firmware update file in the exported file, it will be necessary for you to
restart the node again for the update to take effect.

Uploading ShowNodes Files

Uploading ShowNodes _

]

File Destination Status m
EventTable.dat DevNode:Events Table
VarTable dat Devhode:Variable Table 3
VarlncTest. Devhode:Timelines 3
ChRoutes.dat DevMNode:Channel Routing m
SNAudioTest. H Devhode:Timelines m
SNAudioTest.waw Deviode: Audio m
SMAudioLong. DevMNode:Timelines m
SNAudioLong. wav Deviode: Audio m il
P R TP W B o -, |

o

o

This window monitors the progress of uploading files to their respective nodes. For each file to be
uploaded, the list shows the following:

File

This is the name of the file that was created by the export function.

Destination | This shows the name of the node receiving the file and the

“location” of the file on the node. Node and location are separated
by a colon (*”).

Status

Shows the current status of the uploading file:

Waiting... File is waiting to be uploaded to the node.

Sending-% File is uploading. Also reports what percent
of the file has been uploaded so far.

(Ofe]nlo]CICENIC[OLZMM Upload is complete and file transfer
connection is shutting down.

Complete File transfer has been completed
successfully.




An error occurred and file transfer failed.
Sometimes restarting VenueMagic and/or the
node will correct this error. If it does not,
contact VenueMagic support.

Click Close to close the window at any time. Closing this window does not terminate an upload in
progress. In fact, you can re-open the window by selecting the Upload Status option in the Node
Actions Menu of the ShowNodes Manager.

Delete Undetected Nodes

If you wish to remove a node from a project, start by disconnecting the node from the network. Or
you can unlink the node (see Unlinking Nodes). Once a node is no longer detected on the
network, it can be deleted from the project by first right-clicking on the node in the ShowNodes
Manager Nodes list and then selecting Delete Undetected Node.

Modes:
Mode Name Mode # Address Status
5 Build and Upload...
S Restart Node
5
Delete Undetected Mode
Unlink Mode

The following warning message will appear. Click Yes and the node will be deleted from the
project. If there is an associated fixture, it will be deleted from VenueMagic.

P N
VenueMagic - L

Ae% WARMING: This will delete all undetected nodes, including associated
" fodures. It will also remove all references to the nodes in timelines and
~ the project file.
Continue?

Unlinking Nodes
Unlinking a node does the following:
1. The node information in the project is “disconnected” from the actual node hardware and
transferred to a “virtual” node where it is preserved for future use.
2. The actual node (hardware) is reset so that it appears as a new, uninitialized node.

Unlink a node by right-clicking on the node in the Node list of the ShowNodes Manager and
select Unlink Node.




Modes:

MNode Name MNode # Address Status

DevNode 001 192.168.1.12 Ry yl=aidy]

5 Build and Upload...
S
o Restart Mode |

Delete Undetected Mode

Unlink Mode

The following message box will ask you to confirm that you wish to unlink the node:
- T — N
Unlink Nodes

WARNIMNG: This will unlink selected nodes from the
current project.  All project files will be deleted from

the nodes, however, local project references wil be
saved so they can be transferred to a new node.

Click QK to unlink ar Cancel to cancel the operation.

(@ Restart unlinked nodes

(7 Power-down unlinked nodes

L

If any of the selected nodes are connected, you will also be given you the option of either
restarting or powering down the nodes after they are unlinked.

Click OK and the node is unlinked and, if connected, will restart or power-down, depending on
what was selected.

An unlinked node appears in the Node list of the ShowNodes Manager as a normal node with the
status set to “Unlinked”.

SN_757665417 003 N/A | Unlinked |

Once a node has been unlinked, it can be removed from the project (see Delete Undetected
Nodes) or assigned to a new node (see ShowNodes Action Required Window). As for the
hardware, the unlinking causes it to be cleared so that it can be used in another project if desired.

Unlinking a node before deleting it is better than simply deleting it because it clears the hardware
as well. If the hardware is not cleared before connecting it to another project, the ShowNodes
Action Required Window will give you a warning letting you know that the node is currently
assigned to another project.




ShowNodes File Manager

File Manager

|

Mode File Node Folder FileSyncd  UpldSyncd = Add Files. ..
DevMode ChRoutes.dat Channel Routing
DevMode SMAudioTest. t Timelines _— N

DevMNode SMNAudioTest. wav Audio
DevMode SMAudioLong. Timelines =

DevMode SMAudicLong.wav Audio _—

SN_34270285 ChRoutes. dat Channel Routing FE

SN_882260052 ChRoutes.dat Channel Routing

SN_757665417 ChRoutes.dat Channel Routing

SN_669072112 EventTable.dat Evenis Table

SN_882260052 EventTable.dat Eventis Table

SM_347IN7RA FuentTahla dat Fuente Tahla [ I == R

Filter by:

[T Node [ Folder

Close

This window shows all of the files that are assigned to nodes and allows the user to add or
remove files as appropriate.

There are two different types of files displayed here:
1. Exported files: These are automatically generated when a project is built and includes
timelines, audio, event tables and other files.
2. User files: This includes other files the user may wish to place on the node. Mainly,
these would be limited to video files on a Video Playback node. However, future
ShowNodes capabilities may take advantage of additional user files.

Adding and Deleting Files

Add a user file to the file manager by clicking the Add button. This will bring up the Add Files to
Node window. Fill in the node, folder and file information and click OK. The added user file will be
uploaded to the designated node at the next Build & Upload.

Similarly, a file can be deleted by first selecting the desired files in the list and clicking on the
Delete button. Exported files cannot be added using the Add button (since they are added
automatically) but they can be deleted. Deleting an exported file from the File Manager is a good
way of forcing the file to be built and uploaded again.

File List Columns
Each file in the File Manager list includes the following columns:

Node Specifies what node the file is destined for.

File The name of the file as stored by ShowNodes.
ShowNodes stores the latest export of every
node file locally.

Node Folder | The location on the node where the file will be
placed. For timelines, audio and video files, this
is actually a folder within the node’s file system.
For the event table, channel routing and variable
table files, the “Node Folder” actually translates
to a file name in a dedicated folder on the node.




File Sync’d Reports whether or not the file is up to date with
the project item it represents. For instance, if a
timeline file has been exported since the last
change to the actual timeline, this field will
display “YES” (with a green background). If it
needs to be exported, this column will display
“NO” (yellow background).

Upld Sync’d | Reports whether a file has been uploaded to its
node since the last rebuild. Again, “YES” means
it has been uploaded, “NO” means it hasn’t. A
third possibility is “ERROR” (red background),
which indicates that the last attempt to upload
resulted in an error.

File List Filters
You can choose to filter which files are displayed by Node and by Folder within the node.

MNode File Mode Folder File Sync'd Upld Sync'd
Devhode VarIncTest.d Timelines _—
DevNode SMAudicTest. H Timelines _—
DevNode SMAudioLong. Timelines _—
Filter by:

If I wished to display only timeline files within a particular node, | would check the Node box and
select the node | wanted from the drop-down list. Then | would check the Folder box and select
“Timelines” from the drop-down list.

Finally, the Refresh button queries the VenueMagic project and rebuilds the list of exported files.
This is normally not required because a refresh is automatically performed when the File
Manager window is opened.

Add Files to Node

Select node: SN_34270286 - [ ok |

Select node folder: [VidEO '] [ Cancel l

boh.mp4

This window is opened when the Add button is clicked in the ShowNodes File Manager window.




Select node A drop-down list containing the names of all nodes currently
included in the project. Select the node you wish the added file to
be uploaded to.

Select node Specifies the location of the file on the node. For instance, if you
folder are uploading a video file, choose the Video folder. This is
important because a Video Playback node will always search its
Video folder for the video it is commanded to play. Other folder
selections are for future enhancements to ShowNodes.

Select node folder: [\l‘ideo v]
Audio

Select File(s) S‘Es{smeljla
boh.mp4 Timelines

Select Files(s) Click this button to open a file browser from which you can select
multiple files to be added to the File Manager.

Click the OK button to add the files to the manager. The files will not be uploaded at this time but
will be at the next Build & Upload operation.

Node Assignment Wizard

Once a project has been created in VenueMagic and is running properly, the process of
transferring project components (timelines, screens, events etc...) can be a daunting one. The
Node Assignment Wizard can assist with this by displaying all relevant components of a project in
one place and then allowing the user to select which components to assign to which node. In
those cases where a particular component (like events in an event table) can function properly in
any available node, the wizard can automatically make selections to help optimize node reaction
speed and network performance.

To explain the use of the wizard, let’s start with the Timelines tab.



ShowModes Assignment Wizard
Timelines Screens  Wirtual Fixtures  Variables  Events Routes
Mame Recommended Node Assigned Node 6
[] Alert1 (a) <None> WOPNode 1
[ alert2 (&) <Mone= WOPNode1
[] Alert3 (a) <None> WOPNode 1
[ alert4 (&) <Mone= WOPNode1
[] Alerts (a) <None> WOPNode 1
[ authenConfirmed (&) <MNonex WOPMode1
[] Bootup (A) <None> WOPNode 1
[ ButtonBeep (4) <Mone= WOPNode1
[] clue_DyslexicGodEite (A) <Mone= WOPMode 1
[] clue_LastPage0foP (A) <MNone = WOPNode 1
[ clue_ReadinParentheses (A) <Nonex WOPNode1
[] GameClodk (&) <None > WOPNode 1
[ IncorrectStartupOrder (A) <Nonex WOPNode1
[] Launch (a) <None > WOPNode 1 "
CJrecommend timelines with audio
Check Al Make Accept Checked Edit
Uncheck Al Recommendations Recommendations Assignment Cancel

This page lists all of the timelines in the loaded project with the following columns:

Name Shows the name of the timeline. If the name includes “(A)” then
that timeline has audio.

Recommended The name of the ShowNodes device that the wizard recommends

Node the timeline to be assigned to. This field is populated when the

user clicks the Make Recommendations button.

Assigned Node

This column shows what node the timeline is currently assigned to.
If the node is not currently assigned

Assigning Timelines to Nodes

To manually assign a timeline to a node, simply select the timeline and click Edit Assignment.
This will bring up the Select Node screen from which you can specify which node the timeline is

to be assigned to.

Select Mode

Assign to Node:

x

WOPMode1 w

SM_12123456
WOPNode2 |
I AN I 1 =

To have the ShowNodes manager automatically select nodes for you, click Make

Recommendations. Below are some of the rules and guidelines that are considered during the

automatic selection.

1. Timelines with audio playback (designated by a “(A)” in the name must reside on the

node from which the user desires the audio to be played. Therefore, no node

recommendations are made for these timelines. However, times without audio can pretty




much play from any timeline regardless of connected I/O because every ShowNodes
device shares all available I/O resources with every other node on the network.

2. An analysis is performed to determine what outputs are being controlled by the timeline
and an effort is made to make sure that the timeline is assigned to the node with the
majority of the outputs it controls. Note: Since DMX can be output by multiple nodes on a
network, no effort is made to optimize node selection for DMX.

3. Some timelines include events with triggering conditions specified as some combination
of external inputs. If any of those external inputs come from nodes, they are also
considered in the calculation for the recommendation.

After recommendations have been made by, the user can go through the list and check those that
are acceptable and click Accept Checked Recommendations. This will copy the node in the
Recommended Node column to the Assigned Node column for each checked timeline.

ShowModes Assignment Wizard
1 Timelnes sScreens  Virtual Fixtures  Variables Events Routes
1 | Name Recommended Mode Assigned Node G
| [ PropulsionswitchOrderIncorrect (&) <None= WOPMNode1
[] PropulsionSwitchReset (4) <None = WOPNode 1
] PropulsionSystemsActivated (&) <Nonez WOPMode1
[ Propulsionvideo WOPNode2 WOPMNode 1
ResetGame WOPNode 1 WOPMNode 1
StartupButtonLight WOPMode 1 WOPNode 1
[ startupStatusOverview (A) <Nonez WOPMode1
] warheadPuzzle (&) <MNonez WOPMNode 1
] warheadswitchOrderCorrect (&) <None= WOPMNode 1
[] warheadswitchOrderIncorrect (&) <None = WOPNode 1
] warheadswitchReset (&) <Nonez WOPMode1
Warheadvideo WOPMode2 WOPMNode 1
] warheadsArmed (A) <None= WOPMNode 1
WelcomeAndPowerVideo WOPMode2 WOPNode 1 W
[Jrecommend timelines with audio
Check Selected Make Accept Checked Edit
Uncheck Selected Recommendations Recommendations Assignment Cancel

The actual assignment itself does not take place until the OK button is clicked, which need not be
done until all other components (Screens, Virtual Fixtures, etc...) are assigned. Following that,
the assignments must be exported using the Build & Upload operation.

Assigning Screens to Nodes

This tab functions similarly to timeline tab, except no recommendations will be made for screens
when Make Recommendations is clicked. This is because screens must be exported to the
ShowNodes device that will execute them, and only the user knows that information.

Assigning Virtual Fixtures to Nodes

Automatically recommending a node for a specific Virtual Fixture is based on which timeline uses
the fixture the most and which node that fixture is assigned to. That is why it is important to make
assignments on the Timelines tab before the Virtual Fixtures tab, because that information is
needed to determine the recommended node.

Assigning Variables to Nodes
Similar to Virtual Fixtures, recommending Variable Table assignments is based largely on which
timeline reads the specific variable the most (due mostly to events with conditions), and which



node runs that timeline. Screens are likewise considered, based on how many screen objects
reference the variable.

Assigning Events to Nodes
Automatically recommending events in the Event Table take into consideration only inputs
associated with conditional triggering.

Assigning Channel Routes to Nodes
Like events, the automatic node recommendation for channel routes takes into consideration only
the input side of the routes, assigning the route to the node that owns the input.

Update ShowNodes Firmware

Update the firmware of nodes selected in the Nodes list of the ShowNodes Manager window by
selecting Update Firmware in the Tools Menu. This will bring up the Update Firmware window.

| Update Firmware lﬁw
|

Nodes to update:

MNode FW Status Select Update
Folder
DevMode UUp to Date

SN_882260052 Ready to Update Start Update

SN_757665417 Ready to Update 7l Auto —
uto-restar

SM_34270236 Ready to Update

SM_669072112 Ready to Update

| Close |

—_ = A

The Node to update list contains all of the nodes selected for update and specifies the current
update status. Initially they will all report No Updates Available. Click on Select Update Folder,
and then browse for the folder that contains ShowNodes firmware update files. Once the folder
has been selected, it is automatically scanned for the best possible update file for each node in
the list, based on hardware type and version and the firmware version. Then, for each node, one
of the following messages will be displayed in the FW Status column:

No Updates Available | Indicates that no firmware update files were located
for this node type.

Ready to Update This node is ready to be updated.

Up to Date A firmware update file was located for the node’s
type, but its version is equal to or less than the
node’s current firmware version.

Auto-restart

It is always recommended that this box be checked because the new firmware update will not
take affect until the node is restarted. If you do not check this box, you will need to explicitly
restart the node from the Node Actions Menu.

Click Start Update to begin the update process for all nodes with “Ready to Update” in the FW
Status column. The FW Status column will keep you apprised of the progress of the update
process for each node, finally displaying "Update Complete” when a node has been updated and
restarted properly. If an error occurred during the update process, the message “Error” will be
displayed in the column. If a second attempt to update a node that reported “Error” is not
successful, try restarting the node and/or VenueMagic and try again. If it still fails, contact
VenueMagic support.



Node Terminal
[\ DevNode o =

Message —a
Pane

Command —~
Pane

-

The Node Terminal provides direct access to a node’s messaging and command line interfaces.
Open a Node Terminal for node by double-clicking on the node in the Nodes list of the
ShowNodes Manager window.

The terminal window is divided into two panes, the Message Pane and the Command Pane. The
window itself is sizeable and the size of the individual panes can be adjusted by clicking and
dragging the horizontal bar between them.

Message Pane

As part of its normal operation, a ShowNodes node sends messages describing various activities
and reporting warning and errors. These are sent directly to the Message Pane. Normal message
text is colored light blue and simply tells you what the node is up to. Warning messages are in
yellow text and demand more attention. Errors are in red text and will likely require some level of
attention on the user’s part. Any error reported here will also set a fault in the Faults Tab of the
ShowNodes Manager window.

Command Pane

Every ShowNodes node has a command line interface that allows you to execute node functions
directly from the Command Pane of the Node Terminal. A list of available commands is not
included here. However, you can request a list of commands from the node itself, along with brief
summaries of their functions, by typing the text “help” into the Command Pane and then pressing
the Enter key. You can get more information on any command in the list by typing in the
command followed by a space and the string “-h”.

Example: The Run Timeline function, “rt” appears in the “help” list as:

Typing in this:
rt -h

Will return this:



You can open Node Terminals for as many nodes as you like. Once you become familiar with
available commands, they become a powerful tool for troubleshooting a ShowNodes project.

Exporting Timelines with Channel Expressions

Timelines that control output channels indirectly through Channel Expressions need special
consideration. If a timeline controls channels in Virtual Fixtures or other output channels, and
Channel Expressions uses those channels to control a different set of channels indirectly, it is
important that those channels controlled indirectly be included in the timeline. This can be
accomplished by adding an empty control track to the timeline and then adding the indirect
channels to that track. This must be done because only channels that are part of the timeline will
be exported to ShowNodes.

For example, suppose you set up a virtual fixture with two channels, JawUD and JawLR, to
control the up/down and left/right motion of the jaw on an animatronic head. Channel expressions
are then used to convert JawUD and JawLR to control real (not virtual) fixture channels Jawl and
Jaw2, which move the jaw directly. If a timeline uses JawUD and JawLR in a track to move the
jaw it must also include a track with outputs Jawl and Jaw2. This track should not include any
fixture effects of its own. It only exists to tell VenueMagic to export Jawl and Jaw2, which are
being controlled by channel expressions. If this is not done, the exported timeline will not move
the jaw from the node it was uploaded to.

ShowNodes and Virtual Fixtures

Virtual Fixtures can be assigned to ShowNodes where they can be used to perform some of the
functions they do in VenueMagic. Assigning Virtual Fixtures to a node is accomplished in the
Setup Virtual Fixtures Window.

Once assigned to a node, virtual fixture channels controlled in a timeline can be used as external
inputs to the node just as in VenueMagic.

Assigning a virtual fixture to a node does not affect how it functions in VenueMagic. The following
describes the behavior of assigned virtual fixtures:
1. Assigned virtual fixtures behave the same in VenueMagic as do unassigned ones. The
only difference is described in #5 below.
2. Virtual fixtures in nodes can be used in channel routing, events, or any other node
function that uses external inputs.
3. A node can control a virtual fixture output channel on another node.
4. Virtual fixture inputs on one node can be used by other nodes.
5. If VenueMagic controls an assigned virtual fixture channel, output will be relayed to the
assigned node in addition to the associated virtual fixture external input in VenueMagic.
6. Input Channel Settings are ignored by nodes.
7. Input Channel Data Processing is used only by Channel Routing.




ShowNodes Output Calibration

Calibration settings in the Calibrate Fixtures window can be exported to ShowNodes for nodes
that support this feature you must first enable it in the Settings Tab of the ShowNodes Manager.

Calibration settings that pertain to the node must be exported to the node before they take affect.
A normal upload to the node (see Build & Upload Project Files) will take care of this.

The Output calibration enabled checked in the Status Tab allows you to enable or temporarily
disable output calibration on the node. In addition to enabling calibration on the node, checking
this box also disables calibration in VenueMagic for the node’s output channels. This prevents
calibration from being applied twice—once by VenueMagic and then again by the node.

Similarly, then Output calibration enabled is unchecked, calibration is disabled on the node and
re-enabled in VenueMagic for the node’s channels. This ensures that proper calibration is being
applied to the channels regardless of the status of the checkbox.

Prior to opening the Calibrate Fixtures window, it is recommended that you disable calibration on
the node in the Status Tab (but not in the Settings Tab), otherwise adjustments to node channels
in the Calibrate Fixtures window will not affect the desired channels. After closing the Calibrate
Fixtures window, you should first upload the changes to the node and then re-enable calibration
on the node in the Status Tab. In summary, you should follow these steps when making
calibration changes to node outputs:
1. Temporarily disable calibration on the node by un-checking Output calibration enabled
in the Status Tab of the ShowNodes Manager.
2. Make the desired calibration changes in the Calibrate Fixtures window.
3. After closing the Calibrate Fixtures window, perform a build and upload for the node.
4. After changes to the node have been successfully uploaded, re-enable calibration for the
node by checking the Output calibration enabled box in the Status Tab.

Fixture Calibration and Exported Timelines

If Output Calibration is enabled for a specific node in the ShowNodes Manager Settings Tab,
VenueMagic will not apply calibration settings to channel control for that node when a timeline is
exported. This is because VenueMagic expects that the node will handle its own output
calibration. If Qutput Calibration is not enabled, then calibration will be applied to output
channels during timeline export. Important: the Output calibration enabled box in the Status
Tab has no affect on whether or not calibration is applied during timeline exporting.

Weigl WEMC1 Operation

(VenueMagic SC+ only)

VenueMagic SC+ supports the Weigl WEMC1 show control device. Communications with the
device is over Ethernet only, and can be setup in the Supported Devices Setup window as
described in Setting-up VenueMagic for the WEMCL1.

VenueMagic SC+ supports the following functions of the WEMC1.:

e DMX output

¢ Analog/digital/servo/PWM output

e Digital input

e Exporting playlists for standalone operation
DMX output

When installed, a WEMCL1 looks like a regular DMX output in the DMX Device Setup screen. Only
a single universe is supported.




Analog/Digital/Servo/PWM Output

When is WEMC1 is selected for use, VenueMagic automatically creates a WEMCL fixture for the
device and adds it to the Fixtures folder in the Project Window. This fixture gives you access to all
analog, digital, servo and PWM channels. You can add them to tracks, groups, channel routing,
etc... just as you would any other fixture. A digital output is considered OFF if its level is below
50%, and ON if its level is 50% or higher.

Digital Input

An installed WEMC1 device will appear in the Select External Control window, providing access
to 16 digital input channels. When the input is OFF, the value for that input is 0%. When the input
is ON, its value is 100%.

Exporting Playlists for Standalone Operation
VenueMagic can export a playlist to the WEMCL1 for standalone operation. See Exporting
VenueMagic Playlists to the Weigl WEMC1.

Setting-up VenueMagic for the WEMC1

To setup VenueMagic to use the WEMC1, you must first check the Weigl WEMC1 box in the
Supported Devices Setup window. Then click on Properties... to bring up the Set up WEMC1
window.

Setup WEMC1

Detected WEMC 1 devices:

Device | IF Address | Serial Mumber |
WEMCl_l 192.168.1. 160 255.255.255.255

Cancel

Ik §

Info...

This window lists all WEMC1 devices that have been detected on the Ethernet connection. Check
the WEMC1 you wish to install for use. You can also select a WEMC1 on the list and click Info...

x
B Serial #: 255.255.255.255

J| Hw ver: 1.08
SW ver: 1.29
IP-Addr: 192.168.1. 160
Subnet Mask: 255,255,255.0
MAC Addr: 00-04-A3-25-T7A-0D
Port 1: 5555
Port 2: 5556
Port 3: 5557
Port 4: 22202

Please consult the WEMC1 manual for the meaning of this information.

Creating a WEMC1 Fixture
After you have selected a WEMC1 device, close the Setup Devices window by clicking OK. If
there does not yet exist a fixture for that WEMC1, VenueMagic will show the message:



VenueMagic 2.1

Cancel

Click Yes, and a Fixture will be created for the WEMC1 device that was installed in the Setup
WEMC1 screen. This fixture will then be added to the Fixture folder of the Project Window.

Uninstalling a WEMCL1

You can uninstall a WEMC1 by un-checking it in the Setup WEMC1 window. When the Setup
Devices window is closed, you will see the following message:

| VenueMagic 2.1

./.- = -.\.
| |

L =

Warning! You have chosen to delete one or mare WEMC1 fixtures
from the project.

Continue?

MNa | Cancel

X

Click Yes to remove the fixture. Clicking No or Cancel will return you to the Setup WEMC1

window.

Exporting VenueMagic Playlists to the Weigl ProCommander

(VenueMagic SC+ only)

VenueMagic SC+ will let you export VenueMagic Playlist’'s to show files that can be uploaded to
the Weigl WEMC1 show control device for standalone operation. The Playlist and all associated
timelines and audio files are converted into WEMC1-compatible files. All files are put into a single
folder that can be copied or uploaded to the WEMC1. For more information about WEMC1 show

files and standalone operation, please consult the WEMC1 manual.

Weigl ProCommander Playlist Export Settings

(VenueMagic SC+ only)

Sets where and what will be exported.



WEMC1 Playlist Export Settings x|

Bxport to path:

Imments\‘u’enueMagic\Projeds\WEMC1TestZ\TestB Browse. . |

Export:
¥ Master sync audio track
¥ Convert audio files
¥ Lamp cortrol
¥ Everts

Time resolution fps). |30

< Back

Next > Cancel |

Export to path Click Browse and select the folder that all files will be exported to. All
additional folders will be automatically inside the selected folder.

Export Select which items are to be exported:

Master sync audio track: Check this box to export audio from
all timelines in playlist. Only audio on the master sync audio
track will be exported. Audio files added directly to the Playlist
are always exported. (see Important Limitations on Exporting
VenueMagic Audio)

Convert audio files: Audio files must be converted into the
OGG format to run on the WEMC1. This takes time to do and it
doesn’t make sense to convert them every time you export if
the audio files haven’t changed. You can uncheck this box to
suppress re-conversion only if there have been no audio
changes in the Playlist or any of the Playlists timelines.

Lamp control: Check this box to export all control tracks in all
timelines in the Playlist.

Events: Check this box to export all timeline Event tracks. Only
Run Timeline and WEMCL1 Control events are exported. All
others are ignored.

Time resolution (fps)  Enter the desired time resolution in frames-per-second. Will accept any
value between 0.1 and 100. The default of 30 fps is sufficient for nearly
all applications.

Click Next to bring up the WEMCL1 Playlist Playback Settings window.

Weigl ProCommander Playlist Playback Settings

(VenueMagic SC+ only)



WEMC1 Playlist Playback Settings x|

Flayback mode

Start trigger: Ilnput[H opened 'I

Default timeline: I Diefault ﬂ
Delay start: 0:00

Hold resume trigger: Im

E-Stop timeline: I EStop j

E-Stop trigger: I Input03 closed = I

<Back [ Fnsh | cancel |

Playback Mode
There are two ways that the WEMC1 can run the exported playlist:
e Start on trigger mode: WEMC1 waits for the specified trigger to start playing the playlist.
A default timeline can be setup to play continuously in a loop until the trigger is activated.
e Continuous loop on power-up mode: On power-up WEMC1-1 runs the playlist
continuously in a loop at a specified time interval.

Start on Trigger Mode
The following settings apply when Start on trigger mode is selected:

Start trigger Select the condition that will trigger execution of the playlist. Available are the
16 WEMC1 input bits (inputO1-inputl6, either opened or close), and the
remote-control number keys (0-0).

Default timeline  Select the timeline that will run continuously in a loop until the start trigger is
activated. When the playlist has finished execution, the default timeline will
restart. Any timeline in the current project can be selected. If a default timeline
is not desired, select None.

Delay start Specify how many seconds after power-up the WEMCL1 should wait before
starting the default timeline (if specified). This can be specified in seconds or
minutes:seconds (note “:’ used to separate minutes from seconds).

Hold resume Select the trigger that will resume playback of a playlist that has encountered
trigger a Wait block.

E-Stop timeline  Select the timeline that should run in an “emergency stop” condition or None if
not required. For example, this is timeline could turn on the house lights and
stop the audio playback.

E-Stop trigger Select the condition that will trigger an E-Stop (see Start trigger for available
trigger selections).

Continuous Loop Mode

If Continuous loop on power-up mode is selected, the available settings change:



WEMC1 Playlist Playback Settings x|

Flayback mode

' Start on trigger

' Continuous loop on power-up:

Restart trigger:
Delay start:

Loop interval:

Hold resume trigger:
E-Stop timeline:

E-Stop trigger:

I EStop ﬂ

<Back [ Fnsh | cancel |

Restart trigger

Delay start

Loop interval

Hold resume
trigger

E-Stop timeline

E-Stop trigger

Starting Export

Select the condition that will restart execution of a playlist following an E-Stop.
See Start trigger above for available settings.

Specify how many seconds after power-up the WEMC1 should wait before
starting playback of the playlist. This can be specified in seconds or
minutes:seconds (note “’ used to separate minutes from seconds).

Specify the interval at which the playlist is repeated. If this value is less than
the length of the playlist, then playlist will restart imnmediately after playback.
Specify time in seconds, minutes:seconds or hours:minites:seconds (note *’
used to separate values).

Select the trigger that will resume playback of a playlist that has encountered
a Wait block.

Select the timeline that should run in an “emergency stop” condition or None if
not required. For example, this is timeline could turn on the house lights and
stop the audio playback.

Select the condition that will trigger an E-Stop (see Start trigger for available
trigger selections).

Click on Finish and exporting will begin immediately. A window will pop up to report the progress
of the export function.



Export Playlist

Exporting Playlist "Flaglizt] wml*...
Exparting Timeling "'Beetlejuice Show. wmt'" at 3000 fps..

Canicel

Important Note: Several Windows command windows may appear if you have selected the
Convert audio files option to in the Weigl ProCommander Export Settings window. This is normal.

Important Limitations on Exporting VenueMagic Audio

Exporting audio from VenueMagic timeline tracks has the following limitations:
1. Only audio clips on the master sync track will be exported.
2. Clips can be trimmed at the end but not the beginning. Any trimming at the beginning of
the clip will be ignored, resulting in improper playback on the WEMCL.
3. Any audio effects (echo, etc...), envelopes and level settings will be ignored.
4. Audio clips with cross-fade back applied should not be used.

Using VenueMagic with X-Keys

(VenueMagic Classic and above only)
VenueMagic supports the following P.I. Engineering X-Keys USB input devices:

XK-3, XK-4, XK-8, XK-12, XK-16, XK-24, XK-60, XK-80,
XKE-128, XK-USB3, XC-DMX512T-RJ45, XC-DMX512T-ST.

X-Keys Input
When properly installed and configured, X-Keys devices are available in the Select External
Control window.

To use an X-Keys device, follow these steps:

1. Plug-in one or more X-Keys USB devices.

2. In the Supported Devices tab of the Setup Devices window, select and check the X-Keys
Input Interface device, then click on the Properties button to bring up Set up X-Keys
Devices window.

3. Set each installed device’s Unit ID number to a different value.

4. Use the X-Keys devices just as you would use any external control.

X-Keys DMX Output
The XC-DMX512T-RJ45 and XC-DMX512T-ST models support DMX outputs. Enable this
function by following these steps.

1. Plug-in one or more X-Keys USB DMX devices.

2. Inthe Supported Devices tab of the Setup Devices window, select and check the X-Keys
DMX Interface device, then click on the Properties button to bring up Set up X-Keys
Devices window.

3. Set each installed device’s Unit ID number to a different value.




4. Click on the DMX Tab of the Setup Devices window. Select a universe and click Assign.
You will notice that all connected X-Keys DMX devices are included in the Assign DMX
Universe window.

You will notice that checking the X-Keys DMX Interface device in the Supported Devices window
automatically checks the X-Keys Input Interface device box as well. Likewise, un-checking the X-
Keys Input Interface device box also un-checks the X-Keys DMX Interface box. This is because
the X-Keys DMX operation is dependent on functions associated with the Input feature.

Setup X-Keys Devices Window

This window detects all currently installed X-Keys devices and lets you set their Unit ID’s.
Setup X-keys Devices

Detected X-keys devices:

Unit ID ¥+eys model

2 ¥-keys XK-16
5 ¥-keys ¥K-24 Set Unit ID

Refresh List

By default, all X-Keys devices are shipped with a Unit ID of 0. To program a new Unit ID, select
the desired X-keys device and click on the Set Unit ID button to bring up the Set X-Keys Unit ID
window.

La
b

UnitID: |2 4:

Enter a new Unit ID and click OK.

If you plug-in additional X-Keys devices while the Setup X-Keys Devices window is opened, you
must click on Refresh List to display the new devices.

VenueMagic Screens

(Requires VenueMagic SC+ and above)

VenueMagic Screens is a powerful tool for creating user interface screens that work with your
VenueMagic show. VenueMagic Screens uses a graphical, drag-and-drop approach to screen
design and is fully integrated into the VenueMagic application, giving it access to all of the
elements of a VenueMagic project. This includes timelines, events, external inputs, variables and
more.

VenueMagic Screens Designer
Create a new screen from the VenueMagic main menu by selecting Files ?New >Screen.



File Edit View Inset Project Ev Timeline  Clips

New Timeline ¥ 5

Open... Playlist

Seript

Recent Proj

Exit

You willimmediately be asked to enter a file path for the new screen.
[\ Enter New Screen Fi =]

Organize « MNew folder = @

-

I Favorites Documents library Arrange by Folder =
Bl Desktop = Test Projects

& Downloads Name
vminstall

| Recent Places No iterns match your search.
MotionMaestro
M1z

%2 Dropbox

Bl Desktop
4l Libraries

3 Documents v 4 [ 3

File name:  Screenwvmh -

Save as type: | Screen Files (*.vmh) v]

= Hide Folders [ Save ] [ Cancel ]

After entering a path the new screen will open for editing for editing, which should look something
like this:




Screen Designer Window

Editor | Object Toolbox Properties Window /

The above image shows the elements of the VenueMagic Screens (hereafter referred to as VM
Screens) designer window. It includes the Editor, where the screen is constructed, the Object
Toolbox, which contains objects from which screens are built and the Properties Window, which
allows you to change appearance and behavior attributes or properties for objects that are added
to the Editor. The Object Toolbar is only present when a VM Screen is open in the eitor. Atthe
very bottom is a toolbar with buttons to change Editor settings and open Preview Windows (to be
discussed later).

There are a number of different types of objects available in the Object Toolbox, including
buttons, indicator lamps, gauges, number displays, etc... that can be customized to appear and
behave in various ways to give you, the designer, many options for the look and feel of your
screen.

Constructing screens is accomplished primarily by dragging objects from the Object Toolbox to
the Editor, sizing and placing the objects, and then modifying the objects properties in the
Property Window.

Let’s start by dragging on a simple Button object.



Click, drag and
~drop Button object

Properties for

selected object —p

Position and
size of selected
object

Sizing Objects

After you have dragged over the Button object into the Editor, click and drag the handles to resize
the object. The position and size of the object, in pixels, is displayed at the bottom of the screen.
Hold down the SHIFT key on the keyboard while sizing to lock the width and height together.
Objects can only be sized one at a time. If more than one object is selected, sizing is not
allowed.

The Properties window shows all of the properties of the button and allows you to change them.
We’'ll get back to that shortly.

Editor Grid

Inside the Screens Editor is a grid that helps you align objects within the screen. As you move
and size objects, they will automatically snap to the grid. This makes it easier to line things up.
Both the grid and the snapping function can be disabled/enabled in the Screen Designer Editor

Settings Window or by clicking the icons on the bottom toolbar.
Sizing the Editor Window
The following toolbar buttons are provided for sizing the editor:

Zoom in view of the screen.

Zoom out view of the screen.

Set to actual size (100%)

Zoom so that entire screen fits in editor area




You can also zoom in and out about a specific point by placing the mouse cursor at the point of
interest, holding down the CTRL key on the keyboard, and then adjusting the scroll wheel on the
mouse.

Object Properties

All of the user-changeable properties that make up an object’s appearance and behavior are set
in the Object Properties window. This window always displays the properties for the currently
selected object. If more than one object is selected then only those properties that all of the
selected objects have in common are displayed. Changing the property in the Properties window
changes that property for all selected objects.

Property Value

|
shown. at the bottorn of the

At the bottom of the Property window is a small section that briefly describes the purpose or
function of the currently selected property. Accounting for all available object types, there are a
lot of properties. This manual will not cover all properties of all objects as they should, for the
most part, be self explanatory. The best (and recommended) way to learn what all of the
properties do is to experiment with them for each of the different objects. The description section
on the bottom of the Properties window will help along the way.

Selecting Multiple Objects



If you have multiple objects in the editor that you would like to select at once, hold down the Ctrl
key on the keyboard while selecting objects. Or you can click on empty editor area and drag a
selector box that selects anything inside of it. The Object Properties window will display only
those properties that are common across all selected objects. Changes made to those properties
will affect all selected objects.

Overlapping Objects
Occasionally the user may desire to overlap objects, such as a Gauge and a Scale, for example.
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But suppose that they overlap in the wrong order and you end up with the Gauge object covering
up part of the Scale object, like this:
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This can be adjusted by right-clicking on the edge of the Scale object (which is larger than the
Gauge object) and selecting Order 2Bring to Front. Use the other options Send to Back, Bring
Forward and Send Backward to similarly adjust object drawing order.
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If two objects or more objects overlap in a way that makes it difficult to select (such as when both
are the same size and at the same position), right-click within the boundaries of the object and
select which object you wish to select from the list.



Cut
Copy
Paste

Delete

Order b
Align 3

Gauge?
Scalel

Aligning Objects
When you select multiple objects, you can align them all to the last object selected by right-
clicking on one of the selected objects and selecting one of the Align options.

Cut

Copy

Paste

Delete
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Screen Display Properties

If you click anywhere in empty space on the screens editor, the Object Properties window will
display properties associated with the screen area itself.

Click here to get this




These properties apply to the screen background when a screen is in Run Mode:

Width
Height

BgType

Bglmage

BglmageMode

BgColor

OnOpen

Specifies the width and height of the screen in pixels. See Setting-up
Screen Window Sizes for details on how to determine the Width and
Height settings.

The background type of the screen. Selecting this property displays a
list box button. Click the button to open the list.

BgType EZZ - < ciick to open list
No Fill

Image

The choices are:

No Fill — background is blank

Color — background is a color specified in BgColor
Image — background is an image specified by Bgimage

If BgType=Image then this property is used to specify the image that will
be used as the background. Selecting this property displays a button
that will open the Image Manager window.
Click to open Image
¢ Managerwindow
From this window, you can select the image that will be the background
for the screen.

Select how the image will be drawn in the screen background.
thlageMode Stretch v 44— Click to open list

The choices are:

Normal — image is placed in the upper left corner of the screen showing

in its actual size.

Center — image is centered in the screen showing in its actual size.

Stretched — image is stretched, both horizontally and vertically, to fill the
screen area as defined by Width and Height.

Specifies the background color when BgType=Color.

|<— Click to open color
selector
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This property specifies a VenueMagic event that is executed when the
screened is opened in Run Mode.

Click to open the
- Bt _ Setup Event window
Click on the property button to open the Setup Event window where you
can setup the event that is executed when the button is pressed.



OnClose This property specifies a VenueMagic event that is executed when the
screened is closed while in Run Mode. It is setup identically to OnOpen.

Showing Screen Background in the Editor

By default, the editor window does not show the background on the screen (as setup using the
BgType, Bgimage, BglmageMode and BgColor properties). What is shown is the grid (if it is on)
and the background color set in the Screen Designer Editor Settings Window. This usually

makes it easier to move and size objects. To see the actual background, click the . button on
the editor toolbar. You will notice that the grid is drawn on top of the background. To get a pure

background, just turn of the grid by clicking the ‘.‘ button.

Screen Designer Settings Window
Here you can change basic properties of the VenueMagic Screens editor area. Itis opened by

clicking on the . button on the Screen Editor toolbar or by selecting View—>Properties from the
Main Menu when a VenueMagic Screen is loaded into the editor.

Screen Designer Editor Settings Window
This window lets you adjust VM Screens editor settings.

Screen Designer Settings >

Editor  Securty Motes

Show Grid
Snap to Grid

Maijor Grid X Pixels 50
Background Color
Major Grid ¥ Pixele |90

Grid Calar
Minaor Grid X

Minar Grid

[ ] 5how actual zereen background

Cancel Apphy Help

Show grid Toggle the grid on/off. (Same function as
corresponding toolbar item)

Snap to grid Toggle snap to minor grid function on/off. (Same
function as toolbar item)

Major grid X pixels Set the length of the major grid in pixels.

Major grid Y pixels Set the height of the major grid in pixels.



Minor grid X Set the length of the minor grid in pixels.

Minor grid Y Set the height of the minor grid in pixels.
Show actual screen Toggle on/off the chosen background of the
background Screen.

Background color Change color of the background.

Grid color Change color of the major and minor grid lines.

Screen Designer Security Settings Window
Screen Designer Settings >

Editor Securty Notes

[ ] Require password to save changes

Cancel Apph Help

You can require that a password be used if someone desires to alter and then save this

file. Check the Require password to save changes box to require a password, then enter and re-
enter the password in the fields below.

If anyone attempts to save this Screen, or to select the Security tab in the Screen Designer
Settings, a window will appear requiring the user to enter a password to save the file or enable
the Security tab.

Screen Designer Notes
This window lets you add notes about your Screen.



Screen Designer Settings >

Editor Securty Motes

Cancel Apphy Help

Certain Object Properties Explained

We will take some time here to discuss a few of the properties of select objects so that certain
features common to other objects can be explained. It would be useful to review these object
property sections below in order, as similar properties described in object sections will not be
covered again in subsequent sections. Again, not all of the object types and properties will be
discussed here. Only those that we feel may require additional explanation.

New Line in Text

Wherever there is a property that contains text that will be shown on the screen, such as a Button
or Label caption or a you can use the “\” character to advance to a new line. For example,
entering “My Text” into the Caption property of a Label object would display as:

If you place a “\’ character between words, like “My\Text”, then this would be displayed:

Button Object Selected Properties

Below are some select Button object properties that require some exploration. The use of other
properties can be discovered by experimentation.

Name Every object on a screen must have a unique name. By default, a name is
automatically generated that includes the type of the object followed by a
number to ensure uniqueness.

Font This property sets the font for the object text. For buttons there are two text



OnPressed

OnRelease

Behavior

InitButtonState

RadioBtnGroup

PressedState

captions, CaptionUnpressed, which is the text displayed on the button when
it is in the un-pressed (normal) state and CaptionPressed which is displayed
in the pressed state (see Behavior below). Both of these captions is

displayed using the same font.
| Click to open
. Fort font window

Selecting this property will show a small button on the left side that, when
pressed, opens up a font setup window.

This defines action taken when the button is pressed. The action is always
in the form of a VenueMagic event.

| Click to open Setup

. On Pressed _ Event window

Click on the property button to open the Setup Event window where you can
setup the event that is executed when the button is pressed.

This defines action taken when the button is released (only for Behavior =
Momentary or Toggle). The event is set identically to OnPressed.

Specify the behavior of the button.

Normal ~ 4— Click to open list
[ ——
Momentary
Toggle
RadioButton

The choices are:

Normal — Button responds to clicks by triggering the OnPressed event. The
CaptionPressed, TextColorPressed, FillColorPressed and
BorderColorPressed properties are ignored in this behavior mode.

Momentary — Button responds to a click by executing the OnPressed event.
When the mouse button is released the OnRelease event is executed. The
CaptionPressed, TextColorPressed, FillColorPressed and
BorderColorPressed properties are applied when the button is pressed in
this behavior mode.

Toggle — Button responds to click by alternating between pressed and
unpressed state. The Pressed and Unpressed versions of Caption,
TextColor, FillColor and BorderColor are applied based on the state of the
button.

RadioButton — Buttons assigned to the same RadioBtnGroup work together
to behave like radio buttons. When one button is a group is clicked, it is
placed in a pressed state and the OnPressed event for that button is
executed. Simultaneously, all other buttons in the group are placed in the
unpressed state. The OnRelease event is not executed. The Pressed and
Unpressed versions of Caption, TextColor, FillColor and BorderColor are
applied based on the state of the button.

Specifies the state of the button when the screen is first opened. The list
choices are Pressed and Unpressed.

A numeric value that specifies a radio button group for a button with
Behavior=RadioButton (See Behavior).

This property lets you setup a condition that actively determines the state of
the button based on the value of an external input, channel output or
VenueMagic CLI command response.




Threshold

— Click to open the
[l Pressedstate ' Setup Input window

Click the property button to open the Setup Screen Input. After the input is
selected, the Threshold property uses the current value of the specified input
to determine the buttons state.

Enter a value between 0 and 100 to specify the threshold used to evaluate
the input setup in PressedState to determine the current state of the button.
If the input source is greater than that number then the button state is
pressed. If the source value is less than the threshold the button state is un-
pressed. Changes in the button state in this manner do not execute
OnPressed or OnRelease events.

MessageBox Object Selected Properties

Messages

MessageSelector

A list of text strings separated by semicolons. In Run mode, one of those
messages is displayed based on the current value of the input source
specified in the MessageSelector property. Each semicolon-separated
string is assigned an index value that starts with zero and increments with
each string. For example, in the message string:

Good Morning;Good Afternoon;Good Evening

“Good Morning” is assigned an index value of 0, “Good Afternoon” is
assigned 1 and “Good Evening” a value of 2.

Suppose that MessageSelector is setup to receive values from Varl, a
variable in the variable table. If Varl is set to a value of 0, then the
message box object will display “Good Morning”. If the value of Var1
changes to 1, the message box updates to display “Good Afternoon”.
Similarly, A Varl value of 2 will display “Good Evening”.

This feature also supports ranges of values instead of single index values
by adding ranges to the Messages string in square brackets before the text:

[0,20]Good Morning;[21,40]Good Afternoon;[41,100]Good Evening

In the above example, if Varl is set to a value between 0 and 20, then
“Good Morning” is displayed. The pattern holds for the other range values
as well.

Click the property button to open the Setup Screen Input window from
where you can select an input source to control which message is displayed
as setup in the Messages property.

TimeDisplay Object Selected Properties

Time

Click the property button to open the Setup Screen Input window from
where you can select an input source for time. The TimeDisplay Object is
mainly for displaying the playback time of a timeline. Since there is no
external input or channel output that provides this information, it will be
necessary to select a VM CLI Response as the Input type and enter the
following query text:

Project.CuelList:GetPlayTime("MyTimeline")



Where MyTimeline can be replaced by the cuelist name of a timeline
currently running in the Cue List. This query returns the current play time in
seconds. Similarly, the following query responds with the remaining
playback time in MyTimeline:

Project.CueList:GetRemPlayTime("MyTimeline")

TimeDisplay Object Selected Properties

ScalePercent This property allow a selection of “Yes” and “No”. Select “Yes” to convert
number with a range from 0 to 65535 into a range of 0.0 to 100.0. Selecting
“No” causes the raw data to be displayed.

VenueMagic Screens handles level values of 0.0 to 100.0 internally as O to
65535. This is done to maintain compatibility with how ShowNodes does its
value scaling.

BarGraph Object Selected Properties

Value This property specifies the source of the bargraph’s display level. Click on
the property button to open the Setup Screen Input window and select a
source. Itis often useful to have a bargraph display the progress of a
timeline playback. This can be done by selecting VM CLI Response for the
Input type and then entering the query:

Project.Cuelist:GetPlayPercent("MyTimeline")

This query returns the play position of MyTimeline as a value between 0
and 100 which is used by the BarGraph to display the playback progress.

OnClick Property

Most of the objects (excluding Button objects and a few others) have a property called OnClick.
Its function and setup are identical to the OnPressed property (when Behavior=Normal) in the
Button Object Properties.

Screens Setup Event Window
Setup Event >

Select Event:

Mult-Event e Semp Event...

Import

Expart K Cancel

This window is opened from the VenueMagic Screens Designer Object Properties window. For
properties that trigger events, this window allows you setup the event that will be executed by the
property. First, select the desired event in the Select Event list. You can also select None to
disable the event. Then click Setup Event to open the setup window for the selected event.




Exporting and Importing Events

Once an event has been selected and setup, it can be saved for use by other Screens objects by
clicking the Export button, and then entering/selecting a file to export to. A previously exported
event can be imported by clicking the Import button and selecting an event export file. Importing
an event will delete any existing event and its settings.

Image Manager Window

Select image: Preview:
Image Size (1=
Mone - |E
WM2Splash.bmp (477x 317)
WM Splash.bmp (640 x 320)
(200 x 108)
) . Add Image
Gradient Border Green Cirde.png (128 x 128)
progress_spinner 2x. gif (42 x 48) Remove Image
Venue Mega Beam Laser. tif (236 % 215) N
NA ECT | e it boacd HE 2397 . 47T Edlt Image

This window has two purposes. It provides an interface for selecting images for screen objects
that require them. It also manages a list of all of images available to screen objects.

The Select image list contains a list of all of the images that are available to a screen object. The
Image column shows filename of the image file. The Size column displays the width and height
of the image in pixels. Select the desired image and click OK to apply it to the property in the
Object Property window that opened this window. The Preview panel shows the currently
selected image, stretched to fill the panel.

The “None” entry at the top is for deselecting an image for the screen object image property.

Adding Images to Manager
If the list does not contain the desired image, click Add Image to bring up a browser for selecting
images. The following image types are supported:

e BMP

¢ JPEG

o GIF

o TIFF

¢ PNG

It is strongly recommended that all project images be placed in the project folder for the loaded
project. This will make it easier when transferring project files to a different computer. If you
place image files in other folder, they will have to be found and re-linked when moved to a
different computer.

Removing Images from Manager
Remove selected images from the list by clicking on Remove Image. This will unlink any object
image properties that used that image.

Globally Replacing an Image

You can change an image by selecting the image and clicking on Edit Image to open the Image
Settings Window. If a new image is selected the change will be carried over into all object
images that used the original.




Replacing Missing Images

If an image in the list cannot be found at the designated path location, the Size column of the
Select image list will contain “<file missing”> in the place of the image size. Replace a missing
file by clicking Edit Image to open the Image Settings Window and select the image from the
correct location.

Image Settings Window

-
Image Settings ¥
e —

F:‘JJsers\Don‘J]omments\. .\extpanelGreen.bmp
Select Image

Preview: Size: (200 x 108)

From this window you can select a new image to replace an image entry in the Image Manager
Window. Click on Select Image to open a browser to select a single image file. The Preview
panel shows the image, stretched to fill the panel.

Setup Screen Input

-
Setup Input

Input Source Type oK
) None
(@ External Input
() Channel Output

Cancel

() ¥M Cli Response

Input Source:
’\lone selected

Use this window to select the source property for a screen object that requires external numerical
data to affect its appearance.

Select one of the following options from the Input Source Type selector:

None No input is selected. The object property is disabled



External Input

An external input is selected. Click Select to open the
Select External Input window and select the desired
source.

Channel Output

A channel output is selected. Click Select to open the
Select Channels window and select the desired source.

VM Cli
Response

Internal to VenueMagic is a framework for controlling and
guerying subsystems throughout VenueMagic. This
allows access to functions and information inside
VenueMagic that are not available through the normal
user interfaces. This Command Line Interface (or CLI)
capability is not publicly available to users at this time.
However there are some queries that are very important
to certain VM Screens objects so access to the CLI is
provided in this instance. When this option is selected, a
small editor window is provided into which a CLI query
can be entered.

Input Source:

Project, CueList: GetPlayTime({ ™MyTimeline ™) "

This query is sent periodically into the CLI framework and
the resulting response is sent to the Screens object that
requested it. Specific CLI queries are described in the
Certain Object Properties Explained section.

Smart Object Shortcuts

A number if shortcuts are provided to help make creating VenueMagic Screens much faster.
Called Smart Object Shortcuts, these allow you to drag on objects and assign their functionality in

fewer steps.

Objects that Run Timelines
You can quickly add an object to run a timeline in two steps:
1. Select the type of object you would like to add in the Object Toolbox.
2. Select a timeline in the Timelines folder of the Project window and drag it onto the

screen.



2. Select
timeline and
drag into editor.

1. Selectan
object to add.
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In the above example, a button was created with the OnPressed property set to execute a
timeline that runs the ScreenDemol timeline. It also sets the CaptionUnpressed and
CaptionPressed properties to the name of the timeline, “ScreenDemo1”. For other objects
besides Buttons selected on the Object Toolbox, the OnClick property (if it has one) is setup to
run the timeline. If no object is selected in the Object Toolbox then dragging over a timeline will
create a Button by default.

Dragging a timeline onto an object already created in the editor will modify the object to run the
timeline when clicked.

Objects with Input Sources
If an object already in the editor has an input source property associated with it, you can drag a
fixture channel onto it and the source property will be setup to be that fixture channel output.

Double-clicking on an Object

Double-clicking on an object in the Screen Editor will automatically open either the
OnClick/OnPressed Screens Setup Event Window or the Setup Screen Input window to setup a
source, depending on which is more appropriate for the type of the object double-clicked on.

Special Case for TimeDisplay and Bargraph Objects.

If a timeline is dragged into the editor with a TimeDisplay or Bargraph object selected in the
Object Toolbox, or if a timeline is dragged onto an already existing TimeDisplay or Bargraph
object, then two things with happen. First, the OnClick property will be setup to display the
timeline. Second, the input source property of the object will be setup to receive the playback
time of the timeline. This will make a TimeDisplay object display the playback time, in the format
specified by the TimeFormat property, whenever the timeline is running. A Bargraph object will
show the progress of the timeline playback reflected in the bargraph level.

Dragging Other Project Window Items onto Screen
Below is a summary the affect of dragging specific Project window objects into the Screens
Editor.

Project window item Affect on object (new or existing)

Audio Clip An Play Audio event is created to play the audio file and
assigned to the OnClick or OnPressed property of the
object

Event OnClick or OnPressed property is setup to execute the




event. Itis up to the user to setup the event first.

Timeline OnClick or OnPressed property is setup to run timeline.
TimeDisplay and Bargraph source inputs are setup to
display playback time of the timeline.

Screen OnClick or OnPressed property is setup to open the
screen in Monitor 1.
Fixture Channels Normal fixture channels are assigned as input sources

for the object’s source property. If a compound RGB
channel is dragged over, an RGBLampDimmer object is
created regardless of which object is selected in the
Object Toolbar.

Script OnClick or OnPressed property is setup to execute a
function in the script. The user will need to setup which
script function first.

Dragging on Cue Buttons

Assigned Cue Buttons can also be dragged into the Screen Editor. This will create a new object
(of the type selected in the Object Toolbox) and setup the OnClick or OnPressed property to
duplicate the function of the Cue Button.

Smart Object Styles

The user can vary the appearance properties of an object in the editor to create a preferred look.
Then, if that object is selected when a new object is dragged into the editor, the new object’s
appearance settings will match (as close as possible) the appearance of the selected object.

Selected Ebiect (Button)

New object dragged
on (Lamp)

The same will occur if an object is dragged over from the Project window.

Previewing Screens

VM Screens Monitor Windows are used to preview screens created in the VenueMagic Screens
Designer. On the Screen Designer Editor toolbar are four monitor window buttons.




Clicking on one of them will open the corresponding Monitor Window and load the screen
currently open in the editor. All objects in the window will be fully functional in Run Mode. If any
design changes are made to the screen while the Monitor Window is open, clicking the monitor
window button in the toolbar again will refresh the window with the changes.

VM Screens Run Mode

VM Screens Run Mode is where Screens function fully as user interfaces, as opposed to Design
Mode which is for designing screen layouts and setting up objects. Run Mode is achieved by
loading one or more screens into a Monitor Window.

Monitor Windows

A Monitor Window is an area where one or more screens are displayed. There are four monitor
windows into which you can load one or more screens for Run Mode operation. One way to do
this is using the preview buttons in the Screen Designer Editor toolbar.
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Whereas this approach is good for testing a screen, the proper way is to use a Screen Command
Event, which offers much more control and flexibility.

Each of the four Monitor Windows has its own settings that configure how it is to be displayed
when opened as a preview or using the Screen Command Event. When opened for preview (and
not as full screen) the Setup menu is available at the top of the window. Click on the Setup menu
and select Settings... to open the Monitor Window Settings window. The Setup menu is not
available when the Monitor Window is opened in full-screen mode. Also, this menu is not
available when the window has been opened using a Screen Command Event.

Setting-up Screen Window Sizes

There are two size settings you need to consider when setting up screens and monitor windows.
The first is the screen size, which is set for each screen in the Screen Display Properties. Here
you can fill in the Width and Height properties for a specific screen. These values are in pixels.




The second is the Width and Height settings in the Monitor Window Settings. If you wish only to
show one screen at a time in a monitor, you will probably want these values to be the same as
those in the Screen Display Properties. However, if you would like to show multiple screens side-
by-side in the same window, you will need to setup a monitor Width and Height that is large
enough to contain all of the panels (see Multiple Screens in a Monitor Window). If you want a
screen (or multiple screens together) to fill your computer monitor, you should select Width and
Height values for your Monitor Window to be the same as your computer monitor’s resolution.

Multiple Screens in a Monitor Window

You can arrange multiple screens side-by-side within a monitor window. This is useful in cases
such as when you would like a “menu screen” area with buttons that let you select which screens
you would like to show in a “main screen” area.

The example below has 3 screens, a menu screen and two selectable screens Screenl and
Screen2.

Click to show
0:00:00.0 ‘ Dim Screen 1
Stage Lights

A1 0:00:00.0

Act2 0:00:00.0 Menu Screen
0:00:000 |

0:00:000 |

Main Screen Area

Screen 1
Screen2 Click to show

Screen 2

Menu Screen

Main Screen Area

The menu screen on the right includes two buttons that have been setup to open either Screenl
or Screen2 into the main screen area. The menu screen size is Width=99, Height=480. Screenl
and Screen?2 are both the same size, Width=640, Height=480. To accommodate both screens,
the associated Monitor Window Screen area size is set to be:

Width = 640 (width of Screenl/2) + 1 (space between screens) + 99 (menu screen width) = 740
Height = 480 (same for all screens)



You must use a Screen Command Event (attached to a Cue Button, etc...) to open multiple
screens at once in this manner. Setup the event to open Screenl and the Menu screen.

_
Screen Command Event %
—
Event | VMNet | Conditions | Notes

Screen Commands:

Command  Screen Settings
Open Screen Mon=1,Auto-close underappers
Open Menu Mon=1%=641 Autoclose underappers

Remove Edit

[ ok ][ Canced |[ Hep |

For the Menu screen, be sure to set the Offset X to 641 (width of Screenl + 1), so that the menu
is displayed to the right of the main screen area.

r ~
Screen Command @
Screen: [Menu v] [ oK }

Monitor: 1=
Offset: X s4l = v o0 z
Auto-dose underlapping screens
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Monitor Window Settings

Monitor Window Settings ¥
Window #: 1
Window Title: | SAIDES Left Screen | Cancel

Background Color

Screen area size: Widﬂ1| 1024 | Height| 500 |

|:| Center screen area in monitor window
Show Scrollbars (not for fullscreen)
[] show monitor window as fullscreen
[JHide mouse cursor

Monitor
DISPLAY

Require password for manitor window restaore

Password: wen

| Window # | Indicates which of the four monitor windows these |




properties are for.

Window Title

Enter the text that will be displayed at the top of the
Monitor Window (not available in full-screen mode).

Background color

Choose the background color. This color is applied
to the Screen area only. Monitor Window space
outside of the Screen area will be black.

Screen area size

Set the width and height of the display area in
pixels.

Center screen area in
monitor window

Place the display area in the middle of the window.
When this box is unchecked, the area will be putin
the top left corner.

Show scrollbars

Toggle the presence of the scrollbars when in
normal display mode (not full screen).

Show monitor window as
full screen

When this box is checked, the Monitor Window will
open into full screen mode. The Monitor Window
can be restored to normal by right-clicking on the
monitor and selecting Restore Screen from the
pop-up window.

Restore Screen

Close Screen

Settings...

If a password is required for this Monitor Window,
selecting Restore Screen will prompt the user to
enter the password before it will restore.

Hide mouse cursor

When checked, the mouse cursor will not be visible
of the monitor when open.

Monitor

Choose what physical monitor the window will be
shown on.

Require password for
monitor window

When check, a password (entered into Password
field) is required when you wish to Restore or Close
a full-screen Monitor Window. To close or restore
the window, right-click anywhere in the window to
open the Monitor Window pop-up menu (as
mentioned above).

Exporting VenueMagic Screens to ShowNodes

Graphical displays created by VenueMagic Screens can be exported to ShowNodes devices
while maintaining much of the functionality afforded them when used within a VenueMagic
project.

When designing screens to be exported to a ShowNodes node, please keep the following in
mind:



1. Not all ShowNodes devices are capable of using VenueMagic Screens. Only those
specified as VM Screens Enabled will work with Screens and VenueMagic will not permit
you to export screens to ShowNodes that are not.

2. Not all VenueMagic Screens functionality is available on ShowNodes.

3. There may be minor differences in appearance between screens shown under
VenueMagic and the same screens shown under ShowNodes. Of particular note are text
fonts. VenueMagic does not export fonts to ShowNodes. Instead, ShowNodes will do
the best it can do select an available font that matches what is being used in
VenueMagic. Unfortunately, the types of fonts available to ShowNodes is extremely
limited, so you may not always get what you want.

4. ShowNodes may not always be able to display certain image formats. If you stick to
JPG, GIF (non-animated), BMP and PNG image types you shouldn’t have a problems.

Note: A complete discussion of the limitations of using VM Screens on ShowNodes devices is

beyond the scope of this manual.

When the ShowNodes capability is enabled in the Supported Devices tab of the Setup Devices
window, the ShowNodes tab becomes visible in the Screen Designer Settings window.

Screen Designer ShowNodes Settings Window
Set ShowNodes settings for the screen.

Screen Designer Settings >

Editor ShowModes  Securty MNotes

Besign to Showhodes device | WOPNode1 w
Auto-show at reset
Offset: X | 0 ~ Y0 B

Cancel Apph Help

When the ShowNodes capability is enabled in the Supported Devices tab of the Setup Devices
window, the ShowNodes tab becomes visible in the Screen Designer Settings window.

Assign to ShowNodes | Check this box to assign this screen to the selected ShowNodes
device device. Screen will be exported to the specified node the next time
the ShowNodes Build & Upload Project Files function is executed.




Auto-show at reset

When checked, this screen will automatically be loaded and displayed
when the node it is assigned to is reset.

Offset

Set the X and Y position of the upper, left-hand corner of the screen
when it is automatically shown at node reset.




