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Welcome

Welcome

Introduction

Welcome and thank you for using version v2.14 of the Pharos Designer software. This release offers some
significant improvements and additional functionality over earlier versions, see New In for details.

WARNING: Projects saved with v2.14 can not be opened with earlier versions so please make sure to back up
your programming prior to installation.

Help Overview

The Help is split into five main sections: Quick Start, Hardware, Reference, Troubleshooting, and Appendices.

Those of you experimenting with the software for the first time are advised to work through the Quick Start
guide to familiarise yourself with the basics of the software. The Reference section gives detailed descriptions
of every aspect of the software as well as the configuration of the Pharos Controllers and their accessories.
The Troubleshooting section provides help to resolve any problems while the Appendices provide additional
useful resources.

If you have a Controller that you wish to connect to and program now then please read the Network section for
instructions or follow the Quick Start guide.

Help

This is the PDF version of the on-line Help and it is available in various formats for printing. The on-line version,
which has the advantage of being fully searchable and includes animated tutorials, can be opened from within
Designer using Help > Contents on the main toolbar.

Support

As with all successful control products, support is crucial and the team at Pharos will do everything possible to
ensure that your project is a success.

Please do not hesitate to contact us with your questions, bug reports and suggestions at:

T: +44-(0)20-7471-9449
E: support@pharoscontrols.com

Please also visit our website to keep up to date with the latest product news and software releases:
www.pharoscontrols.com.



mailto:support@pharoscontrols.com
http://www.pharoscontrols.com/
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New in v2.14

RIO D4: a new four-port DALI remote device.

¢ Each RIO D4 supports four DALI buses, which can be used as outputs for control and for receiving DALI
commands as triggers.

e Support for up to 64 DALI ballasts per bus, including discovery, configuration and command.

¢ Each device can be placed where it is needed and connected to a Pharos Designer controller over an
Ethernet network.

New DALI features: for use in conjunction with RIO D4.

¢ Triggers for DALI Button Event, DALI llluminance and DALI Occupancy.
¢ New Set DALI Feedback State Action.

Changes to touch device communication: touch devices are now remote devices.

e TPS, TPS 5and TPS 8 are categorised as remote devices.

» Touch interfaces are sent from the controller to the touch device, rather than uploaded directly from
Pharos Designer.

e Touch Triggers, Conditions and Actions allow you to specify a particular device.

» Please see this article for more information.

Pharos Designer Enhancements: We continue to make improvements throughout the software. Latest
changes include:

« Specify playback group in timeline and scene triggers.
» Give timeline presets custom labels.
¢ View time at end of timeline preset by holding shift while moving the preset.
« Specify a fade time in the Set Screen Brightness action.
¢ Populate group name with model of first fixture in selection.
« Fixture tooltip settings are now saved in project files.
¢ The following system limits have been increased:
¢ Up to 1000 timelines per project.
¢ Upto 1000 scenes per project.
e Up to 2000 fixture groups per project.
e TPC,LPC1,LPC 2 and LPC 4 now support up to 64 remote devices.



https://www.pharoscontrols.com/support/designer/learn/tips-tricks/changes-to-touch-device-communication-in-designer-2/

Introduction

Introduction

Pharos is a comprehensive system with sophisticated features that allow you to make advanced shows. The
Designer 2 software is the tool provided to configure and program the Pharos Controllers, Remote Devices and
Accessories. The Controllers have been designed specifically for the architectural and installation markets
and, as opposed to DMX frame store solutions, offer genuine lighting and show control functionality in an install
and forget housing.

Lighting is programmed on timelines, with a particular timeline having control data for one, some or all the
lighting fixtures being controlled. Multiple timelines are supported and so a single unit can control multiple
distinct zones, or more complex presentations can be programmed with external triggers coming from multiple
systems.

The software offers powerful functionality with a simple and intuitive graphical user interface. Most operations
can be performed with mouse clicks (typically left-click for selection and right-click for context sensitive options
& commands) and drag-and-drop. Creating a project is broken down into steps that all have their own tab for an
easy step by step process to setup the system.
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Modes Overview

Mode tabs down the left hand side allow you to switch between the Modes by left clicking the tab or use the
function keys (in brackets) to toggle between them. Tabs can be viewed in different windows using the Tear Off
options:

NOTE: Not all modes will be available by default, but will be enabled when relevant. See Project Features for
more details

Project (F1)

In Project, you setup the Project settings such as location and time information, along with the project features
that will be made available.

See Project for reference.
Layout (F2)

In Layout you add fixture to the project, position them on layouts, arrange them in groups or customize their
behaviour.

See Layout for reference.
Mapping (F3)

Mapping allows you to create virtual video screens and map fixtures to pixels of the screen. Here you also
import and manage the media files (either static images or video) which can then be played back on these
screens.

See Mapping for reference.
Patch (F4)

In Patch the fixtures are assigned to the connected Controllers (see Network) and assigned to control
protocols, universes and addresses. This step can be skipped during design and only completed during
installation.

See Patch for reference.

DALI (F5)

In DALI you patch and define DALI groups & scenes for any DALI ballasts in the project. Unlike DMX fixtures,
these definitions are stored in the DALI ballasts themselves and so the configuration must be uploaded
separately from here.

Only available if Enabled in project properties, a DALI ballast is added to a layout, or a RIO D or RIO D4 is
added to the project.

See DAL for reference.

Scene (F6)

In Scene, you can create single effects on any fixture within the project. These Scenes can be used later within
Timelines or played back individually using triggering.

See Scene for reference.

-10-
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Timeline (F7)

Timeline is where you create and edit the timelines that make up your presentation. Each fixture or group of
fixtures is a row of the timeline and you can drag-and-drop from an extensive range of Built-in intensity and
colour effects, as well as placing Scenes, Media and DALI presets.

See Timeline for reference.

Interface (F8)

Interface allows you to create the Interfaces that are displayed on a TPC.
Only available if Enabled in project properties, or a TPC is added to the project.

See Interface for reference.
Trigger (F9)

In Trigger you connect your programming with the real world. At its most basic you can define which timeline to
begin on startup but for more complex environments with external triggers you can define a detailed script,
even incorporating conditions if necessary.

See Trigger for reference.
Simulate (F10)

Simulate allows you to view a representation of your project in Layout format. You can play individual timelines
to check your programming then run the whole project including triggers. A set of buttons allow you to simulate
external triggers in order to test your programming properly.

See Simulate for reference.

Network (F11)

This is where you manage your Pharos hardware, assigning connected Real Controllers to the Controllers in
your project, configuring their input/output interfaces and any connected Remote Devices.

See Network for reference.

-11 -
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User Interface

The software has been designed to present a consistent graphical user interface and so it is worth familiarising
yourself with the layout of a typical window before proceeding further:

3 Layout - Help.pd2 - Designer [Primary Window]

Of 10 10X )

@ @ @& @ @

o Uo

E Il O o
GHuuBuLAARARuRR A -
: ! | O o
Soses 3 Vj Ev 33 O H O

Main Toolbar

The main toolbar persists across all software modes and allows you to see any Issues in your project, access
the Undo and Redo buttons and provides access to the Main Menu.

0 Issues

The Issues browser will display any problems with the project file and take you to the location where the issue
can be fixed. The location of an issue is indicated within the software with the Issues icon @ .

@ Help

The Software Help can be accessed using the Help icon on the main toolbar.

1"""'Undol"""PRedo

The Undo and Redo buttons can be used to step through the last 20 actions completed within Pharos
Designer.

Main Menu

The Main Menu allows access to the following options:

-12 -
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» Save Project - Save the show file with the current file name

» Save Project As - Save a copy of the project file with a new name

» Archive Project - Save a copy of the project file as a .archive.pd2 file
* Upload

* Audio Viewer

e Timecode Viewer

* Output Viewer

» Controller Log Viewer

» Import Object - Import fixture layouts, Pixel matrices etc.

» Import Interface - Import a .ptc file created in Interface Editor

» Export Object - Export an object as a .csv file

» Preferences - Access the preferences dialog

» Register - Register your copy of PharosDesigner

» Help - Access this help file

» Send Feedback - Contact Pharos Support with feedback on Designer 2
e About

» Exit - Close PharosDesigner

Mode Tabs

The application is divided into eleven Modes which can be selected by clicking on the appropriate tab.

See the Quick Start overview for a brief description of each Mode and the relevant Reference section for more
details.

Tear Off Views L‘

All tabs can be torn off so that multiple Modes can be seen at once. This is particularly useful for the Timeline
and Simulate Modes.

To tear of a tab either:

* Hover over the view tab until the tear officon = appears, move your cursor over this icon and left-click.
The selected Mode will appear in a separate window.

 Click on a Mode tab and drag off the right side of the Mode tab bar. The selected Mode will appear in a
second window.

NOTE: The currently open Mode cannot be torn off
Mode Toolbar

The view toolbar is populated with tools and options relevant to the Mode which is being worked in. See the
relevant Reference section for more details.

Browser

The browser is common to many views and provides the primary interface for selecting, viewing and grouping
fixtures in the project. The rows of the browser are then used for Designer's timeline programming interface.
Some Modes (Project, Interface, Trigger, Simulate and Network) have no browser since fixture selection is not
relevant. Scroll bars will appear as required and the browser can be made wider by dragging the right hand
border.

Browser toolbar

The Browser toolbar provides controls for expanding and collapsing groups and compound fixtures as well as
for creating Groups and Pixel Matrices.

-13-
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Object Tabs

Most of the Modes within Designer have multiple objects that can be opened at once, such as Layouts,
Timelines and Interfaces.

The exceptions are Network and Trigger, which affect the whole project and don't have separate objects within
them.

The tabs can be navigated by selecting them in the Tab bar. They can be closed using the close button within
the tab. This doesn't delete the object, it can be reopened from the Manage button on the Mode Toolbar.

Main Workspace

The Main workspace is the central portion of the Designer window and is where most project work is carried
out. Each view uses the main workspace in a different way, so see the relevant Reference section for more
detail.

Configuration Area

Depending on the Mode and items selected, context-sensitive configuration or control pane(s) will appear here
for fast and convenient editing.

Multiple Instances

Itis possible to open multiple instances of Designer so that two projects can be worked on at the same time.

This can be done by opening a Designer 2 project from the operating system when Designer 2 is already open,
or by selecting to open Designer 2 again.

If necessary one of these instances can be Designer v1.x.x.

NOTE: You cannot open the same project in multiple instances of Designer 2.

Copying between Instances
When you have multiple instances of Designer 2 open, you can copy elements from one project to the other:

¢ Fixtures
¢ Timeline Presets

-14 -
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Keyboard Shortcuts

For ease and speed of use various keyboard keys map to application commands, particularly with regards

window navigation:
General

Ctrl+z

Ctrl+Y

Ctrl+Tab (= + Tab)
Ctrl+Shift+Tab (™ + Shift + Tab)
Ctrl+S

Ctrl+Shift+S

Ctrl+U

Alt+F4

Escape

Function Keys - F1 through F11
Alt + F4 (38 +Q)

(8 +,)

Ctr+T

Project

Ctrl+N

Alt+left-click on New Project
Ctrl+O

Ctrl+F4 (8 +W)

Layout

Ctrl+N

Ctrl+D

Ctrl+l

Ctrl+A

Double-left-click on a fixture
Ctri+left-click on a fixture
Alt+left-click on a composite fixture
Alt+left-click on background + drag
Alt+left-click on fixture + drag
Left-click on background + Alt + drag
Left-click on fixture + Alt + drag

Shift while selecting fixtures with a
box

Tab
Shift+Tab

Ctri+left-click while in add fixture
mode (blue border)

Alt+left-click while in add fixture

Undo the last action (up to 20 actions)
Redo the last undone action

Switch to the next tab

Switch to the previous tab

Save the project

Save the Project as New

Upload the project to controllers

Quit the application

Close an open popover

Change view, F1 goes to Project, F11 goes to Network etc.
Close Designer

Access Preferences

Open (or Close) the Output Viewer

Create a new project
Show New Project wizard
Open a project

Close the project

Create a New Layout

Create a duplicate of the current layout
Show layout properties

Select all fixtures

Select all instances of the fixture
Toggles its selection

Select an element of a fixture

Select elements or fixtures using a lasso
Select elements or fixtures using a lasso
Select whole fixtures using a lasso
Constrain movement to one axis (horizontal or vertical directions)

Selection order based on position, otherwise based on fixture number

Select the next fixture by number
Select the previous fixture by number

Toggle the behaviour of Auto-finish

Add an instance of the last added fixture (or a new fixture if no fixture is

-15-
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mode (blue border)

Escape while in add fixture mode
(blue border)

Escape otherwise

Ctrl+drag

Ctrl+Alt+drag

Shift while dragging fixture/s
Delete/Backspace

Shift+Delete/Backspace
Ctrl+Delete/Backspace
Shift+ 'Remove From Layout'

Ctri+X
Ctri+C
Ctrl+V
Ctrl+Shift+V

Up/Down/Left/Right

Shift+Up/Down/Left/Right
Space+drag

CtrlI+0

Ctrl+F

Ctrl++

Ctrl+-

Ctrl+ mouse wheel
Middle-click + drag

Left-Click + drag + Shift

Alt+ mouse wheel (Shift+ mouse
wheel)
Ctrl+drag on Transform tool drag
handle

Alt while dragging fixture/s

Browser

Delete/Backspace
Ctrl+left-click
Shift+left-click
Alt+left-click
Up/Down

Shift + Up/Down

Ctrl + Up/Down
Left/Right
Space

Ctrl + Space

added yet)
Finish adding fixtures

Toggle last fixture selection

Create duplicates of the selected fixtures
Create instances of the selected fixtures
Disable fixture snapping

Delete selected fixtures

Delete selected fixtures from the Layout but keep the fixture in the pro-
ject, even if they no longer exist on a layout

Delete selected fixtures from the project

Delete selected fixtures from the Layout but keep the fixture in the pro-
ject, even if they no longer exist on a layout

Cut the selected fixtures

Copy the selected fixtures

Paste fixtures from the clipboard

Paste instances of fixtures from the clipboard

Nudge the selected fixtures by the grid spacing, if show grid is turned
off, nudge will default to a 1-pixel nudge

Nudge the selected fixtures by 1 pixel
Pan the view

Reset the zoom

Zoom to fit the window

Zoom in

Zoom out

Zoom in and out

Zoom into the drawn rectangle

Pressing Shift after starting a lasso selection will sort by the aspect ratio
(see here)

Scroll Horizontally

Maintain aspect ratio of selection

Lock movement to a single axis

Delete selected fixtures, groups or pixel matrices

Select multiple fixtures, groups or pixel matrices

Select all fixtures, groups or pixel matrices between two selections.
Deselects the contents of the group/pixel matrix

Move current row indicator up and down, and select the row

Move current row indicator up and down, and add the row to the selec-
tion

Move current row indicator up and down, but don't change the selection
Collapse/Expand current group

Select current row

Add current row to the selection

-16-
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Mapping

Ctrl+N

CtrlI+D

Ctrl+l

Ctrl+C

Ctrl+V

Delete/Backspace
Up/Down/Left/Right
Space+drag

Ctrl+0

Ctrl+F

Ctrl++

Ctrl+-

Ctrl+ mouse wheel

Space with media preview open
Shift click on overlapping elements
Alt+ mouse wheel (Shift+ mouse
wheel)

Patch

Ctrl+N

Ctrl+A
Delete/Backspace
0-9

Page Up/Down
Ctrl+Tab
Ctrl+Shift+Tab

DALI

Ctrl+N

Ctri+l

Escape in Scene Mode

Ctrl+0 in Scene Mode

Ctrl+F

Ctrl++ in Scene Mode

Ctrl+- in Scene Mode

Ctrl+ mouse wheel in Scene Mode
Middle-click + drag in Scene Mode
Alt+ mouse wheel (Shift+ mouse
wheel) in Scene Mode

Scene

Ctrl+N
Escape
Ctrl+0
Ctrl+F

Create new pixel matrix

Duplicate the current pixel matrix

Show pixel matrix properties

Copy the selected media

Paste media from the clipboard into the current folder
Delete selected media

Nudge the selected items by 1 pixel

Pan the view

Reset the zoom

Zoom to fit the window

Zoom in

Zoom out

Zoom in and out

Start/Stop media preview

Open selector to chose which element to select

Scroll Horizontally

Show Add Universe popover

Select all patch records

Delete selected patch

Type a universe number and the view will scroll to it after a short delay
Scroll to previous/next universe

Switch to the next protocol

Switch to the previous protocol

Create a new DALI Interface
Show DALI interface properties
Toggle last fixture selection
Reset the zoom

Zoom to fit the window

Zoom in

Zoom out

Zoom in and out

Zoom into the drawn rectangle

Scroll Horizontally

Create a new Scene in the current folder
Toggle last fixture selection

Reset the zoom

Zoom to fit the window

-17 -
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Ctrl++

Ctrl+-

Ctrl+ mouse wheel

Middle-click + drag

Alt+ mouse wheel (Shift+ mouse
wheel)

Timeline

Ctrl+N
Ctrl+D

Ctrl+G

Ctri+l

CtrlI+A

Delete/Backspace

Ctrl+left-click while adding presets
Ctrl+drag start/end of preset
Shift+drag preset

Ctrl+left-click while adding flags
Esc

Up/Down/Left/Right

Space

Esc while simulating timeline

F while simulating

Ctrl+F

Ctrl++

Ctrl+-

Alt+ mouse wheel (Shift+ mouse
wheel)

Ctrl+ mouse wheel (Cmd+ mouse
wheel) while over browser

Esc while moving Gradient stop

Interface
Ctrl+N
Ctrl+l

Alt+ select Colour Picker
Ctrl+drag on one or more control

Trigger

Zoom in

Zoom out

Zoom in and out

Zoom into the drawn rectangle

Scroll Horizontally

Create a New Timeline

Duplicate the current timeline

Go to timeline (enter name or number to filter the list); when one choice
remains, press Enter to show the timeline

Show timeline properties

Select all timeline programming

Delete selected timeline programming

Toggle the behaviour of Auto-finish

Snap to nearest preset, flag or waypoint

Display the preset's end time and position

Add flag and don't leave Add Flag mode

Finish adding presets or flags

Scroll the view

Start/pause Simulation

Stop Simulation

Ifin Add Flag mode, drop a flag at the simulation time
Zoom to fit the window

Zoom in

Zoom out

Scroll Horizontally

Increase / decrease timeline row height

Cancel changing gradient

Create a new Interface

Show interface properties

Sets the startup colour of the colour picker to the selected colour
Creates a duplicate of the selected control/s

Ctrl+N

Create a new trigger of the last created type

Ctri+left-click on a trigger, condition
or action

Toggles its selection

Shift+left-click

Select a range of triggers, conditions or actions

Ctrl+A

When nothing is selected, select all triggers; when a condition or action
is selected, selects all conditions/actions of the parent trigger

-18-
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Hold Ctrl while dropping a dragged
trigger

Create a copy of the trigger at the drop location

Hold Shift while dropping a dragged
condition or action

Move the condition or action to the trigger it is dropped on

Delete/Backspace

Delete selected triggers, conditions or actions

Up/Down

Move current row indicator up and down, and select the row

Shift + Up/Down

Move current row indicator up and down, and add the row to the selec-
tion

Ctrl + Up/Down

Move current row indicator up and down, but don't change the selection

Left/Right Collapse/Expand current trigger
Space Select current row

Ctrl + Space Add current row to the selection
Ctrl+B in Script Editor Compile script

Simulate

Space Start/Pause Simulation

Esc Stop Simulation

Ctrl+0 Reset the zoom

Ctrl+F Zoom to fit the window

Ctrl++ Zoom in

Ctrl+- Zoom out

Ctrl+ mouse wheel
Middle-click + drag

Zoom in and out
Zoom into the drawn rectangle

Alt+ mouse wheel (Shift+ mouse wheel) Scroll Horizontally

Notes for Mac OS X users

Unless otherwise noted, keyboard shortcuts on Mac OSX are the same as Windows, except Ctrl is replaced
with 3 . Shift and Alt work as described for Windows.

Within Layout, Scene and Simulate, you can use Scroll gestures to move around the Plan.

Pharos Designer makes a good deal of use of the two button mouse with right-click being used to invoke
context-sensitive dialogs. As the majority of Mac users have only a single button mouse they must hold Ctrl

while clicking to get this functionality.
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System Requirements

Pharos Hardware Requirements

This version of Pharos Designer can be used with the following controllers:

Pharos LPC 1/2/4: Serial numbers greater than 006xxx
Pharos LPC X: All Serial numbers

Pharos VLC: All Serial numbers

Pharos VLC+: All Serial numbers

Pharos TPC (with or without EXT): All Serial numbers

NOTE: LPCs with a Serial number lower than 006000 and AVCs are only supported in Designer 1.x.x.

Computer System Requirements

Supported Operating Systems

¢ Microsoft Windows 7/8/10/11 (64bit)
¢ macOS 10.13.x (High Sierra) — 13.1.x (Ventura)

Minimum Requirements

Intel Core i3 processor or above

2GB RAM

1GB free hard disk space

1024x768 screen resolution

OpenCL 1.2 graphics support (for VLC/VLC+ simulation)
Network connection (for connecting to Pharos hardware)

Recommended

« Intel Core i5 processor or above
+ 8GB RAM
¢ 1920x%1080 screen resolution

Web Interface Support

The Default Web Interface on a controller is supported by all modern web browsers, e.g. Edge, Firefox, Safari,
Chrome and Chromium based browsers.

Custom Web Interface browser support will vary depending upon the Interface.
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Hardware Overview

This version of Pharos Designer can be used with the following controllers:

Pharos LPC 1/2/4: Serial numbers greater than 006xxx
Pharos LPC X: All Serial numbers

Pharos VLC: All Serial numbers

Pharos VLC+: All Serial numbers

Pharos TPC (with or without EXT): All Serial numbers

NOTE: LPCs with a Serial number lower than 006000 and AVCs are only supported in Designer 1.x.x.

Controllers

LPC 1/2/4

The Pharos Lighting Playback Controllers (LPCs) are solid state lighting controllers capable of being
programmed with a series of light shows which can be controlled through either internal of external triggering.

This programming is all preprogrammed through the Pharos Designer software before being uploaded to the
controller for stand alone operation.

Each type of LPC is capable of controlling a number of universes of DMX or eDMX compatible lighting fixtures.
The number of universes that can be controlled is indicated by the number in the name of the controller (e.g.
LPC 1).

More information is available here.

LPC X

The LPC X is designed to meet the unique needs of large landmark projects. It is available in capacities ranging
from 10 DMX universes up to 100 DMX universes from a single unit with further scaling over Ethernet.

The LPC X provides the same programming options as the LPC, but the outputs are limited to eDMX protocols.

More information is available here.

TPC

The TPC is a Lighting Playback Controller with a touchscreen, allowing for simple user interaction with the
programmed show file, and output of 1 universe of eDMX lighting control data.

As with all controllers, the programming for the TPC is done through Pharos Designer and uploaded to the
TPC.

More information is available here.

EXT

The EXT is an extension to the TPC to provide additional connectivity to external systems and devices. Itis a
mains powered device, which provides PoE to the TPC, along with Digital/Analog inputs, a DMX connection,
an RS232 connection and a DALI connection.

More information is available here.

VLC

The VLC is designed to handle large single canvases of DMX fixtures e.g. building fagades, bridges or media
screens. It is available in capacities ranging from 50 DMX universes up to 1500 DMX universes from a single
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unit with further scaling over Ethernet.
As with the other controller's, the VLC is programmed through Pharos Designer and uploaded to the VLC.

More information is available here.

VLC+

The VLC+ is designed to handle large single canvases of DMX fixtures e.g. building fagcades, bridges or media
screens. It is available in capacities ranging from 50 DMX universes up to 3000 DMX universes from a single
unit with further scaling over Ethernet, and allows multiple layers of media output to be displayed on the
canvas, along with dynamically moving and rotating the content.

As with the other controllers, the VLC+ is programmed through Pharos Designer and uploaded to the VLC+.

More information is available here.

Remote Devices

Remote Devices can be used alongside controllers to increase the functionality and/or connectivity of the
control system. They are connected to the controller using Ethernet network connections and most are
powered over PoE using the same connection.

RIO (08/44/80)

The three types of input/output RIOs allow various amounts of inputs and outputs to be added to the system.
The inputs can be used for triggering within the project, and the outputs can be used to turn on other systems
using volt free relays.

More information is available here.

RIOD

The RIO D allows for connection of the Pharos system to a DALI bus. This can be used either to output
DALI commands to DALI ballasts, or to receive DALI commands from a DALI controller (or both).

See DALI for more information about outputting and DALI Triggers for more information about receiving
DALI commands.

More information is available here.

RIO D4

The RIO D4 allows for connection of the Pharos system to up to four DALI buses. These can be used either to
output DALI commands to DALI ballasts, or to receive DALI commands from a DALI controller (or both).

See DALI for more information about outputting and DALI Triggers for more information about receiving DALI
commands.

More information is available here.

RIO A

The RIO A provides additional MIDI connections, and an Audio input into a project. This audio input allows for
triggering based on the volume of the incoming audio, or the audio input can be used to receive Linear Time
Code into the project.

More information is available here.
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BPS

The Pharos BPS is a Button Panel Station which provides 8 programmable buttons, which can be used to
control aspects of the project. Each button includes a white LED, which can be freely programmed to output
various effects.

More information is available here.

TPS 5

The Pharos TPS 5is a 5" Touch Interface built to replace the TPS hardware. It can be configured with a
customisable interface to control aspects of the project. The Interface is designed within Pharos Designer and
uploaded to the TPS 5 as part of the project.

Multi-touch support is available for TPS 5 from PharosDesigner 2.10 and above.

More information is available here.

TPS 8

The Pharos TPS 8 is an 8" Touch Interface built to replace the TPS hardware. It can be configured with a
customisable interface to control aspects of the project. The Interface is designed within Pharos Designer and
uploaded to the TPS 8 as part of the project.

Multi-touch support is available for TPS 8.

More information is available here.

TPS

The Pharos TPS is a Touch Interface which can be used to control aspects of the project. The Interface is
designed within Pharos Designer and uploaded to the TPS as part of the project.

More information is available here.

EDN

The Pharos EDN is an Ethernet Data Node which provides 10 or 20 outputs of eDMX to DMX/RDM, dictated by
variant, such as EDN 10. It can easily be configured within Designer and is patched exactly the same way as
an LPC or any Pharos Controller.

It can also be converted to SDI mode, where it will work with attached SDlIs (Serial Data Interfaces) to output a
synchronous or asynchronous serial data protocol, set within the Network view.

More information is available here.

RIO G4

The RIO G4 provides 4 outputs of DMX/RDM over a single PoE connection. It can easily be configured within
Designer and is patched exactly the same way as an LPC or any Pharos Controller.

It can also be converted to SDI mode, where it will work with attached SDIs (Serial Data Interface) to output a
synchronous or asynchronous serial data protocol, set within the Network view.

More information is available here.

SDI

The SDI (serial data interface) is an accessory to the EDN. It connects directly to an EDN via an RS485 serial
connection, allowing the EDN to output synchronous (SPI) or asynchronous serial protocols to fixtures such as
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addressable LED tape.

More information is available here.
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Hardware Setup
LPC 1/2/4

The basic setup for an LPC 1, 2 or 4 requires a power connection, a data connection and an output.
Power Connection

There are two options for power connection:

e DC Power - The LPC can receive 9-48V DC via the DC input on the bottom of the controller.
* PoE (Power over Ethernet) - This is provided by a PoE enabled network switch or PoE in-line injector.

Data Connection

To communicate between a controller and Designer, a data connection is required.
The physical connection can be achieved using either:

« aUSB A-B cable
» an Ethernet cable (straight or crossover)
» an Ethernet network (with switch/hub/router)

The data connection for all of these configurations will be a network connection, through either standard
network connections or a USB to Ethernet connection.

Output

To control any fixtures there will need to be a connection between the controller and the fixtures.

If using DMX, you will need a 3 core connector between one of the DMX ports and the DMX input of the first
fixture on the DMX chain.

If using eDMX, this communication uses the Ethernet connection of the LPC, so the LPC and the receiving
device must be connected to the same Ethernet network.

LPC X, VLC, VLC+

The basic setup for an LPC X, VLC, VLC+ requires a power connection and 2 Ethernet connections.

Power Connection

The LPC X, VLC, VLC+ is a mains powered device which can auto-detect the incoming power, and is
compatible with all worldwide mains standards: 100-250V 50/60Hz.

This connection is made using an appropriate mains IEC cable.

Data Connection

The LPC X, VLC, VLC+ has 2 Ethernet ports, one for "Management" data and one for "Protocol" data.

Management data refers to any communication between Designer and the controller or between the controller
and other controller, remote device or third party control systems.
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Protocol data refers to the eDMX lighting outputs which are transmitted over the Ethernet connection to the
receiving device/s.

These two connection should be made to separate ethernet networks containing the relevant equipment.

TPC

The basic setup for an TPC requires a PoE Ethernet connection to provide both power and data
communication

This can be provided either from a PoE enabled switch or an in-line injector.

TPC + EXT

Alternatively the TPC can be powered by the EXT. This takes in mains power and outputs PoE to a TPC. In
addition, the EXT provides connectivity options to complement the touch screen interface.

TPS, TPS 5 & TPS 8

The basic setup for a TPS, TPS 5 or TPS 8 requires a PoE Ethernet connection to provide both power and data
communication.

This can be provided either from a PoE enabled switch or an in-line injector.

Remote Devices

All remote devices require a single connection to communicate with their associated controller.
Power Connection

The power for a remote device is provided over a Power over Ethernet connection.

Data Connection

This is provided by an Ethernet connection to the controller that it has been assigned to.

EDN

The basic setup for the EDN requires the EDN be connected to the same network as the data port of a
controller.

NOTE: The controller must also be connected to ANY network on it's management port for the EDN to
function. The EDN does not have to be connected to the same network as the management port.

Power Connection

The EDN is a mains powered device which can auto-detect the incoming power, and is compatible with all
worldwide mains standards: 100-250V 50/60Hz.

This connection is made using an appropriate mains IEC cable.
Data Connection

The EDN has 2 Ethernet ports - one for data in, the other for daisy-chaining EDNs together. We advise daisy-
chaining be limited to 8 EDNs or less without connecting a switch between, as this may adversely affect
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playback quality.

EDN/RIO G4 + SDI

The SDI connects directly to any of the DMX ports on EDN or RIO G4. Limits on length apply depending on the
protocol used;

« If using a synchronous signal, the distance of the SDI from the EDN/RIO G4 should be no more than

40m .
 If using an asynchronous signal, the distance of the SDI from the EDN/RIO G4 should be no more than

200m.

The SDI should receive power from the same source as the light fixtures.
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Port Specifications

DMX
NOTE: Relevant to LPC, EXT, EDN, RIO G4, RDM.

The pins on these connectors are marked:

+ Data+ ('Hot' or 'True")

— Data - ('Cold' or 'Complement')

—;— Chassis ground ('Shield")
NOTE: The DMX ground is internally linked to the ground on the DC Input
To make up a cable to a 5 pin XLR the following connections should be made:

LPC 3/5 pin XLR

Data+ —+ 3
Data- — 2
Shield == 1

MIDI Input and Output
NOTE: Relevant to LPC and RIO A

The MIDI input and output connectors are standard 5 pin DIN connections. They may be connected directly to
any standard MIDI device.

Inputs
NOTE: Relevant to LPC, EXT and RIO (44/80)

Can be configured as Digital Input, Analog Input or Contact Closure.

Contact closure

An external volt-free switch may be connected between the input pin and the signal ground pin.

In this mode, the input pin is internally pulled-up to 5V via a 2.2Kohm resistor, so the switch only needs to be
rated at 5V, 2.5mA or greater.

NOTE: With Contact Closure, "High" is regarded as "High Resistance", such as an open switch or, effectively,
the "Off" state. "Low" is the inverse, and is considered "Low Resistence" or the "On" state. This is inverse to
what is expected with the Digital Input where "High" is considered "High Voltage", or the "On" state.

Digital input

An external voltage source (such as a 12V trigger output) may be connected between the input pin and the
signal ground pin. In this mode, the input pin is internally pulled down to OV via a 202.1Kohm resistor and the
maximum input voltage supported is 24V.

The LPC may be configured to specify what the 'high' and 'low' threshold voltages are. This facility can be used
to provide 'Schmitt trigger' action.
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Analog input
An external voltage source (such as a 0-10V analog signal) may be connected between the input pin and the
signal ground pin.

In this mode, the input pin is internally pulled down to OV via a 202.1Kohm resistor and the maximum input
voltage supported is 24VVDC.

The LPC may be configured to specify what the input voltage range is. Voltages inside this range are reported
as 0% to 100%.

Relay Outputs
NOTE: Relevant to RIO (08/44)
The RIO features 8 (RIO 08) or 4 (RIO 44) relay outputs on two (RIO 08) or one (RIO 44) 8 way connectors.

The RIO relays are rated at 48V, 0.25A (AC or DC). This comparatively low rating is due to the use of solid-
state relays to ensure silent operation and long-term reliability.

All relay outputs are fully isolated from each other (1kV) and all other ports.

Note: An external power supply is required to power the relay outputs. An external PSU can be used to power
one or more relay outputs.

Ethernet
NOTE: Relevantto LPC, TPC, LPC X, VLC, VLC+, TPS, TPS 5, TPS 8, EXT and Remote Devices.

A standard 10/100TX Ethernet connection may be made to the device. If the device supports Power-over-
Ethernet (PoE), a PoE switch or in-line injector can be used. The LEDs on the RJ45 jack itself are useful for
debugging the Ethernet installation:

The Lnk LED will iluminate when an Ethernet link has been established.

The Dat LED will illuminate to indicate Ethernet traffic (not just Pharos-relevant).

RS232/RS485 Serial Port
NOTE: Relevant to LPC, LPC X, VLC, VLC+ , EXT and RIO (08/44/80)

The serial port's protocol (RS232 or RS485), data rate and format settings (baud, parity, stop bits, etc.) are
configured using Designer.

In RS232 mode, the port operates in full duplex with the following pinout:

R/+ Receive
T/- Transmit

—Tl— Signal Ground

In RS485 (and DMX In) mode, the port operates in half duplex with the following pinout:

R/+ Data +
T/- Data-

—Tl— Signal Ground

NOTE: Not available on LPC X, VLC or VLC+ , these support RS232 only.
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The serial port is not isolated from the power supply. If isolation is required, it must either be provided by the
connected device or a separate isolator should be used.

Analog Audio Input
NOTE: Relevant to RIO A

Balanced stereo audio input is provided @ OdBV line level on a 6 way connector:

-} Balanced audio right channel +

E Balanced audio right channel - (tie to ground for unbalanced)
JT— Signal ground

-} Balanced audio left channel +

E Balanced audio left channel - (tie to ground for unbalanced)
JT— Signal ground

The audio input can also accept linear time code (LTC) such as SMPTE/EBU on either channel, but not both,
configured using Designer. The Audio / LTC LED will indicate peak for audio and valid for time code.

LTC Audio Input
NOTE: Relevant to LPC X S3 and VLC+ M.

-+ Balanced LTC audio right channel +

E Balanced LTC audio right channel - (tie to ground for unbalanced)
JT— Signal ground

- Balanced LTC audio left channel +

=]

— Balanced LTC audio left channel - (tie to ground for unbalanced)

JT— Signal ground

Balanced LTC audio input is provided @ 0dBV line level on a 6 way connector:

This port accepts linear time code (LTC) such as SMPTE/EBU on either channel.

Audio Input and Output

Analog Audio Output

NOTE: Relevant to LPC X S3 and VLC+ M.

Balanced audio output is provided @ 0dBV line level on a 6 way connector:

Balanced audio right channel +

| @+

Balanced audio right channel - (tie to ground for unbalanced)
JT— Signal ground

-} Balanced audio left channel +

L]

Balanced audio left channel - (tie to ground for unbalanced)
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—TL Signal ground

Audio output is configured on a per-timeline basis with Timeline Audio[help/reference/timeline/timeline
audio.htm]

Stereo Audio Output

NOTE: Relevantto LPC X Rev 2, VLC and VLC+.

Stereo analog audio ports with RCA connectors.

SPDIF Audio Output

NOTE: Relevantto LPC XRev 2, LPC X S3, VLC, VLC+ and VLC+ M.
Digital audio port with RCA connector.

DALI

NOTE: Relevant to RIO D, RIO D4 and TPC with EXT.
A DALI bus interface is provided on a 3 way connector:
|: DALI bus (polarity insensitive)

DALI bus (polarity insensitive)

—Tl— Chassis ground (for optional shield) (RIO D and EXT)
NC No connection (RIO D4 only)

NOTE: RIO D, RIO D4 and TPC with EXT do not provide DALI power, so a separate DALI power supply is
required.

Video Input and Output

DV Firewire Input

Standard IEEE 1394 (Firewire) connection which may be used as a live video input (configured within a
timeline).

NOTE: Only available on LPC X Rev 1 (Serial Numbers below: 011000).

DVI-D Input

Standard DVI-D connection which may be used as a live video input to a Pixel Matrix, or VLC Content Target
(configured within a timeline).

NOTE: Available on VLC, VLC+, or LPC X Rev 2 (Serial Numbers above: 011000) as an optional extra.

HDMI Input

Standard HDMI connection which may be used as a live video input to a Pixel Matrix (configured within a
timeline).

NOTE: Relevant to VLC+ M. Available on LPC X S3 as an optional extra.

-31-



Pharos Designer User Manual

DVI-l Output

Standard DVI-I Output which can be used to connect a monitor to display the current output of a pixel matrix
(LPC X) or VLC+ output.

NOTE: Available on LPC X and VLC+.

DisplayPort Output

Standard DisplayPort Output which can be used to connect a monitor to display the current output of a pixel
matrix (LPC X S3 and VLC+ M).
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TPC Learning Infrared Receiver

The TPC may be taught to recognise up to 16 different infrared (IR) codes from a standard IR remote control.
When a key on the remote control is pressed during normal operation, the TPC will react as though one of its
user interface controls has been touched.

The TPC does not have to be part of a networked system to learn IR codes, all that is required is PoE power
and the donor remote control:

To enter Learn Mode:

1. Enter by pressing the CFG (config) button. This is located underneath the magnetic overlay at the top left of
the display, underneath the Reset button.

« The screen will display the IR configuration interface.
To learn an IR code:
1. Press the Set button alongside the code to be learnt.
e A progress indication will appear on the left of the row.
2. Within ten seconds, point the IR remote at the TPC and press the desired key.
» The progress indication will be replaced with a tick icon when the code has been learnt.
To test an IR slot
1. Point the IR remote at the TPC and press a key.
» Ifthe IR code received is associated with an IR slot, the slot will be highlighted.
2. Release the key on the IR remote.
e The IR slot will no longer be highlighted.
To erase an IR code:
1. Press the Clear button alongside the code to be erased.
e Thetick icon next to the code will disappear.
To exit Learn Mode:
1. Press the CFG (config) button.

« The screen will display the user interface for the loaded presentation, or indicate that no user interface is
present on the memory card.
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BPS Learning Infrared Receiver

The BPS may be taught to recognise up to 8 different infrared (IR) codes from a standard IR remote control.
When a key on the remote control is pressed during normal operation, the BPS will react as though one of its 8
buttons has been pressed.

The BPS does not have to be part of a networked system to learn IR codes, all that is required is POE power
and the donor remote control:

To enter Learn Mode:

1. Enter by holding down the bottom two buttons while pressing and releasing reset.
¢ The buttons will display a clockwise chase sequence

2. Release the bottom two buttons.

« Each button will flash quickly (4Hz) if an IR code has been learnt, or slowly (1Hz) if not
¢ No network communication will operate while in Learn Mode
e Learn Mode will automatically exit after 60 seconds of inactivity

To learn an IR code:
1. Briefly press and release a single button which should learn the IR code.
» The button will start flashing rapidly (8Hz) and the other buttons will extinguish
2. Within ten seconds, point the IR remote at the BPS and press and hold the desired key.
¢ The buttons will display a clockwise chase sequence when the IR code has been learnt
3. Release the key on the IR remote.

¢ The button now will be flashing quickly (4Hz) to indicate that it has an IR code stored
To erase an IR code:
1. Press and hold for three seconds the button which should erase its IR code.

¢ The buttons will display a clockwise chase sequence when the IR code has been erased
2. Release the button.

» The button will now be flashing slowly (1Hz) to indicate that it has no IR code stored
To test an IR code:
1. Point the IR remote at the BPS and press and hold the key to test.

¢ The button(s) that has learnt this code will illuminate solidly, all others will extinguish
2. Release the key and test the others.
To exit Learn Mode:

1. Press the reset button or wait for 60 seconds.

¢ The buttons will now revert to normal operation
¢ Network communication will resume
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Project Overview

* Project - ExampleProject.pd2” - Designer [Primary Window]

NewProject OpenProject SaveProject SaveProjectAsNew ArchiveProject CloseProject Reports  Exit

Recent Projects [ FrojectPropertes | ProjectFestres | Weblnterface | customropertes | tome | about | mewn2o
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The Project View is used to manage a project.

Project Toolbar

The project toolbar allows you to start a New project, Open existing projects, Save Project and Save Project As

New or Close the current project.

You can also access Reports on the project from here

Recent Projects Browser

The right hand section of the Project tab will display information on the five most recent projects to be worked

on.

To enable ease of identification, this pane will display the filename, file path, and last modification date and

time.

Project Tabs

The right hand section of the Project tab contains the Project Properties, Project Features, Web Interface,

Custom Properties and About tabs.
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New Project Wizard

The New Project Wizard

e e New Project Wizard
New Project

Quick Start

LPC LPC X TPC
VLG VLC+
Custom

Customise a project
Add controllers and enable features as required

[ on't show this wizard again

Cancel

Choosing New Project will open the New Project Wizard, which can be used to either quick start a project for a
controller or customise the project.

Quick Start

Selecting a controller type will create an empty project with the defaults for the selected controller.

Custom

Project Settings
Name | Help
Author Pharos

City | Londan, United Kingdom

Notes

i
[~

Mext > Einish Cancel

The Project properties page allows you to set the Name, Author, Location and some Notes for the project
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New Project Wizard o

Network Setup

Online Controllers

controller...

008321 (LPC) & Mumber = |Name Type Serial Capacity
1 Controller 1 TPC 512

Online Remote Devices

007074 (RIO 80)

< Back Mext > Einish Cancel

The Network Setup allows you to add any Pharos devices on the network to the project or add an offline device.

To add Remote devices, select a controller in the project, then add an Online or Offline controller to the

controller.

Choose Protocols

Pathport

KINET

SACN

RIO DMX

DX pass-thru
DM proxy

DV

Back Finish Cancel

Show advanced view...

The Choose Protocols page allows you to deselect any protocols that will not be used in the project. Show

advanced view will allow you to setup any Project Features.
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Project Properties

Project Properties

Project Identification
The project filename (*.pd2) and path is displayed for reference.

Underneath are two fields for optionally entering a project title and the project's author, these fields are
displayed on the Controller's web interface home page and are useful for reference once the installation is
completed.

If the title field is left blank the web interface will instead display the project's filename which may be useful for
tracking iterative versions.

The Notes section is a good place to make notes specific to this project.

Logging into Remote Management service

Choosing Portal Provider

The Remote Management portal can be configured by clicking Edit. This will show a text bar in which a URL
can be pasted. Many of our clients will have their own portal, in which case they will provide you with a URL,
which can be pasted here. If the URL is recognised as a SixEye-powered Portal, the Save option will remain
greyed-out.

Logging into a Site

Selecting Choose site will enable you to log into the Portal that is chosen above.
Once you log in, if you have Two Factor Authentication (2FA) enabled, an authentication window will follow.

You can then choose your Site, with all applicable Sites listed in a dropdown.
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Plzase enter login credentials for your Portal Please enter a 6-digit code for two factor authentication

Flease select a Site to assodate with this project
Username | name@example. com

My Remote Site -
Pazsword (esessssss
OK Cancel
OK Cancel Cancel

Controller API

API Version

The API Version setting will allow you to specify the API version that the project should use. If set to Legacy,
this will use the older API (no longer documented in this Help), whereas if an API version is set, that API will be
used:

e Latest APl version

Location

City or Latitude/Longitude

The location settings are used to set the location of the installation to ensure correct operation of the
Controller's internal astronomical clocks. A city picker is provided to facilitate the coordinate entry but values
can be entered directly into the Latitude and Longitude boxes, this information can be found online.

Time zone

The local time zone can be entered as an offset to GMT, for example New York would be -05:00 being 5 hours
behind GMT. If the city picker is used to select the location then the time zone will automatically be set.

Daylight Saving Time
Check the Daylight Saving Time box to enable automatic DST adjustment. The rules for Daylight Saving differ
by region but, if the city picker is used to select the location, the correct settings for that region should appear in

the DST on rule and DST off rule fields.

Resources

The resources section allows you to specify which project resources are included when you save the project.

The resources will always be included when the project is archived.
Playback
Simulation Audio

Checking this field will add a new row to your Timelines. In this, audio files can be placed, which will then play
when the timeline is simulated.

NOTE: This is not the same as "Timeline Audio" on page 165. This is solely for simulation use, and will not be
uploaded and output by the controller.

Override Priority

Chose the priority at which to output Overrides (from the Set RGB action or from scripting).
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These priorities match up with the Timeline priorities and work in the same stack.
To ensure that overrides are always on top of other programming, set this to High.

Setting the priority to a lower level allows the override colour to go below other timelines, which can allow the
use of a transparency within programming.

NOTE: To match v1.x.x behaviour, set this to High

Layout Colours

Selection Colour

This is the colour used to highlight a fixture icon on the Layout, Scene or DALI Scenes Layout, when it is
selected.

Accent Colour

This is the colour used to highlight a fixture icon on the Layout, Scene or DALI Scenes Layout, when it has
been programmed or is being Highlighted.

Default Layout Properties

These properties will be used for any new Layout created after changing the properties and will not affect
existing layouts (unless the Apply to All button is used). These properties can be adjusted on a per layout basis
Size

The Layout size can be set via the Width and Height fields (in pixels). The maximum Layout size is 8192x8192
pixels.

The "Snap size to background image" button allows you to set the layout size to be the same as an imported
background image.

Background image and mode

You can set an image to be the background for a Layout. This may be a fixture plan to allow you to easily locate
the fixtures within the project, or a photo of the project space to allow you to visualise the lighting more
effectively.

The image can be in Bitmap (*.bmp), Portable Network Graphics (*.png) or JPEG (*.jpg) format.

Once you have added a background image, you can chose how it is applied to the layout using the Background
Mode.

¢ Actual Size - display the image at 1:1 scale

Fit - scale the image so its largest dimension fits on the layout (maintaining Aspect Ratio)

« Fill - scale the image so its smallest dimension fits on the layout (maintaining Aspect Ratio)
Stretch - Fit the image to the background (doesn't maintain Aspect Ratio)

Background colour

When a background image hasn't been set, a background colour can be used to help make the lighting more
visible against the background.
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Grid

The Grid colour option allows you to set the colour that the grid is displayed in. Generally this should be a
colour that is visible on your chosen background.

The Grid spacing can be specified in pixels. This is the grid on the layout which fixtures can be snapped to.

The Grid subdivisions defines the interval of major gridlines. These are the gridlines which are shown in bold on
the layout.

NOTE: The Pharos Designer fixture library uses a scale of 1cm:1pixel (0.394":1pixel) for the fixture icons so,
for best results, background images should be to this scale. If your installation is too large to be accommodated
at this scale (i.e. bigger than 81.92m in either axis) then change the scale and use the Fixiure Size settings to
adjust the scale of your fixture icons accordingly. Alternatively, you can split your installation across multiple
layouts.
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Project Features

FrojectProperties  ProjectFeatures | WebInterface | CustomProperties | Home | About | Newin2.8 | Release Notes

Enable the project features that you need.

Enabled features are always avaiable,
Disabled features are never avalzble,
Features set to Auto wil be made avalable as they are needed,

Haver aver the feature name for a description of the feature,

Protocols
Pathort ( Discbied [ Enabled | Actve
artnet Discbied [N Enabled ) Actve
SACN | Disabled m Enabled | Active
Tiidoric custom DALY commandss ([l Erebled |
<DMX pass-through [ Discbled [N Enabled | Active
SixEye integration \M\
Tmeine audio ( Discoled [ Enetied |
Soriz Refiesh (beta) (o0 [T Actve
Trigger
Digital/Analog 10 \M\ Active
Seria [ Discole [ Enabied ) Actve
wiot (Discbled [ enabied | Actve
Ethernet (_Discbied IR Actve
oMxin [ Discbied  [JRIRI Actve
Audie | Disabled m Enabled |
Live video (_Dissbled [N enbied |
Lua scrpt _Discbied [N Actve
10 moches _Disabled  |JIRTRI Actve
10 mociie creator ([EEENRI Grobed |
Trioger varicbles (IRl Erebld |
S— -

Devices

Tk [ .-

The Project Features Tab allows you to select the features that will be available to the current project.

By default features such as the DALI, Scene and Interface Editor Tabs are not visible, but when the relevant

elements are added e.g. a DALI Ballast, the tab will become visible.

The same is true for various trigger types and protocols.
Options

Disabled The feature will not be visible in this project
Enabled The feature will always be visible in this project
Auto The feature will become visible when an associated element is added to the project

When a feature is marked as Active, it is available within the project

In-Situ Enable

Certain features without an auto option have an in-situ enable option ***°. This will enable the feature without

having to come back to the Project Features page.

Protocols

Select which protocols are available to create new universes in the Patch View.

Pathport - Used exclusively with Pathway products (Default: Auto, Active)

Art-Net - Typically used with Artistic Licence products (Default: Auto, Active)

* KIiNET - Used exclusively with Philips Color Kinetics products (Default: Auto, Active)
* sACN - Developed by ESTA as an eDMX standard (Default: Auto, Active)
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RIO DMX - Used to output DMX from a Pharos RIO 08/44/80 (Default: Auto)

DALI - DALI Mode, triggers and actions (Default: Auto, Enabled by adding a DALI Ballast, RIO D or RIO
D4)

Tridonic custom DALI commands - Specific commands for Tridonic DALI devices (Default: Disabled)
DVI - An output option on the LPC X (Default: Enabled, Active)

eDMX pass-through - Used to receive eDMX and send it out of a DMX port (LPC or TPC+EXT)
(Default: Auto, Active)

DMX proxy - Allows an LPC 1 to output a TPC's DMX universe (Default: Auto)

Timeline audio - Allows audio presets to be placed on timelines for synchronous playback on LPC X,
VLC and VLC+(Default: Auto)

Remote Site Integration - Enables users to integrate into their Remote Management service.

60Hz Refresh - Enables the controllers to use 60Hz playback.

Trigger

Select which Trigger types are available:

Digital/Analog |O - (Default: Auto, Active)

Serial - (Default: Auto, Active)

MIDI - (Default: Auto, Active)

Ethernet - (Default: Enabled, Active)

DMXIn - (Default: Enabled, Active)

RIO - (Default: Auto)

BPS - (Default: Auto)

Timecode - Used in Triggers or Actions (Default: Auto)

Audio - Used in Triggers or Actions (Default: Auto)

Live video - Used in Triggers (Default: Auto)

Lua script - Used in Triggers or Actions (Default: Enabled, Active)

IO modules - Used in Trigger (Default: Enabled, Active)

IO module creator - Use in Trigger - Modules to create new IO Modules (Default: Disabled)
Trigger Variables - Variable options for Conditions and Actions (Default: Disabled)

Trigger controller edit - Used in triggers to determine which controller/s run the trigger/conditions/actions
(Default: Disabled)

Devices

Select the controller specific sections to make available:

Touch Devices - (TPC, TPS, TPS 5 and TPS 8) Interface Mode, Touch Device Triggers and Actions
(Default: Auto)

VLC - Compositions within Mapping Mode, VLC Actions (Default: Auto)

VLC+ - Compositions within Mapping Mode, VLC+ specific Content Targets, Masks, Content Target
Actions (Default: Auto)

SixEye Integration - Allows Designer to link to a Remote Site and associate controllers with the Site

(Default: Auto)

EDN - Support for the Pharos Ethernet Data Node and RIO G4 (Default; Auto)

Multi-controller project - Enables features specific to multi-controller projects (Default: Auto)

Editors

Select which editors to make available:

Scene - Scene mode, triggers and actions (Default: Auto)

Custom Presets - Used within Mapping and Timeline (Default: Disabled)

Install Replications - Used in Network to replicate the project over multiple sets of controllers

(Default: Disabled)

Additional VLC+ Targets - Used across the project to add Targets 3-8 for the VLC+ (Default: Disabled)
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Web Interface

The Web Interface tab within the Project view contains various settings relating to the Web Interface of the
project.

3 Project - Unsaved" - Designer [Primary Window]

I x

00 <

Custom Interface Theme

é Custom Certificate
Certiic certfcate set

Custom Web Interface psabied

Command Line Parser psabled

[ 1QE T M)y

Properties for both the Default web interface and Custom Web interfaces can be accessed from here.

Custom Interface Theme

These settings can be used to customise the default web interface where a simple rebranding is required.

Theme

The theme of the Default web interface is defined by a CSS file, based on the Bootstrap environment. This can
be overridden by a user created CSS file.

The CSS style could be a Bootstrap theme, such as those available from Bootswatch, or a simple custom
written CSS file to style the web interface, utilising web browser inspection tools.

Favicon

The favicon can be specified using the Import button. This will prompt you to search for an image file to add to
the project.

A favicon is generally 16 x 16 px, so can't contain much detail.

Once set, you will need to upload the project to see the change.
Logo

Within the web interface a logo is displayed. Typically this will be the Pharos logo, but this can be changed to
any image imported into the project.

Once set, you will need to upload the project to see the change.
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Web Interface

Custom Certificate

It is possible to access the controller's web interface using a secure connection (HTTPS and WSS).

A custom SSL certificate may be installed. If a DNS record has been setup for the controller's IP address then
this allows a certificate for the domain from a trusted Certificate Authority (CA) to be used. Web browsers will
automatically verify a certificate from a CA. If no certificate is set, the controller will use a self-signed certificate
for HTTPS connections to the web server. Some network setups can have issues with self-signed certificates,
so if your installation is affected, adding a trusted certificate can remove these issues.

Custom Web Interface

See Custom Pages for details.

Custom Command Line Parser

Choosing "Parse command line submissions as Lua Commands" will automatically run commands entered
into the command line as Lua trigger scripts, otherwise an additional parser script is required, see Command
Line for details.

Web Interface Access

This feature has been deprecated in 2.9. Please see Device Configuration for details on the new system that
has replaced it.
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Custom Properties

Custom properties can be used to store information about Fixtures, Layouts and Timelines which couldn't
otherwise be stored.

00 -

Recent Projects
e oran it fe

— Fixtures

Timelines

To add custom properties

* Open the Custom properties tool from the Project toolbar.

Select the object type (Fixture, Layout or Timeline) from the tabs across the top.
¢ Add a property name to the text box and click the add button.

¢ The property will be added to the selected object.

You can check the property has been added by navigating to the relevant section (Layout for fixtures and
layouts and Timeline for timelines) and select a fixture, layout or timeline.

The new property should be available as a text field in the properties display.
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Home

The Home tab is the default view when opening Designer.

This will commonly contain any information on software updates, software betas or notices.
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New In

This page is where the new features for the software are shown, along with links to more information. On first
running a new version of the software, Designer will default to this page, showing the users the new features

that they can find in that build.
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Release Notes

The release notes are a full list of new features, notable changes, bux fixes and known issues. This page is
important to show users issues that have been fixed, existing features that have been changed, and issues that
we are aware about but have not been able to fix as of yet.
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About

The About Tab contains details about the current version of Pharos Designer, the EULA and various other
relevant licences.
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Reports

Designer can automatically produce reports to aid in producing documentation for the project:

Reports a x

ExportReparts  PrintRepart
| Eauipment Group Layout All Layouts Fatch Timelne | Al Tmelines |  Trigger Network | KiNET Font
[Manufacturer [Model [Name [Number ¥ Tinvert Pan [Invert Tit [swap Pan/Tit
Martin Mac 600 E M2 Mac 600 E M2 11 NO NO NO
Martin Mac Viper Profie 16{Mac Viper Profile 1612 o NO No
Martin Mac 600 E M2 Mac 600 E M2 13 NO No NOo
Martin Mac Viper Profie 16|Mac Viper Profie 16]14 No NO No
Martin Mac 600 E M2 Mac 600 E M2 15 No No No
Martin Mac Viper Profie 16|Mac Viper Profie 16|16 No No No
Martin Mac 600 E M2 Mac 600 E M2 17 No No No
Martin Mac Viper Profie 16|Mac Viper Profie 16|18 No No No
Martin Mac 600 E M2 Mac 600 E M2 19 No No No
Martin Mac Viper Profie 16|Mac Viper Profie 16)20 No No No
Martin Mac 600 E M2 Mac 600 E M2 21 No No No
Martin Mac Viper Profile 16|Mac Viper Profile 16[22 No Mo No
Generic Dal Balast Dali Ballast 23
(Generic Dali Balast Dali Ballast 24
(Generic Dal Balast Dali Ballast 25
(Generic Dal Balast Dali Ballast 26
(Generic Dal Balast Dali Ballast 27
Generic Dal Balast Dali Ballast 28
Generic Dali Balast Dali Ballast 29
Generic Dal Balast Dali Ballast 30
Generic Dal Balast Dali Ballast 31
(Generic Dal Balast Dali Ballast 32
IChroma Q Colorweb 125 Colorweb 125 33
IChroma Q Colorweb 125 Colorweb 125 34
IChroma Q Colorweb 125 Colorweb 125 35
IChroma Q Colorweb 125 Colorweb 125 36
Chroma Q Colorweb 125 Colorweb 125 37
Chroma Q Colorweb 125 Colorweb 125 38

. oo oonoe  Uon o oonole

These reports can also be used to adjust some data relating to some elements e.g. fixture name.

Report types

Equipment

Lists all the fixtures used in the project. Including Manufacturer, Model, Name, Number and Pan/Tilt properties.
Group

Lists all the groups in the project and the fixtures which are part of each group.

Layout

Lists all the fixtures on a specified layout. The complete fixture identification is shown complete with name,
notes, number, Layout position and rotation.

All Layouts

Lists all the layouts in the project with its number, name and size.
Patch

Lists the complete patch data.

Timeline

Provides a summary of each timeline. Use the pull-down to select the timeline. You can also filter this report so
that only presets, flags or both are shown.

-51-



Pharos Designer User Manual

All Timelines

Provides a summary of all the timelines in the project.

Trigger

Provides a summary of the trigger programming. Complete with user annotation.
Network

Lists all the Controllers and Remote Devices in the project.

KIiNET

Lists all the KINET power supplies that have been added to Controllers in the project.
Font

Lists the fonts used in Dynamic Text presets on timelines in the project.

All Scenes

Provides a summary of all the scenes in the project.

Report spreadsheets

All the reports are presented in spreadsheet form and present an accurate account of the project programming
that updates as changes are made, such that it always shows accurate data.

The reports can be sorted and reorganised. Right-click on the column headings to set/clear primary/secondary
sorts. Drag column headers to move them, drag the header divider lines to resize them. These spreadsheet
layout settings are stored with the project.

Some columns can be edited within the Report Spreadsheet, and this will have a direct impact on the rest of the
project, including:

e Equipment:
« Name
¢ Number
e Group
¢ Number
« Name
e Layout
« Name
¢ Number
¢ X Position
¢ Y Position
¢ Angle
¢ All Layouts
« Name
¢ All Timelines
¢ Number
« Name
e Group
 Priority
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e Hold

e Loop

¢ Release at End
e Trigger

e Number

¢ Name

e Description
¢ Network

e Number

¢ Name
e All Scenes

¢ Name

Exporting Reports

To export one or more of the reports for the show file, the Export tool can be used to select which reports to
export.

Reports a x
ExportReparts  Print Report
—
| x| | tayout All Layauts Fatch Tmelne | Al Tmelnes | Trigger | metwork KINET Font
[ checkal Jael [Name [Mumber ¥ invert Pan [invert Tit [Swap Pan/Titt

M —————— B8c600EM2 Mac 600 E M2 11 NO NO No
I [ allayouts ac Viper Profie 16{Mac Viper Profie 16[12 No No No
N i mmelines &C 600 E M2 Mac 600 E M2 13 No No No
1 ac Viper Profie 16|Mac Viper Profie 16/14 No No No
[ saumment BCA00EM2 _ |Mac60DEM2 |15 o No No
1 [ Font ac Viper Profie 16|Mac Viper Profie 16|16 No NO No
M Ccouw BCG00EM2  |Mac6DOEM2 |17 No No No
1 ac Viper Profile 16|Mac Viper Profie 1618 No No No
N Dl aner ac 600 E M2 Mac 600 E M2 19 No No N
I¥ [ Layout ac Viper Profile 16Mac Viper Profile 1620 No Mo No
L ] Network ac 600 E M2 Mac 600 E M2 21 No No No
1 3 ac Viper Profile 16{Mac Viper Profile 16[22 No NO No
@ Oratch al Balast Dai Ballast 23

8 [ Timeline gl Balast Dali Ballast 24

c &l Balast Dall Ballast 25

g O Troge Bl Balast Dall Balst 26

G Format |zp  ~ | i Balast Dali Ballast 27

G all Balast Dali Ballast 28

Ic ali Balast Daii Ballast 29

Gerrere fal Balast Dali Ballast 30

Generic Dal Balast Dali Ballast 31

Generic Dali Balast Daii Ballast 32

Chroma Q Colorweb 125 Colorweb 125 33

Chroma Q Colorweb 125 Colorweb 125 34

Chroma Q Colorweb 125 Colorweb 125 35

Chroma Q Colorweb 125 Colonweb 125 36

Chroma Q Colorweb 125 Colorweb 125 37

Chroma Q Colorweb 125 Colorweb 125 38

= oo oenore  lor oenoes

« Select the reports that you want to include in the export. The first option can be used to Select and
Deselect All options.

e The compression option is used to decide which form of file compression you want to use out of: Zip, Tar
or Tar.gz

« Select where to save the exported reports to with the Browse button

« Click Export to save the reports to your chosen location, or Cancel to close the dialog box.

Printing Reports
The current report can be printed, by selecting the Print Report option.

This will open a System print dialogue.
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Layouts and Instances

There are two types of layouts available within a project, depending upon the controllers in use.

¢ Default Layouts - available for all controllers except the VLC/VLC+.
¢ VLC Layouts - Available when using a VLC or VLC+

Default Layouts

Within Layout there is the ability to create multiple views for a project, either different sections of a project, or
different views of the same area.

Managing Layouts

New Layouts

The New button in the Layout menu bar will generate a new blank layout
Deleting Layouts

The Delete button in the Layout menu bar will remove the layout from the project
Managing Layouts

The Manage... dialog can be used to keep track of all the layouts in the project and open layouts that have been
closed. This dialog box also allows access to the properties for layouts that aren't currently active.

. L Mew late Man 1' _ 1 ¥ J I—. 2k - .
i ayout Mew Delete Manage... a = ba P [Ba ], 128 sl
o . ==
EXd 7 e
x L
Layout Open Mew Delete Duplicate
Q Search MName |Layout 3
LAyt width [8o0 |3
Layout 2 =
®
Eeieelis Height | 600

Background image Mo background s=t

Background colour
Grid colour
Grid spacing | 24
Grid subdivisions | 4
Show grid
Snap to grid

Duplicating Layouts
The duplicate button in the Manage window will create an exact copy of the current layout with new fixtures.

You will be prompted to choose whether to create the new layout with new fixtures or instances of the original
fixtures (see below).
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Layout Properties

The Properties... button in the Layout menu bar gives access to the properties of the current layout.

i layout New Delete Manage.. &, O, @ AJ (13 |~ ||y

.

2. d . )

x

Layout Open Mew Delete  Duplicate

Q Search Mame |Layout 1
Layout 1 Width | 1700 [

* Layout 2 R -

® Layout 3

Height |800 |+

Background image Mo background set i

Background colour
Grid colour
Grid spacing | 48 2=
Grid subdivisions | 8| =
Show grid
Snap to grid O

Name

Provide a name for the layout to aid identification

Size

Width and height options can be used to change the size of the layout.

The Snap size to Background Image can be used to match the layout size to the background image size.
Background Image and Mode

Select an image to be used in the background, such as a fixture plan.

Background mode can be used to define how the image is displayed.

Background Colour

Select the colour to display in the background of the Layout.

This colour is also used in Scene, DALI Scene and Simulate.

Grid Settings

Grid colour sets the colour of the grid pattern

Grid Spacing defines the number of units to space the gridlines apart.
Grid subdivisions defines the spacing of the minor gridlines

Show grid makes the grid visible or invisible

Snap to grid defines whether fixtures should automatically snap to the grids intersections.

AsShow Minimap

A minimap can be used to help navigate large complex layouts.
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The minimap allows you to zoom in/out and move around the layout while showing a smaller version of the
layout:

Instances

Instances can be used with Layouts to add a single fixture to the Layout multiple times on different layouts. This
allows the programming to be seen on all layouts where the fixture exists.

Instances can also be used where multiple fixtures are to be controlled by the same control channel. Adding an
instance in this case will ensure the fixtures simulate correctly to produce the most accurate visualisation.

Managing Instances

Creating Instances

There are various ways to create fixture instances:

¢ Right click > New Instance will create a new instance on the same layout.

* Copy and Paste as Instance (available in right click menu or Ctrl+Shift+V keyboard shortcut) can be
used across different layouts.

» Using mouse and keyboard any selected fixtures can be pasted within the same layout by doing the fol-
lowing: left click one of the selected fixtures (ensuring to not move the mouse) then hold down Ctri+Alt
and begin dragging, this will create new instances, once you have begun dragging you can release
Ctrl+Alt to position them on the layout.

¢ When a layout is duplicated, as described above; upon clicking Duplicate within the Manage... menu a
Duplicate Layout pop up will ask you to choose between creating a layout where the duplicated fixtures
are either new fixtures or instances of the ones present in the layout being duplicated. Selecting the
Create instances of existing fixtures will create instances of all the fixtures in the duplicated layer.

Removing Instances from the layout

Removing an instance is achieved in the same way as deleting a fixture, but all instances of a fixture can be
removed without deleting the fixture from the project as a whole.

When deleting the final instance of a fixture, holding Shift will remove the final instance, but keep the fixture in
the project.

Locating Instances

Within the fixture browser, a circle icon indicates the presence of an instance of each fixture on the current
layout.
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No Circle No instances of the fixture within the project
Single Circle (Grey) One instance of the fixture, but not on the current layout
> Single Circle (Black)  One instance of the fixture, on the current layout
Double Circle (Grey)  Multiple instances of the fixture, but none on the current layout

i Double Circle (Black) Multiple instances of the fixture where at least one is on the current layout.

Hovering over the instance icon in the browser will highlight the instance/s on the Layout and a tooltip will
indicate the total number of instances and the number on the current layout.

VLC/VLC+ Layouts

If you are using a VLC/VLC+ in your project, it will be linked to a VLC Layout with the same name as the
controller e.g. Controller 1.

This layout can be used in exactly the same way as a Normal layout to bring fixtures into the project and lay
them out on the VLC/VLC+ Layout. The difference is that these fixtures elements relate to a single pixel in the
real world and therefore are exactly 1 pixel in size.

The VLC/VLC+ layout will be used to map any videos or matrix presets to, so the size of the layout should be
set to the size of the content output e.g. a 100x100px installation should have a 100x100 VLC Layout.

The fixture pixels should be laid out to match the real world as this layout is used to map the programming onto
the fixtures.

NOTE: The fixture library will only show fixtures that the VLC/VLC+ can support and the fixture browser will
only show fixtures on the selected controller.
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Adding and Organising Fixtures

Once you have the layout set up as desired you can start populating it with the fixtures as required for the
installation:

* La - Designer [Primary Window]

Local Fixture Library

Pharos Designer ships with a limited Fixture Library which should be enough to get started with most simple
shows. The Fixture Library is grouped by manufacturer and then sorted in Alphabetical order. A generic
manufacturer is provided for standard fixtures such as Dimmers, basic RGB LEDs etc. and a Generic DALI
manufacturer contains DALI personalities.

The library is fully searchable, so if you don't know the manufacturer of a fixture you can find it by searching for
the fixture name.

Library Groupings

In addition to the main library, which allows you to search for any of the fixtures in your local library.

Used

The Used view shows any of the fixtures that you have used in the current project, to easily reuse existing
fixtures.

Recent
The Recent view shows fixtures that you have used in any project on your computer recently.
Favourites

You can Favourite fixtures or manufacturers that you want to always have easy access to from within the
Library view. To Favourite a fixture or manufacturer, Click the Star icon in the library.
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Deleting Downloaded fixtures

If you have downloaded fixtures and no longer require them in your library, you can delete either individual
fixtures or whole manufacturers by right clicking on the fixture or manufacturer and selecting Delete.

This will remove the fixture or manufacturer from the library.
(Legacy) fixtures

Some fixtures within the library have a (Legacy) suffix. This means that there is a version of this fixture that
supports Direct Colour (on the LPC family of controllers).

The legacy fixtures automatically calculate values for White and Amber (where necessary), whereas the Direct
Colour equivalents allow these values to be set explicitly.

Online Fixture Library

If you can't find a specific fixture in the Fixture Library, you may find it in the more comprehensive Online
Fixture Library (accessed from the @button next to the Search box).

Adding fixtures from the Online Fixture Library:

Online Fixture Library (m] X

Q, search
[®] uncheckfcheckall [ select all updstes

Fixtures File Name Update Available
Generic

Generic DALT
Custom
OenergyLighting

A &0 Lighting
AAdyn Technology
Ablelite International
Abstract

AC Lighting

Acdlaim

Acme

ADB

Aeson

Alien Pro

Alkalite

Altman

American D]
American Pro
Amptown

Anolis

Antari

Ape Labs

Apollo

ArKaos

Arri

Artistic Licence
Astera LED Technology
Asymptech

Audio Visual Engineering
Aurarae

Avolites

Ayrton

acdc LED

Bandit Lites

Download Cancel

The Online Fixture Library contains all the fixture personalities currently available, to add these personalities to
your system:

1. Find the fixture(s) that you want to download, either using the search box or by navigating the folder tree
2. Select the fixture(s)
3. Click Download

This will download the personality to your system and make it available within your local Fixture Library.
When you download a fixture it will be available in all future projects, and can be used offline.

If a fixture personality has been updated since being downloaded, the Update Available column will be checked
to indicate that a new version is available. This may be due to a change in the firmware of a fixture or an error in
the previous personality.
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NOTE: If you need a fixture personality which isn't available in the Online Fixture Library, please contact
support.

Fixture icons & scale

The following icons are used to differentiate between fixture classes:

Moving light - wash DALI ballast (see DALI)

Moving light - spot Conventional fixture

L . Non-dim (switched control channel) or con-
Moving light - mirror

B3 =0

troller
Accessory (eg. scroller) Media server
Discrete LED fixture (to scale) Compound LED fixture (to scale)

Fountain jet fixture

— - 0ee®

The LED and compound LED fixture icons are drawn to scale (1cm:1pixel) so that, coupled with a correctly
scaled background image, the resulting layout and simulation is as realistic as possible. The other icons are
drawn to a standard size that, in most cases, will produce a realistic result. All placed fixture icons can however
have their size (scale) and even shape modified using the Fixture Configuration pane.

When using the Simulator these icons instead render the fixture's output, even displaying the selected gobo
and iris settings for moving lights. Fountain jet icons do not simulate intensity, but rather fill the icon to mimic
the water jet.

Populating the layout

Simply choose a manufacturer, select the required fixture by clicking on it and then placing the fixture on the
layout, it will automatically be added to the Browser and grouped with all other fixtures of that type. Once
placed, left click to select it, a red highlight will indicate the current selection, see selecting fixtures. Right click
to delete, group or duplicate fixtures.

To add a fixture:

There are several ways to add a fixture to the layout:

1. Click on the fixture in the library and then click to place the fixture on the layout (the layout border will
turn blue to indicate you are in fixture placement mode)
2. Click and drag the fixture onto the layout and release the mouse button to drop it (it will automatically be

added to the Browser)

When using Fixture Placement mode, you can pre-set any parameters for the fixture before placing it on the
layout.
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To add multiple fixtures

Fixture Properties
Adding Generic LED - RGE & bit |:| Auto finish Finish
Mumber | 4 -

You can continue placing fixtures once they are selected (as above) if the Auto Finish option is not checked,
this can also be toggled with Ctrl.

Click Finish to exit fixture placing mode.
To duplicate a fixture (create an array):

1. Right-click on the fixture (on the layout not the Browser) to be duplicated
2. Select "Duplicate”

Duplicate Fitures O >

Layout Fixtures

Pt Pt .
(#) Rectangle (_) Cirde

T

width | 10 = Height | 10

¥ spacing | 24 = | ¥ Spacing | 24 =

|:| Create instances of the source fixture

|:| Add to the same groups as the source fixture

Mext = [ Finish Cancel
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Duplicate Fitures O et

Layout Fixtures

() Rectangle () Circle
Radius | 100 .;.
Count | 12| =

Start angle |0° =

|:| Create instances of the source fixture

|:| Add to the same groups as the source fixture

Mext > Finish Cancel

3. Select either "Rectangle" or "Circle"
4. Setthe duplication parameters, see below
5. Press Next to set Fixture order or Press Finish to close the Window

Duplicate Fidures O >

Set Fixture Order

EO0 OOF Odd gdd
sertconer | L1 OO0 OO0 OOO
oo 0o ooE mon

5 1 W

< Back Mext > Firiish Cancel
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Duplicate Fixtures O >

Set Fixture Crder

Direction

< Back Next > [ Finish Cancel

6. Select the order of the fixtures in the new array, based on the start position and the direction.
7. Press Next to set Auto Patch or Press Finish to close the Window

Duplicate Fidtures O >

Patch Fixtures

Confroller | 2: Contraller 2 (LPC)

Fixtures per universe |12 |+ |
Patchgap O =
Protocol | DMX -

Starting universe | 1

< Back Finish Carcel

8. Auto Patch can be used to patch a specified number of fixtures to a certain specified protocol, starting at
a specified universe number with a specified patch gap. By default, Controller is set to none, so select
the controller that you want to patch too.

9. Press Finish
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For rectangular arrays, positive width and height values will place the copies to the right and below
respectively, negative to the left and above.

For circular arrays, select the radius, count (number of fixtures) and start angle- complete circles are created in
this way so, if arcs required, just delete those fixtures that are unwanted. The start angle determines where on
the fixture the original fixture sits (0° is at 3 o'clock).

Either array type also allows you to:
Create instances of the source fixture - This will cause all the duplicated fixtures to be instances.

Add to the same groups as the source fixture - This will cause the duplicated fixtures to be automatically added
to all the same groups as the original.

To copy a fixture or fixture selection:

1. Select the fixture(s)

2. Press and hold Ctrl (Cmd)

3. Drag the copy to a new location on the layout and release the mouse button to drop (with multiple fix-
tures, their relative layout and numbering is preserved)

NOTE: pressing Ctrl after starting to drag will cause the selection to jump back to its original position and
create a copy of the selection under the pointer.

Alternatively, Cut, Copy and Paste functionality is provided on the Fixture Manipulation Toolbar and the right
click menu.

To delete a fixture or fixture selection:

1. Select the fixture(s)
2. Press Delete or right-click > Delete

Note that the fixture(s) will be completely removed from the project and all programming discarded.
To see where a fixture is patched:

1. Check 'Show patched on' on the toolbar.

2. Move the cursor over a fixture - the fixture's patch will be shown next to the cursor.

3. Pick a Controller from the drop down list on the toolbar to see all fixtures patched to it - fixtures patched
to the Controller will be shown in blue.

To change a fixture's type:

Itis possible to swap a fixture for a different type:

1. Select the fixture/s that you want to change

2. Right-click on a selected fixture

3. Choose Change Fixture Type

4. Select the fixture in the library that you want to change to

NOTE: Changing to a fixture that uses more channels will require patched fixtures to be unpatched, changing
to a lower channel count will retain the start address, and leave spaces between the fixtures.

DALI fixtures

DALI fixtures/ballasts are added to the layout in the same way as all other fixtures but they do not populate the
Browser and no groups are automatically created since DALI fixtures are programmed and controlled via
dedicated DALI Interfaces, see DALI.
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Import fixtures

You can use Main Menu > Import Object to import a fixture layout from a CAD application via a delimited text
file, or the Philips Color Kinetics Video Management Tool, see Import Objects.

Export Layout

You can use Main Menu > Export Object to export a fixture layout to a CAD application via a CSV file, see
Export Objects

Fixture Manipulation

The Fixture Manipulation Toolbar can be used to perform some manipulation functions on fixtures and groups
of fixtures.

Fixture Cut Copy Paste Duplicate Remove From Layout Transform Tools

Cut, Copy and Paste

Make copies of fixtures to paste on the same or a different layout. Cut can be used to move fixtures from one
layout to another.

Duplicate

Create arrays of fixtures (see above)

Remove From Layout

Delete the fixture from the current layout, but keep all other instances.
Transform Tools

Selecting Transform Tools with multiple fixtures selected will activate the on-layout transformation options.

n

ogo

| s |||
R XX
i @® “””

. 9. @
B R e

Scale selection U

The layout of the selected fixtures can be scaled in the X and/or Y direction using the handles round the edge of
the selection box.
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L €8

Mirror the selected group of fixture across the specified axis. This will move the selected fixtures, not create a
new set of fixtures.

Reflect

Rotate

Rotate the selection, keeping the relative positions the same.
The angle is set by clicking and rotating the lever on the rotation handle.

The centre of rotation can be moved by dragging on the centre of the rotate handle.

SN L T

Align the specified part of the selected fixtures. Options:

Align

« Align Left edges
 Align Centres

¢ Align Right edges
e Align Tops

¢ Align Middles

¢ Align Bottoms

These options are available round the right and bottom edges of the selection box.

5

Distribute the selected fixtures between the extreme fixtures either vertically or horizontally. Use this to create
evenly spaced groups of fixtures where the spacing isn't known.

Distribute

Show VLC Fixture Centres

On a VLC/VLC+ layout, checking this option will display the centre of the fixture, which will then be mapped to a
pixel on the layout. This maintains the relative positions of the fixtures when they don't map directly onto the
pixels.
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Fixture Properties
When fixtures are selected from the Layout or the Browser, the fixture configuration section will be populated. If
you have multiple fixtures selected, any shared properties will be displayed.

Fixture Identification

With a fixture selected the top two fields detail the fixture's manufacturer (manufacturer id) and model (model
id), they are for reference only and can not be edited.

Number and Name

Here you can enter a new name for the fixture, useful to help make the browser easier to navigate, and the
means to change the fixture's unique user number.

Every fixture added to the project is assigned a user number which is used as a shorthand method of selecting
it, using the web interface's command line for example. Use the up and down arrows to change the number but
note that only available numbers are shown so you may need to change the number of another fixture first to
make that number available. Note that the user number does not affect the order of the fixtures in the Browser
and thus the order used for transitions.

Notes

Below this are two fields for entering any comments about the fixture, useful for annotating the project's
documentation. These comments will appear in the fixture report and in exported fixture plans.

XandY

Use these fields to set numerically the fixture's position on the layout

It is desirable to position the fixtures on the layout as accurately as possible to improve both the accuracy of the
programming (in particular pixel matrices created automatically from the layout) and the general neatness of
the project and simulation.

To nudge a fixture on the layout you can use the cursor keys to nudge the fixture selection up, down, left or right
by the amount set as the grid spacing. Alternatively, use the up and down arrows by each of the fixture's
position fields. Holding Shift while using the cursor keys performs a fine-nudge of 1px.

Angle

Set the angle of the fixture, setting these accurately will allow Pixel Matrices and Simulate to be as accurate as
possible.

Locked

Check this box to prevent the fixture(s) being moved using the mouse. Locked fixtures are still included in drag
selections and can be moved using arrow keys.

Width and Height

Use these to set the size of the fixture on the layout (1px : 1cm), this is particularly useful when the background
image is not to the same scale.
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Shape

LED fixtures can be set to be circular or square to match the physical fixture, and this option can be used to
change between the two.

Gel colour

For those working with gelled lights it is possible to simulate the gel’s colour so that the fixtures are rendered
correctly, press the Gel button and select the required colour via the colour picker.

This can also be used when a fixture is a single colour as these fixture personalities will be simulated as white.
Intensity
The fixture's dimmer curve and maximum intensity can be set, use the Dimmer Curve drop-down to determine

the type of cross fade the intensity channel will perform and set a Maximum Intensity level, useful for balancing
light output.

DALI

DALI ballasts can be configured as allowed for by the DALI standard; Min Level (0>254), Max Level (0>254),
Power On Level (1>254) and Bus Failure level (No change, 0>254). The standard specifies a level range of
0>254 with 255 being used as a special case meaning "no change", a mask if you like. Unlike DMX fixtures,
these settings are stored in the ballasts themselves and so must be uploaded separately, see DALI.

Ballasts can also have their default Fade Time and Fade Rate set in the configuration pane.

Emergency DALI ballasts will also have the option to the set the Prolong time in the configuration pane. More
information about emergency ballasts can be in the DALI topic.

NOTE: The default Fade Time and Fade Rate will be overwritten when new values are sent to ballasts during
playback from triggers or programming. This is due to the way DALI ballasts store this information.

Moving lights

Moving lights can be customised for the project as one would on any sophisticated moving light console. Use
Invert Pan, Invert Tilt and Swap Pan & Tilt to normalise the way they respond to the position controls.

Edit Colours

Fixtures with colour wheels will display an Edit colours... button within the Fixture Properties tab. Clicking it will
show the current colours set for the available wheels. Clicking any of the wheels will open the colour picker
allowing you to choose the colour matching the colour wheel that is or will be located in that fixture's colour
wheel.
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I Angle | 0° =
x
R |255 |« r
- G |92 |+ =~
B |6 |+ e
srr g H |21 |+
Invert tilt [ 5 (249 |2
Swap pan and tilt [] 1 |ass |2 / Save
Edit colours... . . I
Reset Properties » - - -
Wheel One b T e
I EoEE

Edit Gobos

Fixtures with gobo wheels will display an Edit gobos... button within the Fixture Properties tab. Clicking it will
show the current gobos set for the available wheels. Clicking any of the wheels will open the gobo image picker
allowing you to choose the gobo image that matches gobo wheel that is or will be located in that fixture's gobo
wheel.

Width (60 |5 Height |60  |=

imeElORE
Invert pan [_] O @ 0 @ o

Inwvert tilt |:|

Swap pan and ti|t|:| @ @ . . @ @
. 0e®000

i

Feset Propepjieed - Eset_ @ % 0

Wheel One WheelOne ™

@eCcoe o eC0e oD

Custom gobo images can be added to the following directories:

» Windows: %userprofile%\Documents\Pharos\Designer 2\Gobos
* Mac: ~/Documents/Pharos Controls/Designer 2/Gobos

Requirements for creating custom gobo images:

* Only .png images are accepted.
e Transparency is preserved.
e Colour is allowed.
» The defaultimages are 128 by 128 pixels, but larger images are accepted. It is recommended to keep
them with a square aspect ratio for clear viewing of the image within the gobo wheel selection window.
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NOTE: For new gobo images to be detected the software must be restarted.

Reset Properties

You can return a fixture to its library definition, losing local changes and thus restoring it to its defaults by
selecting Reset Properties. This is useful for updating fixtures on the layout with any library definition edits,
forcing a redraw. Local changes to a fixture's geometry (shape, size) will be overwritten.

You can also Reset all fixtures of a type from the Used section of the fixture library, by right clicking the required
fixture.

Show Patched Status

To see which fixtures are patched to each controller in a project, you can check the Show Patched On
checkbox at the top of the fixture browser. The dropdown can then be used to select the controller to display
(None will show fixtures which are unpatched)

This will highlight the fixture on the layout in the "programmed" colour (default: blue). See Project Properties.

Tooltips Status

To enable the fixture tooltips feature select the checkbox at the top of the fixture browser called Enable
Tooltips, which provides Options in a popup that contain all the information available regarding a fixture,
including “Patch Information".

% Layout - ExampleProject.pd2" - Designer [Primary Window] - o x
Layout New Delete Manage.. @&, ©, P fad (19 [~ |[Ag 0 @ LY =
& oyt 1 28| (Qseors = MEEr
G
‘ x B |8 1= |18t g e Cut Copy Dupicate  Remove From Layout | Transform Tooks [ Show Patched On | one - Enable Tooltps | Options. e
St BB Alfixtres [ Select which properties to display in the fixture tooltip
B AlLED - REB 8 bit — LED - RGB 16 bit
LED - RGBA B bt (Legacy)
LED - RGBA B bit
VM
Menufecturer LED - RGBA 16 bit (Legacy)
Model LED - RGBA 16 bit
LED - RGBAW 8 bit (Legacy)
. | [roce LED - RGEAW & bit
Number LED - RGBAW 16 bit (Legacy)
E LED - RGBAW 16 bit
Manufacturer: Generic e
Model LED-RG33 bi S
Foe e LED - RGBW 8 bit (Legacy)
T LED - RGBW 8 bit
er 1029 " LED - RGBW 16 it (Legacy)
f;i:;DKND Fixture Properties
Size: 24 % 24
Shape: Square Manufacturer Generic (0)
,[\’A‘;';T:: :‘“‘ ::ZHLS“';;“{ o Model LED -RGB 8 bit (5)

Mode 0

Number | 1
Name LED - RGB 8 bit
Notes
X | 182 SY %6 s
Angle 0° |2
Locked []
Width | 24 < | Height |24 -
Shape |square =
Dimmer curve | Linear -
Maximum intensity | 100% |+

Reset Properties
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Selecting Fixtures

Keyboard Shortcuts

Layout

CtrI+N

Ctrl+D

Ctrl+l

Ctrl+A

Double-left-click on a fixture
Ctri+left-click on a fixture
Alt+left-click on a composite fixture
Alt+left-click on background + drag
Alt+left-click on fixture + drag

Left-click on background + Alt + drag

Left-click on fixture + Alt + drag

Shift while selecting fixtures with a
box

Tab
Shift+Tab

Ctrl+left-click while in add fixture
mode (blue border)

Alt+left-click while in add fixture
mode (blue border)

Escape while in add fixture mode
(blue border)

Escape otherwise

Ctrl+drag

Ctrl+Alt+drag

Shift while dragging fixture/s
Delete/Backspace

Shift+Delete/Backspace
Ctrl+Delete/Backspace
Shift+ 'Remove From Layout'

Ctri+X
Ctrl+C
Ctri+V
Ctrl+Shift+V

Up/Down/Left/Right

Shift+Up/Down/Left/Right
Space+drag
Ctrl+0

Create a New Layout

Create a duplicate of the current layout
Show layout properties

Select all fixtures

Select all instances of the fixture
Toggles its selection

Select an element of a fixture

Select elements or fixtures using a lasso
Select elements or fixtures using a lasso
Select whole fixtures using a lasso
Constrain movement to one axis (horizontal or vertical directions)

Selection order based on position, otherwise based on fixture
number

Select the next fixture by number
Select the previous fixture by number

Toggle the behaviour of Auto-finish

Add an instance of the last added fixture (or a new fixture if no
fixture is added yet)

Finish adding fixtures

Toggle last fixture selection

Create duplicates of the selected fixtures
Create instances of the selected fixtures
Disable fixture snapping

Delete selected fixtures

Delete selected fixtures from the Layout but keep the fixture in the
project, even if they no longer exist on a layout

Delete selected fixtures from the project

Delete selected fixtures from the Layout but keep the fixture in the
project, even if they no longer exist on a layout

Cut the selected fixtures

Copy the selected fixtures

Paste fixtures from the clipboard

Paste instances of fixtures from the clipboard

Nudge the selected fixtures by the grid spacing, if show grid is
turned off, nudge will default to a 1-pixel nudge

Nudge the selected fixtures by 1 pixel
Pan the view
Reset the zoom
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Ctrl+F
Ctrl++
Ctrl+-
Ctrl+ mouse wheel
Middle-click + drag

Left-Click + drag + Shift

Alt+ mouse wheel (Shift+ mouse
wheel)

Ctrl+drag on Transform tool drag
handle

Alt while dragging fixture/s

Browser

Delete/Backspace
Ctri+left-click
Shift+left-click
Alt+left-click
Up/Down

Shift + Up/Down

Ctrl + Up/Down

Zoom to fit the window

Zoom in

Zoom out

Zoom in and out

Zoom into the drawn rectangle

Pressing Shift after starting a lasso selection will sort by the aspect
ratio (see here)

Scroll Horizontally

Maintain aspect ratio of selection

Lock movement to a single axis

Delete selected fixtures, groups or pixel matrices

Select multiple fixtures, groups or pixel matrices

Select all fixtures, groups or pixel matrices between two selections.
Deselects the contents of the group/pixel matrix

Move current row indicator up and down, and select the row

Move current row indicator up and down, and add the row to the
selection

Move current row indicator up and down, but don't change the
selection

Left/Right Collapse/Expand current group

Space Select current row

Ctrl + Space Add current row to the selection
Browser

The Browser is the most powerful and flexible method of selecting fixtures. Click on a group heading to select
all fixtures within the group, expand a group by clicking on the plus sign and click on fixtures within to select
individual fixtures and, with compound fixtures, expand them to select the individual elements within. Fixtures
and elements are shown in red (by default) when selected.

Hold down Shift while clicking to select all contiguous groups/fixtures/elements between clicks and hold down
Ctrl (Cmd on Mac) while clicking to select multiple non-contiguous individual groups/fixtures/elements. Hold
down Ctrl (Cmd) while clicking to deselect a selected group/fixture/element.

Clicking “in space” (anywhere on the Browser that isn’t a fixture) clears the selection.

The Browser also provides the interface to view and change the ordering of fixtures/elements within groups.
This order is used by the application to determine cue timing and effects skews, simply drag fixtures about
within the Browser to change this order.

Layout

Only fixtures and elements can be selected using the Layout, to select groups you must use the Browser.
Fixtures and elements are shown in the colour set within Layout Properties (default is red) when selected.

Ctrl (Cmd) work with clicking as described above to select/deselect and you can also lasso fixtures by clicking
and dragging around them, fixtures must be wholly enclosed to be selected.
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When lassoing fixtures, by default a group created from the selection will be in numerical order, but holding
Shift after you have started dragging will cause the group order to be defined by the position of the fixtures
within the lasso. The rule for this being defined by the lasso's aspect ratio at the time the Shift key was pressed.
The cursor will change to describe the selection mode:

%{Q%I%F%t%@%i%ﬁ%ﬁ

Example:

16 1116 21
27 1217 22
38 1318 23
49 1419 24
510 15 20 25

All the fixtures are selected with a lasso from the top left and the cursor has a right-down arrowkﬂ , the
fixtures will be selected in the following order:

1,6,11,16,21,2,7,12,17,22,3,8 etc.

Hold down Alt to select individual elements within compound fixtures. Hold down Alt and Ctrl (Cmd) to
select/deselect multiple elements.

Clicking “in space” (anywhere on the Layout that isn’t a fixture) clears the selection.

Pressing Esc will toggle the previous fixture selection.
Select next/previous fixture

With a single fixture selected, the Tab key will select the next fixture (next higher fixture number) and Shift +
Tab will select the previous fixture (next lower fixture number).

Select all fixtures

Ctrl + A will select all fixtures.
Selection Modes

The Right click menu allows access to various selection modes:
Normal: overrides selection with selected/lassoed fixture/s

Additive: adds the selected/lassoed fixture/s to the selection
Subtractive: removes the selected/lassoed fixture/s from the selection

Invert: deselects selected/lassoed fixture/s that are selected, and selects selected/lassoed fixture/s that are
deselected

Context Menu

A context menu can be accessed by right clicking on a fixture, or the layout.

Be aware that when fixtures are selected the behaviour can be different.
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» Right-clicking on a selected fixture will never change fixture selection; context menu actions apply to cur-
rent fixture selection.

* Right-clicking on an unselected fixture will always clear the current selection and select the single fixture
that was right-clicked. Context menu actions apply to fixture that was right-clicked (which is now the only

selected fixture).
 Right-clicking on the layout never changes fixture selection, but will give access to the layout context

menu.

Groups
Non-VLC Groups

Groups are an important concept to grasp as they serve multiple purposes:

Firstly, as you will see later, it is the rows of the Browser that make up the rows of the Timeline interface thus it
is convenient to gather fixtures/elements that are to be programmed together into a group to simplify this
procedure.

Secondly, as the order of fixtures/elements within a group determines how programming and timing is
rendered, it is sometimes useful to make multiple groups of the same fixtures with different ordering.

Thirdly, groups can be used to patch fixtures, as they are a list of the fixtures in order.

Finally, Groups can be used to set up intensity and RGB control zones in the Triggers window.

£ To create a group:

1. Select the fixtures you want to group using the Browser, the Layout or both - the order you do this in
determines the order within the group

2. Right-click a selected fixture and choose New Group or press the E' New Group button at the top of the
Browser
3. Name the group which has been created in the Browser containing these fixtures

NOTE: if you are creating a group of fixture elements, you must continue holding Alt when you right click to
create the group.

Alternatively:

1. Press New Group with no fixtures selected
. Name this empty group
3. Drag fixture/element selections into the group from within the Browser - the order you do this in determ-

ines the order within the group

3 Add fixtures to a group

1. Select the fixtures you want to add to an existing group using the Browser, the Layout or both - the order
you do this in determines the order within the group

2. Right-click a selected fixture and choose Add to group

3. Select a group from the list

The selected fixtures are added to the end of the chosen group. If some fixtures in the selection were already in
the chosen group, they are ignored and remain at their current positions in the group.

VLC/VLC+ Groups

On the VLC range of controllers, groups are used in a limited way to only be used for patching purposes. These
groups are created in the same way, but are only present in Layout and Patch.
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EITo Re-Order Fixtures in a Group

The order of fixtures in a group directly impacts the programming applied to them and the order that the fixtures
within them get patched.

When creating these groups, sometimes it can be possible to create them in an order that is not optimal.

If you right-click on the group, you can select Re-order to automatically sort the fixtures in the group
numerically, or in order horizontally or vertically.

Group Properties

Right-click on any group to edit its properties. This includes name, number and colour. Selecting a colour will
show that colour in various places throughout Designer, including in timeline rows and in triggers which support
group selection.
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Customising Fixtures

There are multiple ways to customise fixtures:

¢ Fixture alias
¢ Custom Fixtures
¢ Fixture Templates

Fixture Alias

If you require a fixture which doesn't exist within the Library or Online Fixture Library, but is similar to an
existing fixture (e.g. RGB LED), you can create a fixture with the same DMX footprint but different simulation
options. To do this:

¢ Select the fixture in the Library
« Right click on the fixture
¢ Select Create Fixture Alias

Here you can customise the Alias fixture with a different Name, Size and Shape.

Fiture Alias Creator O >

Model name
Width | 24 « | Height | 24
Shape | Sguare

0K Cancel

Custom Fixtures

Should a completely custom fixture be required, this can be created based on an existing fixture by right
clicking the fixture in the library and selecting Create Custom fixture.

For more information on the fixture personality syntax, see Custom Fixtures, or contact Pharos Support.

Fixture Templates

Fixture Templates allow you to create an array which contains a number of fixtures as elements in a predefined
layout.

This allows you to create a reusable set of custom composite fixtures.
To Create a Fixture Template

Right click on a fixture in the library to create the template from that fixture, or right click in white space in the
library to choose within the wizard.
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Setup Template Properties

Create Fixture Template

Create a muti-element fixture with custom geometry and patch order for fast layout, grouping and patching in your project.

Set the name of the template.
Name ||

Element name |Cyc Flood

Select the type of fixture to create 2 template from.
Type |Q seard

~ Generic
Back Light
Backstage Blue
Beam Light
Chandelier
Canventional 8 bit
Conventional 16 bit
CycFlood
Down Light
Effect Prajector
Fan
Fill Light
Fiood
Fluorescent
Fog
Follow Spot
Foot Light
Fountain Jet
Fresnel

Save template to disk Cancel

Create Fixture Template B i

Enter a name for the template, and optionally set an element name.

Select the fixture to use as the elements within the template.

Setup Element Layout

Layout

Lay out the elements of the template.

width |12 |3 Count | 161
Height [15 |2 Stride | 15
Flow | Vertical Parallel Offset | B

Start |Bottom left >

Normal layouts VLT layouts

Element width | 24 = 1

Element height | 24 &l 1

Horizontal gap |0 2| 0.0 pixels
vertical gap |0 =| 0.00pixels

Fixtures on VLC layouts are always 1 pixel in size, gaps will be scaled proportionately

Save template to disk Back Hext Cancel

Create Fixture Template [m} x

Select the array parameters to create your template array:

Width/height - The size of the template's array

Flow - The order of the elements in the template, linked to the patch order of the elements within the fixture.

Start - The start point of the template order
Element width/height - The size of each element within the template
Horizontal/vertical gap - The spacing between each column/row

Count - The number of elements in the template

Stride - The number of elements in the direction of the Flow, adjusts the shape of the array without changing

the fixture count

Offset - The offset from the Start that the first element should take in the direction of the Flow.
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Setup Patch points

Patch

Spedfy how the template is patched.

Patch spacing | 1

X |
O Blb
Elements per patch point 161 ﬁl" : ﬁ
Humber of patch points | 1 L {1
i) I
G0 00000
<t 1<l
)¢ M)
I {!"» b ‘!'
0 o0,
LA LA
A4 AR
A a1l
S Al
(] A
BARS RARA
A AN
(0

Save template to disk Back Finish

Patch spacing - The number of channels between the first channel of one element and the first channel of the
next element.

Elements per patch point - The maximum number of elements in each patch point. This is limited to 1 universe
worth of output channels (e.g. 170 x 3 channel fixtures, 128 x 4 channels fixtures etc.)

Number of patch points - The number of patch points that the template should consist of.

A patch point is a section of the fixture that is patched in one go (e.g. multiple strings of nodes). Each patch
point can be a maximum of 512 channels.

To Edit a Template

A template can be edited by right-clicking on it and selecting Edit Fixture Template. It can be duplicated before
editing when slight changes are required.

When editing a template, the element count and name must remain the same.

If a template has already been used within a project before it is edited, it must be Reloaded from the Library to
update to the edited version. This is done by going to the Used Library, right-clicking on the Template and
choosing Reload from Library.

To Add a Temple to the Layout

Fixture templates are available within the Templates folder of the Fixture Library and can be added to a layout
in the same way as any other fixture.
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Custom Fixtures

A Custom Fixture is required if you want to change the properties of a fixture, or create a fixture with additional
channels.

Below is a fixture personality for the Generic LED - RGB 8 bit fixture:
fixture = LED - RGB 8 bit
manuid = 0

modelid = 5

class = led

shape = square
dimensions = 24x24
patchgroup = fixture

parameter = Cyan
default = 255
crossfade = linear
type = ltp8bit
range = 255, 0, %
parameter = Magenta
default = 255
crossfade = linear
type = ltp8bit
range = 255, 0, %
parameter = Yellow
default = 255
crossfade = linear
type = ltp8bit
range = 255, 0, %
There are three main sections in the personality:

¢ Fixture Header
e Patchgroups
¢ Channel Definitions

Fixture Header

The fixture header contain all the information that relates to the fixture as a whole.
fixture = LED - RGB 8 bit

manuid = 0

-79-



Pharos Designer User Manual

modelid = 5

class = led
shape = square
dimensions = 24x24

Each line contains a property name and its value, separated by an equals sign (=).

fixture Required The name of the fixture (as displayed in the Designer fixture library)
The manufacturer ID for the fixture manufacturer. This can be found from an exist-
manuid Required ing fixture by that manufacturer. If the manufacturer doesn’t exist, then 100
should be used (Custom)
modelid Required A unique modelid (within the manufacturer)
modeid Optional The mode identifier where there a multiple modes available for a single fixture

The class of the fixture. This will determine how the fixture is displayed on the lay-

class Required \ . . .
q out (accessory, controller, conventional, dali, led, media, mirror, spot, wash)

Optional (only

shape used if class = The shape of an LED fixture (circle or square)
led)
dimensions Required The size of the fixture on the plan (in px)

Patchgroups

A fixture can have 1 or 2 patchgroups within the personality. A patchgroup is a separate section of the fixture
that can be patched independently, e.g. a fixture containing multiple strings of LED nodes, or where the
intensity of a fixture is controlled separately to the rest of the parameters.

patchgroup = fixture
The label of the patchgroup will be displayed within the Patch mode of Designer when you patch the fixture.

Normally this can be leftas patchgroup = fixture.

Channel Definitions

A channel definition contains all the information required to allow a single channel to work. Although a channel
definition doesn’t include a channel number, Designer will increment this for each new channel definition, so
the channels should be added in the order that they need to be within the fixture.

parameter = Intensity
default = 0

crossfade = linear
type = ltp8bit

range = 0, 255, %

The main function of the channel. This should be one of the functions defined later in this doc-
parameter
ument
The default level for the channel, this is what the channel will be set to if no Timelines or Scenes

default are controlling the fixture (0-255 or 0-65535)
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crossfade The crossfade path for the channel (linear or snap)

The type of channel (htp8bit or htp16bit). Sets whether the channel is an 8 bit (0-255) or 16 bit (0-
type

65535) channel

range See below

Range Declarations

A range declaration defines a DMX range or value which can be selected within Designer, and assigns a label
toit.

Syntax:
range = int, label
OR
range = intl, int2, label

If a single value is set, then selecting the range in Designer will set the DMX output to that specific value.
Setting two values will allow the user to select any value in that range.

int, int1, int2 = 0-255 for 8 bit channels, 0-65535 for 16 bit.
int1 may be more or less than int2, but cannot be the same.
The label is displayed within Designer on the button which is used to set the value.

If the label is set to %, then no label will appear.

Special Considerations
RGB Channels

Designer uses a CMY colour mixing engine internally, and as such RGB channels must be defined as their
inverse colour with an inverted range:

Red:
parameter = Cyan
default = 255
crossfade = linear
type = 1ltp8bit
range = 255, 0, %
Green:
parameter = Magenta
default = 255
crossfade = linear
type = ltp8bit
range = 255, 0, %
Blue:

parameter = Yellow
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default = 255
crossfade = linear
type = ltp8bit

range = 255, 0, %

Multi Element Fixtures

If you have a multi-element fixture (e.g. a series of RGB LED Nodes), the fixture personality can be configured
to create those nodes for you.

Syntax:

element = label

Channel Definitions

elementcount = value
The label will be displayed as the name of the element within Designer (in the fixture browser)
The value of elementcount is the number of repetitions of the element within the fixture.
You will require an additional line in the fixture header:

geometry = intX x intY
intX and intY are the number of elements the fixture has in the X and Y directions.
Example:

geometry = 2x4

Comments

Any line within a personality can be commented out using double forward slashes:

// This would be a comment

Unused Channels

If a channel in a personality is unused, it can be added to the personality to ensure the DMX footprint and
channel numbering is correct without actually controlling anything.

constant = int

Constant defines this as a non-controllable channel, and int is the value to set this constant channel to,
generally 0.

Example:

constant = 0

Saving a Custom Fixture

When you create a Custom Fixture manually, you will need to save it to the following location:

¢ Windows: %userprofile%\Documents\Pharos\Designer 2\Fixtures
¢ Mac: ~/Documents/Pharos Controls/Designer 2/Fixtures

The file should be saved as a *.txt file with any name of your choice.
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You may need to restart Designer for your new fixture to appear in the fixture library.

Further Assistance

Should you require any further assistance, please send the following to your Dealer:

The name and mode of the fixture that is required
A user manual, including full DMX personality

The date you require the fixture personality
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Pixel Matrix Editor

Keyboard Shortcuts

Ctrl+N Create new pixel matrix

CtrI+D Duplicate the current pixel matrix
Ctrl+l Show pixel matrix properties

CtrlI+C Copy the selected media

Ctrl+V Paste media from the clipboard into the current folder
Delete/Backspace Delete selected media
Up/Down/Left/Right Nudge the selected items by 1 pixel
Space+drag Pan the view

Ctrl+0 Reset the zoom

Ctrl+F Zoom to fit the window

Ctrl++ Zoomin

Ctrl+- Zoom out

Ctrl+ mouse wheel Zoom in and out

Space with media preview open Start/Stop media preview

Shift click on overlapping elements  Open selector to chose which element to select

Alt+ mouse wheel (Shift+ mouse Scroll Horizontally

wheel)

[k Mapping -Help.pa2" - Designer (Primary Window] 5 x
- -
e Q) [ | memxl e o
X (oo |
EE
;;‘ll

7

NNNNN

|||\|\|'L4||\|||

T

III\I\I.—_IH’III

I

The window comprises 3 sections: On the left is the Browser, in the middle the Pixel Matrix editing area, and on
the right are the Presets panes.

The Presets pane can be hidden with the Tool Toggle button ——
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Pixel Matrices

You may create as many Matrices as you like and any fixture can be used as a “pixel” in any Matrix but clearly
those that can colour mix are the sensible choice, RGB LEDs being by far the best due to their large colour
gamut and fast response. That being said, the software will render coloured media as grey scale on intensity
only fixtures.

ooo
tn To create Pixel Matrices automatically from the Layout (recommended):
1. Goto Layout
2. Select the fixtures you want to include in the Matrix
3. Press the New Pixel Matrix button on the Browser toolbar, the software will automatically create a Matrix
with the fixtures correctly positioned and the Render Window cropped to best fit
4. Name the Pixel Matrix

To create a Pixel Matrix manually:

1. Press New on the toolbar, a default 50x50 Render Window (the pale grey area) will be created

2. Populate the Render Window by dragging on fixtures from the Browser

3. Adjust the size of the Render Window by using the Width & Height fields on the toolbar or the Crop but-
ton (see below) to best fit

4. Name the Pixel Matrix using either the Properties window or right-clicking > Rename in the Browser

Typically you will place fixtures to mimic as closely as possible their actual layout, the software will compensate
for gaps and irregularities in a matrix so that media will be rendered correctly. Fixtures that have been rotated
on the Layout during Setup will be placed on the Matrix using this rotation although this is only relevant to
compound fixtures. Such fixtures can be rotated separately for each Matrix by dragging them around when the
cursor indicates rotate mode, note that the first element of a compound fixture is displayed a darker grey for
easy orientation.

To remove a fixture from a Matrix:
Right-click on the fixture on the Layout and select Remove Fixture.
To break a composite fixture apart into individual pixels

Right-click on the fixture on the Layout and select Break Fixture.
Pixel Information

To find out information about a pixel, hover over the pixel, and a tooltip will appear showing the name, position
and angle for all pixels at the current position.

8: LED - RGB 8 bit: (3, 3), 0°
T
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Cross-Hatch pattern

Pixels which are potentially incorrectly positioned to either not receive any colour information (outside Render
Window) or the same colour information as another pixel (overlapping fixtures) will be identified by a cross-
hatching pattern:

|
| T

b

Crop size to contents

Use the Crop size to contents button in the Matrix Properties dialog to trim the Render Window to fit the extents
of the fixture array.

Manual sizing of the Render Window is provided by typing in appropriate Width and Height size values and it is
perfectly allowable to undersize the Render Window to achieve effects such as picture-in-picture or oversize it
to concentrate on a particular area of the imported media.

Import pixel matrix

You can use the Import button to import pixel layout from a CAD application via a CSV file, see Import Object.
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Composition Editor
Keyboard Shortcuts

Ctrl+N Create new pixel matrix

Ctri+D Duplicate the current pixel matrix
Ctrl+l Show pixel matrix properties
Ctri+C Copy the selected media

Ctrl+V Paste media from the clipboard into the current folder
Delete/Backspace Delete selected media
Up/Down/Left/Right Nudge the selected items by 1 pixel
Space+drag Pan the view

Ctrl+0 Reset the zoom

Ctrl+F Zoom to fit the window

Ctrl++ Zoom in

Ctrl+- Zoom out

Ctrl+ mouse wheel Zoom in and out

Space with media preview open Start/Stop media preview

Shift click on overlapping elements  Open selector to chose which element to select
Alt+ mouse wheel (Shift+ mouse

wheel) Scroll Horizontally

5 Nopping - Help a2 - Designer Prmay Windon]

ber 1
Geometry

Instance X |0 2| nstance v [0

width 1920 |3 Heont (1080 [<

Transform

Maror Instance []
Fip Instance (]

Blur

Blurradus (0 | %

In Composition mode, you can adjust the video composition for a VLC/VLC+. The composition allows you to
setup the Content Targets for the VLC/VLC+.

This Content Target is used to specify where video is output on the layout. Only fixtures within the Content
Target will get data from media or effects being played back on the VLC/VLC+.

If you are using a VLC+ in your project, you will have access to 8 Content Targets within each composition
(Primary, Secondary, Target 3-8).

You will also be able to add Adjustment Targets to the controller which are configured to adjust the levels of
Red, Green, Blue and Intensity that are output to the area within the mask.
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Compositions

A composition is a set of Content Targets that can be stored together for a controller. When adding content to
the VLC/VLC+ you select the composition that the preset should use.

There are two types of object that exist on a Composition:

e Content Targets
¢ Adjustment Targets

Within the Composition mode, the different types of Target are distinguished by their colour and border type.

Type Name Colour Border
Primary Blue
Secondary Red
Target 3 Green
Target 4 Yellow )
Content Target Target5 Cyan Solid
Target 6 Orange
Target7 Maroon
Target 8 Brown
Adjustment Target  |[Adjustment Target |Grey Dashed

NOTE: The VLC/VLC+ must always have at least 1 composition, you will be unable to delete the final
composition.

Content Targets

By Default, your VLC or VLC+ will have a single composition consisting of a Content Target, which is the size of
the VLC/VLC+ Layout.

If you are using a VLC+, you can add a Content Target to a composition, choose the Add Content Target
option, and draw the required rectangle on the layout.

There are 3 types of Content Target:

¢ Primary
e Secondary
e Targets 3-8

These Targets can be programmed with most presets from the Built-In preset library.

Targets 3-8 are an advanced Project Feature that must be enabled in Project Features.

The Content Target defaults to the size of the VLC/VLC+ layout, but can be resized using the Content Target
properties:

Instance X and Instance Y

The position of the Target on the composition.

This property is applied per instance (where appropriate).
Width and Height

The size of the Content Target.
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Fit to layout and Fit to fixtures

Automatically set the size to fit the Layout size or the minimum size to bound the fixtures on the layout.
Angle

The angle of this Content Target on the Layout.

Invert

Check this to invert the rotation.

This property is applied per instance.

Rotation X and Y

The centre of rotation of the Target.

Snap to centre

Sets the Rotation X and Y properties to be the centre of the Target
Multiplier

Sets the Target to increase its Width and Height by either 1x, 2x or 4x. This is for larger canvases with
widespread fixtures that do not fit into the maximum resolution of 1920 x 1080.

Mirror Instance

Mirror all content to this target instance horizontally.
This property is applied per instance.

Flip Instance

Flip all content to this target instance vertically.

This property is applied per instance.

Wrapping

The content target can be set to wrap horizontally or vertically. When the X or Y position of the target goes
beyond the edge of the layout, it will wrap round to the opposite side of the layout.

Blur Radius

The Blur of the Content Target allows you to soften the content displayed on the target. The larger the Blur
radius, the softer the image

Mask

Setting a Mask will allow you to adjust the shape of the Target:

None: The Target will be a rectangle of the specified size

Shape: This allows for roundness of the corners of the Target, with the option to feather the edges.

Image: This allows an image to be used for the mask. A monochrome image works best here. Black portions
will be shown by the target, while White portions will not be used.
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Creating Content Target Instances

Multiple instances of a Content Target can be created to output the same data to multiple areas in the
composition, by selecting a Content Target and choosing Create Instance at the top of the Layout. The new
instance can have different positions and mirror/flip settings, but will always be the same size as the original.

Adjustment Targets

Adjustment Targets apply to the whole controller and can be used to reduce (or increase) RGB and intensity of
presets that are played back under the mask.

The settings for Adjustment Targets are much the same as for Content Targets, but also include:
Mask Gain

The Red, Green, Blue and Intensity levels for the fixtures under the Adjustment Target can be adjusted using
the gain settings. This works as a multiplier on that value. The gain can be anywhere between 0.00 and 2.00.
The multiplier acts on the output levels for the fixture, but these will be limited to the 0-255 range.

You can show and hide Adjustment Targets in the Mapping view, using the ® icon in the left hand browser.
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Media Presets

Media presets are media clips (video or JPG) that can only be played on Pixel Matrices and Content Targets.

Media is imported by clicking Create New in the Media Presets pane. A dialog will open as shown above for
you to browse to wherever your media files are located, enable Thumbnails view to preview them. Designer
supports most common media files, and it matters not at all the resolution of the media clips as the software will
up/down-scale as required when the Media Preset is placed on a Matrix during programming. In short, no
media preparation should be required. The first frame is used as their thumbnail in the directory, they can be
named using the name textbox at the bottom of the directory pane and they can also be deleted.

Imported media is automatically resized to fit a Pixel Matrices’ Render Window, the pale grey area of the
Matrix. Only fixtures/pixels within this Render Window will receive the media which is why Render Windows
should typically be cropped (see above) to force the media to fit onto just the fixtures.

Media Limits

The maximum media limits are below:

Framerate 33fps - (dependent on Playback Refresh Rate) - the DMX protocol refresh rate is 33Hz by default,
so any media with a greater framerate would be capped at 33fps, while lower framerates will dis-
play at source framerate. Note; Controllers can also run at 44Hz or 60Hz, so can handle media at
higher refresh rates in those modes, see "Playback Refresh Rate" on page 283 for more info.

Bitrate 5Mbps ought to be sufficient for 1080p30, reducing to 1Mbps for 360p30

Resolution 1080p - Best results will be achieved by matching the media resolution to the output resolution
(Pixel Matrix or Content Target)

Media File Formats

The following file formats can be imported as media clips:

e .asf

e Lavi

e _divx

e .dv

o f4v

o flv

e .m2v

e .mov

e .mp2
e .mp4
e .mpe
e .mpeg2
e .mpeg4
* .mpg
e .wmv
* .Jpg

* .jpeg

Media Preview

Double clicking on the thumbnail of a media preset will open the Media Preview window. This allows you to
watch the media clip that has been imported.
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([ » 00:00:00

Replacing Media

If you move the media relative to the project file, you will need to replace the content. Right click on the Media
clip and select Replace to reset the file path.
This can also be used to change the media file associated with a particular clip within the project.

Designer will automatically search the selected location for any other missing media.

Custom Presets

NOTE: Custom presets are an optional feature, and must be turned on from Project Features.

NOTE: The VLC and VLC+ do not support Custom Presets and thus these will not be available for projects
using these controllers.

Select the Custom tab. Custom presets can only be played on Pixel Matrices.

Custom Presets use a Lua script to define an effect that can be played back on a Matrix. You can use this to
create effects that are not available as standard in Designer.

To create a new Custom Preset, press New in the Custom Presets tab on the right. This will open a script editor
dialog:

Custom Preset Editor [m] X
Import... Export.. Preferences.. = Buld Run
1 function pixel (frame, x, y)
2 return 0,0,0
3 end
LR

Period | 1.00

[ output Variables

Build was successful
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The script editor initially shows the framework of a custom preset. You can either enter the source yourself, or
you can load the source from a file using Import. Designer provides sample scripts which are located in
Program Files at \Pharos\Designer 2\resources\scripts\custom_presets.

After editing or importing a script, you compile it by pressing F7. If there are any errors in the script, they will be
reported in the Output tab. If there are no errors reported, it is advisable to run the script to preview the preset.
To run the script, use Run (F5). If the script takes a long time to run, or appears to have got stuck in a loop, use
Stop (Ctrl+F5) to stop execution.

IMPORTANT: When working in the script editor, if your script does have an infinite loop, you are able to stop it
executing by pressing Stop (Ctrl+F5). However, outside of the debugger, there is no such way to stop the
execution of a badly-behaved script. This will result in Designer locking up and will have to be shut down
manually. You must ensure that your scripts do not have such errors in them.

A preview of the preset will be generated and shown on the right of the script editor. You can start and stop the
preview and step forwards and backwards with transport controls below the preview. Altering the period below
the preview and pressing Run (F5) again will generate the preview again with the specified period.

If the preset defines any properties, after the script is successfully compiled, suitable editors for these
properties will be displayed below the preview. You can change the values of these properties and rerun the
script using Run (F5) to observe the effect of those properties in the preview.

Once you are happy with the preview, close the script editor. The preset can now be placed on Matrices on a
timeline.

You can edit the source of the custom preset script again by selecting it in the Custom tab on the Mapping pane
and pressing Edit. If you edit a preset that is already used on a timeline, any changes you make will be applied
to everywhere where the preset is used.

Refer to the script editor documentation for more information on editing scripts, the custom presets
programmers guide for help on creating a custom preset from scratch and custom preset examples for
examples of custom scripts.
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Patch

Keyboard Shortcuts

Ctrl+N Show Add Universe popover

Ctrl+A Select all patch records

Delete/Backspace Delete selected patch

0-9 Type a universe number and the view will scroll to it after a short
delay

Page Up/Down Scroll to previous/next universe

Ctrl+Tab Switch to the next protocol

Ctrl+Shift+Tab Switch to the previous protocol

Once you have created your Layouts and added your fixtures you need to patch them, that is to say connect
them to real fixtures via the appropriate Controller (LPC 1, 2, 4 or X, VLC or TPC), interface (port), protocol and
address. Patching is optional for programming and simulation but fixtures must be patched eventually for the
LPCs to control them, including using Output Live in the Simulator.

Before we cover patching in detail let's look at some of the terms used:
Patch terminology

For more
information:

Description:

A digital serial control protocol for entertainment lighting. Officially called
DMX DMX512-A, it was developed by the USITT and has become the standard | DMX512
protocol for entertainment lighting control using the RS485 physical layer.

Remote Device Management, an extension of the USITT DMX512 protocol
that supports bi-directional communication with dimmers & fixtures.

A shorthand term for DMX-over-Ethernet protocols, see KiNET, Art-Net,
Pathport and sACN below.

RDM RDM

eDMX

A proprietary Ethernet control protocol developed by Color Kinetics (now
KINET Philips Color Kinetics) used to control only their Ethernet PSUs. Current sup-
ported versions are KiNET v1, KINET v2 and KiNET v3.

A DMX-over-Ethernet protocol developed by Artistic Licence and widely
used in the entertainment industry to distribute multiple universes of DMX
data. Current supported version is v4 (transmitting only. v3 for other func-
tionality).

Art-Net

A DMX-over-Ethernet protocol developed by Pathway Communications and
Pathport widely used in the entertainment industry to distribute multiple universes of
DMX data.

Streaming ACN (Advanced Control Network), a DMX-over-Ethernet pro-

SACN tocol developed by ESTA to distribute multiple universes of DMX data.

ESTA

The Pharos Remote Input Output 80/44/08 can output up to 96 channels of

RIO DMX per unit. See here for more information on patching to a RIO.

Digital Video Interface, a standard for the delivery of digital video data to
DVI computer monitors. Used by certain LED manufacturers (for example Barco
and Martin Professional) to drive their LED controller products.
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Patch

For more
information:

Description:

Digital Addressable Lighting Interface, a digital serial control protocol for
DALI architectural lighting. Developed by Philips Lighting it has become a stand- | DALI
ard: IEC 60929. DALI fixtures are not patched using this window, see DALI.

A common term given to a single DMX data link or port. A DMX universe car-
ries 512 channels of control data each with 8 bit resolution. A single dimmer
will use one channel while more complex fixtures will use multiple channels
as required.

Universe

Port The KIiNET equivalent of a universe.

The term used to determine which of the 512 control channels of a DMX uni-
verse a fixture should look at to take its own control data. This "start
address" must be set on the fixture or dimmer rack itself as well as patching
the control system.

DMX Address

Patch window

This window comprises two main sections, to the left is the Browser, with the rest of the window being a
graphical representation of a protocol's ports or universes. The number of address columns displayed per row
can be changed using Preferences.

If you are using an LPC X, VLC or choosing to output eDMX from an LPC or TPC then you must use the
Protocol Properties dialog to configure these protocols, see Controller Protocols.

No selection
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321|322 323 | 324 [ 325 | 326 | 327 | 328 | 329 [ 330 [ 331 | 392 | 333 | 334 | 338 337 | 338 [ 339 [ 340 | 341 | 342 | 343 | 344 | 345 [ 346 | 347 | 348 | 340 | 350 [ 361|352

385 | 386 | 387 | 388 [ a0 [290 | 391 | 302 | 393 [ 304 | 205 | 206 | 307 | 308 [ 300 401 | 402 [ 40 405 | 406 [ 407 | 408 | 400 | 410 | 411 [ 412 [ 413 [ 414 | 415 | 416

417 | 418 | 419 [ 420 [ 421 [ 422 | 423 | 42 | 425 [ a26 | 427 |28 | 420 | 430 [ 431 433 | 434 | 425

304
a3

353 | 354 | 355 | 356 | 367 [ a5 | 380 [ 360 [ 361 | 362 | 363 | 364 | 365 | 366 [ 367 | 368 [ 360 [a70 |71 | 372 |73 [ 574 | 575 [ a7 [ 377 [ a78 [ 470 [ 380 [ 381 | 382 | 383 | ass
w0
2 457 | a8 | 40 [ 440 | as1 [ aa2 [ aas [ aas | a5 | 46 | aa7 [ass
a4

04
a6

449 | 450 | 451 | as2 | as3 [ asa [ ass | ass [ 457 | ass |50 |60 | 461 | as2 [ aes 465 | 466 | 467 | a6 | a6 [ 470 [ 471 | 472 | 473 | 474 | a5 | 476 | 477 [ 478 [ 470 | 480
500

481|482 | 483 | 44 [ 485 | 486 | 467 | 488 [ 4o [ 490 | 491 | 492 | 493 [ 404 [ 405 | 496 | 407 | 498 [a0e 501 | 502 [ 503 | 504 | 505 | 506 | 507 | 508 [ 500 |10 | 511 512

OMX universo 2 Dis port2 | [ Unpaten Copy
12[afafse[7]e[ow[n[r2]1a]1a]1s]16]7 18102021222 [2[25[26[2r 2820 00]a1]02e
33 |34 |35 [ 36 [ a7 [38 |30 |40 a1 |42 as[as[as[as[ar|as|a050 61 62655055667 |50]60 6061 [62]es]es
5 |66 |67 |68 |60 [70 |71 |72 737875 |76 77|78 |70 [0 |01 [02]es 85 |86 &7 [as a0 |90 | o1 |02 03[ 0sosos
7 | 98 | 99 [ 100 [ 101 [102 | 103 | 104 | 105 [ 108 [ 107 | 108 [ 109 [ 110 [411 [ 112 [ 113 [ 114 [ 115 [ 116 [ 137 118 [ 110 [ 120 [ 120 [ 122 | 123 [ 124 [ 125 [ 128 [ 127 | 128

193 | 194 | 195 [ 196 [ 197 | 198 | 199 [ 200 [ 201 | 202 | 203 | 208 | 205 | 206 [ 207 | 208 | 200 | 210 [ 211 [ 212 | 213 | 214 | 215 [ 216 [ 217 | 218 | 219 | 220 | 221 [ 222 [ 225 | 226

Patch Columns

Use the Controller column to select the Controller for patching. Add Universes to the project with the Add
Universe dialog. Set properties for eDMX protocols with the Protocol Properties dialog and set your Patching
Preferences with the Preferences dialog.

Use the other columns to select the required protocol and universe/s to determine which universe/s is/are
displayed in the main working area.
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NOTE: The patch columns width can be adjusted to display long value on your screen, by clicking and
dragging on the dividers

Universes
By default only the DMX ports of an LPC are configured, TPCs LPC Xs and VLCs have Art-Net Universe 0
configured by default.

To add eDMX universes:

1. Select the Add Universe dialog
2. From the Protocol Dropdown, select the protocol you want to setup.
3. For Art-Net:

New Universe... Protoco

g

B mne
lJ'.l-".

Fl

i o N —

I|
b i

Protocol | Art-Met
Met [0
Sub-Met |0
Universe |0 |:| All

Universes |0]

Add

i}

You can also enter the Universe using the Net/Sub-Net/Universe notation e.g. 0/0/0 = Art-Net Universe
0, selecting All universes will add all 16 universes in the specified Net/Sub-Net.

¢ Inthe Universes box type the required universes e.g. 1,
¢ You can separate multiple universes with commas e.g. 1, 5, 7,
¢ You can select a range of universes with a hyphen e.g. 1-5,
¢ These can be combined e.g. 1-4, 8,10
4. For sACN and Pathport:

. Mew Lniverse... Protoco
age
e e
gt o e -
»
Protocaol | sACN b
Universes |e.qg. 1-4, 8, 10
Y

In the Universes box type the required universes e.g. 1,

¢ You can separate multiple universes with commas e.g. 1, 5, 7,
¢ You can select a range of universes with a hyphen e.g. 1-5,

e These can be combined e.g. 1-4, 8,10
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5. For KiNET Power Supplies:

2 Mew Universe. .. Protocol Properties...  Preferences...
eiliEe..
o N 7 .

r

Protocol | KINET =
(%) Add power supply from library
Type + | | Add custom type...
Quantity |1

(O Add power supply from network

* You can add a virtual power supply from the included library of power supplies or add a power
supply that exists on the network that you are connected to.

« To add a virtual power supply (the default option), simply select the type of power supply
from the Type dropdown list. Enter the quantity that you intend to use. Click add at the bot-
tom of the dialog.

e Toadd a Custom Power supply, you can select "Add Custom type..." and enter the
required Name, Port count, KINET Version and select whether it is Chromasic or not.

» Toadd an existing power supply, Select the "Add power supply from the
network" checkbox. Click Refresh to display all power supplies visible to Designer on your
network. Select the power supply/ies you want to add to the project and click add.

« If you add a virtual power supply, you will need to set its IP Address. This can be done from the
table in the KiNET tab. Double clicking on an IP Address will allow you to change it, or use the
Assign IP Address option to link the virtual power supply to a power supply discovered on the net-
work.

« When you add a KiNET power supply to a project, it is initially linked to a specific controller, but
you can patch different ports to different controllers using the Show All button in the top right
corner

Patching DMX & eDMX fixtures

Simply select one or more fixtures in the Browser and drag them onto the required start address of the
graphical representation. Right click on a patched fixture to unpatch it or clear the entire universe/port, drag it to
move it (change its address). Fixtures may be patched to multiple addresses and universes/ports. Patched
fixtures are shown in blue in the Browser, unpatched black.

To patch a fixture:

Select the relevant Controller, Protocol and Universe/s.
Scroll down to the required Universe.

Select the fixture in the Browser

Drag and drop the fixture onto the desired start address

Pod~
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To patch multiple fixtures:

Select the relevant Controller, Protocol and Universe/s.

Scroll down to the required Universe.

Select a group of fixtures in the Browser

Drag and drop the group of fixtures onto the desired start address of the first fixture in the selection

If you select more fixture than will fit on the selected universe, or patch them such that the selection runs
out of space on the universe, the fixtures will be automatically patched to the subsequent universe.

SARE ol

To Patch Fixtures with a Gap between them

erties... Preferences...

& a -
|

| Channels per row | 32

New patch gap |0

Sometimes it is useful to patch a group of fixtures with a spacing between them, such as when you are
controlling an RGBW fixture as separate RGB and White fixtures.

1. Inthe Preferences option on the Patch Toolbar, change the New Patch Gap setting to be the number of
channels gap between the fixtures

2. Patch a group of fixtures as normal.

3. There will be the specified gap between the fixtures.

To change a fixture's address:

1. Select the relevant Controller and Protocol.

2. Scroll down to the required Universe.

3. Select the fixture(s) on the universe layout and simply drag them to a new address - to move them to a
different protocol you must unpatch (see below) then repatch.

Fixtures may be patched to as many locations and universes as is required although typically a fixture will only
be patched to one unique address. The Designer software will prompt you with a warning dialogue should you

attempt to patch a fixture that is already patched, select Continue or Unpatch Existing as required. This prompt
can be turned off if it proves aggravating.

However, you can not patch more than one fixture to the same address; a DMX channel can only be controlled
by one parameter so fixtures can't overlap at all. If you drag one fixture onto another the incoming fixture will
highlight in red to alert you that this address is already occupied. If you go ahead and drop it there anyway the
software will prompt you whether to continue and unpatch the existing fixture(s) for you, select Unpatch to
proceed or Cancel to abort. Again, this prompt can be turned off.

Some fixtures, for example the Vari*lite VL5, need to be patched twice since they have two distinct patch
points, one for the intensity control (patched to the dimmer rack) and another for the fixture's automation
controls.

To patch a multiple patch point fixture:

1. Locate the fixture in the Browser and expand it by pressing the plus sign to reveal its patch points
2. Select the relevant Controller and Protocol.
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Scroll down to the required Universe.
Drag and drop the first patch point onto the desired start address
Repeat for the other patch point(s)

ok

or

1. Patch the entire fixture as one
2. Drag the patch points apart to their desired addresses

To unpatch a fixture or multiple fixtures:

1. Select one or more fixtures using the Browser or the universe layout
2. Right-click and select Unpatch

To clear patch from a universe:

1. Select the relevant Controller and Protocol.
2. Scroll down to the required Universe.
3. Use the Unpatch button in the Universe header to remove all fixtures from the universe.

To copy a universe's patch:

Select the relevant Controller, Protocol and Universe/s.
Scroll down to the required Universe.

Press the Copy button in the Universe header.

Select the target Controller, Protocol and Universe
Press the Paste button in the Universe header.

Continue pressing paste on other universes if necessary.

ook wn =

To Cut/Copy Multiple Universes' Patch:

Use the Patch columns to select the required univere/s
Right click and Cut/Copy

* Go to the new Univere/s

Right-click and paste the Patch

©

1. Select one or more fixtures using the Browser or the universe layout
2. Press the Highlight button, the fixture(s) will come on to their highlight defaults (typically open white)
3. Press Highlight again to turn off or select other fixtures to highlight

To highlight a fixture

NOTE: The appropriate Controller must be on the network and correctly associated to highlight fixtures.
Fixtures can also be highlighted from Layout.

NOTE: If your controller/s is/are password protected, you will need to login to the controller/s from the Network
Mode

RDM Discovery
RDM Devices can be discovered on the DMX port of a LPC or TPC + EXT or on an Art-Net universe.

NOTE: If security is enabled on your controller, you will need to login to perform RDM discovery.
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Open the RDM Discovery window by clicking the RDM Discovery button at the top of Patch. Select the required
controller, protocol and universe and click Discover to find RDM-capable devices attached to the selected
output. The RDM discovery table will display all discovered RDM capable devices connected to the selected
output.

It's also possible to start RDM discovery on a particular universe by clicking Discover on port... above a
compatible universe in the patch.

NOTE: The Discover button is only enabled if the selected controller is associated with a physical controller
and that controller has been found on the network.

From the RDM Discovery window, it's possible to carry out the following actions:

¢ To putadevice into its RDM identify mode, toggle the Identify button.

* Toreaddress a device, enter a new value in the Start Address column. This will sesnd an RDM command
to readdress the device.

« To set a different Personality, enter a new value in the Personality column.

¢ To set the fixture’s Type, double-click the Type cell and select a type from Designer’s online fixture lib-
rary.

To add discovered RDM devices to the project

To add all discovered RDM devices to your project, click Add All Discovered Devices from the RDM Discovery
window. This will also add the discovered RDM devices to the patch at their respective start addresses. New
fixtures will be created in the browser.

To add a custom selection of one or more RDM devices to your project, click and drag the desired fixture(s)
from the RDM Discovery window onto a layout, into the patch or into the browser. Devices will be added in the
order they were selected.

Dragging a discovered RDM device onto the patch will send an RDM command to readdress the device.
NOTE: Discovered RDM devices can only be patched to the universe they were discovered on.

NOTE: A discovered RDM device cannot be dragged onto the patch if its Type has not been set or if its start
address and footprint clashes with another device.

A discovered RDM device can be associated with an existing fixture in the project by dragging the discovered
device onto the fixture in the project.

Scheduled RDM Tests

RDM tests may be scheduled for all compatible universes in a project by clicking the 'RDM Tests' button in the
toolbar of the Patch window.
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S... Preferences... RDM Tests... RDM Discovery...

Every |0 |<| Days

e
| X
J [V] Enable RDM tests |
% Test Schedule 1
Time | 00:00 < | Repeat | Daily v

You can override project settings on a per universe basis by clicking 'Override RDM Test..."' next to the

corresponding universe in the patch view.

DMX universe1 Override RDM Test...

I I I |

Override default RDM tests
Enable RDM tests

— Test Schedule 1

L+ Time | 00:00 < | Repeat | Monthly (by day) =

| 1 On | First w | | Tuesday v 1

Test results can be viewed via the 'Fixtures' tab of the controller's web interface.

NOTE: Due to the nature of the RDM protocol, RDM tests will momentarily stop DMX output on a universe. We

recommend scheduling your tests to occur at a time when playback is not critical.
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Patching fixtures to a RIO 08/44/80

Mew Universe... Protocol Properties...  Preferences...

e -

Protocol |RIODMX

RIO 80 2
RIO 80 1
RIO 443

You must first add a RIO 08, RIO 44 or RIO 80 to your project. You will then be able to select RIO DMX as a
Protocol in the Add Universe dialog.

Assigning a DMX universe to a RIO 08, RIO 44 or RIO 80 will automatically configure the Serial port to be a
DMX out port.

Each RIO 08, RIO 44 and RIO 80 is capable of outputting 96 channels of DMX. Any channels patched to a RIO
08, RIO 44 or RIO 80 will subtract from the maximum channel output capacity of the Controller. The RIO 08,
RIO 44 or RIO 80 and Controller must be on the same network.

Patching fixtures to an EDN or RIO G4

New Universe.. Protocol Properties...  Preferences.. 0 e ﬂ

Mo selection
Fairirn 1| Controller protocol Node: Universe
B () [les) [igt e (1) S enreter 1(0f10240 channels)  » EDNDMX » EDN 201 « EDN 20 1 (OMX port 1)
« EDN 20 1 (DMX port 2)
* EDN 20 1 (OMX port 3)
* EDN 20 1 {DMX port 4)
Show Al « EDN 20 1 (DMX port 5)
EDN 20 1 (DMX port 1) Unpatch  Copy

1|2 |3 |4|5 |6 |7 |8 |9 |20|11 |12 |13 |14 |15 (16 |17 |18 |19 |20 |21 |22 |23 |24 |25 |26 |27 |28 | 29 |30 |31 (32

33 |34 (35 |36 |37 |38 |39 |40 |41 |42 (43 |44 (45 |46 |47 (48 | 49 |50 |51 |52 |53 |54 |55 |56 (57 |58 (59 |60 |61 |62 63 | 64

65 |66 |67 |68 |69 |70 |71 |72 |73 | 74 (75 | 76 (77 |78 | 79 (80 | 81 |82 |83 | B4 |85 |86 |87 |88 (89 (90 (91 |92 |93 |94 (95 | 96

97 | 98 | 99 |100 | 101 [ 102 | 103 | 104 | 105 | 106 | 107 | 108 | 109 | 110 | 111 | 112 | 113 | 114 | 115 | 116 | 117 [ 118 | 119 | 120 | 121 | 122 | 123 | 124 | 125 | 126 | 127 | 128

129 | 130 | 131 | 132 [ 133 | 134 | 135 | 136 | 137 | 138 | 139 | 140 | 141 | 142 | 143 | 144 | 145 | 146 | 147 | 148 | 149 | 150 | 151 | 152 | 153 | 154 | 155 | 156 | 157 | 158 | 159 [ 160

161 | 162 | 163 | 164 | 165 | 166 | 167 | 168 | 169 | 170 | 171 | 172 | 173 | 174 | 175 | 176 | 177 | 178 | 179 | 180 | 181 | 182 | 183 | 184 | 185 | 186 | 187 | 188 | 189 | 190 | 191 [ 192

193 | 194 | 195 | 196 | 197 | 198 | 199 | 200 | 201 | 202 | 203 | 204 | 205 | 206 | 207 | 208 | 209 | 210 | 211 | 212 | 213 | 214 | 215 | 216 | 217 | 218 | 219 | 220 | 221 | 222 | 223 | 224

225 | 226 | 227 | 228 | 229 | 230 | 231 | 232 | 233 | 234 | 235 | 236 | 237 | 238 | 239 | 240 | 241 | 242 | 243 | 244 | 245 | 246 | 247 | 248 | 249 | 250 | 251 | 252 | 253 | 254 | 255 | 256

257 | 258 | 259 | 260 | 261 | 262 | 263 | 264 | 265 | 266 | 267 | 268 | 269 | 270 | 271 (272 | 273 | 274 | 275 | 276 | 277 | 278 | 279 | 280 | 281 | 282 | 283 | 284 | 285 | 286 | 287 | 288

289 | 290 | 291 | 292 | 203 | 294 | 295 | 296 | 297 | 298 | 299 | 300 | 301 | 302 | 303 | 304 | 305 | 306 | 307 | 308 | 309 | 310 | 311 | 312 | 313 | 314 | 315 | 316 | 317 | 318 | 319 | 320

321 (322 | 323 | 324 | 325 | 326 | 327 | 328 | 329 | 330 | 331 | 332 | 333 | 334 | 335 | 336 | 337 | 338 | 339 | 340 | 341 | 342 | 343 | 344 | 345 | 346 | 347 | 348 | 349 | 350 | 351 [ 352

353 | 354 | 355 | 356 | 357 | 358 | 359 | 360 | 361 | 362 | 363 | 364 | 365 | 366 | 367 | 368 | 369 | 370 | 371 | 372 | 373 | 374 | 375 | 376 | 377 | 378 | 379 | 380 | 381 | 382 | 383 [ 384

385 | 386 | 387 | 388 | 389 | 390 | 391 | 392 | 393 | 394 | 395 | 396 | 397 | 398 | 399 | 400 | 401 | 402 | 403 | 404 | 405 | 406 | 407 | 408 | 409 | 410 | 411 | 412 | 413 | 414 | 415 | 416

417 | 418 | 419 | 420 | 421 | 422 | 423 | 424 | 425 | 426 | 427 | 428 | 429 | 430 | 431 | 432 | 433 | 434 | 435 | 436 | 437 | 438 | 439 | 440 | 441 | 442 [ 443 | 444 | 245 | 446 | 447 | 48

449 | 450 | 451 | 452 | 453 | 454 | 455 | 456 | 457 | 458 | 459 | 460 | 461 | 462 | 463 | 464 | 465 | 466 | 467 | 468 | 469 | 470 | 471 | 472 | 473 | 474 [ 475 | 476 | 477 | 478 | 479 | 480

481 | 482 | 483 | 484 | 485 | 486 | 487 | 488 | 489 | 490 [ 491 | 492 | 493 | 494 | 495 | 496 | 497 | 498 | 499 | 500 | 501 | 502 | 503 | 504 | 505 [ 506 [ 507 | 508 | 509 | 510 | 511 | 512

EDN 20 1 (DMX port 2) Unpatch  Copy

1|2 |3 |4|5 |6 |7 |8 |9 |20|11 |12 |13 |14 |15 (16 |17 |18 |19 |20 |21 |22 |23 |24 |25 |26 |27 |28 | 29 |30 |31 (32

33 |34 (35 |36 |37 |38 |39 |40 |41 |42 (43 |44 (45 |46 |47 (48 | 49 |50 |51 |52 |53 |54 |55 |56 (57 |58 (59 |60 |61 |62 63 | 64

65 |66 |67 |68 |69 |70 | 71 |72 | 73 | 74 (75 | 76 |77 | 78 | 79 (80 |81 |82 |83 B4 |85 |86 |87 |88 (89 (90 (91 |92 |93 |94 95 | 96

97 | 98 | 99 |100 | 101 [ 102 | 103 | 104 | 105 | 106 | 107 | 108 | 109 | 110 | 111 | 112 | 113 | 114 | 115 | 116 | 117 [ 118 | 119 | 120 | 121 | 122 | 123 | 124 | 125 | 126 | 127 | 128

129 | 130 | 131 | 132 [ 133 | 134 | 135 | 136 | 137 | 138 | 139 | 140 | 141 | 142 | 143 | 144 | 145 | 146 | 147 | 148 | 149 | 150 | 151 | 152 | 153 | 154 | 155 | 156 | 157 | 158 | 159 [ 160

161 | 162 | 163 | 164 | 165 | 166 | 167 | 168 | 169 | 170 | 171 | 172 | 173 | 174 | 175 | 176 | 177 | 178 | 179 | 180 | 181 | 182 | 183 | 184 | 185 | 186 | 187 | 188 | 189 | 190 | 191 [ 192

193 | 194 | 195 | 196 | 197 | 198 | 199 | 200 | 201 | 202 | 203 | 204 | 205 | 206 | 207 | 208 | 209 | 210 | 211 | 212 | 213 | 214 | 215 | 216 | 217 | 218 | 219 | 220 | 221 | 222 | 223 | 224

225 | 226 | 227 | 228 | 229 | 230 | 231 | 232 | 233 | 234 | 235 | 236 | 237 | 238 | 239 | 240 | 241 | 242 | 243 | 244 | 245 | 246 | 247 | 248 | 249 | 250 | 251 | 252 | 253 | 254 | 255 | 256

257 | 258 | 250 1260 (263 1263 | 263 1264 |65 1266 1267 | 268 | 260 | 270 1273 1272 1273 | 274 1275 1276 1277 1278 | 270 1 280 1381 1282 | 283 | o84 | 285 | 286 | 287 | 288
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You must first add an EDN or RIO G4 to your project. You will then be able to select EDN DMX as a Protocol in
the Add Universe dialog.

The EDN/RIO G4 will have a number of ports available to patch fixtures to. Any fixtures patched to these ports
will used channels from the capacity of the selected controller.

NOTE: Multiple controllers can output to different ports on the EDN or RIO G4, provided they are in the same
project.

Patching fixtures to an EDN/RIO G4 + SDI

This functionally is the same as patching to regular DMX, but each port can hold up to 1536 channels.
To enable this, ensure the EDN/RIO G4 has SDI checked in the Network view, as shown below.

NOTE: Fully patching an SDI universe will count as 3 regular universes for the purposes of channel count.

F.emote Device Properties

Identification
Mumber | 1
Mame [EDM 20 1

Controller | 1: Controller 1 (LPC )

EDN
501

Frotocol | AFA10Z
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Controller Protocol Node Universe
1: Contraller 1 (0/10240 channels) » EDN » EDN201 ¥ *EDN 20 1 (5DI port 1)
= EDN 20 1 (SDI port 2)
*EDN 20 1 (SDI port 3)
= EDN 20 1 (SDI port 4)
Show All = EDN 20 1 (SDI port 5)

R =Y

EDN 20 1(SDI port 1) Unpatch  Copy

il 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 7 18 19 20 21 22 3 24 25 26 27 28 29 30 31 32

33 34 35 36 37 38 39 | 40 | M1 42 43 | 44 | 45 46 | 47 | 48 49 50 51 52 53 54 55 56 57 58 59 60 61 62 63 64

65 (66 |67 |68 | 69 (70 |71 | 72 | 73 (74 |75 |76 (77 |78 |79 | B0 (81 |82 | B3 |B4 | B85 (86 |87 | B8 | B9 (90 | 91 | 92 (93 | 94 | 95 | 96

97 | 98 ( 99 | 100 | 101 | 102 | 103 | 104 | 105 | 106 | 107 | 108 | 109 | 110 | 111 (112 | 113 | 114 | 115 | 116 | 117 | 118 | 119 | 120 | 121 | 122 | 123 | 124 | 125 | 126 | 127 | 128

129 | 130 (131 | 132 | 133 | 134 | 135 | 136 | 137 (138 | 139 | 140 | 141 | 142 | 143 | 144 ( 145 | 146 ( 147 | 148 | 149 | 150 | 151 | 152 | 153 | 154 | 155 | 156 | 157 | 158 | 159 | 160

161 | 162 (163 | 164 | 165 | 166 | 167 | 168 | 169 (170 | 171 | 172 | 173 | 174 | 175 | 176 (177 | 178 (179 | 180 | 181 | 182 | 183 | 184 | 185 | 186 | 187 | 188 | 189 | 190 | 191 | 192

193 | 194 ( 195 | 196 | 197 | 198 | 199 | 200 | 201 | 202 | 203 | 204 | 205 | 206 | 207 | 208 ( 209 | 210 ( 211 | 212 | 213 | 214 | 215 | 216 | 217 | 218 | 219 | 220 | 221 | 222 | 223 | 224

225 | 2326 ( 227 | 228 | 229 | 230 | 231 | 232 | 233 (234 | 235 | 236 | 237 | 238 | 230 | 240 | 241 | 242 ( 243 | 244 | 245 | 246 | 247 | 248 | 249 | 250 | 251 | 252 | 253 | 254 | 255 | 256

257 | 258 | 259 | 260 | 261 | 262 | 263 | 264 | 265 | 266 | 267 | 268 | 269 | 270 | 271 | 272 (273 | 274 (275 | 276 | 277 | 278 | 279 | 280 | 281 | 282 | 283 | 284 | 285 | 286 | 287 | 288

289 | 290 | 291 | 292 | 293 | 294 | 295 | 296 | 297 | 298 | 299 | 300 | 301 | 302 | 303 | 304 | 305 | 306 | 307 | 308 | 309 | 310 | 311 | 312 | 313 | 314 | 315 | 316 | 317 | 318 | 319 | 320

321 | 322 (323 | 324 | 325 | 326 | 327 | 328 | 329 ( 330 | 331 | 332 | 333 | 334 | 335 | 336 | 337 | 338 | 339 | 340 | 341 | 342 | 343 | 344 | 345 | 346 | 347 | 348 | 349 | 350 | 351 | 352

353 | 354 | 355 | 356 | 357 | 358 | 359 | 360 | 361 | 362 | 363 | 364 | 365 | 366 | 367 | 368 | 369 | 370 | 371 | 372 | 373 374 | 375 | 376 | 377 | 378 | 379 | 380 | 381 | 382 | 383 | 384

385 | 386 | 387 | 388 | 389 | 390 | 391 | 392 | 393 | 394 | 395 | 396 | 397 | 398 | 399 | 400 | 401 | 402 ( 403 | 404 | 405 | 406 | 407 | 408 | 409 | 410 | 411 | 412 | 413 | 414 | 415 | 416

417 | 418 | 419 | 420 | 421 | 422 (423 | 424 | 425 | 420 | 427 | 428 (429 | 430 | 431 | 432 | 433 | 434 | 435 (436 | 437 (438 | 439 | 440 | 441 | 442 (443 | 444 (445 | 446 | 447 | 448

449 | 450 | 451 | 452 | 453 | 454 | 455 | 456 | 457 | 458 | 459 | 460 | 461 | 462 | 463 | 464 | 465 | 466 | 467 | 468 | 469 (470 | 471 | 472 | 473 | 474 ( 475 | 476 | 477 | 478 | 479 | 480

481 | 482 | 483 | 484 | 485 | 4BG | 487 | 4B8 | 489 | 490 | 491 | 492 | 493 | 494 | 495 | 496 | 497 | 498 | 499 | 500 | 501 | 502 | 503 | 504 | 505 | 506 ( 507 | 508 | 509 | 510 | 511 | 512

513 | 514 | 515 | 516 | 517 | 518 | 519 | 520 | 521 ( 522 | 523 | 524 | 525 | 526 | 527 | 528 | 529 | 530 ( 531 | 532 | 533 | 534 | 535 | 536 | 537 | 538 | 539 | 540 | 541 | 542 | 543 | 544

545 | 546 | 547 | 548 | 549 | 550 | 551 | 552 | 553 | 554 | 555 | 556 | 557 | 558 | 559 | 560 | 561 | 562 | 563 | 564 | 565 | 566 | 567 | 568 | 569 | 570 | 571 | 572 | 573 | 574 | 575 | 576

577 | 578 | 579 | 580 | 581 | 582 | 583 | 584 | 585 | 586 | 587 | 588 | 589 | 590 | 591 | 592 | 593 | 594 ( 595 | 596 | 597 | 598 | 599 | 600 | 601 | 602 | 603 | 604 | 605 | 606 | 607 | 608

609 | 610 ( 611 | 612 | 613 | 614 | 615 | 616 | 617 | 618 | 619 | 620 | 621 | 622 | 623 | 624 | 625 | 626 | 627 | 628 | 629 | 630 | 631 | 632 | 633 | 634 | 635 | 636 | 637 | 638 | 639 | 640

641 | 642 | 643 | 644 | 645 | 646 | 647 | 648 | 649 | 650 | 651 | 652 | 653 | 654 | 655 | 656 | 657 | 658 | 659 | 660 | 661 | 662 | 663 | 664 | 665 | 666 | 667 | 668 | 669 | 670 | 671 | 672

673 | 674 (675 | 676 | 677 | 678 | 679 | 6B0 | 681 ( 682 | 6B3 | 684 | 6B | 6B6 | 687 | 6BB | 689 | 690 ( 691 | 692 | 693 | 694 | 695 | 696 | 697 | 698 | 699 | 700 | 701 | 702 | 703 | 704

705 | 706 ( 707 | 708 | 709 | 710 | 711 | 712 | 713 (714 | 715 | 716 | 717 | 718 | 719 | 720 (721 | 722 (723 | 724 | 725 | 726 | 727 | 728 | 729 | 730 | 731 | 732 | 733 | 734 | 735 [ 736

737 | 738 (739 | 740 | 741 | 742 | 743 | 744 | 745 (746 | 747 | 748 | 749 | 750 | 751 | 752 (753 | 754 (755 | 756 | 757 | 758 | 759 | 760 | 76l | 762 | 763 | 764 | 765 | 766 | 767 | 768

769 | 770 (771 | 772 | 773 | 774 | 775 | 776 | 777 (778 | 779 | 780 | 781 | 782 | 783 | 7B4 (785 | 786 (787 | 7BB | 789 | 790 | 791 | 792 | 793 | 794 | 795 | 796 | 797 | 798 | 799 | 80O

Used channels

In the controller column of the patch universe view is an indicator of the number of used and available channels
for each Controller.

When the Controller is an LPC X, and if you have not associated the controller with a physical device, then you
are allowed to patch fixtures up to the capacity you have chosen (see Controller Association).

However, when you associate an LPC X with a physical device, you will only be able to associate to devices
which have a capacity equal or greater than the patched fixtures. After associating with a device, you will be
unable to exceed the capacity of that device.

Show patch location

When a fixture is selected, in the fixture browser, or in the patch table, the fixture name will be given at the top
of the view, with the option to show each patch location for the fixture.

eDMX Pass-Through

When using an LPC in a project it is possible to allow eDMX from another eDMX source to be passed through
to the controller’'s DMX ports. With an LPC selected, the bottom of the Protocol Properties dialog will show the
eDMX Pass-Through settings. Select which universe the DMX port will be transmitting. Note that with an LPC 2
you'll be able to choose a different universe for each DMX port on the controller. There is also the option to
auto-revert to the project’s output if eDMX isn't received for a specified amount of time.

NOTE: only Art-Net and sACN are currently supported for eDMX Pass-Through.
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New Universe... Protocol Properties... | Preferences...

L S

Network 2 (Protocol) Art-Net
|:| Use alternate IP address for eDMX output I:‘ Disable Art-Met broadcast
D Disable ArtPoll
eDMX Pass-Through [ Enable Artsync
Pass-through universe for DMX 1 | Mang -
Pass-through universe for DM 2 | None -
Auto-revert if no data received | Never KINET

[ Enable KiNET sync

SACN

Synchronization Universe | None

eDMX Pass Through Merge

If SACN is being used for eDMX Pass Through and multiple sources are received, the controller will use the
Source with the Highest priority.

If multiple streams are received with the same priority:

 Ifthere are exactly 2 streams, the controller will do a HTP merge (per channel). Meaning the highest
level for each channel from either source will be used.
» If more than 2 sources are received, then all streams are dropped.

Art-Net output customisation

Casting

There are three options for the casting of Art-Net Data, which refer to how the controller outputs the data:

e Automatic
¢ Broadcast
¢ Unicast

Automatic will utilise ArtPoll messages to determine which IP Addresses to Unicast the Art-Net data to.
Broadcast will output the Art-Net data so that any device may receive it.

Unicast allows you to specify the destination for the Art-Net universe.

This can be setup more quickly using the Import function. More information can be found here.

In Automatic mode, a controller with less than 30 universes of Art-Net patched will broadcast all data until a
device requests unicast for a specific universe. Controllers with more than 30 Art-Net universes patched will
only unicast data to devices requesting universe data and will not automatically broadcast.

There is the option to 'Disable Art-Net Broadcast' for a controller. The controller will still unicast data to devices
that request it. There is also the option to 'Always Broadcast' on a per universe basis. This will force the
controller to always broadcast that universe's data. 'Always Broadcast' will override the 'Disable Broadcast'
option.
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ArtPoll
Itis possible to disable ArtPoll messages from the Protocol Properties. This means the controller will not output

these messages for Art-Net discovery and management of casting. This requires data to be broadcast or for
unicast addresses to be configured.

Syncing

Within the Protocol Properties, is the option to enable Art-Net Sync, which can be used to ensure multiple Art-
Net receivers stay in sync (if they are capable of receiving this).

sACN Output Customisation

When configuring sACN Universes, it is possible to set:
Casting

Each universe can be configured to Multicast (the default) or Unicast (send to a specific IP Address).

When setting to Unicast, multiple IP addresses can be set:

sACM universe & Default priority 100 o | Multicast m. Edit... Mo address set

. [ i — In

1 2 3 4 5 6 7 B | 113 | 14
38 | 39 | 40 a 42 | 43 | 44 | 45 0.0.0.0 50 51
76 | 76 | 77 | 78 | 79 | BO | B1 | B2 B7 | 88
12 | 113 | 114 | 115 | M6 | 117 | 118 | 119 | f2a | 125
149 | 150 | 151 [ 152 | 153 | 154 | 165 | 166 | 157 | 168 | 159 | 160 | 161 | 162

This can be setup more quickly using the Import function. More information can be found here.

NOTE: The controller will always output "Discovery" messages to the Multicast Discovery address every 10
seconds, so sACN tools can see the controller.

Priority

Each Universe can have its priority set within the Universe header. This is used by any receivers to determine
which data to output if it receives multiple data streams.

Each channel can also have a priority set, allowing further customisation of how receivers will handle data from
multiple sources.

Syncing

Within the Protocol Properties, is the option to enable SACN Sync and indicate a Sync Universe, which does
not need to be a universe controlled within the project. This can be used to ensure multiple sACN receivers

-106 -




Patch

stay in sync across a whole network (if they are capable of receiving this), using a single source as the
synchronisation controller.

KiNET Output Customisation

Within the Protocol Properties, is the option to enable KiNET Sync, which can be used to ensure multiple
KIiNET receivers stay in sync (if they are capable of receiving this).

Patching DVI fixtures (LPC X)

To output data using the DVI/DisplayPort port you must first create a pixel matrix that matches the LED
controller's pixel map. Once this has been done, use the Pixel Matrix pull-down on the Protocol Properties
dialog to select which matrix will be output via the DVI/DisplayPort port and select an X &Y offset as required.
Any programming for the fixtures in the pixel matrix will now output on the DVI/DisplayPort port, not just
programming applied directly to the pixel matrix.

The LPC X's DVI/DisplayPort port is set to a fixed 1024x768 @ 60Hz resolution which is compatible with most
LED controllers. The LED controller (or monitor) MUST be connected when the LPC X boots or resets for the
port to become active.

i New Universe... Protocol Properties...  Preferences...
:-: . 7%
Project x
x || Network 2 (Protocol) Art-Net
rout ':E:' Use DHCP to obtain IP address |:| Disable Art-Met broadcast
i )
amm 1 (O Use static IP address
[ ] ] EI_
i-’s!!'.: EI_ IP address |
. i ] Enable Art-Net sync
) +  Subnet mask
4 =0

Patch EI_ DVI

Pixel matrix | Pixel Matrix 1 ~

KINET
{ i :I 9 990% 103
e Resolution | 1920x1080 ~ D Enable KINET sync

¥ position |0 « | Y position |0

o
- Multiplier | 1
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DALI

Keyboard Shortcuts

Ctrl+N Create a new DALI Interface
Ctrl+l Show DALI interface properties
Escape in Scene Mode Toggle last fixture selection
Ctrl+0 in Scene Mode Reset the zoom

Ctrl+F Zoom to fit the window

Ctrl++ in Scene Mode Zoom in

Ctrl+- in Scene Mode Zoom out

Ctrl+ mouse wheel in Scene Mode  Zoom in and out
Middle-click + drag in Scene Mode  Zoom into the drawn rectangle
Alt+ mouse wheel (Shift+ mouse

wheel) in Scene Mode Scroll Horizontally

By default this Mode is not available, but will become active if a DALI ballast or DALI remote device is added to
the project.

Overview

The Digital Addressable Lighting Interface (DALI) is a digital serial control protocol for architectural lighting.
Developed by Philips Lighting it has become a standard: IEC 60929. DALI differs from DMX in a number of
important ways:

¢ Only 64 ballasts per DALI bus (interface)

* Only 16 groups per interface

* Only 16 scenes per interface

 Ballast configuration (including address), groups and scenes is uploaded to and stored in the ballasts
themselves

e Topology-free DALI bus operates at very low data rates

» Command-based protocol, ballasts perform fades and maintain levels

* Only certain discrete fade values are permitted

As a result the DALI protocol is not suitable for rendering effects and media, programming is restricted purely to
recalling lighting levels via the Set Level and DALI Scene presets, see DALI presets.

DALI Ballasts

DALI Ballasts are added to the project in the same way as DMX based fixtures, from the fixture library within
Layout.

Ballasts are available that support DALI Type 0 (intensity control) and the following colour control modes from
DALI Type 8:

¢ XY Colour Control
* Tc Colour Temperature Control
* RGBWAF Colour Control

These DALI Type 8 ballasts can be controlled within Pharos Scenes (as opposed to DALI Scenes).

The Fixture library also includes composite DALI fixture personalities which use multiple addresses to control
different parameters e.g. Intensity and Colour Temperature. Each parameter can be individually patched to a
DALI address.
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DALI interfaces

Each RIO D or TPC with EXT added to the system supports one DALI bus (up to 64 ballasts) and is assigned to
a DALI interface within Designer. Each RIO D4 added to the system supports four DALI buses, with one DALI
interface assigned per port. Due to the nature of the DALI protocol, these DALI interfaces are insular affairs
with each having its own unique set of ballasts and groups. Each interface must be configured and uploaded to
individually.

When you add a RIO D, RIO D4 or TPC with EXT you select which DALI interface to assign. For RIO D4, one
interface can be assigned to each of the device's four ports. Use the Add Interface button on the DALI toolbar
to add another. Use Remove Interface to remove an unwanted one.

The maximum number of DALI interfaces assigned to DALI remote devices for each controller is as follows:

* LPC1/TPC-16

» LPC2-32

* LPC4-64

* LPCX/VLC/VLC+-100

Up to 200 DALI interfaces can be added to a project.
DALI addressing & grouping

Each DALI interface is configured separately, use the pull-down on the DALI toolbar to select an interface for
configuration:

ece DALI - DALI Help.pd2 - Designer [Primary Window]

QO =

The Addressing table allows you to link DALI ballasts within the project with an address on the DALI bus. You
are also able to set the address of the physical ballasts and assign them to groups. The device commands are
available to manage the ballasts on each DALI interface.
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Device commands

IMPORTANT: Designer must be connected to the Controllers with RIO D, RIO D4 or EXT, the project file must
have been uploaded at least once and the DALI ballasts must be active to perform these operations.

A DALI ballast internally stores its address, this is a number between 1 and 64. It is also possible that the
ballast has never been addressed so it does not have an address. These commands are used to discover and
address DALI ballasts:

Find addressed ballasts

This queries the ballasts attached to the device and reports all addressed ballasts found, an icon is added to
each address cell when the corresponding ballast has been found.

Address ballasts

This finds all ballasts without an address and randomly assigns them a free address. It will not change the
address of any already addressed ballasts.

Readdress all ballasts

This will clear the addresses of all ballasts and then assign every ballast a random address.

Resolve clash

It is possible that two ballasts can have the same short address. If that happens the ballasts clashing are
shown with a red icon. The resolve clash button will move the clashing ballasts to a random address that is
unused by any other ballast.

Identify emergency ballasts

Send all emergency ballasts a command to indicate their address on the multicoloured LEDs on the fixture.
Whilst this is enabled the command will be sent every 10 seconds.

To manually readdress a DALI ballast:

1. Select the ballast icon in the current address cell
2. Dragitto the target (preferably empty) address cell

The ballast is readdressed to the target cell.

To highlight a ballast

Select an address cell (containing a ballast icon) and press Highlight to bring this ballast to full level, select
another cell to highlight instead or press Highlight again to turn off.

Patching DALLI fixtures

When you add DALI fixtures to your layout these "abstract” ballasts are assigned to the Unpatched DALI group
in the Browser and must be mapped to real DALI interfaces and ballasts using this window.

Once you have discovered and addressed all the real DALI ballasts for each interface (if more than one) you
can then patch your DALI fixtures to them simply by dragging them from the Unpatched DALI group onto the
required interface and address cell. As each DALI interface is assigned DALI fixtures, the Browser refreshes to
reflect these changes. The Unpatched DALI group will become empty once all the DALI fixtures in the project
have been patched.
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It is of course possible to patch your DALI fixtures blind in advance of being connected to the real ballasts. The
patch is stored with the project data and not on the DALI ballasts.

DALI groups

Unlike other groups in Designer, DALI groups are a property of the real DALI interface not an abstract
collection of fixtures, and there can only be 16 DALI groups per interface. The right-hand side of the addressing
table allows you to add and define groups for each interface:

To add a DALI group:

1. Press the New Group button

2. You can give the group a name by typing in the pre-selected name field

3. Select which ballasts are to be a member by clicking the fixture's address in the corresponding group
column

The DALI group is added to the Browser and group configuration data ready to be uploaded into the ballasts.
To delete a DALI group:

1. Right-click on the group in the Browser
2. Select Delete

The DALI group is removed and the group configuration data updated ready to be uploaded into the ballasts.

If groups have already been programmed onto the DALI fixtures you can press the Discover Groups button to
automatically populate group information from the fixtures on the interface.

DALI scenes

In Designer's implementation, DALI scenes are common across DALI interfaces, change the mode from
Interfaces to Scenes (on the top left):

00

CCOOCCOOCOOCSOC00

O
|
o

The Browser and Layout are displayed so that you can select the DALI fixtures and groups. On the right are the
DALI scenes library and the Intensity controls.
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There can be up to 16 DALI scenes which can contain programming for some or all of your DALI fixtures, even
if spanning different DALI interfaces. In general you should include programming for all your DALI fixtures in
each scene since you can determine when creating timelines which fixtures or groups should run the scene by
dropping the DALI scene on the appropriate timeline row, the choice is yours though.

NOTE: DALI Type 8 ballasts can only be controlled in Scenes (not DALI Scenes)

To create a DALI scene:

1. Press the{} button next to a new scene to create the scene.

2. Name the new scene

3. Select the DALI fixtures or groups

4. Setthe required level (0-254), the fixtures on the layout will simulate these levels

If DALI RGB Ballasts are being used, you will also be able to set the colour of the ballast.

The DALI scene is added to the folder and scene configuration data is ready to be uploaded into the ballasts.

To delete a DALI scene:

1. Press the¢ button next to the scene to be deleted

The DALI scene is removed and scene configuration data updated ready to be uploaded into the ballasts.
To edit a DALI scene:

1. Select the scene in the folder
2. Select the DALI fixtures or groups
3. Adjust the levels

The DALI scene is edited and scene configuration data updated ready to be uploaded into the ballasts.
To remove a DALI fixture from a scene:

1. Select the scene in the folder
2. Select the fixture to remove

3. Press the% Knockout button to the right of the Intensity controls

The DALI scene is edited and scene configuration data updated ready to be uploaded into the ballasts.
DALI Controls

Select 'Controls' using the switch at the top of the DALI Interface tab to view and configure your DALI controls.
From here, you can view a table of control addresses 0-63 showing the device type, whether the device is
online (Found indicates the control has been found, Clash indicates clashing devices at this address), and
group assignment.

Buttons are provided for the following functions.

¢ Find Addressed Controls
¢ Address Controls (assigns addresses to un-addressed devices)
¢ Re-Address All Controls (randomises all addresses and re-addresses all devices on the interface)

NOTE: Buttons for these functions are only available if there is a RIO D, RIO D4 or TPC+EXT online and
associated with the interface.
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L] L] DALI - DALI Help.pd2 - Designer [Primary Window]
New Group | Emergency Tes
ntrtace 1 X | tertace2 X | Intoraco 3
Satasts Devics (1 IO DA numbar 1 (R0 D4) Pt 1~
BB Atfues | | oniine | evice Groups
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Control Properties

00 «

Instance Properties

When a row is selected, properties for the instance(s) within the selected device can be configured. Use the
drop down list to select different discovered instances.

The properties available are:

Push Buttons

e Enable/disable event messages
« Select primary instance group
e Eventscheme
» Event priority
e Eventfilters:

e Button released

e Button pressed

e Short press

e Double press

e Long press start

e Long press repeat

e Long press stop

e Button stuck/free

e Timers
e Configurable delay times for
e Short
e Double
e Repeat
e Stuck

Occupancy Sensors

» Enable/disable Event messages
» Select primary instance group
e Event priority
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* Eventfilters:
¢ Occupied
e Vacant
« Still occupied/vacant
¢ Movement
¢ No movement
e Timers
» Configurable delay times for
e Deadtime
¢ Report
* Hold

Light Sensors

¢ Enable/Disable Event messages
 Select primary instance group
¢ Eventscheme
¢ Event priority
< Eventfilters:
¢ llluminance Level

e Timers
e Configurable delay times for
e Deadtime
¢ Report Time

« Editors for hysteresis band
¢ Hysteresis min (lux)
e Hysteresis (percent)

Emergency Ballasts

Emergency DALI ballasts are set-up in the same way as standard DALI ballasts and support Highlight and Re-
Addressing.

perties... Mew Group Emergency Tests...

o e

Enable emeraency ballast tests

|:| Test alternate ballasts

Function Test Schedule |

.

Time | 00:00 Repeat |Monthly -

|M First = | |Dayofmonth ~ [

Every |1 |%| months

Duration Test Schedule

'

Time | 00:00 Repeat | Monthly -
|O|'| day{s) First * | |Dayof month =

Every |1 |5 | months
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Emergency tests may be scheduled for all emergency ballasts in a project via the Emergency Ballast Tests tab
on the right of the DALI window. You can override project settings on a per interface basis by using the
emergency settings in the Interface Properties tab. Function and Duration tests can be scheduled
independently of each other on a daily, weekly, monthly or yearly basis. The time of day that the tests run can
also be specified. Choosing to test alternate ballasts will test every other patched ballast - the remaining
ballasts will then be tested once the initial test is complete.

Test information is stored on the memory card of the controller responsible for that interface. This information
can also be viewed via the web interface.

Upload configuration

Once you have configured all your DALI interfaces and programmed all your DALI scenes you must upload the
configuration to each DALI interface in turn so that this data can be stored on the DALI ballasts themselves.
Select an interface and press the Upload Configuration button, a progress bar will track this rather slow
procedure.
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Scene

Keyboard Shortcuts

Ctrl+N

Escape

Ctrl+0

Ctrl+F

Ctrl++

Ctrl+-

Ctrl+ mouse wheel
Middle-click + drag

Alt+ mouse wheel (Shift+ mouse

wheel)

Create a new Scene in the current folder
Toggle last fixture selection

Reset the zoom

Zoom to fit the window

Zoom in

Zoom out

Zoom in and out

Zoom into the drawn rectangle

Scroll Horizontally

Scene allows you to create single effects on any fixture within the project. These Scenes can be used later
within Timelines or played back individually using triggering. These Scenes can control the following
parameters either with static values or wave based effects:

¢ Intensity

e Colour

¢ Beam Shaping

¢ Position

¢ Beam Quality

e Control Parameters
» Effect Macros

e DALI (including RGB)

vt vanage.. | @, ©, i il [12s +] ()
Layout 1 %
B [l I8} lar) 1
B[ Al Fixtures.
S5 1: Webs Top Row
5 2: Webs Bottom Row
G 3: Webs Cotumn 1
) @E5 4 Webs Column 2
M BE 5: Webs Gomn 3
B Webs
@& Res Croe

RO
SSaseeTetety

X
] O E c
a 128 =
O O O s L E

NOTE: Scenes are not available for the VLC/VLC+
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Scene Management
Scenes are managed in the Scene browser in the right hand section of the Scene View.

From here you can create new scenes, delete scenes and sort scenes into folders.

To create a new scene

» Choose the New button in the Scene manager
» Give the Scene a name and press Enter.

To delete a Scene

» Selecta Scene in the Scene Browser and press Delete/Backspace
or

» Select a Scene and press the Delete button in the Scene browser

To create a New Scene Folder

* Press the New Folder button and Name the new folder.
* Scenes can then be created to the folder

Scene Properties

Mumber |1 = Clear Editor
Group | Mone * | Manage...
Fade |2.00 Skew | Mone =
Direction Repeat Buddy

* Number - Each Scene has a unique number to refer back to it later on, which can be changed here

» Group - Scenes can be placed in a group to allow multiple Scenes to be handled together within Actions.
Click 'Manage...' to add, rename, renumber or delete playback groups. Numbers and names must be
unique. The number of playback groups is limited to 100.

 Clear Editor - This option removes the currently selected Scene from the Scene editor and from Sim-
ulate.

The transition options below are a default and can be overridden when placed on a timeline. If the scene is run
from an action, these default values will be used.

+ Fade - the time taken to crossfade into this Scene

e Skew - Various different skews can be selected to alter how individual fixtures (and elements within
fixtures in the case of compound fixtures such as battens and tiles) behave within the fade, default is
None which means that all fixtures/elements fade together. Use skews to create “multi-part” fades so
that fixtures/elements fly in one by one for example (set to Individually) - you may have to increase the
fade time to clearly perceive the skew especially with lots of fixtures/elements.

¢ Direction - The ordering of a skewed transition depends on the fixture/element ordering within the group.
The Skew Direction drop-down provides further ordering options such as Forwards and Backwards for
additional flexibility. Additional groups can be created with different fixture/element ordering to achieve
other skewed effects.
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¢ Repeat - Specifies the number of adjacent fixtures/elements over which a skewed transition is applied,
default is All meaning that the skew will span the entire selection. Typically you set this value to be equal
to the number of pixels in a compound fixture or the number of fixtures in a zone or on a truss,
experimentation is recommended as interesting effects can be achieved.

» Buddy - Specifies the number of fixtures/elements that will fade together within a skewed transition,
default is 1 meaning that each fixture/element will fade independently. Set to 2 to make pairs fade
together, 3 for threesomes etc. Again, experimentation recommended.

Scene Contents

To control a fixture in a scene

Select a fixture in the layout in the centre of the view. The fixture will get a red border to indicate selection.
Only fixtures with programming on them in a Scene will be controlled by the scene.

Once you add control of a parameter to a fixture it will get a blue border.

To directly control the colours of a fixture

Some fixtures within a Scene allow control of non-RGB/CMY colours directly within the Colour
control. Choosing Direct Control with a fixture that supports additional colours to RGB will provide direct control
of these colours

To add control of a parameter group

Locate the parameter group which contains the parameter you want to control.
Use the appropriate controls within the parameter group to set the value/s for the required parameter.
Static values

Within a parameter group, there will be controls for each parameter, either with buttons for specific values or a
slider for a range of values.

FX

If you want to run an effect on the parameter, use the FX button to apply a wave effect to the parameter.

To remove control of a parameter group

Locate the parameter group that you want to remove and select the : Knockout button. This will remove the
selected parameters from the Scene.

Scene Simulation
When you are creating a Scene, the Scene will be simulated within the Scene view, and the Simulate view.

This will be held until the Clear Editor button is clicked, allowing you to visualise a Scene and a Timeline in
Simulate at the same time.
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Direct Colour Control

If you have a fixture in your project with "complex" colour combinations e.g. RGBW, RGBA, RGBACL etc.
these additional parameters cannot be controlled by the normal RGB colour wheel properly. This control is also
available for DALI Type 8 RGBWAF fixtures (but not DALI Type 8 XY fixtures).

Colour =
| Colour Picker
Red

52 |=

Green

162 |

Blue

130 |5

Amnber

108 |w

White

128 |

Within Scene, when setting a fixed colour for a fixture, there is an alternate control mechanism called Direct
Control. This is only available for fixtures with additional colour channels, and allows direct control of the colour
channels within that Scene.

Simulation of Direct Control within Designer is limited to just showing the RGB colour, but the full colour will be
output using Output Live to the controller, so accurate colours can be set using this.
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Working with Timelines

Keyboard Shortcuts

Ctrl+N
Ctrl+D

Ctrl+G

Ctrl+l

Ctrl+A

Delete/Backspace

Ctri+left-click while adding presets
Ctrl+drag start/end of preset
Shift+drag preset

Ctri+left-click while adding flags
Esc

Up/Down/Left/Right

Space

Esc while simulating timeline

F while simulating

Ctrl+F

Ctrl++

Ctrl+-

Alt+ mouse wheel (Shift+ mouse
wheel)

Ctrl+ mouse wheel (Cmd+ mouse
wheel) while over browser

Esc while moving Gradient stop

Create a New Timeline

Duplicate the current timeline

Go to timeline (enter name or number to filter the list); when one
choice remains, press Enter to show the timeline
Show timeline properties

Select all timeline programming

Delete selected timeline programming

Toggle the behaviour of Auto-finish

Snap to nearest preset, flag or waypoint

Display the preset's end time and position

Add flag and don't leave Add Flag mode

Finish adding presets or flags

Scroll the view

Start/pause Simulation

Stop Simulation

Ifin Add Flag mode, drop a flag at the simulation time
Zoom to fit the window

Zoom in

Zoom out

Scroll Horizontally

Increase / decrease timeline row height

Cancel changing gradient
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Timeline Tabs

Across the top of the Timeline Window, you will see a tab for each timeline that you currently have open. This

allows you to quickly switch between timelines that are currently being worked on. You can close a timeline
using the button on its tab. This only closes the view of the timeline, the timeline isn't deleted.

To see all timelines in the project, go to the Manage option in the View toolbar.
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Creating a timeline

To create a timeline, click New and a fresh set of blank rows will appear to the right of each Browser entry. Use
the Timeline Properties pane to name the timeline and adjust the timeline length, if necessary.

The default timeline length is 5 minutes (timeline length is really just a user interface setting and can generally
be left at the default value, or increased to provide more programming space).

The New option also allows you to easily create a timeline with the settings for:

» Default timeline (internal time source)

* Real Time Timeline (24hr timeline with real time time source)

« Astronomical Timeline (24hr timeline including Sunrise and Sunset Waypoints)
« Timecode Timeline (time source set to timecode)

e Audio Timeline (time source set to audio)

Timeline row categories
There are five categories of timeline row which determine the preset type that can be deployed on them.

When you attempt to add a preset to the timeline, rows that the preset cannot be applied to will be dimmed.

£ Groups and fixtures

The majority of the timeline rows will be your groups of fixtures, the All... groups created by the system as you
added fixtures and the groups you made to organise your programming. Only certain presets can be applied to
this category. Click the plus sign to expand a group and expose its members:

lﬁ A fixture, or element within a compound fixture, capable of colour mixing, for example an RGB LED or
automated light with CMY colour mixing. Use the Group colour presets to set static or dynamic intensity and
colour.

@ A fixture incapable of colour mixing, for example a conventional light with/without a scroller or automated
light with only a colour wheel. Use the Group intensity preset to set static or dynamic intensity. Create Mover
presets to control the scroller or colour wheel as required.

ooo
T Matrices

These are the Pixel Matrices created in Setup and Mapping, only certain presets can be applied to this
category. In many ways, creating matrices and working with these powerful presets is the preferred way to go
with Designer.

=
%) scene

Unlike the categories above these rows do not specify a fixture selection but are instead simply a placeholder
for any Scenes created in the project. The fixture selection is a property of the Scenes depending as it does on
the fixtures selected when the preset was created. More rows can be added as required by right-clicking in the
Browser and selecting New Scenes Row, similarly to remove them.

@ DALI

These rows are for the DALI ballasts and groups and will only appear if some DALI fixtures have been added to
the project, see DALI. Note that each DALI interface has its own set of rows due to the restrictions of the DALI
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standard. Only DALI presets can be applied to this category.

P vLc/vLC+ Rows

These rows can be used to output content to the VLC content target and can accept Matrix or Media presets.
The Content Target on a VLC is directly linked to the VLC layout, so any presets placed on this row will be
output to the whole layout.

If using a VLC+, the row will be able to expand to show Secondary and Target 3-8 rows (where enabled). The
controller row corresponds to the Primary Content Target. These refer to the content targets which can be
created in the Composition Editor.

Audio Rows

There are two types of audio row possible within a timeline:

e Simulation Audio
e Controller Audio

Simulation Audio

Simulation audio rows are available if Simulation Audio is enabled in the Simulate Mode. Audio clips can be
dropped onto this row to playback on your computer when simulating the timeline. This is not uploaded to the
controller for use during playback.

Controller Audio

Controller Audio is available if an LPC X, VLC or VLC+ are in use in the project and the Timeline Audio feature
has been enabled.

This audio will be played back by the controller, and output from the audio connectors on the rear of the
controller.

Timeline row priorities

While the Latest Takes Precedent system determines what should be rendered and output as presets come
and go over time, it is the order of the rows that determines what should be rendered and output should two or
more presets with fixtures in common start simultaneously, with rows higher up the list taking precedent.

For example a fixture may be a member of two groups with a preset applied to both starting at the same time. In
this case the fixture will render the preset for the group higher up the list. Groups can be reordered in the
browser simply by dragging them to new positions, although this will affect all timelines.

Accordingly, simultaneous presets placed on groups and fixtures have a higher priority than presets placed on
matrices.

Browser controls and feedback

The Browser toolbar provides controls for expanding and collapsing groups and compound fixtures as well as
highlighting rows with programming. The Browser provides useful feedback as to which rows contain
programming; elements, fixtures and groups will be displayed in blue, compound fixture or group headings will
indicate the presence of any programming on members even when collapsed.
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h'é Expand all

Expands all compound fixtures and groups so that all element rows are displayed. ltems with programming will
be shown in blue.

= Expand all groups

Expands only groups so that all fixture rows are displayed. Items with any programming, even on a concealed
member, will be shown in blue.

[2+ Collapse all

Collapses all so that only group rows are displayed. Groups with any programming, even on a concealed
member, will be shown in blue.

|1-J' Hide unused

Use this filter to hide all the unused rows, press again to turn off. Only items with any programming, even on a
concealed member, will be shown in blue.

Selecting timelines

To choose which timelines are open for editing, go to the Manage option in the View toolbar. This will then
display a dialog of all the timelines in the project. You can open a timeline by double clicking on it.

From this dialog you can also search your timeline list to narrow down the options within the timeline list.
Copying timelines

Timelines can be copied using the Copy button, the copy is a brand new instance that operates independently,
useful for creating similar timelines.

Deleting timelines
Timelines can be deleted using the Delete button, a warning dialog will you prompt you to confirm.
Maintaining indefinite output

There are two ways of maintaining a timeline’s output beyond the end of the last preset. This is a particularly
important feature for architectural use where a simple wall panel could be used to recall “scenes” at random
which would remain active indefinitely until another is recalled:

_:'.
Hold

Press the Hold button to prevent the timeline from releasing at the end (the default). Presets will remain active
until overridden, effects and media will continue to play. Press the button again to reinstate the release.
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Loop

In Default and Audio Timelines, Press the Loop Timeline button to make a timeline loop indefinitely. If using a
time source other than internal, setting to loop will allow the timeline to run again next time the timecode occurs.
This is useful if you want to loop a sequence of presets immediately, or every time the timecode is used, or
every day. Press the button again to remove the loop.

@ Release at End

In Real Time, Astronomical and Timecode Timelines, Release at End can be used to prevent a timeline from
replaying when the time source loops. By default, when the time source loops, the timeline while go back to the
start to stay in sync with the time source (e.g. real time across midnight). This can be disabled using the
Release at End option

It's also worth noting that a Timeline Running condition won't detect timelines that are holding at end. A
Timeline Onstage condition will detect a looping or held at end timeline as long as the timeline is affecting the
output of at least one fixture. Timeline Started and Timeline Ended triggers will match whenever a looping
timeline loops. A Timeline Ended trigger will never match a timeline that is holding at end.

NOTE: Projects with lots of timelines set to Hold or Loop can eventually overwhelm the Controller(s) if these
timelines are not explicitly released when no longer required.

F e
=) Auto-Release

If a Timeline has the Time Source set to Timecode or Real Time, the Loop option changes to Auto-Release.
When set, the timeline will be released if the playhead reaches the end, otherwise it will continue running linked
to the time source. If using Timecode, this means that it can restart if the timecode loops. If using Real Time,
this means that the timeline will play again the next day.

> Flags

Flags can be dropped onto timelines for use with triggers to create more complex presentations; perhaps
incorporating remote sensors and conditional logic or triggering show control or AV equipment.

To set a flag, press the Add Flag button and drop it onto the timeline ruler at the required position. Hold down
Ctrl (Cmd) while pressing Add Trigger Flag to drop multiple flags in a single session, press the button again to
finish.

To Edit or Delete a flag, click on the flag that you want to edit and a properties dialog will appear:

] - 4!5
s F g "SRR -
Time | 3.30 ]
Mame i
Delete {

From here you can adjust the flag time, give the flag a name or Delete the flag.
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Name

The name property of a flag is used within Flag triggers to easily identify the flag rather than using the time that
the flag is set at.

Use the Triggers window to determine what these flags will do.

Learn timing

When simulating a single timeline, flags can be dropped interactively after pressing the Add Flag button to
enter learn timing mode. Press F to drop a flag at each appropriate playback time then depress the Add Flag
button to exit learn timing or click anywhere on the timeline (in which case a final flag will be dropped).

—Loop regions

1: Timeline 1 %

Timeline  Mew Delete  Manage... - 5 P w - ':' E 61 " “ ”'

o
[}

& '
X | BE ek R —7— —_—

B3 all Fixtures

Set loop region end

. D3 AlLep -ReB Bt Clear loop region
e 3 All LED - RGBW 8 bit

Loop regions are a programming tool which allow a section of the timeline to repeat during simulation.

To set a loop region, right-click anywhere in the timeline header to set start and end points. Vertical lines, which
can be dragged to adjust their position, indicate the loop region. A loop region can also be set to selected
timeline programming by right-clicking and selecting "Set loop region to selection”.

Click the Enable Looping button in the toolbar to toggle the loop region on and off.

Loop regions are not sent to the controller as part of upload and do not affect playback.

=+ Waypoints

QRO Mdd P UP»E @

dd > «»m @

To use waypoints, you must set the Time Source of the Timeline to Real Time
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A waypoint is an astronomical time which should always display the programming at that point on the timeline.
The timeline around the waypoint/s (as shown by the coloured section/s) will be rate shifted to ensure that the
correct output is displayed at the specified astronomical time.

There are various Waypoints available, the same astronomical options available in the Astronomical Trigger:

¢ Nautical Dawn
« Civil Dawn

e Sunrise

¢ Sunset

e Civil Dusk

¢ Nautical Dusk

Itis possible to place multiple waypoints in the same range, e.g. the range spans the 24 hour timeline with
waypoints for Sunrise and Sunset. This would create three sections within the timeline which would be played
back a different rates to ensure that the waypoints are hit at the required astronomical time.

The example above uses a Sunrise Waypoint and a Sunset Waypoint. The timeline will output Red at midnight,
crossfading to blue at 3am, then holding blue then crossfading to black at Sunrise. The black output will be held
until Sunset, when it will crossfade back to blue, then back to red. The rates of the sections between Midnight,
Sunrise, Sunset and Midnight will all be adjusted so that the colours specified at each event are reached at the
correct time for the astronomical event. As Sunrise gets earlier, the Midnight to Sunrise section will play back at
a greater rate so it takes a shorter time to reach the Sunrise colour (black).

NOTE: To use Waypoints, you must have a Location set for the project.

&II:PLocking timelines

When clicking on presets to edit their properties it is sometimes all too easy to move or stretch them by
accident so it is possible to lock a timeline using the Lock button on the timeline toolbar. When a timeline is
locked it is only possible to edit the preset properties, moving or stretching them is prohibited. Press the Lock
button again to unlock.

-126 -



Timeline Properties

Timeline Properties

Keyboard Shortcuts

Select a range of timelines (by choosing the first and last in the
range)

Select discrete timelines (each timeline selected while holding Ctrl
will be added to the selection)

Shift while selecting timelines

Ctrl while selecting timelines

Ctrl + Mouse Wheel while over

Increase / decrease timeline row height
browser

To change to properties of a timeline, select Manage... from the Timeline Toolbar. The dialog shown below will
appear and you will be able to change the properties for the selected timeline/s.

: Timeline  Mew Delete | Manage... ] |' x =~ E [ 4
e
N S >y

x
Timeline  Open Tew Delete  Duplicate '
14

O\Eee-':-' Name | Timeline 1
# 1:Timeline 1 Mumber | 1 —

* 2 Timeline 2

* 3: Timeline 3 Group | Mone * | Manage...

* 4 Timeline 4

Length | 5:00.00

Background colour
Priority | Mormal =
Time source | Internal =

Time offset |0.00

Music I:‘

o T 3

Name

Give your timeline a name here, a descriptive name will help you identify the correct timeline when creating
triggers and viewing the web interface's status and control pages.

Number

Every timeline has a unique number which is primarily for reference but can be changed if necessary. The
timeline number is used to identify a timeline for creating triggers, for example when using LUA scripts, and
when using the web interface's command line.

Group

The Group dropdown can be used to assign a timeline to a timeline group. Clicking ‘Manage...’ opens a new
popover where playback groups can be added, renamed, renumbered or deleted. Numbers and names must
be unique. The number of playback groups is limited to 100.

See Actions for more information.

Length

The default timeline length is 05:00.00 (5 minutes) and you will need to increase this before placing or
extending presets beyond this time. The maximum timeline length is 24 hours to prevent them becoming
unmanageable - use triggers to stitch together multiple timelines to create longer time frames.
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Background colour

Select the background colour of the timeline. Setting this to a colour that is not used within the timeline will
make it easier to see some presets, e.g. a 255 intensity preset won't show up very well if the background colour
is white.

Priority

Use the pull-down to select a priority level for the timeline. There are 5 priority levels which each feature an
LTP+ timeline stack:

¢ High - the High Priority stack always plays above other timeline stacks
e Above normal

¢ Normal - the default priority

¢ Below normal

¢ Low - the Low Periority stack always plays below other timeline stacks

Time source
Use the pull-down to select a time source for the timeline to follow:

« Internal - the timeline will run autonomously although playback speed and position can be overridden

using triggers.
¢ Real Time - the timeline will follow real time (see below)

¢ Timecode Bus - the timeline will follow one of the Timecode Buses (see below).
¢ Audio Bus - the timeline will follow one of four Audio Buses (see below).

Music

Enable tools for programming to music on the timeline. See Working with Music for more information.

Working with Real Time

'-E- Timeline Mew ¥ Delete Manage... = @ P -"'.l Ty el E [
i | 7
x

1

Timeline  Open Mew ¥ Delete Duplicate '

Q, search Mame |[Realtime] IF

1: Timeline 1 . - |

MNumb 5 - ]

= 2: Timeline 2 e IL
3: Timeline 3 ) _

4 Timeline 4 Group | Mone = i

® 5: Realtime I

Length |24:00:00.00
Background colour
Priority | Mormal >
Time source | Real Time =

Start time |00:00:00.00

b

When a timeline's time source is set to Real Time, it will always line up its position with the time according to the
controller.

This means that timelines can be created that will always play the same effect at the same time every day.

Timelines can be up to 24 hours long, but they can be any length less than that. If the timeline isn't 24 hours
long, then a Start Time can be set to define when in the day these effects should be run.

Setting a timeline's time source to Real Time allows you to use waypoints on that timeline.
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NOTE: When Simulating timelines, the playback rate can be increased to 60x normal speed to accommodate
long Real Time timelines

Working with Timecode

By selecting one of the Timecode Buses, the timeline's time bar will display timecode values and the properties
pane will give further options:

i Timeline  New Delete Manage... - @ P x =y [2

'4'-‘-‘:'..." d 7 .
x|
Timeline  Oper New ¥ Delete Duplicate i
Q Search Name |Time
® 1: Timeline 1 Number | 1 -

Group | Mone - Manage..
Length |5:00.00
Background colour
Priority | Normal b
Time source | Timecode1
Time offset |00:00:00.00
Format | Unknown w
Release in real time [_|

Music []

Time Offset

Timelines by default start at 00:00:00.00 (hours:minutes:seconds.frames) but the timecode source may not do
so, the tape may have been "striped" with an offset of an hour (01:00:00.00) for example. Enter the source's
starting value in this box to synchronise.

Format

Timecode comes in four formats that depend on the source media used, select the appropriate format here
(Film24, EBU25, SMPTE30 & NTSC30) to prevent missed frames and stuttering playback.

Release in real time

When selected, the timeline will follow the real time clock when releasing rather than following the timecode
source.

Timecode Buses

Timecode Buses are internal buses to which one patches the external timecode sources available to the
system. These may be MIDI timecode (MTC) sources input via one or more LPCs' or RIO As' MIDI Inputs or
linear timecode (LTC) sources input via one or more RIO As. You can use the Timecode Viewer available from
the main menu to monitor each Timecode Bus:
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3’# Tirnecode Viewer

Timecode Bus 1 | Format

X

=

I
LI

=

I
LI

=

I

LI .

==

I
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Working with Audio

By selecting one of the four Audio Buses, the properties pane will give further options:

; i New ¥ R ® © a5
.y Timeline MNew = Delete Manage... - 5 P A e A ' E [
e o ’
J—Ead =
5
Timeline  Open Mew ¥ Delete Duplicate i
Cl Search MName | Audio
* 1: Timeline 1 ; &
Mumb: 7
® 2: Timeline 2 K =
® 3: Timeline 3
* 4 Timeline 4 Group | =
* 5: Realtime
* 5: Timecode Length |5:00.00
& 7: Audio
Background colour
Priority | Marmal -
Time source | Audio 1
Band |Volume
Channel | Left b
Peak |:|
 — =
Band

The RIO A can generate up to 30 frequency bands (configured in Remote Device properties). Use this pull-
down to select which band will drive the timeline.

Audio Buses

The four Audio Buses are internal buses to which one patches the external audio sources available to the
system via one or more RIO As. You can use the Audio Feedback window available from the Main menu to
monitor each Audio Bus:
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-‘# Audio Viewer

AudioBus 1 =

Volume 1 2

3 4

5

Working with Music

By selecting Music, the properties pane will give further options:

Timelne  Mew

Timeline  Open Mew

Q Fearch

1: Timeline 1
2: Timeline 2
3: Timeline 3
4: Timeline 4
5: Realtime
6: Timecode
7: Audio
8: Music

Tempo

Specify the number of beats per minute (BPM) on the timeline

Time signature

Specify the number of beats per bar

Delete  Manage...

=

—>(_*)P

Delete  Duplicate

MName

Mumber

Group

Length
Background colour
Priarity

Time source

Time offset

Music

Tempo

Time signature

Music

8

Mone

5:00.00

Mormal

Internal

0.00
120

4/4

-

-

-

Manage...

e None — use a sequence of beats with no bars

o 3/4

o 4/4

e 5/4

e 6/8
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e 7/8
e 12/8

Timelines with music tools enabled show bars and beats in the timeline header. The cursor snaps to musical
divisions when moving and adjusting presets. Simulation audio will automatically be enabled.

With music tools enabled, preset timing can be set in musical terms. These use the format Bars | Beats .
PercentOfBeat and can be typed using just full stops. For example, entering a preset length of 4.2.5 will set the
length to four bars, two and a half beats. Music timelines start at time 1| 1.00.

The metronome button in the timeline toolbar can be used to activate a metronome click track which plays
through simulation audio. The metronome will not be audible on controller output.

Designer can analyse music and detect a tempo. Right-click on any audio track and choose ‘Get tempo’. The
tempo of the current timeline will be updated with the detected tempo. Designer may occasionally detect a
tempo which is half or two times the correct tempo. If you suspect this has happened, tempo can be manually
adjusted from the timeline's properties pane.

Changing the Timeline and Preset Defaults

Use Main Menu > Preferences on the main toolbar and select the Timelines tab to change these defaults. Here
you can change the default background colour, timeline length and fade & release time of newly placed
presets. See Preferences.
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Working with Presets
Applying presets

At its most basic let’s, for example, make a fixture or group of fixtures go green. To apply a preset to a timeline
you will need to select it and then click to drop it onto the timeline. Select the “Colour” preset and drop this onto
the appropriate timeline row so that it starts at the required time, say at 0 seconds. A 10 second long red strip
(the default length and colour) will appear already selected for manipulation via the Preset Properties pane on
the right. “Colour” preset properties are limited to colour and timing, use the colour picker to select green and
set a fade time and skew as required.|f you have the Simulate window open you can now simply click Start and
you'll see these fixtures fade to green using the time and transition you have just entered and, after 10
seconds, fade back to black using the default release time of 2 seconds.

Presets can be moved and stretched on the timeline using the mouse to vary their start, end and length or
alternatively you can type exact values into the Timing fields top right. Click View Transitions to display the fade
and release timing graphically which can also be stretched using the mouse as an alternative to typing fade
and release time values into the Timing pane.

So getting slightly more adventurous let’s say you want the fixtures to remain green for longer, say 20 seconds,
and then fade to a rainbow effect. Firstly either drag the end of the green preset to 20 seconds on the timeline
or set the end or length value to be 20 seconds via the Timing fields. Now select the “Rainbow Effect” preset
and drop this onto the timeline immediately following the green preset (so it starts at 20 seconds) and set its
period to be 2 seconds with a “Spread” offset type. Again, use the Simulate window to view this new
programming (click Reset then Start).

Tip: Hold Shift while dragging for finer resolution (centisecond). Hold Ctrl (Cmd) while dragging to snap to the
start/end of other placed presets.

Programmed groups, fixtures or elements - i.e. those with at least one preset applied - are shown in blue in the
Browser, unprogrammed remain black.

NOTE: When adding presets to the timeline, the timelines rows will change appearance to indicate which rows
the preset can be dropped on. Darker rows can have the preset dropped onto them, lighter rows cannot.

Pre-configuring a preset

You can configure a preset before applying it to a timeline. When you select the preset from the preset browser,
you can set the parameters as discussed below. When you then add the preset to the timeline it will have these
properties.

This allows you to drop multiple presets with the same parameters onto multiple timeline rows.

YFiltering Presets

The Preset browser displays all of the available presets of the requested type (Built-in, User etc.). The Built-in
and User browsers can filter the available presets to make it easier to find the preset you are looking for.

The filter button beside the search lets you choose the types of preset (Groups, Pixel Matrix, VLC) to display in
the browser.

Colour picker & user palette

The majority of presets allow you to select one or more colours and so the colour picker and user palette is
used to select a colour either graphically or numerically, two modes are provided:
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R | 255 |+

5 | 255 |y
I [255 |w Save
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A user colour palette is available with the third button to the right of the colour picker. The palette comes pre-
populated with the primary and secondary colours, along with black and white. To add your own colour simply
mix it using the picker and click the Save button. This will store the colour within your user palette The user
palette is stored with the project.

4 b

Variable White fixtures

The temperature slider takes effect on fixtures with warm white and cold white control channels and on fixtures
with a single colour temperature channel.

Transparency

Some preset types support transparency. This is where one of the colours within the effect is specified as
transparent, allowing whatever programming is running underneath to be seen. Itis a very powerful feature
allowing some very specific effects to be achieved that would otherwise be impossible.

However it also allows you to break some of the usual rules of Pharos playback and so it may need some extra
thought or experimentation to get the result you are looking for. Here are some tips on how to get the best from
this feature:

« Before using transparency make sure there isn't a way to achieve what you want using the existing
opaque presets. If there is another way to get what you want then that may make life simpler. Use trans-
parency for those very specific effects that cannot be achieved any other way.

|t can sometimes be difficult to make transparent effects behave tidily when a timeline loops. Use itin
timelines that don't loop or hold at end when you can, or make a point of turning off the transparent effect
before the point when it loops.

« It may be easier to get the result you want by using several timelines. Often problems can be avoided by
having one timeline that contains the transparent effects and putting the background non-transparent
effects into a separate timeline.
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* When you are using multiple timelines, don't forget about the timeline priority setting. This can be a way
of ensuring that transparent effects stay on top while you change the background underneath.

» Custom presets and more complex presets cannot have transparency encoded into them; this is only
available to some of the in-built preset types.

Gradient Options

When a preset includes a Gradient Property, additional properties can be shown using the advanced feature
button ***

Gradient Properties Save

= 5 L

o) i mam d2h L) Load.. save..

Repeat | All

Buddy | 1

|-'_-|Random - Will create a random gradient, and open some options to better specify the random gradient
o=oReverse - Will flip the gradient horizontally

ozaDistribute - Will spread out the colour stops evenly

a=sRandomise positions - Will set the colour stops to random positions, without changing the colours

"
|u|Shufer colours - Will randomly set the colours of the colour stops to one of the current colours without
affecting the positions

Load - Allows you to load a saved gradient into the editor

Save - Allows you to save the gradient for future use

Random Gradient

Gradient Properties

] [ L.

Colour || (=)

Hue variance 20.00 |5

Saturation variance 40.00 v

Fefl O e @ [*
Brightness variance 000 | B 2 om @ () Load.. save..
Stopcount |4 |3 Repeat | All

Position variance 5000 % Buddy |1 s

Generate

Colour - The seed colour for the random colour, can be randomised.

Hue variance - Maximum variance of the gradient colour's hue

Saturation variance - Maximum variance of the gradient colour's saturation
Brightness variance - Maximum variance of the gradient colour's brightness
Stop count - Number of colour stops in the gradient

Position variance - Variance of the position of the colour stops from an even distribution
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Saving Presets
When you have created a preset with settings that you may want to reuse, you can save it to your User presets.
The Save button will store the settings for the current preset and allow you to rename the preset.

These saved User presets can be found in the User tab of the preset browser, and added to the timeline in the
same way as the Built-in presets. Any saved preset is also stored as a file within your documents folder, this
can be useful should you wish to transfer or share them; they can be found at the following locations:

¢ Windows: \Documents\Pharos Controls\Designer 2\Timeline Presets
¢ Mac: /Documents/Pharos Controls/Designer 2/Timeline Presets

Scenes

Scenes can be dropped onto the Scene rows at the required time to synchronise their control with the rest of
the presentation.

Tip: Scene rows are automatically added when you add a Scene to a row so that you have an empty row.

NOTE: Scene rows have the lowest priority within a timeline, so programming applied to a fixture in the Group
section will always override its programming within a Scene.

DALI presets

DALI presets can be dropped onto the DALI ballasts and groups for each DALI interface in the project, see
DALI. DALI presets should be thought of as commands instructing the DAL ballasts or groups to fade to a level
or scene with the ballasts retaining this level or scene indefinitely regardless of the state of the timeline. Unlike
DMX fixtures, there exists no notion of a released, default state and so DALI ballasts must be explicitly turned
off with a preset. Beware that timelines set to loop will repeatedly run any placed DALI presets and thus reissue
these commands until the timeline is released.

Tip: It may be simpler to separate DALI programming onto dedicated timelines and use triggers to synchronize
them to the other fixture programming.

Copying presets

Presets can be copied (right-click>Copy) from one position and pasted (right-click>Paste) into a different
position on the same timeline, on another timeline in the project or in a timeline in a different project, this helps
speed up the process of applying programming from one set of fixtures onto another; preset parameters, timing
and transitions will all be copied. Note that copying presets in this way creates brand new instances of presets
that operate independently of each other.

Tip: Hold Shift while selecting Paste to place the copy with fisner resolution (centisecond).

Linking presets

If, however, you want to add more fixtures to an existing preset so as to operate on them all as one then drag
the top or bottom edge of that preset up or down to include more rows of fixtures, this operation creates a linked
preset. Note that any skewed timing or effects within the preset will now be rendered over the new, larger
fixture selection - use Repeat to compensate if required.

A linked preset can be unlinked if desired by using right-click>Unlink to yield separate, identical instances.
Only presets on fixtures or groups can be linked.
Deleting presets

Presets can be deleted by pressing Delete, Backspace or using right-click>Delete.
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Selecting multiple presets

To select more than one preset at a time for moving and editing properties or timing hold Ctrl (Cmd) while
clicking to build the selection or Ctrl (Cmd) + A to select all.
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Preset Types and Properties

The Timeline window is where you put your presentation together by dragging and dropping the built-in effects
and your User Presets, Scenes, Media and Custom Presets onto your Fixtures, Groups and Pixel Matrices:

Help.pd2 - Designer [Primary Window]
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The window comprises 4 sections: On the left is the Browser, in the middle the Timeline editing area. top right
are the folders of Built-in, User, Media, Scene, DALI and Custom Presets (although not all folders may be
displayed). Below this is the Preset Properties pane which is divided into Timing, Transition, Name and
Properties all of which you use to manipulate how a preset placed on a timeline is rendered.

Before creating a timeline it is worth covering the six preset types:

Built-in Presets

Designer comes with a range of Built-in presets which can be used to create a range of static, dynamic, wave
based, and 2D effects over a group or array of fixtures. The Presets can be used on Fixtures, Groups, Pixel
Matrices or VLC/VLC+ Content Targets.

White

Use with: Fixtures, Groups, Pixel Matrices, VLC/VLC+ Primary/Secondary
The most basic preset, sets an intensity and colour temperature.
You can also animate the white by selecting a wave shape.

» Shape - choose None (static intensity) or a dynamic effect (Sine, Cosine, Square, Triangle or Ramp Up)

e Base - The centre of the wave

» Size - the amplitude of the effect

» Period - the period of the effect in seconds

* Count - the number of times that the effect should repeat over the length of the preset

» Offset Style - choose None (all elements are the same intensity), Spread (the effect is spread over
space as well as time) or Once (as None, but will stop after one period)
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» Reverse - reverses the direction of the effect

* Repeat - the number of elements to repeat the effect over

» Buddy - the number of elements that will be set to the same intensity (if Buddy is greater than 1, the num-
ber of elements that are repeated over is Repeat multiplied by Buddy)

. Colour

Use with: Fixtures, Groups, Pixel Matrices, VLC/VLC+ Primary/Secondary

Renders a static colour fill. Use the colour picker, user palette or text entry fields (RGB or HSI) to select the
colour.

You can also animate the colour by selecting a wave shape.

» Shape - choose None (static colour) or a dynamic effect (Sine, Cosine, Square, Triangle or Ramp Up)

e Base - The centre of the wave

e Size - the amplitude of the effect

» Period - the period of the effect in seconds

e Count - the number of times that the effect should repeat over the length of the preset

» Offset Style - choose None (all elements are the same intensity), Spread (the effect is spread over
space as well as time) or Once (as None, but will stop after one period)

* Reverse - reverses the direction of the effect

* Repeat - the number of elements to repeat the effect over

» Buddy - the number of elements that will be set to the same intensity (if Buddy is greater than 1, the num-
ber of elements that are repeated over is Repeat multiplied by Buddy)

ﬁﬂ Direct Colour

Use with: Fixtures, Groups

Renders a static colour fill. Use the sliders to set the specific value for each emitter.
This preset only becomes active if there are fixtures in the project that support Direct Colour.
 Direct Colour - define the desired static colour using the intensity sliders for each emitter channel.

Note that the preset will display available colour channels based on all fixtures introduced within the project
layout rather than on a per fixture/group basis. This means that the preset can be applied to a fixture/group that
has fewer emitter channels, however, only the available channels will take effect on each fixture/group.

l Crossfade

Use with: Fixtures, Groups, Pixel Matrices, VLC/VLC+ Primary/Secondary
Renders a linear crossfade from the start colour to the end colour:

» Start Colour - the colour to start the crossfade in
¢ End Colour - the colour to end the crossfade in

. Gradient

Use with: Fixtures, Groups
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Renders a static multi-colour gradient over a group of fixtures:

¢ Tochange a colour, press on the coloured button, select a colour and press Ok

¢ To move a colour, click and drag the coloured button

e Toadd a new colour, click anywhere on the slider where there is no button

« Toremove a colour, right-click on the coloured button

¢ Repeat - the number of elements between the start and end of the fan

¢ Buddy - the number of elements that will be set to the same colour in the fan (if Buddy is greater than 1,
the number of elements that are repeated over is Repeat multiplied by Buddy)

. 2D Gradient

Use with: Pixel Matrices, VLC/VLC+ Primary/Secondary
Renders a static multi-colour gradient on a matrix:

e To change a colour, press on the coloured button, select a colour and press Ok

¢ To move a colour, click and drag the coloured button

e Toadd a new colour, click anywhere on the slider where there is no button

e Toremove a colour, right-click on the coloured button

¢ Type - the shape of the rainbow effect (Linear, Radial, Conical, Square, Noise, Perlin Noise or Bilinear)

If the Type is Linear, Radial, Conical, Square or Bilinear, the properties Angle, Repeat and Count are available:

* Repeat - the repeat style (None, Sawtooth, Triangle)
¢ Count - the number of repeats
* Angle - the angle in degrees of the gradient (Linear, Conical & Bilinear only)

If the type is Noise:

¢ Seed - the seed of the pseudo-random noise (copying this value to another preset will create the same
noise)
¢ Randomise - picks a new seed

If the type is Perlin Noise:

¢ Seed - the seed of the pseudo-random noise (copying this value to another preset will create the same
noise)

¢ Randomise - picks a new seed

¢ X-the horizontal scale (higher numbers will produce more variation horizontally)

¢ Y -the vertical scale (higher numbers will produce more variation vertically)

¢ Depth - the coarseness of the noise

L Gradient Mesh

Use with: Pixel Matrices

Renders a dynamic gradient effect onto a Matrix or Target. Gradients are produced between multiple points on
agrid

¢ Random - generate random settings for the effect

¢ Colours - pressing the colour buttons will prompt for a new colour for that step

 Interpolate - when checked the colours are used as points in a gradient to generate the colours in the
mesh

¢ Colours - the number of colours used in the mesh

¢ Colour changes - the number of control points across the gradient

¢ Colour change variance - how evenly the colour points are spread across the gradient

* Weight variance - determines the effect each grid point has on the gradients around it
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Dynamic weights - determines whether the weights should change

Dynamic weight rate - determines how much the weights vary

Period - the number of seconds that the sequence takes to complete

Count - the number of times that the sequence should complete over the length of the preset

X points - the number of grid points along the X axis

Y points - the number of grid points along the Y axis

Seed - the seed of the pseudo-random noise (copying this value to another preset will create the same
noise)

Randomise - picks a new random seed

Burst

Use with: Fixtures, Groups

Creates a single wave in the chosen shape

Base colour - the base colour

Top colour - the colour of the pulse

Transparency - select Opaque for none, Base or Top Transparent to superimpose the effect onto other
programming

Period - the number of seconds that the sequence takes to complete

Count - the number of times that the sequence should complete over the length of the preset

Phase - the offset of the pulse in degrees

Shape - the shape of the pulse (Sine, Triangle, Square, Ramp Up or Ramp Down)

Pulse width - the size of the pulse

Pulse speed - the rate of the pulse

Reverse - reverse the direction of the pulse

Repeat - the number of elements to repeat the pulse over

Buddy - the number of elements that will be set to the same colour in the pulse (if Buddy is greater than
1, the number of elements that are repeated over is Repeat multiplied by Buddy)

2D Burst

Use with: Pixel Matrices, VLC/VLC+ Primary/Secondary

Creates a single wave in the chosen 2D shape on a matrix

Base colour - the base colour

Top colour - the colour of the pulse

Transparency - select Opaque for none, Base or Top Transparent to superimpose the effect onto other
programming

Period - the number of seconds that the sequence takes to complete

Count - the number of times that the sequence should complete over the length of the preset
Pattern - the type of pulse (Linear, Bilinear, Radial or Square)

Angle - the angle in degrees of the pulse (Linear & Bilinear only)

Reverse - reverse the direction of the pulse

Shape - the shape of the pulse (Sine, Triangle, Square, Ramp Up or Ramp Down)

Pulse width - the size of the pulse

Pulse speed - the rate of the pulse

I I Wave

Use with: Fixtures, Groups
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Renders a dynamic pulse of colour passing over another colour:

Base colour - the base colour

Top colour - the colour of the pulse

Transparency - select Opaque for none, Base or Top Transparent to superimpose the effect onto other
programming

Period - the number of seconds that the sequence takes to complete

Count - the number of times that the sequence should complete over the length of the preset

Repeat - the number of elements to repeat the pulse over

Buddy - the number of elements that will be set to the same colour in the pulse (if Buddy is greater than
1, the number of elements that are repeated over is Repeat multiplied by Buddy)

Shape - the shape of the pulse (Sine, Triangle, Square, Ramp Up or Ramp Down)

Pulse Width - the width of the pulse in percent (1 > 200%, if 100%, the pulse is half of the element width)
Phase - the offset of the pulse in degrees

Reverse Direction - reverses the direction of the pulse

Invert Pulse - changes the starting position of the pulse

@ 2D Wave

Use with: Pixel Matrices, VLC/VLC+ Primary/Secondary

Renders a dynamic pulse of colour over another colour on a matrix:

Base colour - the base colour

Top colour - the colour of the pulse

Transparency - select Opaque for none, Base or Top Transparent to superimpose the effect onto other
programming

Period - the number of seconds that the sequence takes to complete

Count - the number of times that the sequence should complete over the length of the preset
Pattern - the type of pulse (Linear, Radial, Conical, Square, Noise, Perlin Noise or Bilinear)
Shape - the shape of the pulse (Sine, Triangle, Square, Ramp Up or Ramp Down)

Pulse Width - the width of the pulse in percent (1 > 200%, if 100% the pulse fills half of the matrix)
Reverse Direction - reverses the direction of the pulse

Invert Pulse - changes the starting position of the pulse

If the Type is Linear, Radial, Conical, Square or Bilinear, the properties Angle, Repeat and Count are available:

Repeat - the repeat style (None, Sawtooth, Triangle)
Count - the number of repeats
Angle - the angle in degrees of the pulse (Linear, Conical & Bilinear only)

If the type is Noise:

Seed - the seed of the pseudo-random noise (copying this value to another preset will create the same
noise)
Randomise - picks a new seed

If the type is Perlin Noise:

Seed - the seed of the pseudo-random noise (copying this value to another preset will create the same
noise)

Randomise - picks a new seed

X - the horizontal scale (higher numbers will produce more variation horizontally)

Y - the vertical scale (higher numbers will produce more variation vertically)

Depth - the coarseness of the noise
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I IRainbow

Use with: Fixtures, Groups, Pixel Matrices, VLC/VLC+ Primary/Secondary
Renders a dynamic rainbow effect cycling through hue:

» Colour - specifies the start colour of the rainbow (the saturation and intensity are maintained throughout
the cycle)

 Period - the number of seconds that the rainbow takes to complete one cycle

e Count - the number of times that the rainbow should cycle over the length of the preset

» Reverse Colour - reverses the direction around the hue circle (default (unchecked) is clockwise)

» Offset Style - Choose None (all elements are the same colour) or Spread (the rainbow is spread over
space as well as time)

» Scale - The relative size to scale the rainbow to before spreading it over the group (2 will make the
spread double to group size, so half the rainbow is visible at a time)

« Reverse Direction - if Offset Style is Spread, reverse the direction of the spread in space

* Repeat - the number of elements between the start and end of the hue circle

e Buddy - the number of elements that will be set to the same colour in the rainbow (if Buddy is greater
than 1, the number of elements that are repeated over is Repeat multiplied by Buddy)

@ 2D rainbow

Use with: Pixel Matrices, VLC/VLC+ Primary/Secondary
Renders a dynamic rainbow effect on a matrix:

» Colour - specifies the start colour of the rainbow (the saturation and intensity are maintained throughout
the cycle)

« Period - the number of seconds that the rainbow takes to complete one cycle

e Count - the number of times that the rainbow should cycle over the length of the preset

« Pattern - the shape of the rainbow effect (Linear, Radial, Conical, Square, Noise, Perlin Noise or Bilin-
ear)

* Reverse - reverses the direction of the wave

If the Type is Linear, Radial, Conical, Square or Bilinear, the properties Angle, Repeat and Count are available:

* Repeat - the repeat style (None, Sawtooth, Triangle)
e Count - the number of repeats
* Angle - the angle in degrees of the wave (Linear, Conical & Bilinear only)

Note that setting Repeat to None will only have an apparent effect when the Type is Radial. It behaves like
Sawtooth with a Count of 1, except that the area outside the unit circle is filled with the same colour as the edge
of the unit circle, rather than the effect continuing beyond a Count of 1.

If the type is Noise:

» Seed - the seed of the pseudo-random noise (copying this value to another preset will create the same
noise)
e Randomise - picks a new seed

If the type is Perlin Noise:

» Seed - the seed of the pseudo-random noise (copying this value to another preset will create the same
noise)

¢ Randomise - picks a new seed

» X -the horizontal scale (higher numbers will produce more variation horizontally)
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Y - the vertical scale (higher numbers will produce more variation vertically)
Depth - the coarseness of the noise

I I Random

Use with: Fixtures, Groups, Pixel Matrices, VLC/VLC+ Primary/Secondary

Renders a dynamic chase through a random sequence of colours:

Start colour - specifies the first colour of the sequence, all subsequent colours are relative to the start col-
our in a pseudo-random way (saturation and intensity levels are maintained)

Steps - the number of steps in the sequence

Seed - the seed of the pseudo-random sequence (copying this value to another preset will create the
same random sequence)

Randomise - picks a new seed

Period - the number of seconds that the sequence takes to complete

Count - the number of times that the sequence should complete over the length of the preset

Offset Style - choose None (all elements are the same colour) or Spread (the sequence is spread over
space as well as time)

Reverse - reverses the direction of the wave

Repeat - the number of elements to repeat the pulse over

Buddy - the number of elements that will be set to the same colour in the pulse (if Buddy is greater than
1, the number of elements that are repeated over is Repeat multiplied by Buddy)

Fade - the fade time in seconds between each colour in the sequence

Hold - the time that each colour in the sequence is not fading

I I Chase

Use with: Fixtures, Groups, VLC/VLC+ Primary/Secondary

Renders a dynamic chase through a user-specified sequence of colours:

Colours - pressing the colour buttons will prompt for a new colour for that step

Steps - the number of steps in the sequence

Direction - choose Forwards, Backwards or Bounce (the latter uses two periods to complete)

Period - the number of seconds that the sequence takes to complete

Count - the number of times that the sequence should complete over the length of the preset

Offset Style - choose None (all elements are the same colour) or Spread (the sequence is spread over
space as well as time)

Reverse - Reverse the direction of the pulse

Repeat - the number of elements to repeat the chase over

Buddy - the number of elements that will be set to the same step (if Buddy is greater than 1, the number
of elements that are repeated over is Repeat multiplied by Buddy)

Fade - the fade time in seconds between each colour in the sequence

Hold - the time that each colour in the sequence is not fading

=N
@ 2D Chase

Use with: Pixel Matrices, VLC/VLC+ Primary/Secondary

Creates a Chase, with multiple colours, and renders it using the same 2D options as the 2D Wave.

To change the colours, selected the block above the colour display and chose a new colour.

Steps - the number of colour steps in the Chase
Direction - the order the chase works through the specified colours (Forwards, Backwards, or Bouncing)
Period - the number of seconds that the sequence takes to complete
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Count - the number of times that the sequence should complete over the length of the preset
Phase - the position on the underlying waveform that the effect starts at.

Pattern - the type of pulse (Linear, Bilinear, Radial, Conical, Square, Noise or Perlin Noise)
Angle - the angle in degrees of the pulse (Linear, Conical & Bilinear only)

Curve - the amount that each repeat of the Conical effect curves round. (Conical only)
Repeat - the repeat style (None, Sawtooth, Triangle)

Count - the number of repeats

Reverse - reverse the direction of the pulse

Fade - the crossfade time from each colour to the next.

Hold - the time that each colour holds for before starting the next fade

Hue Fade

Use with: Fixtures, Groups, Pixel Matrices, VLC/VLC+ Primary/Secondary

Performs a fade in hue between two defined points:

Start colour - defines the hue at the start of the preset, and the saturation and brightness throughout the
preset

End colour - defines the hue at the end of the preset; saturation and brightness will be the same as the
start colour

Reverse - reverses the direction of the hue fade

The start and end colours will share the same saturation and brightness; editing the saturation or brightness for
one colour will edit the other as well.

The fade time between the colours is determined by the length of the preset on the timeline.

I I I Strobe

Use with: Fixtures, Groups, Pixel Matrices, VLC/VLC+ Primary/Secondary

Renders a dynamic colour strobe effect on black:

Colour - specifies the flash colour

Transparency - select Opaque for none, Base Transparent to superimpose the effect onto other pro-
gramming

Period - the interval in seconds between the start of each flash

Duration - the length in seconds of the flash

E Sparkle

Use with: Fixtures, Groups, Pixel Matrices, VLC/VLC+ Primary/Secondary

Renders a dynamic random sparkle effect:

Base colour - the colour of the background

Spark colour - the colour of the spark

Transparency - select Opaque for none, Base or Spark Transparent to superimpose the effect onto
other programming

Period - the rate of the effect (larger numbers are slower)

Density - the density of the effect in percent (higher numbers, more sparks)
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M Flicker

Use with: Fixtures, Groups, Pixel Matrices
Renders dynamic, random flickering over a colour gradient:

¢ To change a colour, press on the coloured button, select a colour and press Ok

¢ To move a colour, click and drag the coloured button

e Toadd a new colour, click anywhere on the slider where there is no button

e Toremove a colour, right-click on the coloured button

¢ Period - the period of the effect in seconds

¢ Sub - the amplitude of the low frequency perturbation

¢ First - the amplitude of the fundamental flicker frequency

¢ Second - the amplitude of the second harmonic

¢ Third - the amplitude of the third harmonic

¢ Seed - used to offset the effect; click the Randomise button to generate a random value

¢ Uniform - apply the Seed value as the offset for all fixtures in the group, or use it as a seed to generate
random offsets for each fixture in the group

Each of the sliders corresponds to a sine wave of a specific frequency. The frequency of Sub is defined by the
Period - the default is 30 seconds (1/30Hz). First will be twice as fast, Second twice as fast again and Third
twice as fast as Second. The value of each sine wave is used to fetch a value from a set of pre-generated
random values and the four results are summed. The sum is used to select a position in the colour gradient to
output to the fixtures. Mix the different frequency components using the sliders to select how much of each
component you want.

Soif you are looking for a relatively steady flicker you might have a lot of Sub, with a little bit of Third to stop it
looking too regular. If you want a more chaotic looking flicker then you might have less of Sub and First and
more of Second and Third. It really is something you have to experiment with. If you want the overall flicker to
have a different speed change the Period and everything will shift accordingly.

If you've got a set of slider values that you like and you want to copy the effect to another group, but not have
both groups flickering identically, then just click the Randomise button to change the offset.

. Perlin noise

Use with: Pixel Matrices, VLC/VLC+ Primary/Secondary
Renders a smoothly-varying noise effect:

¢ Tochange a colour, press on the coloured button, select a colour and press Ok

¢ Tomove a colour, click and drag the coloured button

e Toadd a new colour, click anywhere on the slider where there is no button

« Toremove a colour, right-click on the coloured button

¢ Period - the number of seconds that the noise takes to loop

¢ Count - the number of times that the noise should loop over the length of the preset

¢ Phase - the phase shift of the underlying wave

e X-the horizontal scale (higher numbers will produce more variation horizontally)

¢ Y -the vertical scale (higher numbers will produce more variation vertically)

¢ Depth - the coarseness of the noise

« Rate - the rate at which the noise varies

¢ Seed - the seed of the pseudo-random noise (copying this value to another preset will create the same
noise)

¢ Randomise - picks a new seed
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H Starfield

Use with: Pixel Matrices, VLC/VLC+ Primary/Secondary
Renders a radiating star field:

» Space colour - the colour of the background (on the VLC this can be set to transparent)

 Star colour - the colour of the stars (on the VLC the opacity can be set for this)

» Speed - the speed of the stars

 Star Count - the number of stars to show

e Seed - the seed of the pseudo-random noise (copying this value to another preset will create the same
noise)

¢ Randomise - picks a new seed

Opacity on stars will show through the Space colour and transparency on Space will show through any effect
playing below the starfield.

! Fireflies

Use with: Pixel Matrices, VLC/VLC+ Primary/Secondary
Renders an effect of "fireflies" randomly flying about

e Period - the number of seconds that the fireflies take to loop

e Count - the number of times that the fireflies should loop over the length of the preset

e Background - the colour of the background (on the VLC this can be set to transparent)

« Start colour - the starting colour of the fireflies

e End colour - the end fade colour of the fireflies

« Opacity - the opacity of the fireflies (100% is fully opaque)

e Speed - the speed that the fireflies move at

e Duration - the lifetime of the fireflies

« Fireflies - the number of fireflies visible at any one time

« Seed - the seed of the pseudo-random noise (copying this value to another preset will create the same
noise)

¢ Randomise - picks a new seed

Opacity on fireflies will show through the background colour and transparency on background will show
through any effect playing below the fireflies.

n Nebula

Use with: VLC/VLC+ Primary/Secondary
Renders an effect of a nebulous gas cloud

» Period - the number of seconds that the nebula take to loop

« Count - the number of times that the nebula should loop over the length of the preset

« Background - the colour of the background (on the VLC this can be set to transparent)
 Start colour - the starting colour of the particles

» End colour - the end fade colour of the particles

» Opacity - the opacity of the particles (100% is fully opaque)

» Speed - the speed that the fireflies move at

» Duration - the lifetime of the particles

 Particles - the number of particles visible at any one time
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» Seed - the seed of the pseudo-random noise (copying this value to another preset will create the same
noise)
¢ Randomise - picks a new seed

Opacity on particles will show through the background colour and transparency on background will show
through any effect playing below the nebula.

ﬂ Tiles

Use with: Pixel Matrices, VLC/VLC+ Primary/Secondary
Renders a random geometric tile arrangement with varying colours.

e Gradient:
» Tochange a colour, press on the coloured button, select a colour and press Ok
¢ To move a colour, click and drag the coloured button
+ Toadd a new colour, click anywhere on the slider where there is no button
« Toremove a colour, right-click on the coloured button
 Tile width - the maximum width of a tile
« Tile height - the maximum width of a tile
 Tile splits - the maximum number of times each tile could be randomly split in half
« Steps - the number of colour steps across the gradient to use to set the tile colours
» Period - the number of seconds that the colour steps takes to loop
¢ Count - the number of times that the colour steps should loop over the length of the preset
« Fade - the crossfade time from each colour to the next.
« Hold - the time that each colour holds for before starting the next fade
» Seed - the seed of the pseudo-random noise (copying this value to another preset will create the same
noise)
Randomise - picks a new seed

Ripple

Use with: Pixel Matrices
Renders ripples onto the matrix:

« Gradient - the colours that the ripples fade through
» Background colour - the background of the effect
« Antialiasing - Enable to add fades around the edge of the ripples
* Ripple fade out - the fade path of the ripple
¢ None - the ripple doesn't fade out
» Linear - the opacity of the ripple decreases linearly with time.
» Period - the number of seconds that the ripples take to loop
¢ Count - the number of times that the ripples should loop over the length of the preset
 Lifetime - the length of time that the ripple exists for
» Speed - the rate of growth of the ripple
» Type - the type of colour fill to use
» Solid - fade from the start of the gradient to the end over the lifetime of the ripple
» Gradient - apply the gradient to the body of the ripple
* Random - randomly select a single colour from the gradient for each ripple
« Filled - when enabled, a filled circle is rendered, when disabled a hollow circle is rendered
* Ripple width - the thickness of the ripple (when filled, the gradient is rendered over this distance)
* Ripples - the number of ripples to create during the loop
» Seed - the seed of the pseudo-random noise (copying this value to another preset will create the same
noise)
¢ Randomise - picks a new seed
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Text

Use with: Pixel Matrices, VLC/VLC+ Primary/Secondary/Overlay
Renders a scrolling text message on a matrix:
Renders a text message which can be changed at runtime:

« Base colour - the base colour

e Text colour - the colour of the text

e Transparency - select Opaque for none, Base or Text Transparent to superimpose the effect onto other
programming

« Period - the number of seconds that the message takes to scroll over the matrix

e Count - the number of times that the message should scroll over the length of the preset

e Text - the text to render

* Font-the font to use to render the text (see the Fonts dialog below)

« Scroll - the scroll direction of the text

« Blend - the amount of crossfade at each end of the matrix

e Seamless loop - if the text is set to scroll, setting this will remove the gap between the end and the start

« Align - if the text is set to not scroll, this is the alignment of the text (Left, Centre, Right)

« Orientation - the rotation of the text

* Flip - flips the text top to bottom

e Mirror - flips the text left to right

« Offset - set a offset amount on the Y axis of the matrix

To configure the font used by the Text preset, press the Edit... button next to the font picker to open the Fonts
dialog:

« Select a font from the Font picker

e Press New to create a new font

« Press Delete to delete the selected font (note that you cannot delete a font that is in use in the project)
« Setthe font's name in the Name property

« Use Family, Size, Bold and ltalic to set the appearance of the font

* Press Ok to close the Fonts dialog

NOTE: Editing a font will change all Dynamic text presets that use that font not just the currently selected
preset(s).

The Text preset allows you to change the text after uploading the project to a Controller. To do this, you need to
specify which parts of the text are going to change and which parts will remain the same.

For example, to show the opening time of a venue, you might set the Text property to "Opening Time: <open>".
This creates a text slot called 'open' which you can change the value of. You can have more than one slot
specified in the Text property, for example "Opening Time: <open> Closing Time: <close>".

To set the initial text for a text slot, press the Configure... button next to the Text property to open the Text Slot
Configuration box:

 Click in the Default Value cell of a slot to edit the text stored in that slot
¢ You can remove unused text slots by pressing Remove
» Press Ok to save changes and Cancel to discard changes

There are two built-in slots, <time> and <date>, which show the current time and date respectively. You can
change the format of how the time and date are displayed in the Text Slot Configuration box. Press the
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Configure... button next to the Text property to open this dialog. At the bottom of the dialog you can select from
some standard time and date formats, or type your own using the following codes:

%a Abbreviated weekday name

Y%A Full weekday name

%b Abbreviated month name

%B Full month name

%c Date and time representation

%d Day of the month (01-31)

%H Hour in 24h format (00-23)

%l Hour in 12h format (01-12)

%j Day of the year (001-366)

Y%m Month as a decimal number (01-12)

%M Minute (00-59)

Y%p AM or PM designation

%S Second (00-61)

%U Week number with the first Sunday as the first day of week one (00-53)
Y%w Weekday as a decimal number with Sunday as 0 (0-6)
%W Week number with the first Monday as the first day of week one (00-53)
Y%x Date representation

%X Time representation

%y Year, last two digits (00-99)

%Y Year

%Z Timezone name or abbreviation

%% A % sign

All other text is used verbatim. The computed output will be truncated to 255 characters.
E8! Live video
Use with: Pixel Matrices, VLC/VLC+ Primary/Secondary

Displays live video on a matrix (LPC X only) or VLC/VLC+ layout:

* X&Y offset - map to the top left pixel of interest on the incoming DVI image
« Black level - the intensity level below which rgb(0,0,0) should be output

To use Live video, the video input settings will need to be set.

User Presets
User Presets will show any preset configurations that you have saved.

User presets can be renamed by right-clicking on them and selecting Rename, and deleted by right-clicking
and selecting Delete

Scene

Scenes can be added to timelines as a way of generating reference palettes, or controlling advanced
parameters of complex fixtures.
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E Scene (User named)

Use with: Scenes
The presets that you optionally created using Scene to create static effects to play back within the project.

NOTE: If no Scenes have been created, the Scene folder will not be displayed.

Media Presets

ﬁ Video (User named)

Use with: Pixel Matrices, VLC/VLC+ Content Target

The presets that you optionally created using the Media window to import still and moving images into your
project. These presets have spatial awareness when applied to Pixel Matrices and VLCs in that the media clip
will be resized to fit the Pixel Matrix’s Render Window or the VLC/VLC+ Content Target.

If applied to a VLC or VLC+ Content Target, the media preset can be cropped using the Crop top, Crop bottom,
Crop left and Crop right to specify the area of the media to be output to the Content Target. The crop value
determines the number of pixels that are cropped off each side of the media preset.

Media clips in the Preset Browser can be managed in the same way as in Mapping Mode, by Right-clicking on
the media clip, and New Media clips can be added using the New button at the top of the Preset Browser.

Media Presets have the following properties:

« Period - the number of seconds that the media plays for within the preset
» Count - the number of times that the media should play during the preset
« Start - set the in point of the media

e End - set the out point of the media

 Direction - the direction to play the media in (forwards or backwards)

e Temperature - Adjust the colour temperature of the media

* Flip - reflect the media vertically

* Mirror - reflect the media horizontally

» Crop left - the number of pixels to crop off the left hand side

e Crop right - the number of pixels to crop off the right hand side

» Crop top - the number of pixels to crop off the top side

» Crop bottom - the number of pixels to crop off the bottom side

« Black level - the level below which rgb(0,0,0) should be output

NOTE: If no Media or Audio Presets have been created, the Media Presets folder will not be displayed.

n Audio (User named)

Use with: Audio Rows

The presets that you optionally created using the Media window to import audio into your project. These
presets can be used for Simulation Audio or Controller Audio (on LPC X, VLC or VLC+).

Audio Presets have the following properties:

» Start - set the in point of the media
» End - set the out point of the media

The Audio Preset on the timeline will display a representation of the waveform of the audio file in the preset.
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The top and bottom half of the waveform in dark grey show the maximum and minimum amplitude of the wave
at that point respectively. The root mean square (RMS) value of the wave is shown in light grey.

Mono audio files are represented as a single waveform.

31.55 3is 32.55 33s 33.58 s

At e ol i sy, L L i i S ot i )

Stereo audio files are represented as a single waveform but will expand to show individual left and right
waveforms when timeline row height is increased. The left channel is shown at the top and right at the bottom.

31.58 3ds 32.55 33s 33.58 34s

NOTE: If no Audio or Media Presets have been created, the Media Presets folder will not be displayed.

DALI Presets

Like Scenes, DALI presets do not have a length, only a transition, with the settings persisting until another DALI
presetis encountered.

However, unlike Scenes, DALI presets will persist even if the timeline is released. Indeed, since they are just
commands to tell the DALI ballasts what to do, even power-cycling the Controller will make no difference; the
settings will persist until a new command is issued or the ballasts themselves power-cycled.

Set level

Use with: DALI ballasts, groups or interfaces

Used to set a DALI fixture or user created group to a level (0>254, 255), and select a fade time from the pull-
down list of DALI fade times. See DALI regarding creating DALI groups.

.Set Colour

Use with: DALI ballasts, groups or interfaces (that support Colour commands)

Renders a static colour fill. Use the colour picker, user palette or text entry fields (RGB or HSI) to select the
colour.

DALI fade time can be set as part of the preset.

I Set Colour Temperature
Use with: DALI ballasts, groups or interfaces (that support Colour Temperature commands)

Renders a static colour temperature fill. Use the level and colour temperature picker to select the colour
temperature.

DALI fade time can be set as part of the preset.
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é DALI Scene (user named)

Use with: DALI ballasts, groups or interfaces

Used to recall a DALI scene that you created and uploaded, and select a fade time from the pull-down list of
DALI fade times. See DALI regarding creating DALI scenes.

NOTE: If there are no DALI fixtures in the project, the DALI Presets folder will not be displayed.

Recordings

Recordings made in DMX Record can be used on timelines.

@ Recording (user named)

Use with: Fixtures, Groups, Pixel Matrices
Recordings created using DMX Record can be imported and added to timelines.

Recordings apply to the timeline row on which they are placed. Only the channels patched to that row will
respond to the recording, allowing selective playback of components of a larger recording.

Recordings in the preset browser can be managed by right-clicking on the recording. New recordings can be
added using the import button at the top of the preset browser.

Recordings have the following properties:

¢ Period - the number of seconds that the recording plays for within the preset
e Count - the number of times that the recording should play during the preset
e Start - set the in point of the recording
e End - set the out point of the recording

The preset browser will also display recording metadata including the recording's name, description, source,
duration and frame rate.

Custom Presets

1
> Custom Preset (user named)

Use with: Pixel Matrices
Renders a Custom Preset that you have optionally created using the Media window:

» Period - the number of seconds that the effect takes to complete one cycle
» Count - the number of times that the effect should cycle over the length of the preset

In addition, Custom Presets may define a number of properties that can be set for each instance of that Preset
on the timeline.

However, a drawback of the custom presets is that they cannot have transparency encoded into them. Effects
with transparency can be layered on top of the preset, but any effect "below" the preset will be overwritten.
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NOTE: If no Custom Presets have been created, the Custom Presets folder will not be displayed.
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Timing, Transitions & Precedent

It is often said that good lighting is as much about timing as anything else so it is important to understand the
concepts of timing and transitions used throughout Designer:

Time

Start | 0,00 End | 10.00 Length |10.00

Transition

Fade |2.00 Releasze |2.00 Path | Default -

Skew | Snaps -

Direction | Forwards ™ | Repeat | All Buddy | 1

Timing
Timing values pertain to presets placed on timelines and determine the Start, End and Length times and may
be numerically set as an alternative to dragging.

Transition timing

Transition values pertain to presets placed on timelines and determine what sort of cross fade is rendered. The
use of interesting transitions can transform your project so it is well worth spending some time experimenting to
see what can be achieved using these properties:

Fade

Sets the overall length of the transition, default value is 2 seconds.

Release

Sets the time used for a preset to “release” its fixtures when it completes, default value is 2 seconds. This value
is not used if another preset is placed on the timeline immediately after this one - in that case the fade time of
the second preset will be preferred.

Path

Specifies the cross fade path, default is Default meaning that each pixel or parameter will use the library default

path (or Dimmer Curve if specified), typically Linear for intensity/position and Start for colour/gobo wheels. A
variety of paths are provided which provide overall crossfade paths.
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Additional paths add the ability to specify the order that colour and intensity channels crossfade in, such that
the colour can fade then the intensity, for example.

e Col at Start
e ColatEnd

e Intat Start

e IntatEnd

e Colour First
¢ Intensity First

Viewing Transitions
.-I —I n
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The View Transitions button can be used to display the transitions for each preset on the timeline.
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o
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Transition Skews

Skews are transitional effects that can be applied to the fade-in time for built-in presets (1D & 2D). Skews work
by changing (or skewing) the timings when the fade-in is applied to groups and arrays of fixtures, thereby
creating a variety of possible transition effects. Each skew type will affect both how the fade effect applies to
each fixture, and how it propagates through the group or matrix.

There are two completely separate lists of available skew types for 1D and 2D built-in effects.

Group & Scenes (1D)

Skew types applied to 1D built-in presets work by propagating through a group's list of fixtures. The effects will
propagate across the group's list order end-to-end, so it is important to pay close attention to the fixture-listing-
order within each group to ensure the skew transition applies as desired.

Skew Type

Using skews with 1D built-in presets can create "multi-part” fades so that fixtures and elements fly into the
scene at different speeds. The skew type and fade time can allow fixtures to come on from as slow as one by
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one, all the way to a smooth fade in across them all.
None

The default skew type is None which causes all the fixtures/elements to fade in together over the course of the
fade time. Each subsequent skew type will bring each fixture within a group online at an increasing speed, see
below for more details:

Snaps

As the name suggests each fixture will snap from 0% (off) to 100% (on) instantly in turn, the skew propagates
down the list of fixtures one-by-one. When there are fewer fixtures within a group this skew type is very
effective at bringing online each fixture one-by-one. The fewer the fixtures, and the longer the fade time (and
duration of the built-in preset on the timeline), the more dramatic the effect will be.

Individually

This skew type gradually fades each fixture from off to on individually. The effect propagates down the fixture
group each fixture in turn. Similarly to snaps this skew works effectively with fewer fixtures that are to be
brought online one-by-one but with an added fade-in effect.

Note: the Snaps and Individually skew types complete on a single fixture before starting on the next. If there
are many fixtures over a short fade time the two effects will be indistinguishable as the effect has to propagate
too quickly to reveal the fade effect of the Individually skew type.

Wave, Staggered, Spread, and Multispeed

These 4 Skew types propagate through a list of grouped fixtures at varying rates thereby producing different
fade-in effect across the affected fixtures. The visual difference between each Skew relates to how many of the
fixtures in the group are actively fading-in at the same time as well as at what rate.

The effects of each Skew are best demonstrated by the below graphic showing the 4 Skews applied to a 10s
fade-in effect.
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Figure: Wave, Spread, Staggered, and Multispeed skew comparisons over a 10 second fade time.
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Below is a more technical overview for each Skew covering what is happening to each fixture's fade within the
affected group.
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NOTE: With these transitions we highly recommend experimenting using Simulate as the results can often be
surprising. The Skew feature is also greatly enhanced when paired with the Direction.

For Wave, the fade-in time for all fixtures within the affected group is equal to a quarter of the set total fade

time. This will typically produce an effect similar to a wipe transition with a narrow band of fixtures that change
at the same time.

Wave
Os 1s 2s 3s 4s 5s

Fixture Order
w

4 ‘—
° ‘
Figure: Wave skew applied to 5 fixtures over a 5 second fade time. Notice that the last fixture will

begin its fade, which lasts a quarter of 5s (1.25s), so as to finish by the end of the 5s fade time. All

other fixtures distribute the start time of their fade based on the beginning times for the first and last fix-
ture.

For Spread, the fade-in time for all fixtures within the affect group is equal to half the set total fade time. This,

like wave, also produces an effect similar to a wipe transition, but with a broader band of fixtures that are
changing at the same time (compared to Wave).

Spread
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Figure: Spread skew applied to 5 fixtures over a 5 second fade time. Notice that the last fixture will
begin its fade, which lasts half of 5s (2.5s), so as to finish by the end of the 5s fade time. All other fix-

tures, like for Wave, distribute the start time of their fade based on the beginning times for the first and
last fixture.

For Staggered, each fixture will start fading in turn - but they will have different fade times so that they all finish

fading together. This will produce an effect that will start as a more gradual transition that appears to accelerate
towards the end.
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Staggered

Os 1s 2s 3s 4s 5s
|

—_

N

Fixture Order
N w

Figure: Staggered skew applied to 5 fixtures over a 5 second fade time. Notice that the fade start time
for all fixtures is distributed evenly across the total fade, so in this case each fixture begins to fade 1s
apart from one another.

For Multispeed, all the fixtures will start fading at the same time, but fixtures at the top of the group will
complete the fade more slowly than the fixtures at the end of the group (see figure below). So it will startas a
rapid transition that appears to slow and linger towards the end.

NOTE: Multispeed has an opposite direction to Wave, Spread, and Staggered.

Multispeed

Os 1s 2s 3s 45 5

Fixture Order

Figure: Multispeed skew applied to 5 fixtures over a 5 second fade time. Notice that the fade end time
is distributed evenly across the total fade time, but for this skew the last fixtures in the group will be
the first to complete their fade.

Direction

The ordering of a skewed transition depends on the fixture/element ordering within the group. The Skew
Direction drop-down provides further ordering options such as Forwards and Backwards for additional
flexibility. Also included are In and Out options that split the group into two halves in opposing order; In will
begin at both ends of the fixture group and work the skew inwards to the middle, while Out will do the opposite,
starting in the middle of the group working out to the ends. There is also a Shuffle option that applies the skew
following a random order.

Additional groups can be created with different fixture/element ordering to achieve other skewed effects.
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Repeat

Specifies the number of adjacent fixtures/elements over which a skewed transition is repeated, default is All
meaning that the skew will span the entire selection. Typically you set this value to be equal to the number of
elements in a compound fixture or the number of fixtures in a zone or on a truss, experimentation is
recommended as interesting effects can be achieved.

Buddy

Specifies the number of fixtures/elements that will fade together within a skewed transition, default is 1
meaning that each fixture/element will fade independently. Set to 2 to make pairs fade together, 3 for
threesomes etc. Again, experimentation recommended.

| REPEAT = 3 |

BUDDY = 2

Matrix & Media presets (2D)

Skew types applied to 2D built-in presets work off of the mapping array for pixel matricies and it thus takes into
consideration the location of each fixture to produce the effects.

Skew Type

Since the Pixel Matrices onto which you place Matrix and Media presets have spatial awareness, the available
skews are more powerful than those for 1D built-in presets. They are akin to video wipes in their functionality.
Combined with the % Fade (which describes the feathering of the transition edge) and Angle properties it is
possible to obtain a variety of visual effects.

None

The default skew type is None which causes all the fixtures/elements to fade in together over the course of the
fade time.

Wipe

This is a wipe that fades in row by row from one side of the canvas to the opposite.
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Wipe (at 0°)

Iris Open & Close

This skew type will create a radiating fade that will start from the center of the canvas and propagate outwards
(Iris Open), or the opposite starting at the edges and propagating inwards to the center (lIris Close). Angle
doesn't have an effect on this skew type as its effect is perpendicular to the angel.

Iris Open I Iris Close
D E———————

Radial Wipe Clockwise (CW) & Counter Clockwise (CCW)

The radial wipe creates a fade wipe that propagates following a clock hand as it revolves around the center-
point either clockwise, or counter clockwise. By changing the angle the point at which the wipe starts can be
modified. The wipe starts at the specified angle.
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Radial Wipe CW Radial Wipe CCW

Curtains Open & Close

This skew type will create a fade-in revealing the content as if curtains were being opened or closed. Curtains
open skew creates a fade-in begin in the middle and propagate outwards from the center, whereas the curtains
close skew creates a fade-in that begins at the edges and propagates inwards. The direction of the propagation
is perpendicular to the angle, so at angle = 0 the effect comes from the top and bottom.

Curtains Open Curtains Close

(Angle 90°)

% Fade

Sets the hardness of the of the transition edge for 2D skew types - akin to feathering is some image editing
software. The hardness ranges from hard (0%) to soft (100%). When the % Fade is very hard the rows of
fixtures will turn on one after the other in a way that creates a harsh edge. With a softer (higher than 0%) %
Fade the transition smooths across more rows making it softer. See below for a representation of this effect.
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20% Fade

0% Fade

NOTE: If % Fade is putto 100% (i.e. softest) the skew effect will not take place as it is the same has having it
set to none.

Angle

Some skews (for example Linear or Radial Wipe) can optionally accept an angle value that alters the direction
or start point of the transition.
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Specifying times

Timing fields display times in the format hh:mm:ss.cc (hours:minutes:seconds.centiseconds), although leading
zeros are not displayed. 24 hours (24:00:00.00) is the maximum timeline length and thus timing duration.

When setting times you can enter in this format directly (omitting leading zeros) or you can use h, m & s to
specify your units and Designer will reformat accordingly. Furthermore, any number input without separators
(h, m, s or:)is taken literally if it is valid as such or converted if not, here a decimal point will always denote
centiseconds.

For example:

00:01:30.00 1 minute and 30 seconds (00:01:30.00)
1:30 1 minute and 30 seconds (00:01:30.00)
90s 1 minute and 30 seconds (00:01:30.00)
1h2.5m 1 hour, 2 minutes and 30 seconds (01:02:30.00)
2h7m45.5s 2 hours, 7 minutes, 45 seconds and 50 centiseconds (half a second) (02:07:45.50)
99 1 minute, 39 seconds ("99" not valid so converted) (00:01:39.00)
100 1 minute,0 seconds ("100" valid so taken literally) (00:01:00.00)
2020 20 minutes, 20 second (00:20:20.00)
30.1 30 seconds and 10 centiseconds (tenth of a second) (00:00:30.10)
Precedent

The Pharos Controllers use the Latest Takes Precedent Plus (LTP+) system (popularised by Flying Pig
Systems in the early 1990s) to determine what to output to a fixture (or, strictly speaking, fixture element or
parameter) at playback runtime. LTP+ was an enhancement of the standard LTP system and was designed to
incorporate automated lighting control. The "rules" of the LTP+ system are as follows:

1. After system initialisation, and prior to any preset (on a timeline) running, the output will be in a default,
"released" state. This does not mean that all DMX channels will be zero however as this default state is
determined by each fixture's library definition that will set parameters to sensible "home" positions, for
example pan and tilt to midway, irises and gobo/colour flags to open white.

2. The output will respond to the latest preset activated regardless of the preset data (so a preset pro-
grammed to black will override a colour).

3. When a preset expires or is explicitly released the output will revert to the prior state which may be an
overridden preset (if any) or the default state.

4. Fixture parameters are grouped by kind (Intensity, Colour, Beam Image, Beam Shape, Position & Con-
trol) and so preset programming and thus precedent operates at this level - multiple presets can thus be
responsible for the output of a fixture with multiple parameter kinds e.g. a moving light or conventional
fixture with a scroller.

Since the Controllers can run multiple timelines simultaneously then some consideration should be given as to
how best structure the project. This is particularly important if the project calls for random triggering of
timelines, for example from a Button Panel Station (BPS), since there is no way of knowing in advance what
state the output will be in (i.e. which timelines have already been triggered) when a new timeline triggered. This
interaction of timelines can yield unexpected results unless care is taken when programming.
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Timeline Audio

It is possible for the LPC X, VLC, VLC+ to output Audio from the Stereo connectors on the rear.

This audio will then be played synchronously with the lighting on the timeline.
Managing Timeline Audio
to Enable Timeline Audio

Timeline Audio is a feature that must be enabled from the Project Features page, and requires a suitable
controller in the project.

To Import Audio

Audio is imported in the same way as video clips; from Mapping or the Media Preset library.

To mute timeline audio during simulation

While simulating a timeline, it may be desirable to mute the audio temporarily. This can be done by selecting
ad
the Mute button on the Mode toolbar.

To Set the Default volume of the Timeline Audio

The volume of the Timeline Audio output is managed at a controller level.

To set the Default level, go to the controller's interface settings. This can be adjusted at runtime using the Set
Volume Action.

Imported audio should be normalised to avoid having to chance volume for different timelines.

Timeline Audio Properties

When an Audio Media preset is added to a timeline, the following properties will be available:

o Start
e End
e Audio category

Start

This is the start point of the audio, this can be used to not play the start of the audio track
End

This is the end point of the audio, this can be used to not play the end of the audio track
Audio category

There are two categories available, which treat the audio in different ways:
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Background
A background audio track will be played back normally, and if another background track is started, the first will

be stopped.

Alert
An Alert track will playback over the top of a Background track, and will stop a playing alert track if another alert
track is started.
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Interface Overview

Keyboard Shortcuts

Ctrl+N Create a new Interface
Ctrl+l Show interface properties
Alt+ select Colour Picker Sets the startup colour of the colour picker to the selected colour

Ctrl+drag on one or more control Creates a duplicate of the selected control/s

The Interface View is used to create custom User Interfaces for a Pharos Touch Panel Device, including the
TPC, TPS, TPS 5and TPS 8.

O) Interface - My Project.pd2 - Designer [Primary Window]

raise Lover  conrol 0 4 @ Cp [ R 8
Identification

Number |1

Default
Page Switcher
Page switcher | Page Switcher 1 ~ | [ New
Background
Colour

»
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Working with Interfaces

An interface is a group of pages which can be displayed on a TPC, TPS, TPS 5 or TPS 8.

Managing Interfaces

Managing of Interfaces is handled from the Interface toolbar
New Interface

The New button allows you to create a new interface for your project. This will open a tool to configure the
interface properties:
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-
] @ New Interface

Select the hardware you are using

O TPC/TPS
I

- .

o) — ) TPS 5
|

) TPS 8

Mext = Cancel

-169 -



Pharos Designer User Manual

Set the configuration properties

Mame |

Orientation | Landscape

|

Font

< Back Mext = Cance
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Select the theme

< Back Cancel

Name

A user readable name for the interface

Orientation

The format in which to create the interface (Landscape or portrait)

Font

The font used for the Interface can be set here. You will need to locate a font file (*.ttf, *.ttc,*.oftf, *.otc) on your
system. This font will be used for all text in your Interface.

Theme
The theme for the interface. See Built in Themes.

NOTE: Once the interface has been configured, the tool will prompt you to create the first page. See here for
more details.
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Delete Interface

You can delete an Interface either through the Delete button on the toolbar for the active interface or through
the Manage dialog for inactive interfaces

Manage Interfaces

The Manage option allows you to Open interfaces which have previously been closed, along with deleting and
accessing the properties for inactive interfaces.

N a3 ;
Wi Interface  New Delete Manage... Devices... @/m 1_"“‘4 Theme Editor ~
i
-
| i | :
X l
Interface  Open Mew Convert... Delete Duplicate "
1
Q}}e-:u:::l'. Mame Main Entrance
Main Entrance Font [ = e

® Reception Desk

Unlock code
Unlock function -
Lock timeout

Flip orientation D

Button 1

Button 2

Theme Edit...

,
—

KommxH

Light

NOTE: Use the Convert option to open the wizard to change the hardware type for an Interface.
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Interface Properties

|

".‘;.:.i'
ey,
F; d

Interface Mew Delete Manage... Devices...

o e

Theme Editor *

.
Interface Open New Convert...

Q Search MName

& Admin Office
* Main Entrance

Font

Unlock code
Unlock function
Lock timeout

Flip orientation

Theme

D

Delete Duplicate

Admin Office

-

* Raception Desk .! he interface font will bea uploaded to th

g
k

[ |
0

The Properties tool allows you to rename the interface at any time.

You can also setup the Lock functionality within the Interface.

Lock

When a Touch Device hasn't been touched for a period of time, it can be configured to go into a Lock state.
This displays a keypad on the screen which allows an unlock code to be input. This will then return the Touch

Device to the normal interface.

Unlock Code

The numerical code which needs to be input to unlock the Touch Device.

Unlock Function

Define whether the interface should return to the Home page or the page that was displayed when it locked.

Lock Timeout
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Define the period of Inactivity before the Touch Device becomes locked.

Linking Interfaces to Touch Devices

T a1

Delete Manage Devices.. ':bm L'h_l
o _

5 |

Select the devices that use Interface 1
]
Q, pearch
Devices

[ ] 1: Main Entrance (TPS 5)

[ ] 2: Reception Desk (TPS 5)

—— ok

To link an Interface to a TPC, TPS, TPS 5 or TPS 8 use the Devices... option in the toolbar.

This will then list all touch devices in the project and allow you to check all the touch devices which should
display the active interface.
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Working with Pages

Pages are the core of a Touch Device Interface; they contain all the elements which can be used to control your
project.

Managing Pages
New Page

When you create a new Interface, you must create the first page of the interface. Once the interface and first
page have been created, you can create additional pages with the New button on the Page toolbar.

These will both bring up a tool to create the page:

3 New Interface [4 et

Set the page properties

Mame

Icon (*) From theme

N
=
[ 1]
) From fie
< Back Mext = Cancel
Name

A user readable name for the page

Icon

Each page can have an icon attributed to it. This is shown on Page Switchers. The icons offered will be from
the chosen theme, but you may click the Browse button to choose your own.
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Page Background

3 New Interface [4 *

Select a page background

'G) Colour
() Gradient = Edit...

':) Image

Set the page background, using either a colour, gradient orimage. Some gradients are included with the
application, but a gradient editor is provided for you to create your own. The images offered will be from the
chosen theme, but you may click the Browse button to choose your own.

Page Layout

3 New Interface ? x

Select a page layout

(S O '
() P [ |
(1 )
Y] [— [—
Blank 10 Slider 12 Button
o . - o
1Button Center 1 Button Keypad 1Button Left
=
]
=
1Button Left Bottom 1 Button Left Top 1 Button Right
| ]
<Back || Mext> || cancel

Pharos Designer comes preloaded with some layouts of controls. These will pre-populate your page with a set
of controls. Different page layouts are presented depending on interface orientation and screen size.
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Navigation

S Mew Interface [4 it

Navigation

Type | Page Switcher ™ | Position | Bottom w | Alignment | Start =

':::' Create new page switcher

< Back Finish Cancel

Select a navigation type for moving between pages, choosing from a page switcher or navigation buttons.
Delete Page

You can delete the active page in the editor using the Delete button on the Page toolbar.

Duplicate Page

You can duplicate the active page in the editor using the Duplicate button on the Page toolbar.

By default, this will create a new set of controls on the page. If you want to copy the page and keep the control
keys the same, then there is a dropdown beside the Duplicate button which allows you to Duplicate (Keep
Control Keys)

Page Properties

When a page is selected, the properties browser displays the properties of the page:
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Identification

Mumber | 1

Mame [Page 1

Icon =
Default

Page Switcher

Page switcher | Mone = Mew

Background

Colour

Gradient | | Eglit,

Gradient rotation

Image o

Image scaling

Number: A unique number used to reference the pages within
an interface.

Name: A user readable name to enable easy identification of
the page in the page browser

lcon: The icon displayed in a page switcher

Default: The default page that should be shown when the
interface loads.

Page Switcher: Define and edit the page switcher that should
be used on this page.

Background Colour: A single flat colour can be chosen with
the colour picker

Background Gradient: A user configurable gradient can be
applied as the background, and the rotation angle of the
gradient can be specified.

Background Image: A static image can be used as the
background, with image scaling options to stretch, zoom or tile
the image on the background.
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Working with Controls
Adding Controls

To add new control items to a page, simply select which control you would like to add then drag and release on
the page where you would like the control to be. You can add buttons, sliders, colour pickers, labels, keypads
and clocks.

2

Control + '_l_ {F+ + 5 U Delete  Copy a
Editing Controls

To edit controls that are already on the page, click E and then select the controls you would like to edit. You
can now edit the controls by using your mouse to move and resize the controls or move the controls by
pressing the arrow keys on your keyboard.

Duplicating Controls

It is possible to create duplicates of controls by copying and pasting, or using Ctrl+drag(Cmd + drag) to create a
duplicate of the selected control/s.

Deleting Controls

You can delete controls by selecting the controls and then clicking Delete.

Editing Layout of Controls
With multiple controls selected you can use a variety of tools to alter their layout:

Icon: Layout control: Effect:

Layout selected controls horizontally Moves and resizes the selected controls to fill
the selection box with spacing between con-
trols dictated by the spacing value. Controls
will be laid out horizontally.

Layout selected controls vertically Moves and resizes the selected controls to fill
the selection box with spacing between
controls dictated by the spacing value.
Controls will be laid out vertically.

Layout selected controls in a grid Moves and resizes the selected controls to fill
the selection box with spacing between con-
trols dictated by the spacing value. Controls
will be laid out in a grid. This grid layout sup-
ports controls that span multiple rows or
columns.

Align selected controls to the left Moves the controls to the left-most point of
| the selection box. Does not effect the Y axis
or control size.
i Align selected controls to the right Moves the controls to the right-most point of
| the selection box. Does not effect the Y axis
or control size.
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== Align selected controls to the top Moves the controls to the top of the selection
L box. Does not effect the X axis or control size.

Align selected controls to the bottom Moves the controls to the bottom of the selec-
tion box. Does not effect the X axis or control
size.

Align selected controls to the middle in a vertical line  Moves the controls to the centre of the selec-
tion box in a vertical line. Does not effect the
Y axis or control size.

Align selected controls to the middle in a horizontal line Moves the controls to the centre of the selec-

o= tion box in a horizontal line. Does not effect
the X axis or control size.

NOTE: The separation of the controls when using the layout options is defined by the Spacing option

Editing Control's Properties

The properties for a control can be edited using the Property Editor, when one or more controls are selected. If
multiple controls are selected, only common properties will be displayed and any changes will be applied to all
selected controls.

Common Properties

Caption - the text that appears on a button, defining its purpose. Itis possible to include a line break in this
caption using "\n". If you require "\n" in your caption, you should use "\\n" to escape the first backslash. The
caption of a control can be changed via the Set TPC Control Caption trigger action in Trigger - see triggers for
more information.

Key - the reference for the control within Trigger. By default this will be set to <control type>XXX, where
<control type> is 'button’ or 'slider’, etc. and XXX is a unique number for the control, which starts at 001 for a
new project, e.g. button123. Setting the control key to be the same for two controls will mean that they will fire
the same trigger in Designer. A single TPC trigger in Designer can match multiple control keys through the use
of variables. See Variables for more information on using variables with TPC triggers.

Startup State - choose which state the item should be in when the Controller starts up.

X - The position, in pixels, of the control on the horizontal axis of the screen relative to the top left corner of the
control.

Y - The position, in pixels, of the control on the vertical axis of the screen relative to the top left corner of the
control.

Width - The width of the control in pixels.
Height - The height of the control in pixels.

Button Properties
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Control

Caption
Key | Button001
Startup state | Default
X |15 =
Y8 S
Width |44 =
Height | 29 v
Button
Image | -
Font size |18px | %
Horizontal alignment I u [
Wr!ic.ﬂalignmun'l: E 5
Word wrap [_]
Actuation  Momentary -
Heldd timeout | 500
Repeat interval | 200
Function | Set brightness
Page
Transition
Transition duration
Level | 255
IR Siot | Unassigned

Clock Properties

Image - choose an image to display instead of the themed shape of the button.

Either choose from button images already used in the project or click a== to
browse for a new image. Images will be stretched to fill the area of the button.
Transparency in images is supported. Overall transparency of the button will still

be determined by the current theme. Click
the button to the themed shape.

to remove the image and return

Font Size - set by default from the theme; size of the font used to display the
button caption.

Horizontal alignment - The horizontal alignment of the text in the button
Vertical alignment - The vertical alignment of the text in the button

Word Wrap - set by default from the theme; determines whether the caption of
a button will flow onto multiple lines if necessary.

Actuation - can be set to Momentary or Maintained. Momentary indicates the
button will trigger a 'press' and 'release’ every time it's touched; Maintained
indicates the button will remain depressed when tapped once, and will only
release when tapped again.

Held Timeout, Repeat Interval - specify the length of time the button must be
held before 'repeat’ triggers begin firing and how rapidly 'repeat' triggers fire.

Function - can be set to: None, Next Page, Previous Page, Back, Go To Page,
Increase Brightness, Decrease Brightness, Set Brightness. Each function has
associated sub-properties. For example, in the screenshot below the Next Page
transition can be set to None, Pan Left or Pan Right and a transition duration
can be set.

Page - if function is set to Go To Page, select the page togo to

Transition - if function is set to Next Page, Previous Page, Go To Page or Back,
select the required transition effect

Transition duration - if function is set to Next Page, Previous Page, Go To
Page or Back, select the required transition duration time

Level - if function is set to Set brightness, set the required brightness.

IR Slot - This associates an IR slot with the button. The IR slot can be activated
by an IR remote control, mimicking a button being tapped.
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Control Font Size - set by default from the theme; size of the font used to display the
Caption colour picker caption.
s“nupg:: Zm‘:‘ - Horizontal alignment - The horizontal alignment of the text in the caption
: ::3 Vertical alignment - The vertical alignment of the text in the caption
:_'::: ::Z Spacing - set by default from the theme; spacing between the colour picker

wheel and the caption text.

Clock

Fontsize 14px &

Horizontal alignment H
Vartical alignment H i

Spacing Epx  +

Colour Picker

Control Startup Colour - select the colour that you want the colour picker to be in at
Gaption startup. This can also be set by clicking on the colour picker with Alt held down.
Key colour001
Startup state | Defaut - Font Size - set by default from the theme; size of the font used to display the
X 279 : colour picker caption.
Y 24 =
s P z Horizontal alignment - The horizontal alignment of the text in the caption
Height &9 =

Vertical alignment - The vertical alignment of the text in the caption

Golour Picker

Startup colour

Spacing - set by default from the theme; spacing between the colour picker
wheel and the caption text.

Font size  11px &

Horizontal alignment E
Vartical alignment H i

Spacing  Gpx -

Keypad Properties
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Control
Caption
Key
Startup state
X
A
Width
Haight
Keypad

Maximum digits

Caption horizontal alignment

Caption vertical alignment i

keypad001
Default

18

105

a8

86

4 &

Show digits ]

Label Properties

Control
Caption
Key
Startup state
X
Y
Width
Haight

Label

Font size

Herizontal alignment

Vartical alignment

label001
Default
260

128
118

ar

16px &

Ward wrap ||

Slider Properties

Max Digits - set the maximum amount of characters that may be entered into a
keypad by the user at a time.

Caption horizontal alignment - The horizontal alignment of the text in the
caption

Caption vertical alignment - The vertical alignment of the text in the caption

Show digits - choose whether the characters entered into a keypad are hidden
or shown.

Font Size - set by default from the theme; size of the font used to display the
caption text in the label.

Horizontal alignment - The horizontal alignment of the text in the label
Vertical alignment - The vertical alignment of the text in the label

Word Wrap - set by default from the theme; determines whether the caption of
a label will flow onto multiple lines if necessary.
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Control

Caption

Key shder001

Startup state
X
¥
Width
Height
Slider

Unit | Pas

Startup value

Caption font size

Default
370

23

a8

211

cant v
100%  +

1px ¥

Caption horizontal alignment u i

Caption vertical alignment |

Show valee ||

Value font size

Value harizontal alignment

Value vertical alignment

Spacing
Handle size
Incramant IR slat

Decrement IR slat

020 %
Unassigned

Unassigned -

Ab| [4p| [4] [4p

Unit - this sets whether the value should be displayed as a percentage or 8-bit
value (0-255).

Startup Value - this sets where the slider is positioned at startup

Caption Font Size - set by default from the theme; size of the font used to
display the slider caption.

Caption horizontal alignment - The horizontal alignment of the text in the
caption

Caption vertical alignment - The vertical alignment of the text in the caption
Show Value - whether the value of the slider is displayed next to it.

Value Font Size - set by default from the theme; size of the font used to display
the slider value.

Value horizontal alignment - The horizontal alignment of the value
Value vertical alignment - The vertical alignment of the value

Spacing - set by default from the theme; spacing between the slider and the
first line of text, and the spacing between the caption and value.

Handle Size - set by default from the theme; fraction of the slider track that is
occupied by the slider handle (0.05 - 0.95).

Increment IR Slot - this allows an IR slot to be associated with incrementing
the slider level.

Decrement IR Slot - this allows an IR slot to be associated with decrementing
the slider level.
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Page Navigation

Configuring Page Navigation
There are two methods for managing navigation between pages for projects that contain multiple pages:

» Page Switchers
» Navigation Buttons

These can be created from the Navigation step of the new page wizard or by pressing New in the Page
properties

Mew Interface O ot
Navigation
Type |Page Switcher * | Position | Bottom | Alignment | Start =
(*) Create new page switcher
< Back Finish Canecel

Page Switchers

The position of a page switcher on the screen can be set along with its alignment. It is possible to use an
existing page switcher from another page, or alternatively you may create a new page switcher.

-185-



Pharos Designer User Manual

Properties
Layout
La}"ﬂ] Ut Edit pages...: Adjust the pages included
Edit pages in the switcher and their order
Alignment: The alignment of the buttons
Alignment | Start = within the switcher
Labels Labels
Show page names: Should the page
Show page names name be shown with the icon
Fontsize | 11 |+ Font size: The size of the text labels
Text colour: The colour of the labels on
Text colour the switcher
Highlight colour - Highlight colour: The colour highlight for
the current page
Highlight opadty | 50% |+ Highlight opacity: Set the transparency
of the highlight for the current page
Background
Background
Gradient . el Edit... Gradient: The gradient to use on the
switcher
Opacity | 50%: ) )
Opacity: The opacity of the switcher's
EIGCI( background
Clock
Display |:| Time |:| Date
Display: Choose whether to display the
Time format | hh:mm time and/or date
Time/Date format: Specify the format of
Date format |d/M/yyyy the displayed date and time
Clock font size | 11 |3 Clock font size: Font size for the clock
Clock position: Where to put the clock
Clock positon |[End = on the switcher

The pages in the page switcher can be adjusted later by right-clicking the page switcher in the Page Preview
window and selecting Edit Page Switcher.

Navigation Buttons

Navigation buttons can be positioned at the top or bottom of a page. Alignment options are Start, End, Center
or Spread. A maximum of three buttons can be added and each button's function can be set from the following
list:
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Page Navigation

Next Page (go to the page after this one, governed by the order shown in the page browser)
Previous Page (go to the page before this one, governed by the order shown in the page browser)
Back (go to whichever page was shown before the current page)

Go To Page

The function of navigation buttons can be adjusted at any time by selecting the button in Page Preview and
changing the Local Function in the Property Editor:
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Built-lIn Themes

Pharos Designer comes with some built-in themes that you may use directly in your projects, or edit with the
Theme Editor as required. Knowledge of the states in a theme for each item (e.g. buttons, sliders, etc.) is useful
when using the Set TPC Control State action in Designer. Changing the state of an item will change its
appearance, and this allows you to provide feedback in your interface.

The built-in themes are as follows:

e Dark

* Light
e Aurora

+ City
.+ Lite

Extra TPS Themes are available from our website.
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Dark Theme

Dark Theme

The Dark theme is included with Designer. It has the following states for items:

Button States

Black

Magenta Orange

Silver Yellow

A

Mormial

The following states are shown in the image above:

Black (default)
Blue

Cyan

Green
Magenta
Orange
Purple

Red

Silver

Yellow
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Cyan Dim Green

Magenta
Dim

Orange Dim Purple Dim

Mormal  Dim
The following states are shown in the image above:

Black Dim
Blue Dim
Cyan Dim
Green Dim
Magenta Dim
Orange Dim
Purple Dim
Red Dim
Silver Dim
Yellow Dim
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Dark Theme

Slider States

Black Blue Cyan Green M...a O..& Purple Red Silver Yellow

tHl 1

Sliders Highlight

The following states are shown in the image above:

Black (default)
Blue

Cyan

Green
Magenta
Orange
Purple

Red

Silver

Yellow
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00000000 .

Black Blue Cyan Green M...a 0...e Purple Red Silver Yellow

tHl 1

Sliders Highlight

The following states are shown in the image above:

Black (default)
Blue

Cyan

Green
Magenta
Orange
Purple

Red

Silver

Yellow
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Dark Theme

Label States

Normal

White Text

Warning Background

The following states are shown in the image above:

Blue Text (default)
Normal

White Text

White Background
Warning Text

-193 -



Pharos Designer User Manual

Light Theme

The Light theme is included with Designer. It has the following states for items:

Button States

Silver Yellow
[

A EE
1
| 1 |

Mormal Dim

The following states are shown in the image above:

Blue(default)
Cyan

Green
Magenta
Orange
Purple

Red

Silver
Yellow
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R s R

Magenta Dim

A

MNormal

= | ||
3 1

The following states are shown in the image above:

Blue Dim
Cyan Dim
Green Dim
Magenta Dim
Orange Dim
Purple Dim
Red Dim
Silver Dim
Yellow Dim
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Slider States

SELsEscEs

\

\

t\
i\
ﬂll

i

Cyan

Purple

m

tHl 1

Sliders Highlight

= e
“Red [ Silver [ Yellow)

The following states are shown in the image above:

Blue (default)
Cyan

Green
Magenta
Orange
Purple

Red

Silver

Yellow
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—_

=t rr e
.0 O D o @D 3 €5 D
1l 14l

Sliders Highlight

The following states are shown in the image above:

Blue
Cyan
Green
Magenta
Orange
Purple
Red
Silver
Yellow
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Label States

Default

Blue Text

Warning Background

Warning Text

Labels

The following states are shown in the image above:

Blue Text (default)
Normal

White Text

White Background
Warning Text
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Aurora Theme
The Aurora theme is included with Designer. It has the following states for items:

Button States

The following states are shown in the image above:

Silver (default)
Red

Green

Cyan

Magenta
Yellow
Orange

The following states use the same colours as the above, but they cause the opacity of the button to vary over a
period of 1 second to attract attention.

Silver Flashing
Red Flashing
Green Flashing
Cyan Flashing
Magenta Flashing
Yellow Flashing
Orange Flashing
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The following states are shown in the image above:

Silver Dim
Red Dim
Green Dim
Cyan Dim
Magenta Dim
Yellow Dim
Orange Dim

The following states are shown in the image above:
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Silver Highlight
Red Highlight
Green Highlight
Cyan Highlight
Magenta Highlight
Yellow Highlight
Orange Highlight

Slider States

enta’ Yellow

Mormal  Highligh

The following states are shown in the image above:

Silver (default)
Red

Green

Cyan

Magenta
Yellow
Orange

Orange
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o S

Mormal Highlight

The following states are shown in the image above:

Silver Highlight
Red Highlight
Green Highlight
Cyan Highlight
Magenta Highlight
Yellow Highlight
Orange Highlight

enta

Yellow

Orange
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Label States

Buildings and monuments, shopping malls and retail chains,
corporate foyers and museums; increasingly people expect to be
entertained in locations that were traditionally the preserve of
purely architectural lighting. In many venues it is no longer
sufficient to light a space beautifully, the lighting is now required

to be part of an interactive entertainment experience that must
stand out against all the competing presentations to which

Mormal

The Normal state (default) is shown in the image above.

n 4 »

lormal Warning Back

The Warning Text state is shown in the image above.
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Warning Backaground

The Warning Background state is shown in the image above.
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City Theme

The City theme is included with Designer. It has the following states for items:

Button States

Sky Blue Lilac Tint Pale Lavender
Light Pink Soft Amber
I |
Sea Green Pale Green Silver

The following states are shown in the image above:

The following states use the same colours as the above, but they cause the opacity of the button to vary over a
period of 1 second to attract attention.

Sky Blue (default)
Lilac Tint

Pale Lavender
Light Red

Light Pink

Soft Amber

Sea Green

Pale Green

Silver

Sky Blue Flashing

Lilac Tint Flashing

Pale Lavender Flashing
Light Red Flashing
Light Pink Flashing
Soft Amber Flashing
Sea Green Flashing
Pale Green Flashing
Silver Flashing
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Sky Blue Dim ‘ Lilac Tint Dim Pale Lavender Dim

Light Pink Dim Soft Amber Dim

Silver Dim

The following states are shown in the image above:

Sky Blue Dim

Lilac Tint Dim

Pale Lavender Dim
Light Red Dim
Light Pink Dim
Soft Amber Dim
Sea Green Dim
Pale Green Dim
Silver Dim
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Slider States

Blue Lilac e Finl Amber Green Pale Gn Silver
. — - 1 —

The following states are shown in the image above:

Sky Blue (default)
Lilac Tint

Pale Lavender
Light Red

Light Pink

Soft Amber

Sea Green

Pale Green

Silver
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Label States

Default

The Default state is shown in the image above.

The Warning Text state is shown in the image above.
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Warning Background

The Warning Background state is shown in the image above.
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Lite Theme
The Lite theme is included with Designer. It has the following states for items:

Button States

Sand

Olive Green

Red

Blue

Marmal Dirm

The following states are shown in the image above:

Sand (default)
Olive Green
Red

Blue
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Olive Green Dim

Blue Dim

Mormal Dim

The following states are shown in the image above:

¢ Sand Dim

¢ Olive Green Dim
* Red Dim

¢ Blue Dim

Slider States

Sand Green Red

The following states are shown in the image above:




Pharos Designer User Manual

e Sand (default)
¢ Olive Green
* Red

* Blue

Label States

Default

The Default state is shown in the image above.
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Theme Editor

The theme editor facilitates the creation and editing of custom Touch Interface Themes. It allows you to add
and edit background images, icons and item states.

Click Theme Editor on the toolbar to launch the theme editor.

Editing a project theme

The theme editor has three tabs for editing different aspects of a theme.

Editing item states

Edit Theme

tems Background Images

tem type | Button -

Default Properties Item states

Light Pink
Font size | 16px Light Pink Dim
Light Pink Flashing
Word wrap [] Light Red
Light Red Dim
Light Red Flashing
Tint

Lilac

Background image

|4
rew

0/ 000

Button

Border width | 2px

Bold taxt [_]
Italic text [_]

Gradient bottom colour

00

Gradient bottom colour (pressed)

Gradient bottom pesition | 1.00

Default Item Properties - these set default values for certain properties that will be applied to an item when it's
created for the first time. These properties can usually be edited in the main property editor of Interface view.

Item States - Select a state to edit its properties. The default state is shown with "(Default)" after its name.
Double-click a state (Windows) or press the Enter key (OS X) to rename the selected state. Click{: toadda

new state. CIickQ to delete a state (not possible for the default state). Click j to duplicate a state. The state
of an item can be changed using a Set Touch Control State action (see Actions for more details) for more
information about Touch Device actions.

State Property Editor - Edit the properties of the selected state. Works in the same way as the main property
editor.

State Transition Editor - Edit the transition that is applied to the item properties when the current state is
applied to the item. Easing is the curve that property values will follow.
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Editing background images

Edit Theme

iters. Background Images | lcons

Filter | Al - Apply

Clickq} to add a new background image from a file. Click G to remove the currently selected images from
the theme. The image files will not be deleted.

You can set the orientation of images so that they are only offered as backgrounds for projects of the same
orientation. If the image isn't specific to an orientation, for example if it's meant for tiling or centring on the
screen, then set its orientation to 'Any’. You may filter which images are shown using the drop down near the
top of the window.

Editing icons

Edit Theme

items Background Images

Nane
el i IS @ &
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CIick{: to add a new icon from a file. CIick: to remove the currently selected icons from the theme. The
image files will not be deleted.

NOTE: When using .svg files for images, ensure they use the SVG Tiny 1.2 profile. If in doubt, please contact
support.

Export project theme

The Theme Editor launch button has an option to export the theme in the current project. This is useful for using
the same theme on different projects.

You can access this option using the arrow to the right of the Theme Editor button

To export a theme you will have to provide a file name as well as a directory for the theme to be saved to.
Mame |City|
File name /Users/daveshaw/Documents/Pharos Controls/Designer 2/Interface/Themes/City.tpt -

Cancel Save

Creating a new theme

To create a new theme you will need to create a new interface and go to the "Select the Theme" page. Click on

the q} at the top of the window to create a new theme. You'll need to give the new theme a file name and
choose a file path. You'll also need to choose a theme to use as a template.

Create New Theme

Mame ||

]

File namme

select an existing theme to use as a template:

Cancel

You will now see the Theme Editor where you can edit item states in the new theme.

-215-



Pharos Designer User Manual

Saving changes to a theme

Click Done when you've finished editing the theme and your changes will be saved to the theme file. If you're
creating a new theme, the theme will now be shown in the theme browser and offered when you create a new
interface.
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Trigger Overview

Keyboard Shortcuts

Ctrl+N

Create a new trigger of the last created type

Ctri+left-click on a trigger, condition

or action

Toggles its selection

Shift+left-click

Select a range of triggers, conditions or actions

Ctrl+A

When nothing is selected, select all triggers; when a condition or
action is selected, selects all conditions/actions of the parent
trigger

Hold Ctrl while dropping a dragged

trigger

Create a copy of the trigger at the drop location

Hold Shift while dropping a dragged

condition or action

Move the condition or action to the trigger it is dropped on

Delete/Backspace

Delete selected triggers, conditions or actions

Up/Down

Move current row indicator up and down, and select the row

Shift + Up/Down

Move current row indicator up and down, and add the row to the
selection

Ctrl + Up/Down

Move current row indicator up and down, but don't change the
selection

Left/Right Collapse/Expand current trigger
Space Select current row

Ctrl + Space Add current row to the selection
Ctrl+B in Script Editor Compile script

The Trigger window is used to “connect” your timeline programming to the outside world:

-217 -



Pharos Designer User Manual

- Trigger - Help.pd2 - Designer [Primery Window] <
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Controllers support a range of interfaces which can be used to Trigger the playback engine including an
internal real time & astronomical clock. For example, digital input #1 (connected to a wall panel) could be set to
start “Funky” timeline, “Advert” can be set to run on the hour every hour between sunrise and sunset and, at
sunset, “Cleaning” would start.

This tab contains two sections. The main section in the middle is the Trigger management area

Creating a Trigger

To create a Trigger, click New Trigger in either the Trigger toolbar or the Configuration Pane. Select the
required type from the searchable dropdown menu, see Triggers.

Configuring a Trigger

¢ Type - the Trigger type

* Number - the Trigger's unique number as used for Web Interface control purposes (can typically be left
at the default value unless creating custom pages)

* Name - an identifier for the Trigger used in the Trigger Management Area, Simulate and Web Interface

» Description - a more detailed description for use in Reports.

» Group - the group that the Trigger belongs to (defined by colour) e.g. Red = outside, Green = inside

» Controller - the controller that will process the Trigger, note that Real Time, Astronomical, Ethernet Input
and 10 Module Triggers are processed by the Network Primary. Note: This is only available if the feature

is activated (using advanced feature option

« Test conditions on - Certain circumstances will require a condition to be tested on a device separate to
the device receiving the trigger (e.g. Touch control trigger needing to test timeline status on LPC)

¢ Absorbed - uncheck to prevent the Trigger absorbing the match, see below

¢ Included - uncheck to hide this trigger from the controller's Web Interface and Director

« Enabled - uncheck to prevent the Trigger from running

» Parameters - the data required for each Trigger type, varies by type so refer to the appropriate Trigger
descriptions. Note that if a parameter only has one option (e.g. only one timeline in the project), then it
will be selected by default.

LL Y] )
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Inhibiting a Trigger

For testing purposes it is sometimes useful to inhibit one or more Triggers to examine more clearly the
operation of others. A Trigger can be inhibited by unchecking the Enabled box in the Trigger configuration, the
row details will be displayed in a grey .

Hiding a Trigger

By Default Triggers are available to be viewed and fired from various locations, including the Default Web
Interface, and Director. To prevent triggers from being visible in these locations, they can be hidden using the
Included checkbox within the Trigger properties.

Trigger Numbering

Under most circumstances the trigger numbers have no bearing on the operation of the project file. Users
should be careful when changing trigger numbers if the controller APl is utilised in a project.

It can be desirable to change the numbering of Triggers such that they are continuous through the project once
all triggers are created and put in order (see below). This can be achieved by manually changing the Trigger
numbers in the trigger properties or:

» Selecting multiple triggers
* Right-clicking on a selected trigger
e Choosing Renumber triggers...

In the popup window, the Starting number can be set, e.g. if a set of triggers relating to a section of the project
should be together in the 10xx range.

The selected triggers will be numbered incrementally from the starting number in the order that they are
present in the trigger list.

Trigger order & matching

The order in which Triggers are displayed in the Trigger Management Area is the order in which they are tested
by the system. Once a Trigger is successfully matched then, if "Absorb on match"is checked, no further
Triggers are tested for that event; the event is absorbed. Thus this Trigger order is important, particularly when
using Conditions.

If you had two identical Triggers in your show then, assuming they had no Conditions, only the first one
encountered would ever be matched. However, if you add a Condition to the first Trigger then it will only match
when the Condition is true, and when it is false the second Trigger will match instead.

The ability to have the same Trigger have different results based on a Condition is very powerful. For instance
you might have a single digital input that starts one timeline during the day and another during the night.

Changing the Trigger order

You can select and drag the Trigger up or down within the management area to redefine the order
Absorb on match

In some cases it is useful for a matched Trigger not to absorb the event and thus allow Triggers further down

the list, so there exists the option to disable the default behaviour by unchecking the "Absorb on match" box for
each Trigger as required.
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Conditions

If you wish to constrain the Trigger with a Condition then use the New Condition button in either the Trigger
Toolbar or the Condition Configuration area. Select the required type from the searchable dropdown menu, see
Conditions.

Up to 32 Conditions can be applied to each Trigger in this way and you can select each one for configuration
from the Trigger Management Area.

Configuring a Condition

» Type - the Condition type

* Negate - check to invert the operation of the Condition i.e. if the Condition does not match

» Parameters - the data required for each Condition type, varies by type so refer to the appropriate Condi-
tion descriptions. Note that if a parameter only has one option (e.g. only one timeline in the project), then
it will be selected by default.

Changing the Condition order

To change the order in which Conditions are tested, select the Condition in the Trigger Management Area and
drag it to the required location within the Trigger.

Actions

Every Trigger needs an Action, the thing to do, which you can add to a Trigger using the New Action button in
either the Trigger Toolbar or the Action Configuration area. Select the required type from the searchable
dropdown menu, see Actions.

Up to 32 Actions can be applied to each Trigger in this way and you can select each one for configuration from
the Trigger Management Area.

Configuring an Action

¢ Type - the Action type

¢ Controller - the controller that will process the Action

e Parameters - the data required for each Action type, varies by type so refer to the appropriate Action
descriptions. Note that if a parameter only has one option (e.g. only one timeline in the project), then it
will be selected by default.

Changing the Action order

To change the order in which Actions are executed, select the Action in the Trigger Management Area and
drag it to the required location within the Trigger.

Copying a Trigger, Condition or Action

Select the Trigger, Condition or Action to be copied in the management area and use the Copy option in the
appropriate section of the Trigger Toolbar or right-click > Duplicate [Trigger, Condition or Action] to create a
duplicate immediately below the current selection. When you duplicate a Trigger, the Conditions and Actions
for that Trigger are duplicated as well.

To create a copy of an Action in a different Trigger, you can select the Action in the Trigger Management Area
and drag it into the destination Trigger.
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Deleting a Trigger, Condition or Action

Select the Trigger, Condition or Action to be deleted in the management area and use the Delete option in the
appropriate section of the Trigger Toolbar or right-click > Delete [Trigger, Condition or Action] delete the
current selection. When you delete a Trigger, the Conditions and Actions for that Trigger are deleted as well.

Trigger Filtering

To filter Triggers by their group, you can use the Filter... option in the Trigger Toolbar. The Filter toolbar will be
shown:

|:| Filter by type =

|:| Filter by group

You can filter Trigger by their Type or by their Group.

You can disable filtering by Type and Group with the appropriate checkboxes.

10 Module Editor

The 10 Module editor allows you to add IO Modules to your project. These 10 Modules (IOMs) are small
snippets of code that allow your Pharos Designer system to interact with 3rd party devices, or add additional
functionality into your project file that was only possible via scripting before.

Scripts | Import... Download... Module Instance

Library Properties - Mo instance selected

Project Modules
Unused Modules

Import... allows you to import an IOM file from your hard-drive. This is only really necessary when you have a
custom IOM or have been sent one from Support.
Delete allows you to delete an |0 Module from your computer.

NOTE: Deleting an IOM will remove it from your |IOM file in Designer's default folder system, so will no longer
be visible in further projects. If this was done accidentally, the IOM can either be re-downloaded or re-imported.

Update... allows you to update an existing IOM from a source file on your hard-drive. This is only necessary if
you are using an imported, rather than downloaded, IOM.

Download... will open the Online IO Module Library, which povides access to all released IO Modules and
released betas.

Module Instances are the IOMs that are currently active within your project. Each IOM can be run in multiple
instances, which ringfences them all off from each other. For instance, the timer of one will not trigger another
instance.

Instances can be created or deleted from within the toolbar.
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Lua script editor

The Lua Script Editor allows you to edit scripts from Triggers, Conditions and Actions within Designer. The
Script Editor is launched by pressing the Scripts & Modules button on the Trigger Toolbar, and selecting Scripts
in the bottom pane:

Modules Mew Manage... Preferences... Import... Export... Build

My Script X

1 myVar = get trigger variable(l).string

log("Captured Variable: "..myVar)
The main area of the editor is the code editor where you enter the source code of the script. The code editor will
colour the Lua syntax to aid readability. Standard clipboard shortcuts and undo/redo are supported.

To create a new script for use in Conditions or Actions click New Script.

Scripts can be opened using the Open option and closed with the % onthe Script Tab.
To import a Lua script from an external file, use Import.
To save a Lua script to a file, use Export.

To compile the script and check for syntax errors, use Build. If there are errors in the script, they will be
displayed at the bottom of the window.

Changes to scripts are saved automatically.

Find

v | Aa |Abc| .* Find Find Previous Close

Pressing Ctrl(Cmd) + F will open the find bar in the script editor.

This allows you to search for text within your script.

Aa If selected, the case must match
|Abc| If selected, the whole word must match
.* If selected, Regular Expressions can be used in the search box
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Triggers

A Trigger is an event that the controller receives which can then be used to tell the controller to do something. It
is the IF part of an IF THEN statement.

Example:

= 1 “ Real Time 10:00:00 every day

{(¥) Start Timeline Start Timeline 1

IF (Real Time 1s 10:00:00) THEN (Start Timeline 1)

The Real Time Trigger will fire whenever the built in Real Time clock tells the controller that it is 10:00:00,
and the controller will then Start Timeline 1.

There are many different trigger types available, each linking to a different internal or external triggering
situation.

Clock/Calendar Triggers

Clock/calendar triggers use the controller's real time clock to fire triggers based on the current time, or
astronomical or lunar events such as Sunset or the Full Moon. These triggers are often used when a schedule
is required for the project. This could be as simple as starting a light show at sunset and stopping it at sunrise.

* Real Time

The Controller has an internal, battery-backed real time clock. In a project with multiple Controllers only
one Controller is set as the Network Primary (see Controller association), use the configuration settings to
determine what sort of real time event will be matched, for example 5 minutes past every hour or at noon
on a specific date.

The standard dialog allows you to deal with the most common cases, including one-off events or events
that recur hourly, daily or weekly. Note that the maximum resolution of real time events is 1 second, so an
"Any Time" trigger will fire every second during the specified date range:

Date Time Mask Editor O >

Date

':E:' Every day
':::' Week days
() Once a week

¥ a4
L} Once

Time

¥ i T i
I} Any time

¥ iy 4
(=) Every hour 00:00
P i ¥
L_J Once
Show Advanced Reset Ok Cancel
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There is also an advanced dialog that allows you to specify a precise mask of when the trigger should fire,
using a combination of year, month, day of the month, day of the week, hour, minute or second.
Highlighted values are included in the mask and make sure all values are highlighted in any column you
don't care about. The trigger will fire at all times that match the specified mask in all columns - so no
column should be blank or the trigger will never match:

Date Time Mask Editor O x
Year Manth Day Day Mame Hour |E| Minute |E| Second
2000 January 1 Sunday 0

2001 February 2 Monday 1 1 1

2002 March 3 Tuesday 2 2 2

2003 April 4 Wednesday 3 3 3

2004 May 5 Thursday 4 4 4

2005 June 6 Friday 5 5 5

2008 July 7 Saturday & 6 6

2007 August 8 7 7 7

2008 September 9 8 3 3

2009 October 10 9 9 9

2010 Movember 11 10 10 10

2011 December 12 11 11 11

2012 13 12 12 12

2013 14 13 13 13

2014 15 14 14 14

2015 16 15 15 15

2016 i 2 17 16 16 16

Show Basic Reset Ok Cancel

Further information about the use of the real time clock can be found in the conditions chapter.

In the Network view, a Controller properties option exists to "execute real time triggers on startup". This will
ensure that all real time triggers are executed from a user-specified time to the current time to reinstate the
correct playback state in case the Controller is restarted for some reason (e.g. power loss, watchdog or
remote reset).

NOTE: Real Time triggers are only tested by the Network Primary and then shared over the network so
any conditions are tested on the Network Primary only.

= Astronomical

The Controller is also equipped with astronomical clock algorithms which automatically generate the
correct sunrise, sunset, dawn and dusk times for the location of the installation (see project properties).
Use the configuration pane to select between sunrise, sunset, dawn or dusk and to specify an offset,
negative or positive, in minutes. A negative offset will be the specified number of minutes earlier, and a
positive offset will be later.

Two versions of dawn and dusk are offered, using the two definitions of twilight: civil and nautical. Please
see Wikipedia for an explanation of these terms.

A Controller properties option exists to ensure that all astronomical triggers are executed from a user-
specified time to the current time to reinstate the correct playback state in case the Controller is restarted
for some reason (e.g. power loss, watchdog or remote reset).

NOTE: Astronomical triggers are only tested by the Network Primary and then shared over the network so
any conditions are tested on the Network Primary only.
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Lunar

As well as astronomical triggers the Controller uses lunar clock algorithms to calculate the lunar phases
based on the location of the Controller (see project properties).

The lunar events are new moon, first quarter, full moon and third quarter. Use the configuration pane on
the right to select the phase.

NOTE: Lunar triggers are only tested by the Network Primary and then shared over the network so any
conditions are tested on the Network Primary only.

Playback Triggers

A playback trigger is fired by an event involving a timeline or scene, or by the controller booting. These could be
used to start a particular timeline when the controller boots, or to always start a timeline when another has
finished.

E Startup

The startup trigger determines what the Controller should do after power up or reset. There are no
configuration options.

ﬁ Timeline Started

A timeline starting (generally as a result of a trigger or the timeline looping) can be used as a trigger. Use
the configuration pane to select which timeline, or select 'Any' and choose a playback group to trigger
when any timeline in that group is started.

il !
\%) Timeline Ended
A timeline reaching the end of its programming can be used as a trigger. Use the configuration pane to

select which timeline, or select 'Any' and choose a playback group to trigger when any timeline in that
group ends. For a looping timeline, this trigger will fire every time the timeline loops.

ﬁ Timeline Released

A timeline releasing can be used as a trigger. Use the configuration pane to select which timeline, or select
'Any' and choose a playback group to trigger when any timeline in that group is released.

F Timeline Flag

Any timeline can have one or more flags placed on the time bar (see working with timelines) to act as
triggers. Use the configuration pane to select which timeline and the flag within that timeline, or select 'Any"
and choose a playback group to trigger on any timeline flag on any timeline in that group.

Timeline can be set to any to match any flag in the project. The timeline number will be captured as a
variable.

Flag can be set to any (with a specified timeline) to match any flag in that timeline. The time of the flag (in
milliseconds) will be captured as a variable.
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ﬂ Scene Started

A scene starting (generally as a result of a trigger or a timeline preset being used) can be used as a trigger,
use the configuration pane to select which scene, or select 'Any' and choose a playback group to trigger
when any scene in that group is started.

ﬂ Scene Released

A scene releasing (generally as a result of a trigger or a timeline preset being used) can be used as a
trigger, use the configuration pane to select which scene, or select 'Any' and choose a playback group to
trigger when any scene in that group is released.

Interactive Triggers

Interactive Triggers are triggers which respond to an input from a human (generally). These include push
buttons on the Pharos BPS and Touch Device and other Touch Device controls. You would use these triggers
if you have a Touch Device in your project and need to act upon interaction with the controls on the interface.

. Soft Trigger

This trigger type is provided for triggering from the web interface, there are no configuration options.

- Digital Input

The LPC and TPC with EXT have 8 digital inputs which can be used as triggers, either to detect a voltage
or a contact closure driving with an "active high" signal. More information on High and Low for Contact
Closure can be found here. Use the configuration pane to select which Controller (Any or a particular LPC
or TPC with EXT), which Input (1 through 8) and the polarity of the logic - select Low for contact closure or
when driving with an "active low" signal, select High for driving with an "active high" signal.

The Input can also be set to Low Held or Low Repeat. These will use the Held Timeout and Repeat Interval
settings to fire the trigger once the Input has been low for the Held Timeout or every Repeat Interval after
the Input goes Low.

The Clicked option can be used to fire the trigger when it changes to Low and back to High. The Clicked
event will only occur if the input is toggled before the Held timer occurs, which can be set independently for
each Remote Device in the Network view. More information can be found on the Held timer here.

To receive a digital input from a Pharos Remote Device, change the Device to RIO 80 or RIO 44 and set
the RIO number, or leave as Any. The RIO 80 has 8 inputs and the RIO 44 has 4 inputs.

The inputs on the LPC and TPC with EXT hardware and the RIOs can also be configured as analog inputs
in the Network Mode.

Y Analog Input

The revised LPC and TPC with EXT hardware has 8 inputs that can be configured as digital or analog
inputs in the Interfaces tab of the Network view. The RIO 80 and RIO 44 have inputs that can be configured
as digital or analog inputs in the Remote Devices tab of the Network view.

Use the Controller and Input settings to specify which Controller's analog input should be considered the
input source. Alternatively, leave the Input set to Any to match any of the inputs of the Controller and to
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capture the input as a variable. To use a RIO's input as the input source, change the Device from Local and
select the RIO number, or leave this as Any.

Now you should specify the range of voltage to trigger on. You can choose whether to trigger every time
the voltage changes within the specified range ("Changes in range"), or to only trigger when the voltage
enters the specified range ("Enters range"). "Enters range" is generally more useful when you are using
analog inputs to trigger timelines, but "Changes in range" would be required if you were using an analog
input as a variable passed to a Set Intensity action to control the intensity for a group.

The voltage range of a Controller's or RIO's analog input can be configured in the Network view. The
smallest measurable voltage change is 0.25V.

O BPS Button Event

The BPS has eight buttons which can be used as triggers.

Use the configuration pane to select which Controller should process the trigger. Select the BPS, button
number (or leave as Any - see variables) and the type of button event (Press, Held, Repeat, Release,
Clicked). Setting the button number to Any will capture the pressed button as a variable.

Touch Device Triggers

Touch device triggers will respond to any touch device in the project. To respond only to a particular touch
device, use the "Touch Device' field to set the type and number of the touch device you're interested in. To
specify a particular TPC, enable the "Trigger Controller Edit' project feature, set the trigger's controller to
your TPC and set "Touch Device'to 'Local'.

. Touch Button Event

Whenever a button in a Touch Device user interface is touched, triggers of this type will be checked for
a match.

The Button field should be set to the Control Key of the button you're interested in - this is a property of
buttons that is set in Interface. Either pick a control key from the list, or type itin.

The Event defaults to 'Click’, which is a complete press and release touch action. Other options are
Press, Release, Held and Repeat, like the BPS Button trigger.

MW Touch Slider Move

Whenever a slider in a Touch Device user interface is moved, triggers of this type will be checked for a
match.

The Slider field should be set to the Control Key of the slider you're interested in - this is a property of
sliders that is set in Interface. Either pick a control key from the list, or type itin.

' Touch Colour Change

Whenever a colour picker in a Touch Device user interface is touched, triggers of this type will be
checked for a match.

The Picker field should be set to the Control Key of the colour picker you're interested in - this is a
property of colour pickers that is set in Interface. Either pick a control key from the list, or type it in.
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% Touch Page Change
Whenever the current page of a touch device user interface is changed, triggers of this type will be
checked for a match.

The 'Page’ field should be set to the name of the page you're interested in - this is a property of pages
that is set in Interface. Either pick a page name from the list, or type it in. You can also specify whether
you want the trigger to fire when entering or leaving that page.

E Touch Keypad Code

When the Enter key on a keypad is pressed, triggers of this type will be checked for a match.

The Keypad field should be set to the Control Key of the keypad you're interested in - this is a property
of keypads that is set in Interface. Either pick a control key from the list, or type it in.

T ..

= Touch Inactivity

Whenever the sleep/awake state of a touch device screen is updated, triggers of this type will be
checked for a match.

Choose whether to trigger after a period of inactivity or when the Touch Device becomes active (is
touched) again.

The timing for when the touch device is set to inactive can be adjusted in the Device Properties area of
the Network tab.

Protocol Triggers

Protocol Triggers are generally triggers which include communication with another device using a command
protocol such as Serial (RS232/485), Lighting control data (DMX/eDMX/DALI) and Ethernet (TCP/UDP).
These would be used when another device is used which can communicate with one of these protocols, and
they could be used to start a timeline when a particular string is received from another device, or to set the
intensity of a group of fixtures based on an Audio input.

Commands

Protocol Command triggers can be used when a specific message is being send to a controller by another
control system or device. These could be an ASCII string sent over Serial which should cause a timeline to
start or a MIDI message from a Show control system to turn down the house lights in a performance space.

& gSerial Input

RS232 remains a very popular protocol for interfacing equipment and the RS232 port of a Controller or
Remote Device can be configured to support most common data formats. RS485 is a more robust
alternative to RS232 (better noise immunity, longer cable lengths and faster data rates) and is a widely
supported protocol. A Controller or Remote Device can be configured to receive RS232 full-duplex or
RS485 half-duplex in the Network view, see Controller interfaces and Remote Devices. A TPC with
EXT can receive RS232 full-duplex.

To receive serial from a Controller's serial port, leave Device as Local and use the Controller setting to
specify which Controller's serial port should be considered the input source.

-228 -



Triggers

For the old LPC Xs with 2 serial ports, the Port setting selects which of the two RS232 ports should be
the input source.

Alternatively, set the Device to a RIO and select the RIO number.

Now define the string of input characters to be matched as the trigger. There are three formats in
which serial strings can be entered:

A series of hexadecimal characters (0-9, a-f, A-F) where pairs of values are
interpreted as a byte.

Decimal A series of decimal characters (0-255) separated by "." characters.

A series of ASCII characters. The special characters "\n' for new line, "\r' for carriage
return, and \t' for tab are supported.

Hex

ASCII

Additionally, each byte can be replaced with a wildcard to match a range of input characters and these
wildcards can even be captured as variables to determine the trigger's action.

ﬂ Ethernet Input

Use the Controller setting to specify which Controller should process the Ethernet input. Select the
Ethernet Source (see Controller interfaces) and press Edit to define the string of input characters to be
matched as the trigger in much the same way as RS232 (see above).

NOTE: The maximum input string size is 1.5kB. Any input larger than this will result in a second trigger
being fired.

IV MiDI Input

MIDI is another very popular protocol for interfacing equipment and the MIDI input trigger allows you
to define, via a convenient MIDI Message Builder, the type (Short message, MIDI Show Control or
Extended) and command string that is to be matched as the trigger. Variables can be captured to
determine the trigger's action.

Use the Controller setting to specify which LPC's MIDI port should be considered the input source. To
use the MIDI port on a RIO A, set the Device to RIO A and specify the RIO A number, or leave this as
Any. In this case, the RIO number will be captured as a variable.

Press Edit to open the Message Builder:
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MIDI Message Builder O et
Add. .. Duplicate Delete
] —
u
Short Message
MSC
Extended

Short Message
Status | Mote OFF = | Channel | 1 =
Mote [0 * | ] capture Value
Velodty | D “ | [] capture value

oK Cancel

Press Add, select one of the three message types and then the specific command and variables.
Press Delete to delete a command string.

The resulting hexadecimal string will be constructed automatically and displayed in the window for
reference with question marks ("??") indicating undefined characters in MIDI Show Control (since we
do not know in advance how many characters will be captured) or <c>, <d> and <x> as appropriate for
Short and Extended messages.

Press Ok to finish.

A comprehensive guide to MIDI is beyond the scope of this document, see the MIDI Manufacturers
Association for more details, and the manual for the equipment to be interfaced will also certainly be
an invaluable reference.

Controller Online

Use this trigger if you wish to act upon the detection of a Controller.
Use the configuration pane to select the Controller's identification number (or leave as Any).

NOTE: This trigger is intended for use in multi-controller projects and will not be fired when the
network primary controller itself receives power. Projects requiring this functionality should instead
use the Startup trigger.

Controller Offline

Use this trigger if you wish to act upon the loss of a Controller.
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Use the configuration pane to select the Controller's identification number (or leave as Any).

':'] Remote Device Online

Use this trigger, not the Startup trigger (which will fire before the Remote Devices can be detected), if
you wish to act upon the detection of a Remote Device, for example to configure it with settings other
than its defaults.

Use the configuration pane to select which Controller should process the trigger and select the
Remote Device's type and identification number (or leave as Any - see variables).

® Remote Device Offline
Use this trigger if you wish to act upon the loss of a Remote Device, for example to enter a fail safe
state and issue a warning.
Use the configuration pane to select which Controller should process the trigger and select the

Remote Device's type and number (or leave as Any - see variables).

®J Live Video Signal

Use this trigger to act upon the presence or absence of Live video.

Use the configuration pane to select which Controller should process the trigger and select the Event
(Signal lost/Signal found).

& Cloud Connection State

Use this trigger if you wish to act upon the connection or disconnection of a controllers Cloud Site. The
current status of a controllers connection to a Cloud Site is shown on the home page of the web
interface.

DALI Triggers

DALI Triggers are specifically used to trigger based upon messages travelling on a specified DALI bus.
This allows integration of a Pharos Controller with another DALI controller, so that a timeline for some
DMX fixtures can be started at the same time as a DALI command is sent.

é— DALI Input

RIO D, RIO D4 or TPC with EXT required.
Use the trigger's Interface property to select which DALI interface to use for triggering.

The RIO D and TPC with EXT snoop the DALI bus and so the trigger can be set up to respond to any
DALI commands:

e Command - select Direct Level (0-254), Recall Scene or Relative Level
e Address - select All, Group (0-15) or Ballast (1-64)

* Min/Max - select the level to match for Direct Level triggering

» Scene - select the scene (1-16) for Scene matching

» Type - select the type of Relative Level command to match
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The RIO D, RIO D4 and EXT both recognise DALI input from Light Sensors and Occupancy Sensors
that utilise Tridonic eDALI commands. When triggering from an Occupancy Sensor select which state
is to be matched. When using a Light Sensor, specify what range of light level (0-254) is to be
matched. See the table below for light levels:

Light Sensor Level Lux Range
0-31 0.00-7.75
32-63 8.00-15.75

64 - 95 16.00 - 31.75
96 -127 32.00-63.75
128 -159 64.00-127.75
160 - 191 128.00 - 255.75
192 -223 256.00-511.75
224 - 254 512.00 - 1008.00

NOTE: Light Sensor and Occupency sensor commands require the Tridonic custom DALI commands

Project feature to be enabled

é’- DALI Bus Power

RIO D, RIO D4 or TPC with EXT required.

Use this trigger if you want to act upon a change of the electrical state of a DALI bus associated with a
specific DALI interface. Buses can be in one of three states: Correct Power, Incorrect Power and No
Power.

NOTE: RIO D4 cannot detect incorrect bus power and selecting this option on an interface associated
with a RIO D4 will present a project issue.

!". DALI Ballast Error

RIO D, RIO D4 or TPC with EXT required.

Use this to trigger from a DALI ballast reporting an error. Specify the interface then use All to match if
any ballast on that interface reports an error. Alternatively select a single address to match to. Next
select the error type to match to.

DALI Button Event

RIO D4 required.
Use this trigger if you want to act when a button event is received by a DALI interface.
Select the interface on which to listen for the event and the event source. The event source can be:

Instance

Device
Device/lnstance
Device Group
Instance Group

The trigger can act on Any event, or choose from:
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e Button Pressed
¢ Button Released
e Short Press

¢ Double Press

e Long Press Start
e Long Press Stop
e Button Free

e Button Stuck

NOTE: Not all button stations send all events, and some stations may need configuration to send
certain events. Consult the manufacturer's documentation for more information.

The trigger captures five variables:

Short address
Device group
Instance number
Instance group
Event type

aroN =

DALI llluminance

RIO D4 required.
Use this trigger if you want to act when an illuminance report is received by a DALI interface.
Select the interface on which to listen for the event and the event source. The event source can be:

* |nstance

* Device

» Device/lnstance
e Device Group
e Instance Group

Select the minimum and maximum Level within which the trigger should act.
The trigger captures five variables:

Short address

Device group

Instance number

Instance group
llluminance value (0-1023)

aoroN=

DALI Occupancy

RIO D4 required.
Use this trigger if you want to act when an occupancy event is received by a DALI interface.
Select the interface on which to listen for the event and the event source. The event source can be:

e Instance

e Device

» Device/lnstance
» Device Group
* Instance Group
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Select the type of occupancy to look for: Any, Vacant or Occupied.
Select the type of movement to look for: Any, No Movement or Movement.
The trigger captures six variables:

Short address
Device group
Instance number
Instance group
Occupancy type
Movement type

ook wN=

Dynamic

Dynamic Triggers tend to receive a value which can be anywhere within a range (e.g. DMX 0-255). These
inputs generally have the Changes in Range event and Enters range event, so that a trigger can be fired
whenever the input changes or only when it crosses a threshold. This could be used to set the intensity of
some fixtures whenever a DMX input changes, or start a timeline when a sensor connected as an analog
input passes a threshold (e.g. wind speed)

G’ DMX Input

LPC and LPC X rev 1 can receive DMX directly. TPC, LPC X rev 2 and LPC X S3 can only receive
DMX-In via Art-Net and SACN.

Use the Controller setting to specify which controller should receive the DMX.

Now you should specify which DMX channel to look at and the range of values to trigger on. You can
choose whether to trigger every time the value changes within the specified range ("Changes in
range"), or to only trigger when the value enters the specified range ("Enters range"). "Enters range" is
generally more useful when you are using DMX to trigger timelines, but "Changes in range" would be
required if you were using a DMX channel as a variable passed to a Set Intensity action to control the
intensity for a group.

+« DMX Input State

LPC and LPC X rev 1 can receive DMX directly. TPC, LPC X rev 2 and LPC X S3 can only receive
DMX-In via Art-Net and sSACN.

Use the Controller setting to specify which controller should receive the DMX.
The Event state defines when the trigger should be fired.

The Input Lost event will be fired when the controller detects that it is no longer receiving DMX on the
configured input.

The Input Detected event will be fired when the controller detects that it is receiving DMX data after not
receiving it previously.

222 Audio Input

The RIO A has a stereo balanced line level audio input that can be used as a trigger.

To trigger from a RIO A, select the number of the RIO A, or leave this set to Any to cause the trigger to
attempt to match against audio input from any RIO A. In this case, the RIO number will be captured as
a variable.
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Use the Channel setting to specify whether the trigger should match against the left or right audio
channel, or the combination of the two. Now select which frequency band to use, or leave this set to
the overall volume of the channel. Each RIO A can analyse incoming audio as up to 30 frequency
bands - see Remote Devices.

The Peak checkbox tells the trigger to match on the decaying level of the last peak in the audio
frequency band.

Finally, specify the range of values to trigger on. You can choose whether to trigger every time the
value changes within the specified range ("Changes in range"), or to only trigger when the value
enters the specified range ("Enters range"). "Enters range" is generally more useful when you are
using audio to trigger timelines, but "Changes in range" would be required if you were using an audio
band as a variable passed to a Set Intensity action to control the intensity for a group.

Jil Temperature

NOTE: This trigger will only fire on a TPC or a TPS. The TPS 5 or TPS 8 do not support this feature.
The TPC and TPS have a temperature sensor, which can be used in triggers.

Use the Touch Device option to specify which Touch Device should be considered the input source.
To specify a particular TPC, enable the "Trigger Controller Edit' project feature, set the trigger's
controller to your TPC and set "Touch Device' to 'Local'. Select the units as Celsius or Fahrenheit, then
choose how to respond to changes. You can choose whether to trigger every time the temperature
changes within a specified range ("Changes in range"), or to only trigger when the temperature enters
a specified range ("Enters range"). "Enters range" is generally more useful when you are using
temperature changes to trigger timelines, but "Changes in range" would be required if you were using
the temperature reading as a variable passed to a Set Intensity action to control the intensity for a

group.
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Conditions

A Condition is used to specify when a Trigger should run. In an IF Then statement, this is an AND within the IF
(IF AND THEN).

For the trigger to fire, the Condition must also be met.

Example:
= 1 * Real Time 10:00:00 every day
*  Real Time Before (2015-5-21-*-*-%-%)
(®) start Timeline Start Timeline 1

IF (Real Time is 10:00:00) AND (Real Time is Before 21/05/2015) THEN (Start
Timeline 1)

The Real Time Trigger will fire whenever the built in Real Time clock tells the controller that it is 10:00:00
AND that the date is before 21/05/2015, and the controller will then Start Timeline 1.

Any of the Conditions can be added to any of the Triggers to narrow down when they will be fired.

You can have several triggers of the same type with the same parameters, but different conditions and actions,
so that the same input can have a different Action depending on another factor (e.g. time of day)

There are various different types of Condition:

Clock/Calendar Conditions

Clock and Calendar conditions are used to specify a time/date that the trigger event must occur before or after.

* Real Time

Real time conditions can be used to limit the operation of a trigger to certain times. A single condition can
be set to match if the current time is before, after or equal to the time specified. Remember that the
advanced dialog can be used to set a mask - this can be particularly useful with the "equal” setting for
defining ranges, for example daily opening times. Where you want to specify a very specific range of times
you can use two real time conditions on the same trigger, one specifying the time it must be after and the
other the time it must be before, and both must match.

The conditions work by creating a mask of times, where each value of a component (year, month, day, day
of week, hour, minute or second) can either be in the mask or not. When a trigger that has this condition on
it is triggered, the current time will have a single value for each component. If the operator is Equals, the
mask must contain those values for the condition to be satisfied:
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Date Time Mask Editor O *

Date

'iE;' Every day
':::' Week days
'i::' Onice a week

P
L} Once

Time

F g T 2
(4 Any time

':E:' Every hour 00:00
'i::' Onice
Show Advanced Reset OK Cancel

Choosing "Every day" means all years, months and days are in the mask, so they will all satisfy the
condition. Similarly, "Any Time" means all hours, minutes and seconds are in the mask, so any time will
satisfy the condition. "Once a week" means only one day of the week is in the mask, so the condition is
only satisfied when tested on that day of the week. Choosing a particular date or time means that only that
date or time is set in the mask, so no other will satisfy the condition.

Using the Advanced mode, you can create more versatile masks:

Date Time Mask Editor O x
Year Manth Day Day Mame Hour E Minute |E| Second
2000 January 1 Sunday 0 0 ]

2001 February 2 Manday i 1 1

2002 March 3 Tuesday 2 2 2

2003 April 4 Wednesday 3 3 3

2004 May 5 Thursday 4 4 4

2005 June [ Friday 5 5 5

2006 July 7 Saturday [ [ &

2007 August 8 7 T 7

2008 September 9 8 8 8

2009 October 10 9 9 9

2010 Movember 11 10 10 10

2011 December 12 11 11 11

2012 13 12 12 12

2013 14 13 13 13

2014 15 14 14 14

2015 16 15 15 15

2016 G : 17 16 16 16

Show Basic Reset K Cancel

For example, for the condition to be satisfied between 10pm and 4am, you would highlight all years,
months, days, days of the week, minutes and seconds in the mask, but only set 22, 23, 0, 1, 2 and 3 in the
hour mask. Thus, the condition will only be satisfied when the current hour is between 10pm and 4am.

Another example might be if you wanted the condition to be satisfied in every tenth minute on Sundays.
Here, you would highlight all years, months, days, hours, and seconds in the mask, highlight only Sunday
in the Day Name and highlight 0, 10, 20, 30, 40 and 50 in the minutes.

If the operator is set to Before (or After), the condition is satisfied if the current time is before (or after) the
time set in the mask. If the mask contains a unique time (a single value for year, month, day, hour, minute
and second), this should be easy to understand.
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If the whole mask is set for a component of the date, that component is always satisfied as being Before (or
After) the current time.

If the mask contains multiple (but not all) values in a component of the mask, only the first set value is
taken. For example, if the day of the week component has Monday and Tuesday set, this is interpreted as
being Before or After Monday.

When the operator is Before or After, the day of week is only considered if every value of the day
component is set (so it will be satisfied on any day of the month).

NOTE: Conditions are always tested on the Controller that handles the trigger. Real time triggers are
always handled on the Controller designated as Network Primary. But if you use real time conditions in
situations where they will be tested on Controllers that are not the Network Primary then it is up to the user
to make sure the time and date are set correctly on all the Controllers and not just on the Network Primary
although they should synchronize automatically.

== Astronomical

The Controllers are also equipped with astronomical clock algorithms which automatically generate the
correct sunrise, sunset, dawn and dusk times for the location of the installation (see project properties).

Astronomical conditions can be used to limit the operation of a trigger to daytime or night time by selecting
between dawn & dusk, sunrise & sunset, sunset & sunrise, etc. You can also specify offsets, negative or
positive, in minutes as required.

There is also the option to select real time instead of sunset, sunrise or twilight and enter a time to create a
hybrid condition such as "Between dusk and 01:00" or to create real time "between" conditioning which
spans midnight.

Two versions of dawn and dusk are offered, using the two definitions of twilight: civil and nautical. Please
see Wikipedia for an explanation of these terms.

Lunar

As well as astronomical triggers the Controller uses lunar clock algorithms to calculate the lunar phases
based on the location of the Controller (see project properties).

Lunar conditions can be used to limit the operation of a trigger to specified lunar phases by selecting
between new moon & full moon, first quarter & third quarter, etc.

Playback Conditions

Playback conditions are used to check whether a playback object (timeline or scene) is currently in use, or
more complicated conditioning based within the Lua scripting environment

\™Timeline running

Use this condition to determine if a timeline is currently running. Running is defined as being between the
start and the end of the timeline - so a timeline holding at end is not running. This condition can be useful if
you want to only start a timeline if it is not already running. Sometimes timelines are used as timers and this
condition is used to determine if the timer has expired. Use the configuration pane to select which timeline,
or select'Any' and choose a playback group to trigger when any timeline in that group is running.

-238 -


http://en.wikipedia.org/wiki/Twilight

Conditions

'u'TimeIine onstage

Use this condition to determine if a timeline is currently affecting the output of the Controller. It will be true
as long as one fixture patched to this Controller is being controlled by the timeline. It does not matter
whether the timeline is running or holding at end. Use the configuration pane to select which timeline, or
select 'Any' and choose a playback group to trigger when any timeline in that group is onstage.

Note that, unlike the timeline running condition, its result may vary between different Controllers in a
network system because it depends on whether fixtures in the timeline are locally patched.

uScene onstage

Use this condition to determine if a scene is currently affecting the output of the controller. It will be true as
long as one fixture patched to this controller is being controlled by the scene. Use the configuration pane to
select which scene, or select 'Any' and choose a playback group to trigger when any scene in that group is
onstage.

=I= Script

Use this to run a Lua script where the returned value determines whether the condition is true or not. The
script selection drop-down defaults to Quick Script. Using Quick Script, you can provide a single Lua
statement which can be negated by checking the box labelled 'Negate'. To use a longer script, use the
script selection drop-down to select an existing script from the project, or click 'New Script' to open the
script editing dialog.

The Pharos Controllers support a scripting language that can be used for handling complicated conditional
triggering or other advanced control requirements. The user can write scripts and set them to run in
response to any trigger event. From within a script you can do all the things that you can do with a trigger in
the triggers screen — access passed-in variables, test conditions and perform actions - but you can also
define more complicated conditional statements and perform mathematical operations.

Example Scripts are available in this help file.

WARNING: Scripts are an advanced feature intended to solve problems that cannot be addressed in any
other way. They are not as user-friendly as the normal triggers interface and incorrectly written scripts will
not work as intended and could cause other problems with the operation of your Controller. For help with
writing scripts, please see the Trigger Script Programming Guide, or please contact support to discuss
requirements for a particular project.

Interactive Conditions

Interactive conditions are used to require that a certain interactive element is in a certain state for the trigger to
fire e.g. a digitial input being high, or a BPS button being pressed.

- Digital input

You can specify a condition based on the current state of an LPC's, TPC with EXT's or Remote Device's
digital input. Leave the Device as Local to check an LPC's or TPC with EXT's input, or choose a RIO.
Select the input number and whether it is active high or low (select low for contact closure).

Note that if you have more than one RIO of the same type with the same address then the condition will
check against the most recent event received.
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Digital inputs on Controllers or Remote Devices can also be used to detect contact closures.

BID0
[ Digital word

This condition allows you to test multiple of the digital inputs as a single condition. By clicking repeatedly
on the numbers representing each input you can specify whether it has to be low, high or either (the
default) to match.

As a side-effect the condition will also capture as a variable the state of all inputs set to match as a binary
number. This can be useful if you want to pass a lot of information (such as a timeline number) using a set
of digital inputs. When building the binary number low (or contact closed) is treated as a one and high (or
contact open) is treated as a zero and input 1 is the least significant bit (LSB) and input 8 is the most
significant bit (MSB).

0 BPS Button

You can specify a condition based on the current state of a button. Select the BPS and button number and
whether it is pressed (Down) or not (Up).

Touch Device Conditions

Touch device conditions will respond to any touch device in the project. To respond only to a particular
touch device, use the 'Touch Device' field to set the type and number of the touch device you're interested
in. To specify a particular TPC, enable the '"Trigger Controller Edit' project feature, set the parent trigger's
"Test conditions on' field to your TPC and set 'Touch Device' to 'Local’. You can leave 'Test conditions on'
set to 'Local' if your trigger's controlleris a TPC.

- Touch Button Pressed

You can specify a condition based on the current state of a maintained touch button. The Button field
should be set to the Control Key of the button you're interested in. The condition checks whether the button
is pressed and can optionally be negated to check the inverse.

Protocol Conditions

Protocol conditions are generally based around lighting or Pharos protocols, but also include analog inputs.
These could be use to specify that eDMX Pass-Through can only be enabled if there is an eDMX signal to
pass-through, or to only attempt to send DALI commands if the correct power is applied to the DALI Bus.

Status

Protocol Status conditions are specifically based on the current status of a protocol (Pharos or Lighting).

Controller Online

Use this condition to determine if a Controller is online (or offline with "Negate" checked). Select the
Controller's identification number from the configuration pane.
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'.’I] Remote Device Online

Use this condition to determine if a Remote Device is online (or offline with "NOT" checked), select the
type (RIO or BPS) and its number.

== eDMX Pass-Through Detected

Use this to test if a valid eDMX source is detected on the specified port. See patch for more
information.

¥ Live Video Signal Detected

Use this to test whether a valid Live Video Signal is being received.

Output Enabled

Use this to test whether a specified output protocol is enabled.

& Cloud Site is Disconnected

Use this to test if the controller is disconnected from a Cloud Site or not. The current status of a
controllers connection to a Cloud Site is shown on the home page of the web interface.

DALI Status

é DALI Bus Power

Use this condition to determine the electrical state of a specific DALI bus.

"_'. DALI Ballast Errors

Use this condition to determine if any or a single ballast(s) have reported a fixture error.
Dynamic

Dynamic Protocol conditions are specifically based on the current level of an input.

v Analog Input

The revised LPC hardware and TPC with EXT have 8 inputs that can be configured as digital or analog
inputs in the Interfaces tab of the Network view. The RIO 80 and RIO 44 also have configurable inputs,
see Remote Devices.

You can specify a condition based on the current state of an analog input. Set Device to Local to use a
Controller's input or choose a RIO. Then select the input number and the percentage range of input
voltage. The voltage range of an Controller's or RIO's analog input can be configured in the Network
view.
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'!' DMX Input

This condition will test whether the last received value for a particular DMX channel is within the
specified range.

+» DMX Input Detected

This condition will test whether the controller is currently receiving DMX Input.
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Actions

An Action tells the controller what to do when it receives a Trigger. It is the THEN part of an IF THEN statement.
Example:
=] i “ Real Time 10:00:00 every day

(¥) start Timeline Start Timeline 1

IF (Real Time is 10:00:00) THEN (Start Timeline 1)

The Real Time Trigger will fire whenever the built in Real Time clock tells the controller that it is 10:00:00,
and the controller will then Start Timeline 1.

There are many different Actions that can be linked to a Trigger which can affect the output of the controller,
feedback on a Pharos BPS or Touch Device or send a message to another control system, among other things.

Where included, the Controller setting specifies which controller in a Multi-controller setup should run the
action

Playback Actions

Playback actions are used to directly or indirectly affect the lighting output of the controller.

Timeline Actions

Timeline Actions are used to control Timelines and their output to fixtures.
\») Start Timeline

Starts a timeline, use the configuration pane to select which timeline.

F Ny

\®) Release Timeline

Releases a timeline, use the configuration pane to select which timeline and an optional release time.
®'® Toggle Timeline

Starts a timeline if it's not running, or releases the timeline if it is, use the configuration pane to select
which timeline and an optional release time.

ﬁ Release All

Choose which playback objects to release, with an optional release time.

¢ All - Release all timelines and scenes
¢ Timelines - Release all active timelines
¢ Scenes - Release all active scenes

e Off - Ignore groups
« Group - Release objects in the chosen group
« Except Group - Release objects not in the chosen group
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NOTE: If any overrides are in effect, these will only be released with a Release All - All action. To clear
overrides with any of the other options, use the Clear RGB action at the same time.

|'r.|-|\"| . .
% Pause Timeline

Pauses a timeline at its current position - effects and media will also freeze, use the configuration pane
to select which timeline.

U Resume Timeline

Resumes playback of a paused timeline from its current position, use the configuration pane to select
which timeline.

1IF Pause All

Pauses all timelines at their current position - effects and media will also freeze.

11} Resume All

Resumes playback of all paused timelines from their current positions.

% Set Timeline Rate

The set timeline rate action allows the playback speed of a particular timeline to be modified on the fly.
You can select which timeline you want to control or get the timeline number from a variable. The rate
is specified as a percentage, where 100% is the programmed rate, 200% would be double speed, and
50% would be half speed. The rate can also be driven by a variable.

T Set Timeline Position

The set timeline position action allows the playback position of a particular timeline to be modified on
the fly, typically the timeline would be paused to prevent it running on by itself. You can select which
timeline you want to control or get the timeline number from a variable.

The reference for the desired position can be specified as a relative position, absolute position, or flag
position.

Relative position requires a percentage with 0% being the start and 100% the end of the timeline. The
position can also be driven by a variable.

Absolute position requires a time in seconds. The playback position will be set as if the timeline has
been running for the number of seconds specified. Where a timeline is set to loop, this means that
playback positions beyond the length of the timeline are converted to a position in the timeline. For
example, a 10s looping timeline set to 24s will have its playback position set to 4s.

Flag position allows the playback position of a timeline to be set to a timeline flag. Flag position cannot
be used when the Timeline is selected using a variable.

Scene Actions

Scene Actions are used to control the output of Scenes.
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|E| Start Scene

Starts a scene, use the configuration pane to select which scene.

|E| Release Scene

Releases a scene, use the configuration pane to select which scene and an optional release time.

E' Toggle Scene

Starts a scene if it's not running, or releases the scene if it is, use the configuration pane to select
which scene and an optional release time.

Other Playback Actions

These Playback actions can be used to affect the playback in other ways.

= Master Intensity

Sets the intensity of a group of fixtures, use the configuration pane to select the controller, group,
intensity level, fade and delay times. Because the LPCs are genuine lighting controllers as opposed to
DMX framestore devices, realtime control of intensity is available at all times as it would be on a
sophisticated lighting console. You can control the intensity of one or more groups of fixtures
regardless of what timeline(s) they may be running.

If you select a VLC/VLC+ the intensity of the whole of the selected Content Target in the specified
composition will be mastered instead of a fixture group.

You can think of each group as having its own intensity fader, which this action allows you to move
between 100% (default) and 0%. You can specify which group to affect and the new position for the
fader. It is sometimes useful to set the fader position (as a percentage) from a variable - this permits
direct intensity mastering via an input such as serial, MIDI or DMX. The fade and delay times can also
be set from variables.

The fader modifies the programmed intensity for all fixtures within the group. On startup all groups
have their faders at 100%. Where multiple groups containing the same fixtures have their intensity
reduced then the decrease is cumulative.

Note that if you decrease intensity for one group you can only increase it again by acting on the same
group. Applying an increase intensity action to a different group will have no effect even if that group
contains the same fixtures - you would be trying to move a different fader.

+ - :
= Increase & = Decrease Intensity

Increases or decreases the intensity of a group of fixtures, use the configuration pane to select the,
group, step size (in percent), fade and delay times. Because the LPCs are genuine lighting controllers
as opposed to DMX framestore devices, realtime control of intensity is available at all times as it would
be on a sophisticated lighting console. You can control the intensity of one or more groups of fixtures
regardless of what timeline(s) they may be running.

If you select a VLC/VLC+ the intensity of the whole of the selected Content Target in the specified
composition will be mastered instead of a fixture group.
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You can think of each group as having its own intensity fader, which these actions allow you to move
between 100% (default) and 0%. You can specify which group to affect and the increment by which to
change the fader position. It is sometimes useful to set the step size, fade and delay times from
variables.

The fader modifies the programmed intensity for all fixtures within the group. On startup all groups
have their faders at 100%. Where multiple groups containing the same fixtures have their intensity
reduced then the decrease is cumulative.

Note that if you decrease intensity for one group you can only increase it again by acting on the same
group. Applying an increase intensity action to a different group will have no effect even if that group
contains the same fixtures - you would be trying to move a different fader.

w’ Set RGB

Use this to set a fixture or group's Intensity, Red, Green, Blue and Colour Temperature levels
selectively either to a fixed value or to track a variable. The latter makes for some very interesting
realtime effects when used in conjunction with 2D and Media presets. Set a fade time to introduce the
change. You can also choose a fade path for the change.

To choose which levels are controlled, use the checkboxes for each parameter, e.g. if you only select
Intensity, then only the Intensity level will be set. This allows you to have a single slider for each colour
on the TPC (for example).

If you select a VLC/VLC+ colour and intensity will be mastered for the whole of the selected content
target.

& Clear RGB

Use this to clear one or all fixture IRGB overrides (see above), set a fade time to release the change

(s).

If you select a VLC/VLC+ the intensity will be mastered for the whole of the selected content target.

E Set Text Slot

The Set Text Slot trigger action allows you to change the value of a text slot from a trigger, see the
Text Preset.

You select the slot either by picking from the Text Slot list or by specifying a variable. If you use a
variable, the variable must have captured a string in the trigger, and that string must be the name of an
existing text slot.

The value to put in the text slot is then selected with the second variable.

I Set Timecode

Use this to set the timecode position for one of the six Time Sources (set the appropriate timecode
format).

=%+ Set Volume

Use this Action to set the output volume of the controller (used for Timeline Audio Output)
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%= Transition Target

Use this action to change the position or rotation of a Target (Primary, Secondary or Additional
Content Targets or Adjustment Targets).

Select the Controller, Target Type, Composition/Adjustment, Content Target Type (Primary,
Secondary, Target 3-8) and Property (Rotation, X Position or Y Position) and set the relevant values.

Count specifies how many times to make the change , Period determines how long the change should

take and Delay determines the pause before making the change.

I' Set Content Target Blur

Use this action to set a blur on one or more content targets within the project.

Use the blur radius to affect the level of blurring applied to the target, all content output to the target will
then be blurred with this setting.

You can cause the blur to fade in using the fade and delay settings.

Interactive Actions

These Interactive actions are used to cause feedback to be displayed on an Interface, such as the Touch
Device or the BPS

& Set BPS Button LED

The BPS has eight buttons each with an integral white LED.

Use the configuration pane to select the BPS, button number (which can be driven by a variable) and the
desired LED behaviour. Enabling "Set all other LEDs to default” will set the other LEDs to their default
values as specified in BPS properties.

Touch Device Actions

Touch device actions will apply to all touch devices in the project. To apply only to a particular touch
device, use the "Touch Device' field to set the type and number of the touch device you're interested in.
When used in conjunction with a Touch Device Trigger, selecting 'Incoming Device' will apply the action to
the device the parent Trigger originated from. To specify a particular TPC, enable the "Trigger Controller
Edit' project feature, set the action's controller to your TPC and set 'Touch Device' to 'Local'.

4 Set Touch Control Value

Use this action to show feedback on Touch Device controls by changing their current value(s).
Currently the Slider and Colour Picker controls support this.

Set the Control field to the target control key, or use the variable injection syntax to make this action
work for several controls with similar control keys - the syntax is the same as for the Serial and
Ethernet Output action.

Set the Index field to the index of the value that should be changed. For a Slider, this should always be
1, but for a Colour Picker it could be 1, 2 or 3 to set red, green or blue. The index can alternatively be
set from a variable. Finally choose the value to set, or elect to set this from a variable.
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4 Set Touch Control State

Use this action to show feedback on Touch Device controls by changing their appearance. The theme
applied to an Interface contains various 'states' for each control type. This action lets you change the
active state for a control.

Set the Control field to the target control key, or use the variable injection syntax to make this action
work for several controls with similar control keys - the syntax is the same as for the Serial and
Ethernet Output action. Itis also possible to use the wildcard character to change multiple controls at
once. For example, using "button*" would set all controls with a key that begins with "button" to the
specified state.

Select the state from the drop down list or choose to set the Control to its default state.

# Set Touch Control Caption

Use this action to change the caption of Touch Device controls, including Labels.

Set the Control field to the target control key, or use the variable injection syntax to make this action
work for several controls with similar control keys - the syntax is the same as for the Serial and
Ethernet Output action.

Finally enter the text to set as the new caption. Variables can be used in this text, using the same
syntax as for the Serial and Ethernet Output action.

% Set Touch Page

Use this action to change the current page shown on a Touch Device .

Set the Page field to the name of the target page, or use the variable injection syntax to make this
action work for several pages with similar names - the syntax is the same as for the Serial and
Ethernet Output action.

X Disable Touch Device

The entire user interface of a Touch Device can be enabled or disabled. Select the Touch Device
you're interested in, then choose whether to enable or disable the user interface.

& Lock Touch Device

If security has been set up in the Interface then this action can be used to show the lock screen on the
target Touch Device. The user must enter the correct code on the keypad in order to unlock the Touch
Device.

Select the Touch Device you're interested in, then choose whether to lock or unlock the user interface.

Set Screen Brightness

The brightness of the backlight of a Touch Device may be set using this action. Select the Touch
Device you're interested in, then set the value as a percentage, or elect to set this from a variable. Use
the Fade Time option to specify a time, in seconds, over which the brightness should fade. The
maximum time is 60s.
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NOTE: The brightness of the Touch Device screen can be set automatically in response to changes in
ambient light - see Controller Properties.

Set Touch Button Pressed

You can set the state of a maintained touch button. The Button field should be set to the Control Key of
the button you're adjusting. Set the checkbox for if the button should be pressed or not

NOTE: This action will not activate and triggers related to changes in the maintained buttons state.

Protocol Actions

Protocol Actions are used to communicate with other control systems or third party devices or to affect third
party signals going into the controller.

Start RDM Poll

Initiates the RDM fixture polling process, refreshing the controller's record of connected RDM fixtures.

This action is only available on LPC/LPC X and TPC family controllers.

= Output Serial

RS232 remains a very popular protocol for interfacing equipment and the RS232 port of a Controller or
Remote Device can be configured to support most common data formats. RS485 is a more robust
alternative to RS232 (better noise immunity, longer cable lengths and faster data rates) and is a widely
supported protocol. A Controller or Remote Device can be configured to send RS232 full-duplex or RS485
half-duplex in the Network view, see Controller interfaces and Remote Devices. A TPC with EXT can send
RS232 full-duplex.

To send serial from a Controller's serial port, use the Controller setting to specify the Controller number,
leave the Device as Local and choose a port number. For the revised LPC hardware and TPC with EXT
this should be setto 1. For the LPC X this should be set to 1 or 2, depending which RS232 port is being
used.

Alternatively, set the Device to a RIO and select the RIO number.

Now define the string of output characters. There are three formats in which serial strings can be entered:

Hex A series of hexadecimal characters (0-9, a-f, A-F) where pairs of values are interpreted
as a byte.

Decimal A series of decimal characters (0-255) separated by "." characters.

ASCII A series of ASCII characters. The special characters "\n' for new line, "\r' for carriage

return, and \t' for tab are supported.

H Output Ethernet

Use the Controller setting to specify which Controller should generate the Ethernet output. Define the
recipient's IP address and Port, select the messaging protocol (UDP, TCP) and define the string of output
characters to be transmitted. The recipients IP address and port number can be passed with variables.

When sending UDP messages it is possible to specify a bus to send from. This will force the UDP packet to
be sent from the port number specified in that bus.
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When sending TCP messages it is possible to specify a bus to send from. If the selected bus is of type TCP
Client, the connection to the third-party device will be created before the message is sent. If the bus is of
type TCP, the message will be sent using an existing connection to the third-party device, if one is
available, otherwise the data will be sent from a different port to that which is specified in the bus settings.

I output MiDI

MIDI is another very popular protocol for interfacing equipment and the MIDI input trigger allows you to
define, via a convenient MIDI Message Builder, the type (Short message, MIDI Show Control or Extended)
and command string that is to be output.

Use the Controller setting to specify which LPC's MIDI port should be used as the output. To use the MIDI
porton a RIO A, set the Device to RIO A and specify the RIO A number.

Press Edit to open the Message Builder:
Press Add, select one of the three message types and then the specific command and variables.
Press Delete to delete a command string.

The resulting hexadecimal string will be constructed automatically and displayed in the window for
reference with question marks ("??") indicating undefined characters in MIDI Show Control (since we do
not know in advance how many characters will be captured) or <c>, <d> and <x> as appropriate for Short
and Extended messages.

Press Ok to finish.

A comprehensive guide to MIDI is beyond the scope of this document, see the MIDI Manufacturers
Association for more details, and the manual for the equipment to be interfaced will also certainly be an
invaluable reference.

= Output Digital

The RIO 08 has eight relay outputs, the RIO 44 has four and the RIO 80 none.
Use the configuration pane to select the RIO, output and the state of the relay.

Itis also possible to Toggle the output (turning it on if it is off and off when it is on)

X Toggle Audio

Use this to stop a RIO A from processing audio. This can aid troubleshooting as audio activity tends to fill
the log. Select RIO A and specify the RIO A number.

o Toggle eDMX Pass-Through

Use this to enable or disable eDMX Pass-Through on an LPC's DMX ports. Choose which port you want to
enable or disable by choosing from the port selection box. See patch for more information.

« Disable Output

Use this to stop output of a selected protocol from the controller. This will prevent the controller from
outputting the selected protocol, allowing another devices to take over control of the lighting, or disabling
an output for test purposes.
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DALI Actions

" Set DALI Output

Use this to set the output on DALI fixtures patched to a specified Interface. You can specify whether
you want all of the fixtures on that Interface, fixtures in a certain group or a single fixture to be affected
by the change. You can also specify a fade time or choose to reuse the last fade time stored on the
ballasts.

This action allows the following to be set:

» Level - The intensity of the fixture

e XY - The intensity and R,G,B values

e TC - The intensity and colour temperature

* RGBWA - The intensity and direct colour values

The Level property has two curve options available. These are 'DALI Native' and 'Linear’.

Selecting DALI Native will send the specified level directly to the ballast which then converts this to the
DALI dimming curve (which is logarithmic) and outputs the level.

If Linear is selected, the controller will modify the value so that once the ballast applies the normal
DALI dimming curve maths, the resultant output will be the originally supplied level.

Recall DALI Scene

Use this to recall a DALI scene on DALI fixtures patched to a specified Interface. You can specify
whether you want all of the fixtures on that Interface, fixtures in a certain group or a single fixture to be
affected by the scene change. You can also specify a fade time or choose to reuse the last fade time
stored on the ballasts.

<> Send DALI Command

Use this to send a DALI command to DALI fixtures patched to a specified Interface. You can specify
whether you want all of the fixtures on that Interface, fixtures in a certain group or a single fixture to be
affected by the command. DALI commands include off, fade up/down, step up/down, step to min/max,
step down and off and step up and on. Where fading is involved, you can specify a fade rate or choose
to reuse the last fade rate stored on the ballasts.

When the Tridonic custom DALI commands Project feature is enabled, Light Sensor and Motion
Sensor commands can be output to emulate these devices.

NOTE: Light Sensor and Occupancy sensor commands require the Tridonic custom DALI commands
Project feature to be enabled

= Start DALI Emergency Test

Use this to start a Duration or Function test on all or a single DALI address(es) on the specified
interface.
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== Stop DALI Emergency Test

Use this to stop a Duration or Function test on all or a single DALI address(es) on the specified
interface.

¥ Mark DALI Ballast Fixed
Use this to mark all or a single emergency ballast as fixed on the specified interface.
Set DALI Feedback State

RIO D4 required.

Use this action to send either a DALI Activate Feedback or DALI Stop Feedback command on the
specified interface.

DALI Feedback consists of something a device can do to provide user indication, for example lighting
an LED indicator.

Select the Interface, Address and Instance on which to send the command.
Use the Command property to specify whether the action should start or stop feedback.
Remote Management Actions
Remote Management actions are used to communicate with the Remote Management service that is powered

by SixEye.

‘ Remote Site Notification Action

Use this action to send a Remote Site Notification to subscribed Remote Site users. Choose between a
Warning or Error notification and provide a message. Notifications will be sent to Users containing the
Notification type, message, Device and Site the Notification was generated from, a timestamp generated
by the Remote Site and a link to the device in the Remote Site. The current user must be logged into the
Remote Site in Designer during upload.

[ ]
4 Run Remote Site Task Action

Use this action to run a Task in the controllers current Remote Site. To select a Task ensure the current
user is logged into the Remote Site in Designer and has the correct Permissions to interact with Tasks.
The specified controller must also be part of the Remote Site. Once setup the device itself is responsible
for running the Task, so user permissions are irrelevant.

System Actions
System actions are actions that functionally affect the controller or the project, such as running scripts.
Log Message Action

Use this action to easily log a message into the log of the Web Interface. The Level option will determine at
which “log level” the message can be seen at, and all levels below. For example, a Terse level will show
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when the log level is set to Terse, and every level below, but not Critical. However, a Debug message will
only show in Debug.

= Enqueue Trigger

Use this to fire one Trigger from within another Trigger. The second trigger will be fired once the actions in
the first trigger have run. You can specify which trigger you want to fire or which variable you want to use to
get the trigger number from. You can also choose whether you want test the conditions of that trigger or
not.

=/* Run Script

Use this to run a Lua script, press Launch Editor to open the script editing dialog. If you can not achieve
what you want with the triggers and actions provided it is almost certain that a script can be defined to
solve your problem.

The script selection drop-down defaults to Quick Script, where you can provide a short Lua script. To use a
longer script, use the script selection drop-down to select an existing script from the project, or click 'New
Script' to open the script editing dialog.

Pharos Controllers support a scripting language that can be used for handling complicated conditional
triggering or other advanced control requirements. The user can write scripts and set them to run in
response to any trigger event. From within a script you can do all the things that you can do with a trigger in
the triggers screen — access passed-in variables, test conditions and perform actions - but you can also
define more complicated conditional statements and perform mathematical operations.

Example Scripts are available in this help file.

WARNING: Scripts are an advanced feature intended to solve problems that cannot be addressed in any
other way. They are not as user-friendly as the normal triggers interface and incorrectly written scripts will
not work as intended and could cause other problems with the operation of your Controller. For help with
writing scripts, please see the Trigger Script Programming Guide, or please contact support to discuss
requirements for a particular project.

ry Hardware Reset

Use this to force the Controller(s) to perform a hard reset which is equivalent to a power cycle. Note that
unlike PC based solutions there is no particular advantage or maintenance requirement to periodically
reset a Controller, this action is offered purely as a method of resetting the system to a defined, start-up
state.
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Variables

Variables are a way of collecting numbers from inputs and using them in actions. Some examples would be:

¢ Receiving a MIDI note on message and using the note value as a timeline number to start.
¢ Using a DMX input channel to master the intensity of a group of fixtures.
¢ Receiving a serial command on one Controller and outputting a related serial command on another.

Unless they have been enabled through the Project Features page, the variables will not be displayed. You can
enable them using the *** Advanced Feature button.

Triggers that capture variables

ﬁ Timeline Started, (w) Timeline Ended and Cl Timeline Released

The Timeline Started, Timeline Ended and Timeline Released triggers capture the timeline number as variable
1 if the Timeline parameter is set to Any.

uScene Started and nScene Released

The Scene Started and Scene Released triggers capture the timeline number as variable 1 if the Scene
parameter is set to Any.

FTimeIine Flag

If the timeline and flag has been set to Any, the timeline number, flag and name are captured into variables 1, 2
and 3 respectively.

If the timeline number has been set and flag has been set to Any, the flag and name are captured into variables
1 and 2 respectively.

- Digital Input

The Digital Input trigger will capture the input number if the Input parameter of the trigger is set to Any.

If triggering from a RIO's digital input, the trigger will capture the input number if the Input parameter of the
trigger is set to Any. The RIO number will be captured as variable 1 and the input number as variable 2 if both
these parameters are set to Any. If only one of these parameters is set to Any then the captured number will be
stored as variable 1.

Y Analog Input

Captures the analog input as a percentage in variable 1. For example, if the input range of the Controller’s
analog input is set to 0-10V and the input is 4V then variable 1 will be 40%.

If triggering from a RIO's analog input, the analog input value is captured as a percentage in variable 1, then
the RIO number (if set to Any) and the input number (if set to Any) in subsequent variables. If the RIO number
and the input number are set to Any then variable 2 will be the RIO number and variable 3 will be the input
number. If the RIO number is specified then variable 2 will be the input number.
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& Serial and m Ethernet Input

Serial and Ethernet trigger data is entered as a string of data bytes, represented in either ASCII, hex or decimal
form. Any single byte or group of consecutive bytes can be matched by specifying a wildcard, and the value
stored as a variable. Multiple wildcards can be used and each will store into the next available variable. There
are three types of wildcards supported:

NOTE: If you need to capture a < or > symbol, please enter them as follows: \< or \>. For instance, to capture
1<2, you would enter 1\<2. This would then store 1<2 as a string.

Will match any single character (or byte) and store its raw value (0-255) as the next variable.
<c>or<C> You can add a length to the wildcard to match multiple characters and treat them as a single
number - so <4c¢> would match a 32 bit number. Maximum length = 4.

Will match a decimal character (ASCII, 0-9) and store its numeric value (0-9) as the next

variable. You can add a length to the wildcard to match multiple decimal characters and treat

them as a single number - so <4d> would match four decimal characters and treat them as a
<d> or <D> number from 0-9999. Maximum length = 10.

Optionally, an upper limit can be applied (<3d:255>) to set the maximum value for the
incoming number. This way any range can be converted to a percentage for use with
actions, e.g. Set RGB.

Will match a hexadecimal character (ASCII, 0-f) and store its numeric value (0-15) as the
next variable. You can add a length to the wildcard to match multiple hexadecimal char-
acters and treat them as a single number - so <2x> would match two hexadecimal char-
acters and treat them as a number from 0-255. Maximum length = 8.

<xX> or <X>

Will capture a string of arbitrary length. To determine where the string ends, you must either:

» Specify a terminator yourself. For example, the trigger <s>\n would capture
everything up to (but not including) the first \n character received. A terminator cannot
be another variable, it must be a literal character, so <s><d> is not a valid trigger.

<s>or <S> e Send a NULL character (0x00) to the Controller to indicate the end of the string. This
NULL character is assumed and is not shown in the Designer interface.

You can also say that you want to capture a string with a predetermined number of
characters. For example, <4s> will capture 4 bytes and store it as a string. There is no need
for a terminator in this case.

Note that if the input data does not match the wildcard type then the trigger does not match. So if you have
specified the wildcard <3d> and the input is ASCII "12y" then the trigger will not match because the 3
characters were not all of the required decimal type.

When using Ethernet Inputs the last two variables in the trigger will be the IP address and the source port
number of the device the message was received from.

If triggering from a RIO's serial input, the RIO number will be captured as the first variable if set to Any.

To capture a float, this can be achieved using <s>. Once this has been captured, it needs to run through a
script to turn it back into a float. For this, we could use the following:

Lua

floatVal = tonumber (get trigger variable(l) .string)
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'!' DMX Input

When a DMX Input trigger matches it will implicitly store the channel value as variable 1.

I MiD1 Input

In short MIDI messages, you can capture data 1 and/or data 2 into a variable by checking the 'Capture’
checkbox. If both are checked, data 1 is variable 1 and data 2 is variable 2. For some short messages, i.e. Pitch
Wheel, the two data bits are treated as a single 14 bit value. To capture this 14 bit value, check 'Capture' for
data 1 and check the '14 bit variable' checkbox.

In MSC messages, if the 'Cue number' and 'List number" are left blank, the received values will be captured in
variables. Cue number is captured into variable 1 and list number into variable 2.

Extended messages support the same wildcard format as serial triggers. The only difference is that <2c>
captures a 16-bit value in serial triggers and it captures a 14-bit value in MIDI triggers.

If triggering from a RIO A's MIDI input, the RIO A number will be captured as the first variable if set to Any.
222 Audio Input

When an Audio input trigger matches it will implicitly store the level for the band as variable 1.

If triggering from a RIO A, the RIO A number will be captured if set to Any.

é DALI Input

If the trigger is set to match to 'Any' for Group or Ballast then the Group or Ballast number will be stored as
variable 1.

If the trigger is using a Min to Max range then the matching number will be stored as variable 2.

!". DALI Ballast Error

If All is selected instead of a specific address then the address of the ballast reporting the error will be stored as
variable 1.

0 BPS Button

If the button number is set to Any, the trigger captures the pressed button as variable 1.

Alternatively, if the BPS station number is set to Any, then the station number is captured as variable 1 and the
button number as variable 2.

Touch Button Event

You can use one trigger to respond to multiple buttons by using variables - the syntax is the same as for Serial
and Ethernet Input triggers, e.g. button<3d> will match a button with the control key button001 or button002,
etc. and capture the number as a variable. The name of the page that the button is on will also be captured as
the final variable.
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ﬂ"’ Touch Slider Move

You can use one trigger to respond to multiple sliders by using variables - the syntax is the same as for Serial
and Ethernet Input triggers, e.g. slider<3d> will match a slider with the control key slider001 or slider002, etc.
and capture the number as a variable.

The value of the slider will be captured as a variable.
The order of captured variables will be:

1. Any captures from Key (with additional variables where required)
2. Slider Position (0-255)
3. Name of the interface page containing the slider

f Touch Colour Change

You can use one trigger to respond to multiple colour pickers by using variables - the syntax is the same as for
Serial and Ethernet Input triggers, e.g. colour<3d> will match a colour picker with the control key colour001 or
colour002, etc. and capture the number as a variable.

The RGB values will always be captured as 3 variables.
The order of captured variables will be:

Any captures from Key (with additional variables where required)
Red level (0-255)

Green level (0-255)

Blue level (0-255)

Name of the interface page containing the colour picker

aoroN-=

® Touch Page Change

You can use one trigger to respond to multiple pages by using variables - the syntax is the same as for Serial
and Ethernet Input triggers.

E Touch Keypad Code

You can use one trigger to respond to multiple keypads by using variables - the syntax is the same as for Serial
and Ethernet Input triggers, e.g. keypad<3d> will match a keypad with the control key keypad001 or
keypad002, etc. and capture the number as a variable.

The code entered into the keypad will be captured as a variable.
The order of the captured variables will be:

1. Any captures from Key (with additional variables where required)
2. The entered code (as a string)
3. Name of the interface page containing the keypad

- 257 -



Pharos Designer User Manual

Conditions that capture variables

il Digital Word

This condition will capture a variable from the inputs set to match either value. This variable will be added on
the end of any variables captured by the trigger.

Conditions that use variables

=/* Run Script

Variables can be accessed from Lua scripts.

"_'. DALI Ballast Errors

The DALI ballast address on a specific interface can be passed in by variable. Select the relevant "Variable"
option and then choose the variable index.

Actions that use variables

Captured variables can then be used in actions by specifying the variable index (corresponding to the order in
which the variables were captured). If you have multiple actions associated with a trigger then each action can
use the variables independently.

(») Start, @' Release, '™ Toggle, @' Pause and I® Resume Timeline

Rather than selecting a timeline as a property of the action you can specify the timeline number in a variable.
This is a very powerful feature when you want an external system to be able to call up any one of a large
number of timelines because you do not need to define separate triggers for each timeline.

IE'Start, E'Release and E'Toggle Scene

Rather than selecting a Scene as a property of the action you can specify the Scene number in a variable. This
is a very powerful feature when you want an external system to be able to call up any one of a large number of
Scenes because you do not need to define separate triggers for each Scene.

¥ Set Timeline Rate

You can select the timeline to modify with a variable (as for Start Timeline). You can also choose to pass in the
rate percentage using a variable.

f Set Timeline Position

You can select the timeline to modify with a variable (as for Start Timeline). You can also choose to pass in the
position percentage using a variable.

= Enqueue Trigger

You can select the trigger to Enqueue with a variable.
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</* Run Script

Variables can be accessed from Lua scripts.

+ - :
= Master, = Increase and = Decrease Intensity

The intensity level or increment can be passed in by a variable. Select the "Variable" option and then choose
the variable index.

w’ Set RGB

The target for the Set RGB can be set from a variable. First select the override type (Fixture or Group) and then
set the selector to Variable and then choose the variable index.

The Red, Green and Blue values for colour can be passed in as variables. Select the "Variable" option for the
colour you want to adjust and then choose the variable index. The fade time for the action can also be passed
in as a variable. Select the "Variable" option and then choose the variable index.

& Clear RGB

The target for the Set RGB can be set from a variable. First select the override type (Fixture or Group) and then
set the selector to Variable and then choose the variable index.

The Red, Green and Blue values for a group of fixtures can be passed in as variables. Select the "Variable"
option for the colour you want to adjust and then choose the variable index. The fade time for the action can
also be passed in as a variable. Select the "Variable" option and then choose the variable index.

ESet Text Slot

The slot that is to be set an be selected using a Variable. Set the selector to Variable and then choose the
variable index. This variable should be a string that matches the identifier of the text slot.

The text to set the Text sot to can also be set from a Variable. Set the selector to Variable and then choose the
variable index.

=+ Set Volume

The level can be set from a variable.

& serial and H Ethernet Output

In the same way that you can use wildcards to match data in a serial or Ethernet trigger, you can insert the
value of captured variables into your serial output messages. The same wildcard types are supported to define
how to output a variable:

<c> Will output the value of a variable as a raw byte (0-255).
<d> Will output the value of a variable as a decimal number (ASCII, 0-9).
<x> Will output the value of a variable as a hexadecimal number (ASCII, 0-f). Any letters will be
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lowercase.

<> Will output the value of a variable as a hexadecimal number (ASCII, 0-f). Any letters will be
uppercase.

<s> Will output a captured string. <s> will output the entire captured string. <4s> would output

the first 4 characters of the captured string.

As with input you can specify a length if you want to output the variable as a longer decimal or hexadecimal
number. So a variable value of 175 output with <4d> would add ASCII "0175" to the serial output. Note that it is
padded with leading zeros to fill the specified length. If the value was too large to express in the specified length
it would be truncated from the left, so <2d> would output the number 123 as ASCII "23".

Output strings are allowed to begin with a wildcard. By default each wildcard takes the next variable in the order
they were captured. If you want to output the variables in a different order then you can add a variable index to
the wildcard in the form <3,2d> where 3 is the variable index. If you specify an output wildcard where there is no
corresponding capture variable then it will have value of zero and output accordingly.

- Output Digital

The Device number (not type), Output number and State can all be set from a variable.
The Output number will be in the range 1-4 or 1-8 depending on the number of outputs on the RIO.

The State will be an integer where 0 is off and any other integer is on.

I MiD1 output

Short messages can output a captured value for data 1 and data 2. Pick a variable using the 'Variable Index’'
controls. If data 1 is outputting a captured value, you can optionally send it as a 14-bit value, with the lower 7
bits in data 1 and the upper 7 bits in data 2, by checking '14 bit variable'.

Outputting a MSC message allows you to set the cue number and/or list number by choosing a variable with
the 'Variable Index' controls.

Extended messages allow you to output captured variables using the same syntax as serial actions.

® DALI Set Level
The DALI group or ballast number on a specific interface can be passed in by variable. Select the relevant
"Variable" option and then choose the variable index.

The level of a DALI ballast, group or all DALI ballasts can be passed in by a variable. Select the "Variable"
option and then choose the variable index.

DALI Recall Scene

The DALI group or ballast number on a specific interface can be passed in by variable. Select the relevant
"Variable" option and then choose the variable index.

Recall a DALI scene on a specific interfaces single ballast, group or all of the ballasts. Select the "Variable"
option and then choose the variable index.
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== DALI Command

The DALI group or ballast number on a specific interface can be passed in by variable. Select the relevant
"Variable" option and then choose the variable index.

= Start DALI Emergency Test

The DALI ballast address on a specific interface can be passed in by variable. Select the relevant "Variable
option and then choose the variable index.

= Stop DALI Emergency Test

The DALI ballast address on a specific interface can be passed in by variable. Select the relevant "Variable
option and then choose the variable index.

¥ Mark DALI Ballast Fixed

The DALI ballast address on a specific interface can be passed in by variable. Select the relevant "Variable
option and then choose the variable index.

Y Set BPS Button LED

The button number and intensity level can be passed in by variables.

- Set Touch Button Pressed

The touch device number can be passed in by variable. Select the relevant "Variable" option and then choose
the variable index.

#Set Touch Control Value

You can use the variable injection syntax to make this action work for several controls with similar control keys -
the syntax is the same as for the Serial and Ethernet Output action.

You can also use the * wildcard to match any string e.g. button* would match any key starting with button.
Variables can also be used to set the index of the action and the value to set the control to.

The touch device number can be passed in by variable. Select the relevant "Variable" option and then choose
the variable index.

4 Set Touch Control State

The touch device number can be passed in by variable. Select the relevant "Variable" option and then choose
the variable index.

-261-



Pharos Designer User Manual

+~Set Touch Control Caption

You can use the variable injection syntax to make this action work for several controls with similar control keys -
the syntax is the same as for the Serial and Ethernet Output action.

You can also use the * wildcard to match any string e.g. button* would match any key starting with button.
Variables can also be used in to pass the Text. The variable should contain a sting.

The touch device number can be passed in by variable. Select the relevant "Variable" option and then choose
the variable index.

% Set Touch Page

The target page number can be passed using a variable. This should be a number.

The touch device number can be passed in by variable. Select the relevant "Variable" option and then choose
the variable index.

& Lock Touch Device

The touch device number can be passed in by variable. Select the relevant "Variable" option and then choose
the variable index.

X Disable Touch Device

The touch device number can be passed in by variable. Select the relevant "Variable" option and then choose
the variable index.

Set Screen Brightness

The level of the Screen brightness can be set using a variable. This variable should be a percentage value.
The touch device number can be passed in by variable. Select the relevant "Variable" option and then choose

the variable index.

= Transition Content Target

The Composition number, Property parameters, fade and delay can be set using a variable.

I Set Content Target Blur

The Composition number, Blur radius, fade and delay can be set using a variable.

Notes

» For hex strings, if a wildcard is inserted after an odd number of digits, the odd digit is treated as the lower
4 bits of the byte. For example, ff1<d> will be interpreted as ff01<d>.

« If you want to match a '<' character, you must precede it with a backslash. In general, a backslash fol-
lowed by any character will match that character (ignoring the backslash).

e The * wildcard will only work when used in actions, when capturing on an input (for example Touch But-
ton Event) you should use another wildcard such as <s> or leave it blank as it will still case match.
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10 Modules

An 10 Module is an add-on for Pharos Designer, which can be used to add to the functionality of the triggering
in the project.

The 10 Module is a collection of zero or more Triggers, Conditions and Actions. These Triggers, Conditions and
Actions can be used in the same way as the default, built in Triggers, Conditions and Actions.

Adding 10 Modules to the project

Designer has a series of |O Module as part of the installation.

These are automatically brought into the project, but aren't added to the project. They are listed in the
IO Module Library as Unused Modules.

To "Use" a module

« Select the required module
« Choose New under Instance Properties
e Setaninstance name and any properties that the module requires

To Import an 10 Module

Enable the IO Module Creator within the Project Features view.
Open the IO Module window within the Trigger mode.
Select Import and browse for the .iom 10 Module file.

The 10 Module will be imported and added to the project.
To Download an 10 Module

In addition to the 10 Modules packaged with Designer, there is an Online Library of IO Modules that can be
downloaded and included in your project.

Choosing the Download option in the IO Module window within the Trigger Mode will open the online library.

Selecting any modules here will download them and import them into your project for use.
To Create an 10 Module

Enable the 10 Module Creator within the Project Features, view.
Open the IO Module window within the Trigger mode.

Select Create to create a new 10 Module from the source files.
Select the package.json file and the 10 Module will be created.

Writing an 10 Module requires a good understanding of Lua Scripting, and the |O Module API. This API can be
found here.

10 Module Instances

Each IO Module will have at least one instance.
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Where configured in the module, multiple instances can be used to set up communications with multiple
separate devices.

Triggers, Conditions and Actions added by the module will have a property to select the instance that should be
used (utilising the instance properties).
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Examples

Below are some examples of effects which can be achieved through Triggering
Timeline Looping

Through triggering, it is possible to cause a set of timelines to loop continuously.

=] 1 i Startup At startup

(®) Start Timeline Start Timeline 1
= z @' Timeline Ended Timeline 1 ended

(*) start Timeline Start Timeline 2
= 3 (i) Timeline Ended Timeline 2 ended

(%) Start Timeline Start Timeline 3
= 4 @ Timeline Ended Timeline 3 ended

(¥) start Timeline Start Timeline 1
Trigger 1 At Startup Timeline 1 is started
Trigger 2 When Timeline 1 ends, start Timeline 2
Trigger 3 When Timeline 2 ends, Timeline 3 starts
Trigger 4 When Timeline 3 ends, Timeline 1 starts

This will continue and the 3 Timelines will play one after the other forever.
Lock Out Programming

Sometimes a manual override is required, e.g. using a key switch or other input. This can then also prevent the
normal triggering from running.

=] 1 jg Startup At startup
|E‘ Start Timeline Start Timeline 1
= 2 “ Real Time 10:00:00 every day
'E" Timeline Running Control ig not running
-Z_E‘_:‘ Start Timeline Start Timeline 2
= 3 Real Time 11:00:00 every day
'Z'E;' Timeline Running Control is not running
-Z:_E_:Z‘ Start Timeline Start Timeline 3
= 4 Real Time 16:00:00 every day
'Z_E_Z' Timeline Running Control is not running
|E‘ Start Timeline Start Timeline 4
=] 5 L Digital Input Manual Override Input 1 on any controller goes low
'E‘ Start Timeline Start Override
(») Start Timeline Start Contral
= & L Digital Input Releaze Override Input 1 an any controller goes high
'@:‘ Release Timeline Release Override in 25
'@) Release Timeline Release Contral in 2s
= 7w Astronomical At sunset
o Release All Release all imelines in 2s
Trigger 1 A startup trigger to start a timeline

Trigger 2-4 Realtime scheduling for starting timelines, with the condition that Timeline Control is not running
Trigger5 Manual override, starts the override timeline and the Control Timeline

Trigger6 Manual override release, releases the override timeline and Control Timeline.

Trigger 7 Sunset trigger to release all timelines
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When you start the override, you also start a control timeline (this is a timeline with a flag and a loop). The
normal scheduling triggers use a timeline running condition so they can only run if the Control timeline is not
running. The trigger to release the override also releases the control timeline so the normal programming can

resume.

Touch Device Colour Picking and Sliders

The controls on a Touch Device can be used to override the RGB values of colour mixing fixtures. These
overrides will set the levels for the fixture/group set in the action and will override other effects (depending on

the Playback Override Priority)

a

1 @ Startup
Actions ‘ Set RGB
2 it Touch Slider Move
Actions ‘ Set RGB
X Set Touch Control Value
3 it Touch Slider Move
Actions ‘ Set RGB
% Set Touch Control Value
4§t Touch Slider Move
Actions ‘ Set RGB
1 Set Touch Control Value
5 ‘ Touch Colour Change
Actions ‘ Set RGB
1 Set Touch Control Value
1 Set Touch Control Value

i Set Touch Control Value

At startup
Set IRGBT(255,255,255,255,-) on fixture 1 in Os using Default path
Slider "slider001" is moved
Set IRGBT(-,variable 1,-,-,-) on fixture 1 in Os using Default path
Set control "colour001" value 1 from variable 1
Slider "slider002" is moved
Set IRGBT(-,-,variable 1,-,-) on fixture 1 in Os using Default path
Set control "colour001" value 2 from variable 1
Slider "slider003" is moved
Set IRGBT(-,-,-,variable 1,-) on fixture 1 in Os using Default path
Set control "colour001" value 3 from variable 1
Colour Picker "colour001" is changed
Set IRGBT(255,variable 1,variable 2,variable 3,-) on fixture 1 in Os using Default path
Set control "slider001" value 1 from variable 1
Set control "slider002" value 1 from variable 2

Set control "slider003" value 1 from variable 3

At Startup:

Trigger

1

Trigger

2

¢ Set the fixtures to full intensity (255) and white (25,255,255)
« Set the Slider positions to the top (full)

When slider001 (Red) is moved:
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» Set the Red property of the RGB override of Fixture 1 to the same value as the slider (variable

1)

« SetIndex 1 of the colour picker (Red) to the same value as the slider (variable 1)
When slider002 (Green) is moved:

'3I'rigger + Set the Green property of the RGB override of Fixture 1 to the same value as the slider (vari-
able 1)
» SetIndex 2 of the colour picker (Green) to the same value as the slider (variable 1)

When slider003 (Blue) is moved:

Irigger « Set the Blue property of the RGB override of Fixture 1 to the same value as the slider (variable
1)
» SetIndex 3 of the colour picker (Blue) to the same value as the slider (variable 1)
Whenever the Colour Picker is moved:

Trigger » Setthe RGB override of Fixture 1 to Red = variable 1, Green = variable 2 and Blue = variable 3
5 (these are the RGB values coming from the colour picker)
« SetIndex 1 of the three sliders to the value of the relevant component of the Colour Picker
(Red = variable 1, Green = variable 2 and Blue = variable 3)

Setting Intensity from Variable input

You may want to set the intensity of a fixture or group from a dynamic input such as Analog input or Touch
Slider move. Below are a series of triggers exhibiting the required structure.

= 1 "\, Analog Input Input 1 on any controller changes when in range [0%, 100%]

- Master Intensity Set All Fixtures to variable 1
= 2 0 DMX Input Channel 1 on any controller changes when in range [0, 255]

- Master Intensity Set All Fixtures to variable 1
= 3 zz= Audio Input Combined Volume on RIO A 1 changes when in range [0, 255]

- Master Intensity Set All Fixtures to variable 1
= 4 it Touch Slider Move Slider "slider001" is moved

_ Master Intensity Set All Fixtures to variable 1
= 5 "\, Analog Input Input 1 on any controller changes when in range [0%, 100%]

) SetRGB Set IRGBT(variable 1,-,-,-,-) on All Fixtures in Os using Default path
= 6 O DMX Input Channel 1 on any controller changes when in range [0, 255]

) SetRGB Set IRGBT(variable 1,-,-,-,-) on All Fixtures in Os using Default path
= 7 =2z Audio Input Combined Volume on any RIO A changes when in range [0, 255]

) SetRRGB Set IRGBT(variable 1,-,-,-,-) on All Fixtures in Os using Default path
=] 8 it Touch Slider Move Slider "slider001" is moved

) Set RGB Set IRGBT(variable 1,-,-,-,-) on All Fixtures in Os using Default path

All these triggers take in a Dynamic input (variable level/volume) and this level will be captured as a variable.
This can be passed to the Set RGB action. The Set RGB action has the option to set the Intensity of the
fixture/group. This will override other programming, if you want to master the intensity of the group without
changing the output colours/effects, you can use the Master Intensity action.
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Simulate

Keyboard Shortcuts
Space Start/Pause Simulation
Esc Stop Simulation
Ctrl+0 Reset the zoom
Ctrl+F Zoom to fit the window
Ctrl++ Zoomin
Ctrl+- Zoom out
Ctrl+ mouse wheel Zoom in and out
Middle-click + drag Zoom into the drawn rectangle
Alt+ mouse wheel (Shift+ mouse

wheel) Scroll Horizontally

The simulator allows you to preview your programming on the Layout:

os [~ (R e _
ar-nr-rnt 3
LIL - Uy - v,
> [«[»[m
+444 +Eeoeee +44 .
+44+ 00080 PO
+4e4 +eeees PO
+44
+

The window comprises 3 sections: The main portion of the window is your Layout. Top right are the simulator
controls with time counter, and below them any programmed triggers. Note that the time counter shows
simulated time not real time.

NOTE: The simulator cannot be used with VLC layouts.

Simulator modes
Timeline mode

Use this mode to simulate a single timeline, typically the one you are editing. Select the timeline and press Start
to simulate, press Reset to reset the timeline.
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Project mode

Use this mode to simulate the whole project and verify your trigger programming and timeline interaction. Any
triggers created will appear on the right hand side and can be activated by clicking on them. Activating a trigger
will automatically start the simulator clock, press Reset to reset all timelines and triggers.

Simulator controls

The Simulator Play controls are replicated on the Timeline Toolbar, and either can be used to control the
simulated timeline.

> 1l

Start/ Pause

Toggles between Start and Pause accordingly, the keyboard spacebar can also be used.

“»

Skip backwards & forwards

When the simulator is running or paused these buttons skip backwards or forwards in 10 second increments.

Reset

Resets the simulator, the simulated triggers (Project mode only) and releases playback so, if Output Live is
enabled, the venue will go to black (fixture defaults).

Rate Slider

Adjusts the simulator's playback speed (not the timeline's programming) from Ox (paused) > 1x (normal, default
position) > 60x (fastest).

NOTE: Reset does not reset this setting so remember to set it back to 1x (normal) when you've finished.

Timeline Mode play head (Timeline mode only)

In Timeline Mode, when simulating a timeline in Timeline mode, the simulator's current playback position is
marked by the play head; a black vertical line and arrow on the timeline ruler:

T -
1|5 T Els Els > -'lls

You can grab the play head for manual positioning by clicking on and dragging the arrow along the ruler, akin to
"scratching" since you are now driving the simulator by hand at whatever speed and in whatever direction you
choose, very useful for examining transitions in detail for example - easiest with the simulator paused.

You can also make the simulator jump (when running or paused) by just clicking on the ruler at the required
target time, very useful for getting and keeping the simulator in an area of interest, particularly with long
timelines.
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Testing trigger variables

Any triggers which capture variables have a widget that allows values to be tested. These variables take the
form of a comma-separated list and can either be numbers or text strings. Text strings should be bounded with
double quotes.

For example, entering: 100, 50, "ABC", "100" would inject variable indices 1>4 with the values 100 (number),
50 (number), ABC (text) and 100 (text).

Testing trigger conditions
Conditions are not tested by the simulator.

Simulating timecode

By default, for any timeline that has been set to use a timecode source (see timeline properties) the simulator
will emulate the timecode. If, however, a Controller is connected and receiving real timecode then the simulator
can instead be made to track this real timecode by selecting Time Source from the Timecode drop-down menu.

(ill)

Output Live

Output Live is not possible without associated and patched Controllers but this allows you to view the
programming on the installation itself without having to upload repeatedly after every iteration. The Output Live
button can also be found in the Scene view to facilitate the programming of the Scenes, particularly setting the
position parameters.

Output Live completely overrides the LPC's playback engine with all calculations instead being performed
within Designer.

NOTE: If your controller/s is/are password protected, you will need to login to the controller/s from the Network
Mode

(
I'Q Output Live Mask

Using an Output Live Mask, you can choose which fixtures are output to when you use Output Live. The Output
Live Mask can be used to filter which Groups, Layouts, Universes, Controllers or DALI Interfaces can have the
Output Live data applied to.

Multiple Layouts

If your project includes multiple Layouts, then tabs will be available across the top to choose between them.
This will include Normal Layouts and VLC Layouts.

VLC Layouts

To Simulate VLC output, your computer will need to include support for OpenCL 1.2. You can choose which
computer hardware should be used for this support from the Simulate Preferences. If your computer doesn't
support OpenCL 1.2 then you won't be able to simulate VLC output.
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Simulation Audio

By selecting Enable simulation audio in Simulate, an additional row will be added to timelines. This allows an
audio track to be dropped onto this row to be played back within Designer when the Timeline is Simulated.

To Import Audio

Audio is imported in the same way as video clips; from Mapping or the Media Preset library.
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Network Overview

Pharos products are designed to operate on an Ethernet network for maximum scalability and the range can be
split into two classes:

Controllers

The primary processing "brains" in a system, designed to operate as single, stand-alone units or co-operatively
as a scalable system, automatically synchronised and managed over the network. All Pharos Controllers have
an integrated web interface for remote management.

Controllers use TCP/IP for communication and, as a result, need to be correctly configured, see Controller
connection.

Once the Controllers have been connected they are then uniquely associated with Controllers in the Designer
project, see Controller association.

Touch Panel Controller (TPC)

The TPC is an advanced lighting controller with an integrated, customisable, capacitive touch screen. It outputs
up to 512 channels of eDMX and is able to output multiple protocols simultaneously. See Controller properties.

TPC with EXT

When using a TPC that is connected to an EXT the TPC functions in largely the same way. The extra output
and triggering options provided by the EXT will be seamlessly applied to the TPC when the Controller Type in
the Network tab reads "TPC+EXT". This includes the ability to output a physical DMX universe.

Lighting Playback Controllers (LPC)

Three models are available for DMX & eDMX lighting control, the LPC 1 (512 control channels), the LPC 2
(1024 control channels) and the LPC 4 (2048 control channels). The LPC 4 can output up to 1024 channels as
local DMX - the remaining channels must be output as eDMX. All 2048 channels may be output as eDMX.

The LPC X is available for eDMX and DVI control with capacities ranging from 10 universes (LPC 10; 5,120
control channels) to 100 universes (LPC 100; 51,200 control channels).

Unlike common DMX frame store devices they are extremely powerful and flexible and can be configured in
numerous ways to suit the application, see Controller properties.

Video Lighting Controllers (VLC/VLC+)

The VLC is designed to handle large single canvases of DMX fixtures e.g. building facades, bridges or media
screens. The VLC is available in capacities ranging from 50 DMX universes up to 1500 DMX universes from a
single unit with further scaling over Ethernet.

The VLC+ is additionally available in a 3000 universe option.

Remote Devices

The Pharos range includes various Remote Devices that augment one or more Controllers with additional
remote inputs, outputs and user interfaces.

Remote Devices can only be powered by the PoE network, use multicast UDP for communication and have
varying configuration options, see Remote Devices.
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Controller Connection

Before you can configure and upload to the Controllers they must be connected to the PC running the Designer
software. Depending on the Controller, this connection can generally be made in one of two ways:

Ethernet

This is the most flexible method of connecting one or more Controllers and is well suited to a permanent
installation. TCP/IP Ethernet itself needs configuration and management, in particular the setting of IP
addresses.

If a controller is on an incompatible network, it will be displayed in the Network Mode with Grey text.
DHCP (default)

Pharos Controllers are factory set to receive an IP address from a DHCP server so one must be present on the
network.

Link local (DHCP error)
Should the Controller fail to find a DHCP server it will assign itself a "link local" (169.254.x.x) IP address which

can be used with Designer to establish a temporary connection. However, a DHCP server should be found or a
Static IP address set to establish a permanent connection.

Static IP (optional)

Itis sometimes desirable to set a Static IP address so that the IP address of the Controller is always known
(DHCP served IP addresses can change). Refer to Controller configuration.

Multicast

Pharos Controllers and Remote Devices also use a block of Multicast addresses for "discovery" and Remote
Device communication so these addresses must be available: 239.192.38.7 and 239.192.38.8

Default gateway

Must be consistently set to either nothing or a valid IP address.

Managed switches and firewalls

Managed Ethernet switches and your PC's Security Firewall can conspire to make life difficult - by blocking
Multicast addresses for example. Pharos recommends the use of Unmanaged switches and disabling your
PC's Firewall if you're experiencing connection problems.

eDMX considerations

While the LPC X has a second, dedicated Ethernet Protocol port with its own IP settings, the TPC and LPC 1, 2

& 4 must share their single Ethernet port. However, this single Ethernet port can be configured with two IP
addresses, making it easier to manage routing of output protocol data. See Controller Protocols.

For further information about the Controller hardware and its input/output ports please refer to the Installation
Guide supplied with the unit or available from the website.
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Ethernet over USB

In addition to being able to connect to a controller using a traditional Ethernet connection, Designer is able to
communicate with an LPC using an Ethernet over USB connection. The controller will appear in Designer as if
the connection has been made using Ethernet (with the controller having an IP address) and all the same
functionality is available, but the physical connection is made using a USB cable.

Network window

Once you have connected the Controller, select the Network tab to view your connected Controllers & Remote
Devices:

New Controller... NewDevice... Delete Upload 0 Q - =
umber ; Type Serial Status 1P Address Firmware Project Name Capacity
Properties Interfaces Protocols
Controler 1 LpC 0120560 2048 |
1 RIO 80 1 RIO 80 Identification
Y 1 RIO 44 1 RIO 44 Number | 1
aas 1 RIOD 1 RIOD
as Name |Controler 1
L] Controller 2 TPC 005251 512
Bl 1 RIOA1 RIOA Type LPC ~ | Universes | 4 -
1“‘( 5 RIOD2 RIOD Serial number | 0120560 ¥ Find
Patch
DAL
@ Playback
Scaa Refreshrate |Normal ¥
— )
)— Triggers
-
Timelne [J Execute time triggers on startup from
.
[ Resources To Upload
Py [m] Al resources
2 i Layout backgrounds
[ Media dips
° [ 1nterface fonts
Simulate
[ output mask images
=
‘ F T [ omx recordings
Actions
Export Project For Upload,

If a controller is on a different network, and is not discovered on USB, it will appear as grey in the network
spreadsheet. If a controller is on a different network (regardless of discovery on USB), a warning message is
shown in the Controller Config tab.

Controller firmware

IMPORTANT: Controllers must be running the same version of firmware as the Designer software. Controllers
with incompatible firmware will be highlighted in red.

NOTE: Controller's on a v1.x.x firmware version will not show up in Designer 2. See Conversion for more
details.

To update a Controller's firmware:

1. Select the incompatible Controller, the row will be highlighted
2. Press Reload Firmware on the network toolbar
3. The firmware update will proceed - you must not disturb this process

Alternatively a utility application is provided that also allows you to update the LPC X's bootloader and
firmware, see LPC X Recovery Tool. There is a recovery procedure for the TPC and LPC 1/2/4.
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The EXT's firmware is updated directly from the TPC. If the TPC detects that a connected EXT has the wrong
firmware version then it will automatically update it - you must not disturb this process. The EXT's 'TPC Active'
LED will illuminate continuously when this process has completed successfully.

Once all the connected Controllers have compatible firmware you can associate them with project Controllers
and configure their hardware.
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Device Association

Itis here that you connect your project programming in Designer with real, networked Pharos devices:

lew Controller... New Device... Delete Upload 0 @ -« =
e Name Type Serial Status IP Address Firmware Project Name Capacity
Properties Interfaces Protocols
Controller 1 LPC 0120560 2098 '
RIO80 1 RIO 80 Identification
RIO 441 RIO 44 Number | 1
RIOD 1 RIOD
Name |Controller 1

Controler 2 e 005251 512
RIOA 1 RIO A Type |LPC ¥ | Universes | 4 -
RIOD2 RIOD Serial number | 0120560 ¥ Find

Playback

Refresh rate |Normal ¥

Triggers

[J Execute time triggers on startup from

Resources To Upload

Actions

Export Project For Upload,

Project vs Real Devices

The list of Devices is split into two sections: At the top is the list of project Devices which may or may not be
associated with real Devices. Underneath is a list of all the unused real Devices found on the network that have
not been associated with project Devices.

When you create a new project, it will have one or more Devices in it. These Project Devices are purely virtual
and so must be associated with a real Controller on the network before you can Output Live or Upload.

IMPORTANT: You can only associate a Controller running the same firmware as Designer - Devices running
incompatible firmware will be displayed in red. To update a connected Device's firmware see Controller
firmware.

Managing project Devices

If you will use a different type of Controller for your project, such as an LPC X for a high DMX channel count, or
more than one Controller if the installation is large or distributed, then you will want to modify the list of project
Controllers.

To Add and Set the Type of a Project Device:

1. Press the New Controller or New Device button on the toolbar
Select the Device's Type from the dialog, if this is a Touch or Remote Device, select the Controller to
attach it to.

3. Use the Properties pane to give the Device a useful name, perhaps describing where in the installation it
is or what it controls

4. If appropriate, select the number of universes that the Controller supports

The Device has now been added to the project.
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If the project has a TPC with an EXT then the EXT will be configured automatically by the TPC. You can add an
EXT to a TPC in the project by checking the 'Configure EXT' check box in the TPC's Interfaces tab.

Alternatively a physical controller can be added to the project by Right-clicking and selecting Add to Project.
To Delete a Project Device:

1. Select the project controller, the row will highlight
2. Press Delete on the mode toolbar

IMPORTANT: Deleting a project controller that has been patched will result in the loss of this patch data.

Managing Replicated Projects

An Install Replication is a set of settings that allow you to simply upload the same project to multiple sets of
devices.

To Create an Install Replication

¢ Enable Install Replications in Project Features.
» Select Create Replication in Network
» Associate the replicated controllers with the Real controllers (see below)

Associating project Controllers with real Controllers

Once you have added and configured your project Controllers (all that is required for programming and
simulating) you must associate them with real Controllers on the network.

To Associate a Local Controller:

1. Select the project Controller, the row will highlight

2. In Controller Properties use the Serial Number pull-down to chose a real Controller of the same type to
associate (the serial number can be found on the base of the LPC 1, 2 & 4, TPC and rear of the LPC X)

3. The real Controller will fuse with the project Controller so completing the row details

To Associate a Remote Controller:

If you know the IP address of a controller, you can use the Find button to input the IP Address of the controller
directly.

This can be used to connect to a controller through a VPN connection or using port forwarding and a public
connection.

Should this be the case, ensure that both Port 80 and Port 38008 are forwarded to the controllers local IP
address.

To Identify a Device (Beacon):

1. Select an associated project Device or unused Device

2. Press the Beacon button on the mode toolbar, all the Device's status LEDs will flash. The screen back-
light of a Touch Device will pulse.

3. Press Beacon again to return the Device to normal operation

Once all your project Devices have been associated with real Devices you can configure them, test your
programming on the installation itself and finally upload to the Devices for stand-alone operation.
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Network Primary

One Controller in your project must be allocated as the Network Primary, the first project Controller added is
chosen by default. The Network Primary is responsible for network playback synchronisation and for issuing
realtime and astronomical clock triggers. To set the correct date and time set, see Controller Configuration.

To change the Network Primary:

1. Select the project Controller which is to become the Network Primary
2. Press the Set as Network Primary button in the Properties pane

Web interface tools

To View a Controller's Web Interface:

1. Select the Controller

2. Pressthe Web Interface button on the Controller toolbar

3. Your computer's default browser will open the Controller's home page (or custom page if one has been
created)

Device status
The fields in the device table provide status information:

Number The unique identifier given to each Device in the project
The user name given to each Device in the project, typically a name that identifies the

Name . .
Device's purpose or location
Type The type of Device
Serial The Device's serial number as found on the Device
Status Indicates whether the Device is currently locked
The Device's IP address which is either statically assigned or obtained from a DHCP
IP Address
server
Firmware The Device's firmware version which must match that of Designer

The name of the project that has been uploaded, as defined in the Project properties, or
the project's file name.

Capacity The number of available (unused) channels on a Controller
Used Channels The number of used (patched) channels on a Controller

Project Name
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Device Configuration

With a Controller or Device selected, choose Configure on the Network Menu:

Contraller Configuration O X

Configuring VLC (023072)

Network
IP, DMS and HTTP settings

Users
Add, edit and delete users

Clock
Date, time and SMTP settings

Log
Logging and Syslog settings

Storage
Format internal storage

Advanced

Close

Configuration settings will remain after a reboot. However, these settings will be cleared after a factory reset of
the Controller / Device. Uniquely, these settings are stored on the Controller / Device itself, not in the project or
as part of the upload. The Controller / Device does not have to be associated with a project to have its settings
configured from Designer.

Network

Network
Use these fields to set a static IP address for the Controller, by default the Controller is set to receive an IP
address from a DHCP server.

You can also set the Subnet Mask for the controller using CIDR or dotted decimal notation, a Default Gateway
and up to two Domain Name Servers (DNSs).

If the IP settings have been stored on the Controller's memory card as a "TPC.cfg" or "LPC.cfg" file then these
fields will be greyed out.

Web Server

The ports opened by the Controller for access to the web server using HTTP or HTTPS can be manually
configured. This can be useful if there are several Controllers in an installation and remote access is required
via a router setup for port forwarding to each Controller.

By default the Controller uses port 80 for HTTP and port 443 for HTTPS for the web server.
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Users
The Users page allows you to create users and assigned them to Access Groups.
Access to the controller and its web interface can be restricted based on one of several Access Groups.

To add a user, click the Add button. This will open a dialog which prompts for a username and password, and a
Group Selection:

Access Group Description

Admin User has admin control of the device, allowing uploading and access to advanced
Web Interface features (File Manager, Configuration)
Control User can trigger actions on the Controller (Control)
User can access the state of the controller (Home, Project Status, Log, Output,
Status
Input, Network)

Guest permissions can also be set here. This would determine how much of the Web Interface would not
require a password. For example, setting Guest Permissions to "Status" would allow access to the Home,
Project Status, etc, without needing a user to log in.

Clock

Date and Time

All Controllers have an internal realtime clock which is battery backed and so will operate even when the
Controller is not powered. Whilst the internal realtime clock is accurate, the use of a Network Time server of
some sort (NTP, DHCP) is recommended where possible (see above).

The Date and Time fields display the current settings of the selected Controller's realtime clock. Only the
designated Network Primary needs be accurate as any other networked controllers will automatically
synchronize their realtime clocks to the Network Primary.

Note that the project location settings include the correct GMT offset so, if using these location settings, you
should set the time here to GMT not local time or the offset will be doubled.

To manually change the Network Primary's date and time:

1. Select the Network Primary
2. Enter the required settings into the Date and Time fields
3. Press Set

To synchronize the Network Primary's date and time to Designer:

1. Select the Network Primary
2. Ensure that the PC running Designer is set to the correct date and time
3. Press Sync to Designer

NTP Server

Check this and enter the IP address of the appropriate Network Time Protocol (NTP) server. You can also set
the interval to Query the NTP server for the current time.

Note that Controllers with DHCP enabled will also synchronise with a suitably configured DHCP server.
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Log

Log

Select the verbosity (detail) of the log that can be viewed either via the web interface or from within Designer
using the Controller Log Viewer in the Main Menu and selecting a Controller (which can be connected via
Ethernet or USB):

Controller | 001138: Controller 2 (TPC) w | Log Level Filter | Debug  » | Lines to display (50 Clear log on controller
Leg Type Filter 45 4,5 08:10:26 IP Address: 172.30.2.231
Check All 12 Aug 09:10:26 Network reconnected
12 Aug 08:10:268 No interface to display
System 12 Aug 08:10:25 Falled to load project: File open error
12 Aug 09:10:25 Loading project...
Project 12 Aug 09:10:25 Websearver is running
12 Aug 08:10:25 Time: 09:10:25 GMT
[¥] Time 12 Aug 09:10:25 Date: 12 Aug 2016
12 Aug 08:10:25 IO initialized
Qutput 12 Aug 09:10:25 Memery usage on startup - total: 127564Kb, used: 43112Kb, free: 84452Kb
12 Aug 09:10:25 Firmware version: 2.2 BETA10
Le] 12 Aug 08:10:25 Bootloader version: v0.7.0
12 Aug 09:10:25 Serial: 001138
Trigger 12 Aug 08:10:25 TPC booted
Script
DALI
Syslog

Check this to enable logging to the specified IP address. Note that there is a performance penalty to pay for
using Syslog so this should only be enabled for debugging.

Storage

The capacity of the Controller's memory card is displayed here with the option to format the card if required,
press "Format Memory Card". Formatting the card will erase all project data and so an upload will be required
to restore normal operation.

Advanced

Hardware Watchdog

Check this to enable the internal watchdog that will reset the Controller automatically in case of a software
crash as a result of either a coding error (“bug”) or a random electromagnetic event such as a power brown-out
or spike, nearby lightning strike or static discharge. A startup trigger will be required to determine what the
Controller should do after such a reset, see triggers.

Watchdog Protection

Repeated reset protection will remove the controllers project file from the memory card if the controller reboots
5 times within 90 seconds. We strongly recommend leaving this setting on, especially if the controller is to be
accessed remotely.

Storing configuration settings on the memory card (optional)

After areset, LPCs look for a file called "Ipc.cfg" on the memory card before using its current settings. TPCs
look for a file called "tpc.cfg". You can use a text editor (e.g. Notepad) to create this file and copy it to the
memory card to force the issue, useful for transferring the IP settings on the card with the project data. The
format of the file needs to be:

ip 192.168.42.56 255.255.255.0 192.168.42.250
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http 80

https 443

dnsl 192.168.42.254

dns2 192.168.42.1

ntp 192.168.42.1

syslog 192.168.42.8

loglevel 3

watchdog off

ip Required Defines the IP address, Subnet Mask and Default Gateway for the controller

http optional Defines the HTTP port used by the controller (default 80)

https optional Defines the HTTPS port used by the controller (default 443)

dns1/dns2 optional Defines a Domain Name Server (DNS) for the controller to use to resolve host names
ntp optional Defines the IP address of an ntp server that the controller should get its time from.
syslog optional Defines the IP Address of a Syslog server on the network

loglevel optional Defines the log level to be used by the controller, options

watchdog off optional

loglevel Options:

Critical
Terse
Normal
Extended
Verbose
Debug

s =0

Disables the controller's watchdog (not recommended), omit line to enable watchdog

Using the tpc.cfg or Ipc.cfg file to store the Controller's configuration on the memory card allows a Controller to
be swapped, in case of failure for example, by just moving the memory card into another Controller.

Any settings within a *.cfg files will override settings set from within Designer.

NOTE: This file needs to be placed on the root of the memory card
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Device Properties

With a Device selected, choose the Properties tab:

New Controller...  MNew Device... Delete Upload O Q - =
b Name Type Serial Status 1P Address Firmare Project Name Capacity
Properties Interfaces Protocols
Controller 1 LPC 0120560 2048 |
RIO80 1 RIO 80 Identification
RIO 441 RIO 44 Number | 1
RIOD 1 RIOD
Name |Controller 1
Controller 2 TPC 005251 512
RIOA1 RIOA Type |LPC - | Universes | 4 -
RIOD 2 RIOD Serial number | 0120560 ¥ Find....
Playback
Refreshrate Normal ¥
Triggers

[J Execute time triggers on startup from

Resources To Upload

[®] All resources
Layout backgrounds
[ Media dips

[ tnterface fonts

[J output mask images
[J oM recordings

Actions

Export Project For Upload,

Identification

Use these fields to identify a project device with a name and type, then associate it with a real device and set
the Network Primary, see Device Association.

Screen

Use these fields to manage the properties of a touch device and its display.

Interfaces for the TPC, TPS, TPS 5 and TPS 8 are created on the Interface tab, which is enabled when a
relevant Touch Device is added to the project. The Interface dropdown shows all interfaces relevant to the
selected device, e.g. a TPS 5 interface won't be shown if a TPC is selected, and vice versa. A new interface
can be created by selecting the New... button, or the currently selected Interface can be edited by selecting
Edit.

Set the backlight brightness for normal operation and for when the touch device has been inactive for a period
of time. The inactivity time is also set here, along with the time before the screen turns off completely.

Set whether the backlight brightness should automatically adjust for changes in the ambient light level, and
whether the screen should turn on if the proximity sensor detects someone walking up to it.

NOTE: Proximity detection is not available on TPS 5 or TPS 8.

Playback Refresh Rate

Select between Normal (33Hz: default, recommended), High (44Hz) or Low (20Hz: useful for older fixtures with
DMX compatibility issues).
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60Hz is also available, although is higher than the specification baud rate of DMX, so DMX output channels will
be limited to 340 per universe. This will not affect eDMX output, although the nodes may suffer from the same
limitation.

60Hz can be enabled in Project Features.

Triggers

If your project uses realtime or astronomical triggers then, when the Controller starts up, you may well want to
assert the correct show state for the current time. You can set each Controller to do this automatically by
checking the “Execute realtime triggers on startup” option.

When this option is selected the Controller will execute all the realtime and astronomical triggers that would
have fired between the user-specified time and the current time. You should select a time of day when your
project is inactive or at its least active. Running all triggers from that point ensures that your project is in the
correct state.

Any startup trigger in your project will run first and then any pending realtime or astronomical triggers. The
Controller will attempt to preserve the timing so that timelines will be in the correct place as if it had been
running normally.

IMPORTANT: Changes made to a Controller's properties will only take effect after an upload.
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Controller Protocols

With a Controller selected, choose the Protocols tab which is also available from the Patch window:
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Depending on the Controller type selected, the Protocols tab allows you to configure the available eDMX and
other output protocols:

Network 2 (Protocol)

TPC,LPC1,2&4

Though the TPC and LPC 1, 2 & 4 only have a single Ethernet port, this port may be configured with two

IP addresses - one for management data and the other for output protocol data. The default setting is for this
dual IP mode to be disabled, so that the same IP settings are used for management and output protocol data.
Dual IP mode is particularly useful for working with KiNET power supplies, which must use 10.xx.xx.xx
addresses.

The Network 2 virtual port can be configured with a VLAN tag to route the data to the relevant VLAN when used
managed networks and VLANSs to separate the Management and Data networks within the network
infrastructure.

LPC X, VLC and VLC+

The LPC X, VLC and VLC+ have a dedicated Ethernet Protocol port. The default setting is to obtain IP settings
via DHCP but static IP settings can alternatively be set as required.

DMX Proxy (LPC 1 only)

If a Designer project has a TPC and an LPC 1, the TPC can output local DMX via the LPC's second DMX port.
With the LPC 1 selected, choose the TPC from the drop down list.
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Art-Net output customisation

By default, a controller with less than 30 universes of Art-Net patched will broadcast all data until a device
requests unicast for a specific universe. Controllers with more than 30 Art-Net universes patched will only
unicast data to devices requesting universe data and will not automatically broadcast.

There is the option to 'Disable Broadcast' for a controller. The controller will still unicast data to devices that
request it. There is also the option to 'Always Broadcast' on a per universe basis. This will force the controller to
always broadcast that universe's data. 'Always Broadcast' will override the 'Disable Broadcast' option.

Within the Protocol Properties, is the option to enable Art-Net Sync, which can be used to ensure multiple Art-
Net receivers stay in sync (if they are capable of receiving this)

KIiNET Output Customisation

Within the Protocol Properties, is the option to enable KiNET Sync, which can be used to ensure multiple
KIiNET receivers stay in sync (if they are capable of receiving this)

DVI/DisplayPort (LPC X only)

To output data using the DVI port you must first create a pixel matrix that matches the LED controller's pixel
map. Once this has been done, use the Pixel Matrix pull-down on the protocol tab to select which matrix will be
output via the port. Any programming for the fixtures in the pixel matrix will now output on the DVI port, not just
programming applied directly to the pixel matrix.

The LPC X's port is set to a fixed 1024x768@60Hz resolution which is compatible with most LED controllers.
The LED controller (or monitor) MUST be connected when the LPC X boots or resets for the port to become
active.

The X and Y offset of the pixel matrix within the 1024x768 output can be set as required. The size of the pixel
matrix can be scaled up using the multiplier setting - each pixel in the matrix will occupy an area equal to the
square of the multiplier on the output.

eDMX Pass-Through

When using an LPC or TPC+EXT in a project it is possible to allow eDMX from another eDMX source to be
passed through to the controller's DMX ports. With an LPC or TPC+EXT selected, the eDMX Pass-Through
settings will be shown. Select which universe the DMX port will be transmitting. Note that with an LPC 2 you'll
be able to choose a different universe for each DMX port on the controller. There is also the option to auto-
revert to the project’s output if eDMX isn't received for a specified amount of time.

This setting with setup the port to allow the eDMX pass-through to occur, but is enabled and disabled through
Triggers
Note that only Art-Net and sACN are currently supported for eDMX Pass-Through.

IMPORTANT: Changes made to a Controller's protocols will only take effect after an upload.

eDMX Pass Through Merge

If SACN is being used for eDMX Pass Through and multiple sources are received, the controller will use the
Source with the Highest priority.

If multiple streams are received with the same priority:

« Ifthere are exactly 2 streams, the controller will do a HTP merge (per channel). Meaning the highest
level for each channel from either source will be used.
« If more than 2 sources are received, then all streams are dropped.
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Controller Interfaces

Choose the Interfaces tab to configure the input/output interfaces for a Controller:
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IMPORTANT: Changes made to a Controller's interfaces will only take effect after an upload.

Configure EXT (TPC only)

Check the "Configure EXT" box if you want to see EXT interfacing options for a TPC.
Inputs (LPC 1, 2 & 4 and TPC with EXT only)

Inputs can be individually configured as either Contact Closure, Digital or Analog with the latter two modes
allowing for the threshold or range to be selected. The maximum voltage range is 0-24V and the smallest
measurable change is 0.25V.

Check the "Check State At Startup” box if you want the inputs to be read and acted upon by triggers at startup.

The Held Timeout is used to set a timeout for the Held event, and the Repeat interval is used to set the interval
the Repeat.

Serial Port(s) (not Standalone TPC)

Use these fields to configure the Controller's integrated RS232 or RS232/485 serial port(s) specifying the baud
rate, the number of data and stop bits as well as any parity bits used to match the settings of the connected
device.

Note that the Controllers do not use a specific serial protocol but instead can generate or match any serial
string by setting up the appropriate triggers. That being said, the serial port on the LPC 1/2/4 hardware can be
configured here to receive the DMX protocol directly.
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MIDI (LPC 1, 2 & 4 only)

The LPC's MIDI Input can read MIDI Timecode (MTC) allowing a project to be synchronised with audio-visual
or show control equipment. The configuration options are:

* Route To - select one of the six Timecode Buses to which the MIDI timecode (MTC) should be routed.
« Regenerate for - select the number of frames that should automatically be generated in the case of loss

of a valid signal.
¢ Ignore jumps for - select the number of frames that should be considered a valid jump in the timecode

value.

MIDI messages other then MTC, for example MIDI Notes or MIDI Show Control (MSC), require no
configuration and these protocols can be used simply by setting up the appropriate triggers.

Ethernet

The Controller's Ethernet port can send and receive Ethernet messages allowing a presentation to be
synchronised with Building Management Systems (BMS) or show control equipment. The configuration options
are:

¢ Route To - select one of the five Ethernet Buses to which the incoming Ethernet messages should be

routed.
e Type - select the messaging protocol (UDP, TCP, TCP Client or Multicast - the latter will require an IP

address).
¢ Port - enter the appropriate port.

When 'TCP' is selected the controller will only send messages after the client has already opened a TCP
connection. With "TCP Client' selected the controller will not receive messages on the bus until the first time the
controller tries to send a message, at which point a connection will be made. Once this connection has been
made messages sent to the controller will be accepted.

Note that the Controllers do not use a specific Ethernet protocol but instead can generate or match any
Ethernet string by setting up the appropriate triggers.

Certain ports are disallowed due to them being used by other processes in the controller:

UDP TCP

38007 38007

38008 38008

5568 HTTP: 80 (unless changed)
6454 HTTPS: 443 (unless changed)
42012

49800

55930

DMX-In

The LPC supports DMX Input as raw DMX on the Serial Port, configured under Serial Port, or as eDMX (Art-
Net or sACN). Select either DMX, Art-Net or sACN and a Universe number for DMX reception.

The TPC supports DMX Input via Art-Net and sACN. Select either Art-Net or sACN and a Universe number for
eDMX reception.

The LPC X supports DMX Input via Art-Net or sACN. Select either DMX for the integrated port or Art-Net or
sACN and a Universe number for DMX reception.
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The VLC/VLC+ supports DMX Input via Art-Net or sACN. Select either DMX for the integrated port or Art-Net or
sACN and a Universe number for DMX reception.

When using Art-Net as the Input source, the Universe must be specified as Net/Sub-net/Universe.
DMX Input Merge

If SACN is being used for DMX Input and multiple sources are received, the controller will use the Source with
the Highest priority.

If multiple streams are received with the same priority:

« If there are exactly 2 streams, the controller will do a HTP merge (per channel). Meaning the highest
level for each channel from either source will be used.
» If more than 2 sources are received, then all streams are dropped.

DALI (TPC+EXT only)

The EXT has a DALI bus interface. This can be used to control DALI ballasts via timeline programming and to
receive DALI commands for use in DALI Input triggers.

Video Input (LPC X, VLC and VLC+ only)

The LPC X can receive video in to the controller over the DVI-D connection on the back.

The incoming video can be scaled up or down to an appropriate size for the pixel matrix.
Maximum size is 1920x1080 and minimum is 48x32.

By default, scaling is disabled.

NOTE: The VLC/VLC+ automatically scales the incoming video to the size of the Content Target

Audio Output (LPC X, VLC and VLC+ only)

The LPC X, VLC and VLC+ can be used to output timeline audio. The Default Volume for this can be set here.
The current level can be set using the Set Volume Action.

Audio Input (LPC X S3 only)

The stereo balanced line level audio input of a LPC X S3 can be used for timecode input. Each channel can be
used independently with the following configuration options:

* Route To - select the Timecode Bus to route the timecode to.

» Regenerate for - select the number of frames that will be generated by the LPC X's software flywheel in
the event of a drop in timecode signal.

* Ignore jumps for - select the maximum size of jump in incoming frames that will be ignored.
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Remote Devices

Please refer to the documentation supplied with the units for hardware details and installation instructions.

Connection

Other than the EDN, which requires mains power, Remote Devices can only be connected using a Power over
Ethernet (PoE) connection. A suitable PoE repeater or switch must be provided.

Multicast

Discovery of Remote Devices, from Designer or a controller, is achieved using multicast traffic with the
239.192.38.8 multicast group. For this reason, multicast must be available on your network.

TCP/IP

Each remote Device in the system must have an IP Address in the same range as the controllers in the project.
This TCP connection is used for all communications with the controller, once the discovery process has been
completed using multicast.

The Device table allows you to manage and configure any Remote Devices in the project and found on the
network:

ontroller... NewDevice... Delete Upload 0 @ - =
r Name Type Serial Status IP Address Firmware Project Name Capadty .
Properties Interfaces Protocols
Controller 1 LPC 0120560 2048 4
RIO 80 1 RIO 80 Identification
RIO 44 1 RIO 44 Number | 1
RIOD 1 RIOD
Name |Controller 1
Controller 2 TPC 005251 512
RIOA 1 RIOA Type |LPC ¥ | Universes | 4 v
RIOD2 RIOD Serial number | 0120550 ~ Find
Playback
Sans! Refreshrate |Normal ~
)_— Triggers
-
Timeline Execute time triggers on startup from
99
r
i Resources To Upload
r@ [®] Al resources
Togger Layout backgrounds
[ Media ciips
° [ interface fonts
Simulate
[ output mask images
=
‘ T [ omx recordings
Actions
Export Project For Upload.

Project vs real Remote Devices

The list of Remote Devices is split into two sections: At the top is the list of project devices which may or may
not be associated with real devices. Underneath is a list of all the unused real devices found on the network
that have not been associated with project devices.
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Managing Project Remote Devices

To add and set the type of a project Remote Device:

1. Press the New Device button in the toolbar.

2. Inthe New Device dialog, select the device type (RIO 80, RIO 44, RIO 08, BPS, BPI, RIO A, RIO D, RIO
D4, RIO G4, EDN 10, EDN 20, TPS, TPS 5, TPS 8).

3. Choose the device's number (on some Remote Devices this is selected on the device itself, see Asso-
ciating Remote Devices below).

4. Choose the device's parent controller.

5. Press Add, the Remote Device will be added to the project (and associated to a real device if one of the
correct type and address is found on the network).

To delete a project Remote Device:

1. Select the project Remote Device by clicking its row, the row will be highlight.

2. Press the Delete button in the toolbar.

3. The Remote Device will be removed from the project and, if no longer associated at all, the real device
will move to the bottom of the device table.

Remote Device firmware

IMPORTANT: Remote Device firmware may need to be updated if a new version of Designer software has
been installed. Devices with incompatible firmware will be highlighted in red.

To update a Remote Device's firmware:

1. Select the incompatible device by pressing the left hand button, the row will be highlighted.
2. Press Reload Firmware on the Remote Device toolbar.
3. The firmware update will proceed - you must not disturb this process.

Associating Remote Devices

Unlike Controllers, which are uniquely associated with a project via their serial number, Remote Devices are
associated by their address as selected on the unit itself. Automatic addresses 1-15 (1-4 for RIO G4) are
provided with a manual option (M) for selecting more (up to 100). Remote devices may share the same
address and thus identity, useful for repeating a user interface at both ends of a corridor for example.

To associate a project Remote Device with a real device (automatic addresses):

1. Select the project Remote Device by clicking the left hand button, the row will highlight.

2. Ensure that the device type and number matches a suitable unit, addressed at this number, found on the
network.

3. The real device will move from the Unused list and fuse with the project device so completing the row
details.

To associate a project Remote Device with a real device (manual addresses):

1. Ensure that the Remote Device is addressed to the "M" setting, you will need to note its serial number
(label on back).

Select the project Remote Device by clicking the left hand button, the row will highlight.

Select the correct device type and the desired number.

Select the Remote Device's serial number from the pull-down menu of devices found on the network.

The real device will move from the Unused list and fuse with the project device so completing the row

details.

ohrwN
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Once all your project Remote Devices have been associated with real devices you can configure them, test
your programming on the installation itself and finally upload to the Controllers for stand-alone operation.

Remote Input Output (RIO) device properties

Serial Port

The RIO 80, RIO 44 and RIO 08 have a multi-protocol serial port that can be configured to either RS232 full-
duplex or RS485 half-duplex operation. The configuration options are:

* Type - select RS232 or RS485 as required.

» Baud rate - select the baud rate.

» Data bits - select the number of data bits (typically 8).
» Stop bits - select the number of stop bits.

¢ Parity - select the parity type.

I/0 Configuration

The RIO 80, RIO 44 and RIO 08 differ by virtue of the number and type of I/0 ports:

RIO 80 Eight inputs, no outputs & serial port
RIO 44 Four inputs, four outputs & serial port
RIO 08 No inputs, eight outputs & serial port

Inputs can be individually configured as either Contact Closure, Digital or Analog with the latter two modes
allowing for the threshold or range to be selected. Outputs can be individually configured with a Startup state,
whether the relay is on or off at startup.

Check the "Check State At Startup” box if you want the inputs to be read and acted upon by triggers at startup.

The "Maintain state on device loss" helps preserve the state of the RIO output relays should the RIO lose its
connection to the controller. If this option is checked the RIO will go back to the same state it was in when it was
last connected to the controller.

NOTE: The "Maintain state on device loss" feature will work if the RIO device restarts, or if the RIO loses its
connection with its controller. However, if the controller restarts then the RIO settings will go back to the default
values set within the Project file because the device memory is wiped upon restart.

The Held Timeout is used to set a timeout for the Held event, and the Repeat interval is used to set the interval
the Repeat.

See friggers for usage.
Audio

The stereo balanced line level audio input of a RIO A can be used for Audio triggers. Select the Audio button to
enable this mode and to see the following configuration options:

¢ Route To - select the Audio Bus to route the incoming audio to.

¢ Freq. Bands - select the number of frequency bands with which to analyse the incoming audio (max 30
per channel; the frequency bands sit along a logarithmic scale and have been chosen for an optimum
response to music).

¢ Gain - turn Auto gain on or off, and set the manual gain level.

« Peak Decay Rate - set the rate at which peaks in each frequency band will decay (the peak level can be
used in triggers).

« Initially Enabled - the audio feed from a RIO A can be turned on or off by triggers, and here you can set
the initial state.
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See triggers for usage.
Timecode

The stereo balanced line level audio input of a RIO A can be used for timecode input. Select the Timecode
button to enable this mode and to see the following configuration options:

e Channel - the audio input of the RIO A that the timecode input will be connected to.

* Route To - select the Timecode Bus to route the timecode to.

» Regenerate for - select the number of frames that will be generated by the RIO A's software flywheel in
the event of a drop in timecode signal.

 Ignore jumps for - select the maximum size of jump in incoming frames that will be ignored.

MIDI
The RIO A has a MIDI input and output interface. This can either be used in Remote Device MIDI triggers, or it

can receive MIDI timecode. The configuration options here are for MIDI timecode only:

* Route To - select the Timecode Bus to route the MIDI timecode to.

» Regenerate for - select the number of frames that will be generated by the RIO A's software flywheel in
the event of a drop in MIDI timecode signal.

« Ignore jumps for - select the maximum size of jump in incoming frames that will be ignored.

DALI

The RIO D and RIO D4 offer DALI bus interfaces. These interfaces can be used to control DALI ballasts via
timeline programming or direct commands or to receive DALI commands for use in DALI Input triggers.

Ethernet Data Node (EDN) / RIO G4 and Serial Data Interface (SDI)
device properties

Properties

Remote Device Properties

Identification
Mumber | 1

Mame (EDM 10 1

Controller | 1: Controller 1 (LPC) -

EDN
|:| SDI mode
Protocol | DRy -

Hold last look

Hold last look will ensure the EDM continues to output the last frame
received from a controller on data connection loss. Output will not
change until data connection is re-established.

NOTE: Hold last look when active will output at only 5Hz.
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SDI

A node can be configured to output via connected SDIs by enabling the SDI checkbox. This will change the
Protocols available below.

Protocol

This dropdown will display available protocols of the node. By default, it will offer DMX and UltraDMX, both of
which can be connected directly to the node. For other protocols that require the SDI, these options will be
displayed once the SDI checkbox has been checked.

Each node can only output one protocol at a time.

Touch Panel Station (TPS) properties
Use these fields to manage the properties of a touch device and its display.

Interfaces for the TPS, TPS 5 and TPS 8 are created on the Interface tab, which is enabled when a relevant
Touch Device is added to the project. The Interface dropdown shows all interfaces relevant to the selected
device, e.g. a TPS S interface won't be shown if a TPS 8 is selected, and vice versa. A new interface can be
created by selecting the New... button, or the currently selected Interface can be edited by selecting Edit.

Set the backlight brightness for normal operation and for when the touch device has been inactive for a period
of time. The inactivity time is also set here, along with the time before the screen turns off completely.

Set whether the backlight brightness should automatically adjust for changes in the ambient light level, and
whether the screen should turn on if the proximity sensor detects someone walking up to it.

NOTE: Proximity detection is not available on TPS 5 or TPS 8.

Button Panel Station (BPS) device properties

Properties

The global properties for each BPS are set here:

¢ Minimum LED Intensity - set a percentage value as required, useful for ensuring that the buttons are
always visible.

¢ Held Timeout - set the amount of time in milliseconds that a button must be pressed to be considered as
being held.

¢ Repeat Interval - set the interval in milliseconds that a held button will transmit a repeat signal.

Button Configuration

Each BPS has eight buttons with an integral white LED and the default setting for each button is set here:

» Effect - select the default LED effect (Off, Static, Slow Flash etc.).
« Intensity - set the default LED intensity (0% will equal the Minimum LED Intensity as set above).

See triggers for usage and BPS learning IR receiver for infra red operation.
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Upload

Once you have confirmed that your programming is as you want you can upload to the Controllers by either
pressing the Upload button on the Network window or via File > Upload (Ctrl + U):

Upload Project O X
|. . Controllers Issues
MName 4| Serial Number Address Remote Site Status Status
1: Controller 1 (LPC) 0120339 172,28.1,171 Mot connected
2: Controller 2 (LPC) 009898 172.28.1.154 Mot connected

D Restore after upload
D Close Upload Project after Upload All

Transfer to controllers after Upload to Remote Site

Upload All Close

Direct upload (as opposed to remote, see the web interface), is not possible without connected Controllers (see

the network section) but this allows you to upload your programming to one or more Controllers for stand alone
operation.

You can either use the "Upload All" button to upload to all connected Controllers or select specific Controllers
from list and press "Upload" to target them alone.

IMPORTANT: Changes made to the DALI configuration (including DALI groups and scenes) must be uploaded
separately to the DALI ballasts, see DALI.

Issues

Controllers Issues
I

2: Controller 2 (TPC)
Controller has no fixtures patched to it

D Restore after upload  This is only used when uploading the same project that a controller is already running.

I:‘ Close Upload Project after Upload All

Upload All Close

When you open the Upload dialog, there is a tab which lists potential errors with your project. Designer will
check things like triggers and hardware configuration to make sure that there are no inconsistencies. If any
issues are found, the Issues tab will be opened automatically and a description of each issue will be listed so
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that you can take corrective action, see Issues. You can proceed with the Upload ignoring the errors should
you wish.

Restore After Upload

Check the "Restore after upload" box if you want the Controllers to continue playback of active timelines and
scenes from where they left off, useful for soft openings when programming is still being tweaked while the
installation is open to the public. This is not the same as a startup event and will only restore active playbacks.
Note however that changes to the fixture schedule or patch will force the Controllers to reset playback and so
cause a momentary black out.

Close Upload Project After Upload All

Check the "Close Upload Project after Upload All" box to close the Upload dialog once the upload process has
completed successfully. This option will persist across all future uploads.

Transfer to controllers after Upload to Remote Site

Check this checkbox to automatically transfer the uploaded project onto the controller when uploading to a
controller connected to the SixEye Remote Management service via the Upload to Remote Site button.

Upload Options

The three upload buttons all serve slightly different purposes. Upload All will upload the project to all the local
controllers in a project (which is usually what you want to do), Upload will only upload to the selected local
controller (useful in cases where you are only making tweaks to a single controller but don’t want the other
controllers to reset), and Upload to Remote Site will upload to all controllers that are currently connected to the
Remote Site linked to the loaded Designer Project.

Login

If your controller has a password set for it, you will need to log in to the controller before you can upload to it
using the Login button.

Saving Compiled project

The Save button can be used to Save the compiled project file rather than uploading it to the controller.
This compiled project can be used to upload over the controller's web interface, or by putting the file on the
controller's memory.

The TPS hosts a cut down web interface that can be used to upload a compiled project file remotely.

What's Actually Uploaded?

A compressed version of the standard project file is uploaded to the controller. Typically (space allowing) all
media and background images will be uploaded, along with all trigger, timeline and scene information. All
controllers get all the data in the project (allowing the project to be downloaded from any controller).

Can the Project File be Retrieved from the Controller(s)?

The project file can be downloaded from the Network tab or the Controller's web interface.

Press the download button on the Network tab toolbar or the download project button on the Controller's Web
Interface.
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Cloud Association

Cloud Association

Controllers within Designer can be added to a connected Cloud site.

Adding Devices

To add a device, you must first log into your Pharos Cloud account in Project Properties and select the relevant
Site when prompted.

To Add the Controller to the Site

« Associate the controller with a controller in the project
» Select the project controller
« In the controller's Properties in the right hand pane, Click Add Controller to Cloud.

This will automatically start the process of adding the controller to the specified Cloud Site.

Once the process is complete, a Cloud Icon will appear in the controller's Status column.

Removing Devices

When connected to a Controller locally, the Disconnect Controller from Cloud option can be used to
disassociate the controller with the Pharos Cloud Site

Errors
The Controller's Log will show the progress of the controller provisioning to Pharos Cloud.

Sometimes an error may be logged, e.g. if the controller does not have a Name Server correctly configured, or
does not have internet access.

Uploading to a Cloud Site

Once you are connected to your Cloud Site, and your controllers are associated, you can upload your project to
the Devices in the Cloud Site.

The Upload window will allow you to Upload to Cloud, and an option to choose whether to also Transfer the
project to the controller.

[ JoN ] Upload Project
| Controllers Issues
Name ~| serial Number | Address Cloud Status Status

1: Controller 1 (LPC X) BETA2 © Offline on Pharos City Scape

2: Controller 2 (TPC) 005380 @ Online on Pharos City Scape

[J Restore after upload
Close Upload Project after Upload All
[] Transfer to controllers after Upload to Cloud

Upload to Cloud Upload All Close

If you don't automatically transfer the project, this can be done from the Files page within each controller in the
Pharos Cloud Site.
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Default Web Interface

The Controller's internal web interface is a very powerful diagnostic and management tool. You can view a
Controller's web interface from within Designer or, for remote access, browse to the index page at
http://xxx.xxx.xxx.xxx/default/index.Isp, where xxx.xxx.xxx.xxx is the |P address of the Controller.

Some pages may not always be visible if they aren't relevant to the current project file (or if there isn't a project
loaded) e.g. 10 Modules.

Use the navigation buttons across the top to select these pages:

Home

Home

Hardware
Product Type
Channel Capacity
Serial Number
MAC Address
Memory Total
Memory Used
Memory Available
Data Storage Size
Boot Reason
Last Boot

Uptime

Project Status Log

Remote administration interface

LPC

2048

0121649
00:13:b2:01:2d:51
126652 KB

17616 KB

109036 KB

1914 MB

Software Reset

02 Sep 2024 16:44:18

0d 00h 03m 54s

Input Network Fixtures Control File Manager Diagnostics
Remote Management Clock
State Connected Current Time
. GMT Offset
Project
DST
Filename My Project.pd2
Name Software

Author
Uploaded On 02 Sep 2024 16:46:16

File Size 44 KB

Controller Number
Controller Name Controller 1

Project Id {16a4f0fc-89d3-4ae8-
9634-d303bcfe02ba}

Bootloader Version

Firmware Version

Network Interface
IP Address
Subnet Mask
Default Gateway
Hostname
Domain Name

DNS Server 1

Configuration

02 Sep 2024, 16:48:03
0:00

On

.0.0

2.13.0 BETAS

192.168.8.119
255.255.255.0
192.168.8.1

Ipc-0121649

192.168.8.1

The home page provides general information about the status of the Controller: Serial number, type, IP
address, loaded project details and memory usage. The bootloader and firmware versions and MAC address
are also given for reference.

The current uptime of the controller and last Boot Reason are shown to aid troubleshooting.
NOTE: The reset reason is not available on LPC X Rev2 or VLC
From here, it is also possible to download the project file that is currently running on the controller.

For the LPC X, VLC and VLC+ particular attention should be paid to the temperature readings; insufficient
ventilation may cause the ambient temperature to rise and thus system & CPU temperatures to reach
excessive levels, degrading performance.
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Project Status

Number

Home Project Status Log Output

Timelines

Number Group Name

1 Timeline 1
2 Timeline 2
3 Timeline 3
4 Timeline 4
5 Timeline 5
Scenes

Number Group Name

1 Scene 1

2 Scene 2

3 Scene 3

4 Scene 4

5 Scene 5
Groups

Name

All Fixtures

Al LED - RGB 8 bit

All LED - RGBW 16 bit

All City Color IP54 2500W 6 channel

Input Network Fixtures Control File Manager Diagnostics

Time Status

Status

Level
100
100
100

100

Configuration

The status page provides feedback on the current state of playback:

Timelines

All timelines are listed with their current state and running time:

Running

Running (Inactive)

Halted

Halted (Inactive)
Holding at End
Holding at End (Inactive)

Released

Inactive, the timeline has not run since the last reset
The timeline is running and contributing to the output (items "on stage")

The timeline is halted and contributing to the output

The timeline is running in the background and not contributing to the output, gen-
erally because it has been overridden

The timeline is halted in the background and not contributing to the output
The timeline is holding at end and contributing to the output
The timeline is holding at end in the background and not contributing to the output

Inactive, the timeline has run but has been explicitly released

In systems with more than one Controller it is important to understand that this timeline status is only pertinent
to the Controller being accessed. For example, the accessed Controller may report that a timeline is Running
(Inactive) because its fixtures are not contributing to the output while another Controller may well be Running
(Active) because its fixtures are contributing to the output. In such systems the complete status can only be
determined by interrogating all Controllers.

-299 -



Pharos Designer User Manual

Scenes

All Scenes are listed with their current state:

Started The Scene is being played back on at least one fixture

The Scene has been started, but is not affecting the output, generally because it
has been overridden

The Scene is not being output

Started (inactive)
Released

In systems with more than one Controller it is important to understand that this scene status is only pertinent to
the Controller being accessed. For example, the accessed Controller may report that a scene is Started
(Inactive) because its fixtures are not contributing to the output while another Controller may well be Started
because its fixtures are contributing to the output. In such systems the complete status can only be determined
by interrogating all Controllers.

Groups
All groups are listed with their current intensity level.
Content Targets

OnaVLC or VLC+, Scenes and Groups are replaced by the controller's content target/s. The current intensity
master for each content target will be shown.

Use this page in conjunction with the Control and Log pages to interrogate and debug an installation.

Log

Home Project Status Log Output Input Network Fixtures Control File Manager Diagnostics Configuration
LOg Current Level: Debug
Log Type Filter System Project = Time Output I0  Trigger = Controller API DALI Clear filters T x

Log Level Filter  Normal v Show 50 lines v

02 Sep 16:50:07 Startup event received

02 Sep 16:50:07 Next third quarter moon: 24 Sep 2024 19:52

02 Sep 16:50:07 Next full moon: 18 Sep 2024 03:36

02 Sep 16:50:07 Next first quarter moon: 11 Sep 2024 07:06

02 Sep 16:50:07 Next new moon: 03 Sep 2024 02:56

02 Sep 16:50:07 Next nautical dusk: 19:49

02 Sep 16:50:07 Next nautical dawn: 06:12

02 Sep 16:50:07 Next civil dusk: 19:24

02 Sep 16:50:07 Next civil dawn: 06:36

02 Sep 16:50:07 Next sunset: 19:03

02 Sep 16:50:07 Next sunrise: 06:57

02 Sep 16:50:07 Local time is now 16:50:07 (GMT +1, Daylight Saving On)
02 Sep 16:50:07 Starting network primary

02 Sep 15:50:07 Configuring RS232 - baud:38400 data bits:8 parity:none, stop bits:1
02 Sep 15:50:07 Memory usage after project load - total: 126652kB, used: 17728kB, available: 108924kB
02 Sep 15:50:07 Project unique ID: {16a4f@fc-89d3-4ae8-9634-d303bcfed2ba}
02 Sep 15:50:07 Project loaded: My Project.pd2

02 Sep 15:50:06 Loading project...

02 Sep 16:50:06 Closing previous project

02 Sep 16:50:06 Project received

02 Sep 16:50:06 Starting to receive project

02 Sep 16:48:42 Startup event received

02 Sep 16:48:42 Next third quarter moon: 24 Sep 2024 19:52

02 Sep 16:48:42 Next
02 Sep 16:48:42 Next
02 Sep 16:48:42 Next
02 Sep 16:48:42 Next
02 Sep 16:48:42 Next
02 Sep 16:48:42 Next
02 Sep 16:48:42 Next
02 Sep 16:48:42 Next
02 Sep 16:48:42 Next
02 Sep 16:48:42
02 Sep 16:48:42
02 Sep 15:48:42

02 Sep 15:48:42
02 Sep 15:48:42

full moon: 18 Sep 2024 03:36

first quarter moon: 11 Sep 2024 07:06
new moon: @3 Sep 2024 02:56

nautical dusk: 19:49

nautical dawn: 06:12

civil dusk: 19:24

civil dawn: 06:36

sunset: 19:03

sunrise: 06:57

Local time is now 16:48:42 (GMT +1, Daylight Saving On

Starting network primary

Configuring RS232 - baud:38400 data bits:8 parity:none, stop bits:1

02 Sep 15:48:42 Memory usage after project load - total: 126652kB, used: 17836kB, available
Project unique ID: {16a4fofc-89d3-4ae8-9634-d303bcfed2ba}

Project loaded: My Project.pd2

108816kB
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The log can be cleared and saved to file using the Clear and Save buttons. Two types of log are provided:

General log
A blow-by-blow account of all activity including input/output,RS232 serial strings for example, and trigger
matching. Extremely useful in helping debug complex interfacing and triggering arrangements. Alternatively,

the log can be viewed directly from within Designer over an Ethernet or USB connection using View >
Controller Log.

System log

A less verbose log of the Controller's system activity, useful for examining the boot-up sequence to help debug
problems.

Log Filtering

Filter down the log to messages about specific topics using the filter buttons across the top of the log view.

You can also filter the log by text using the Text Filter box on the right hand side.

Show Lines

The Show Lines control allows you to specify how many lines of the log to display. The default is the last 50
lines.

Output

Home Project Status Log Output Input Network Fixtures Control File Manager Diagnostics Configuration

Output Live] IParkedl

Protocol DMX  Universe 1  Columns . Unpatched

000 J| 000 J| 000 | 000 || 000 J| 000 || 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 || 000 |{ 000 || 000 || 000 { 000 || 000 ]| 000 [ 000 || 000 J{ 000 || 000 || 000 J{ 000
27 28 29 30 31 32 33 34 35 36 37 38 39 40 a4 42 43 44 45 46 47 48 49 50 51 52
000 J| 000 J| 000 | 000 || 000 J| 000 || 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 || 000 |{ 000 || 000 || 000 { 000 || 000 ]| 000 || 000 || 000 J{ 000 || 000 || 000 J{ 000
53 54 55 56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 7 72 73 74 75 76 77 78
000 J| 000 J| 000 | 000 || 000 J| 000 || 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 ]| 000 |{ 000 || 000 || 000 { 000 || 000 ]| 000 [ 000 || 000 J{ 000 || 000 || 000 J{ 000
79 80 81 82 83 84 85 86 87 88 89 20 91 92 93 94 95 96 97 98 929 100 | 101 || 102 f 103 || 104
000 J| 000 J| 000 | 000 || 000 J| 000 | 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 ]| 000 |{ 000 || 000 || 000 { 000 || 000 ]| 000 || 000 || 000 J{ 000 || 000 || 000 J{ 000
105 [f 106 |[ 107 || 108 f 109 [| 110 || 111 [} 112 [| 113 || 114 || 115 (| 116 || 117 || 118 || 119 || 120 || 121 {f 122 || 123 || 124 || 125 || 126 || 127 |f 128 [| 129 || 130
000 J| 000 J| 000 | 000 || 000 J| 000 | 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 ]| 000 |{ 000 || 000 || 000 { 000 || 000 ]| 000 |{ 000 || 000 J{ 000 || 000 || 000 J{ 000
131 [ 132 |[ 133 || 134 [ 135 || 136 || 137 || 138 [| 139 || 140 || 141 | 142 )| 143 || 144 || 145 || 146 || 147 [ 148 || 149 || 150 |[ 151 || 152 || 153 |f 154 [| 155 || 156
000 J| 000 J| 000 | 000 || 000 J| 000 | 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 ]| 000 J{ 000 || 000 || 000 { 000 || 000 ]| 000 |{ 000 || 000 J{ 000 || 000 || 000 J{ 000
157 || 158 || 159 || 160 || 161 || 162 || 163 || 164 || 165 || 166 || 167 || 168 || 169 [ 170 || 171 || 172 || 173 || 174 || 175 || 176 || 177 || 178 || 179 || 180 || 181 || 182
000 J| 000 J| 000 | 000 || 000 J| 000 | 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 ]| 000 J{ 000 || 000 || 000 { 000 || 000 J{ 000 |[ 000 || 000 J{ 000 || 000 || 000 J{ 000
183 [[ 184 |[ 185 || 186 [ 187 || 188 || 189 || 190 [| 191 || 192 || 193 (| 194 )| 195 || 196 || 197 || 198 || 199 {f 200 || 201 || 202 |f 203 [l 204 || 205 |f 206 [l 207 || 208
000 J| 000 J{ 000 | 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 || 000 |{ 000 || 000 ]| 000 | 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 || 000 J{ 000
209 || 210 [ 211 | 212 )| 213 || 214 || 215 [| 216 || 217 | 218 || 219 || 220 |f 221 || 222 || 223 | 224 || 225 || 226 || 227 [| 228 || 229 |f 230 [[ 231 || 232 || 233 || 234
000 J| 000 J{ 000 | 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 || 000 |{ 000 || 000 || 000 | 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 || 000 J{ 000
243 || 244 || 245 || 246 |[ 247 || 248 | 249 [ 250 || 251 || 252 || 253 | 254 |[ 255 || 256 || 257 || 258 || 259 || 260
000 || 000 000 J| 000 J{ 000 | 000 || 000 J{ 000 |{ 000 || 000 J{ 000 || 000 || 000 J{ 000 | 000 || 000 J{ 000 || 000 || 000 J{ 000

265 || 266 271 || 272 || 273 || 274 || 275 || 276 || 277 || 278 || 279 || 280 || 281 || 282 | 283 || 284 || 285 || 286
000 || 000 000 || 000 000 J| 000 J{ 000 J{ 000 || 000 ooo‘ooo ooo‘ooo ooolooo ooolooo 000 J| 000 J{ 000
287 || 288 || 289 || 290 |f 291 292 || 293 || 294 || 295 |f 296 || 297 || 298 || 299 || 300 || 301 302 || 303 || 304 | 305 f 306 || 307 || 308 || 309 || 310 || 311 312
000 J| 000 J{ 000 | 000 || 000 J{ 000 | 000 || 000 J{ 000 || 000 || 000 J{ 000 || 000 ][ 000 J{ 000 || 000 ][ 000 | 000 || 000 J{ 000 | 000 || 000 J{ 000 || 000 || 000 J{ 000 |
332
000
358
000
384
000

235 || 236
000 J| 000

239 || 240

330
000
356
000
382
000

334
000
360
000
386
000

336
000
362
000
388
000

338
000
364
000
390
000

314
000
340
000
366
000

316
000
342
000
368
000

318
000
344
000
370
000
394 396 400 402 404 406 408 410 412 414 416
000 J{ 000 000 000 000 000 000 000 000 000 000 000 000 000
417 || 418 || 419 E 421 E 423 'E 425 E 427 E 429 K 431 K 433 F 435 E 437 E 439 E 441 'I
000 J{ 000 J{ 000 J| 000 || 000 || 000 || 000 || 000 || 000 || 000 | 000 J{ 000 J{ 000 J| 000 || 000 || 000 || 000 || 000 || 000 || 000 | 000 J{ 000 J{ 000 J{ 000 || 000 || 000
455 || 456 || 457 || 458 |[ 459 || 460 |4GT 462 463 || 464 || 465 [| 466 || 467 || 468
000 {000 J{ 000 J| 000 || 000 || 000 || 000 || 000 || 000 || 000 J{ 000 || 000 J| 000 || 000
481 482 487 || 488
000 [ 000 000 [ 000

322
000
348
000
374
000

324
000
350
000
376
000

326
000
352
000
378
000

328
000
354
000
380
000

346

443 || 444
000 J| 000
469 || 470
000 || 000

445 || 446
000 J| 000
471 || 472
000 | 000

447 || 448
000 J| 000
473 || 474
000 || 000

449 || 450
000 J| 000
475 || 476
000 |{000

451 || 452
000 |{000
477 || 478
000 || 000

453 || 454
000 J| 000
479 || 480
000 || 000

485 || 486
000 || 000

489 || 490
000 || 000

491 || 492
000 {000

493 || 494
000 || 000

483 || 484
000 |{000
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View output

Select the Protocol/DMX Port to examine a numerical snapshot of the control data being output, refreshed
every 5 seconds. Select DVI to examine a graphical snapshot of the pixel matrix output.

The channel blocks will change colour depending on how the channel is being controlled:

White Playback
Grey Unpatched

Blue Border  Output Live

Red border Parked

Use in conjunction with Control and Status pages to debug an installation.

A message will also be displayed if the selected output has been disabled by a Disable Output Action.

Park and Unpark

If authentication is active on a controller enter the username and password for an account with Control and/or

Admin.

Park allows you to lock the value of a particular channel without actually altering your programming. This can
be useful to turn off a fixture that is misbehaving temporarily or to make sure a working light stays on while you

are programming.

Park can be accessed from the output view of the web interface, simply enter the channel or range of channels
and the value at which to park. Parked channels are shown in red within the output view. There is the option to

Unpark from the same view.

Parked channels will remain parked when you upload shows or output live. However all parked channels will be
cleared if the Controller is reset or the power is cycled.

Input

LPC

- Contact Closure
- Contact Closure
- Contact Closure
- Contact Closure
- Contact Closure
- Contact Closure

- Contact Closure

-] ~ o o - (%] N -

- Contact Closure

Project Status

High
High
High
High
High
High
High

High

Log

Output Input Network Fixtures Control File Manager Diagnostics Configuration

Inputs

Use to examine the status of the Controller's inputs.

NOTE: Contact closure return High when the input is open and Low when the input is closed.
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DMX

Select the DMX input to examine a snapshot of the DMX values being input, useful for debugging DMX
triggering and control.

DVI

On LPC X or VLC/VLC+ the current Live Video input will be displayed on the Input page, with the ability to
manually refresh the image.

DALI

CSV Export

This information can be viewed in a comma separated values file by clicking the Save button. Copy, paste and
save the information you require in a separate document.

ws  Log ut in DAL Ne

M. Home  Project Stam OModules  Con File Manages onfiguration
Interface | interface 1 v Export CSV fle

Emergency Test Schedule Emergency Ballast Errors Recent Power Failures

Next Function Test 01 Jan 2024 00:00:00 No ballast errors

Emergency Test Schedule

Only populated if the current interface has emergency ballasts present. View information about when
Emergency Ballast tests are due to take place as well as the time and date of previous tests. Also view the
uptime of the DALI bus.

Emergency Ballast Errors

Lists all reported errors reported by emergency fixtures on the current DALI interface. Errors will show ballast
address, tests failed and reported errors.

Once a ballast has been repaired it can be marked as fixed here or by using triggers. Once a ballast has been
marked as fixed it will remain in the Ballast Errors section until a subsequent test has confirmed that the fixture
is indeed operational again.
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Ballast Status

Lists all ballasts and reported status on the current interface. Standard ballasts show the ballast Address,
Name, Status and Level; emergency ballasts also show Battery Charge, Emergency Lamp Hours and Total
Lamp Hours.

Refresh Ballast Status

Sends the DALI commands to refresh the status of all ballasts on the interface, and updates the table.
Last Status Check

The date and time when a ballast’s status was last updated.

Refresh Status

Sends the DALI commands to refresh the status of a specific ballast on the interface.

Recent Power Failures

Lists any reports of bus power failures for the current interface.

-';"-' Home Project Status Log Output Input Network Fixtures Control File Manager Diagnostics Configuration
Controllers
Number Type Name Serial IP Address

1 LPC Controller 1 0121649 192.168.8.119

The Network Page allows access to all the devices in the project.
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Fixtures
Home Project Status Log Output Input Network Fixtures Control File Manager Diagnostics Configuration
Summary
Unpatched Devices (§
. Q
Fixtures

A # 11 Name 1T Updated At 1 status |1 Manufacturer 11 Patch 11 Groups

1 LED - RGB 8 bit 03 Sep 2024 08:55:43 DMX:1:1 +

2 LED - RGB 8 bit 03 Sep 2024 08:54:55 DMX:1:4 +
3 LED - RGB 8 bit 03 Sep 2024 08:54:55 DMX:1:7 +
4 LED - RGB 8 bit 03 Sep 2024 08:54:55 DMX:1:10 +
5 LED - RGB 8 bit
6 LED - RGB 8 bit
i LED - RGB 8 bit

8 LED - RGB 8 bit

9 LED - RGB 8 bit

OO0 O0OODDO0000

10 LED - RGB 8 bit

<..4>

This page presents an overview of the project's fixtures. Clicking Refresh performs RDM discovery and
updates the page.

At the top of the page, the summary section shows:

+ Time and date of the last refresh
* Number of RDM devices discovered at the last refresh
» Number of unpatched devices discovered at the last refresh

Click Unpatched Devices to see devices discovered at the last refresh which are not associated with a fixture
in the project. From here, it's possible to identify each unpatched device.

The fixtures table shows the RDM status of each fixture in the project. This can be:

o o All RDM UIDs associated with the device have been discovered at the last refresh
o o No RDM UIDs associated with the device were discovered at the last refresh
. Some, but not all, RDM UIDs associated with the device were discovered at the last refresh

- @ There are no RDM UIDs associated with the device, or a refresh has not been performed since the
controller was last rebooted

. Arefreshisin progress
The fixture table can be sorted by clicking any of the column headers or searched using the search field.

Click the three dots to open a fixture's detail page. This page shows a table with rows for each associated RDM
device and the status of each device. Clicking Refresh will refresh just the fixtures on this page. From this
page, it's possible to edit each device's mode, start address and curve. It's also possible to identify each device
from this page. Changes made will be sent to RDM devices but will not modify the controller's project file.
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10 Modules

Home  ProjctStaus Lo

10 Module Instances

Module | AnModuies v Instance  Alinstances v

Counter
Module NameCounter
Lmit 10

Current Count 1

HTTP Poll
Module Name HTTP Foll

Hostname 172.20.28.94

Poll Interval

Poll Status Online since 12:15:25 on
111212023

Last Status Code OK (200
LastError

Last Local Network Status Network up at 12:15:25 on
1122023

The IO Modules Page will list all the IO Module instances in use that are able to provide feedback of data or

settings.

Control

Home Project Status Log Output Input Network Fixtures Control
Triggers
Test Conditions [
Num Type Name Trigger Condition
1 Startup At startup
2 Timeline Any timeline started
Started
3 Timeline Any flag on any timeline
Flag
4 Scene Any scene released
Released
5i Digital Any input on any controller @
Input goes low

File Manager Diagnostics Configuration

Action
(®) Start Timeline 1

% Clear RGB for All Fixtures in 0s

M Sends "FLAG" to 192.72.134.1:2444 via UDP

m Sends "FINISHED" to 192.72.134.1:2444 via UDP

@ Release all timelines in same group in 2s and then start
Timeline 1

A Controller can be controlled remotely in two ways:

Command line

An advanced feature that allows direct control of a specific Controller's fixtures, timelines and even DMX

channels via the script engine, see command line reference.

Alternatively the command line can be customised to run as a Lua Trigger script, see web interface settings for

details.
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Triggers

Triggers in the project, together with user annotation, are listed here and can be fired by clicking on them. Since
a network of multiple Controllers share triggers, firing triggers from one Controller's web interface will trigger all
the Controllers in the project.

NOTE: Triggers set to Hidden in the project will not be displayed

Triggers on the default Control web page will not test conditions by default, check the Test Conditions box to
text conditions before firing the trigger.

Dynamic text slots

All the Dynamic text slots are listed with their current value. You can edit any text slot and changes will take
effect according to the preset settings on the timeline (immediately, next cycle, on timeline restart).

File Manager

Optionally, files can be uploaded to the controller's SD Card using the File Manager tab within the web
interface.

Home Project Status Log Output Input Network Fixtures Control File Manager Diagnostics Configuration

Files

Name Go up ‘ Rename [ Delete

Diagnostics
Allows simple diagnostic tasks to be carried out on the controller. The tools available are:

* Ping: Pings the specified IP address from the controller four times and displays the results in the box
below.

» Packet capture: Record packets on the controller's network adapter to the controller's SD card (for a
short period of time), or continuously stream the captured data to an external PC for recording (allowing
longer data capture times).
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Home Project Status Log Output Input Network Fixtures Control
Packet Capture Ping
Capture Options
Maximum Size Maximum Duration (minutes)
10 MB v 1
@ Capture to Local Disk
O stream to Remote Host
Network Interfaces
Name IP Address Subnet Status
mgmt 192.168.8.119 255.255.255.0 Connected
usb0 0.0.0.0 0.0.0.0 Disconnected

File Manager Diagnostics Configuration

Capture

Start Capture

Configuration

Allows you to change any of the controller configuration options as described in Controller configuration.

Home Project Status Output

Log

LPC Settings 0121649

Network
Use DHCP to obtain IP address
IP Address

192.168.8.119 {f 24 -

Subnet Mask

255.255.255.0 v

Default Gateway

192.168.8.1

DNS Servers

8.8.8.8

0.0.0.0

Web Server
Enable HTTP
HTTP Port

80

Enable HTTPS
HTTPS Port

443

Auth Timeout (minutes)

5

Input Network Fixtures Control

Date and Time

02/09/2024 17:03:02

Network Time
@] Sync time automatically with an SNTP server
Server IP address

0.0.0.0

NTP servers also support SNTP.

File Manager

Reload Firmware Factory Reset

Set Log Level

Diagnostics Configuration

Log level
Debug g

For best performance, set the log level to Normal once
commissioning is complete.

Syslog
(J Remote logging via Syslog
Server IP address

0.0.0.0

Watchdog
Enable watchdog

The hardware watchdog will reset the Controller
automatically in case of a software crash as a result of either
a bug or a random electromagnetic event such as a power
brown-out or spike, nearby lightning strike or static
discharge. A startup trigger will be required to determine
what the Controller should do after such a reset.

Repeated reset protection
Enable reboot loop protection

Repeated reset protection will remove the Controller's project
file from the memory card if the Controller reboots 5 times
within 90 seconds. We strongly recommend leaving this
setting on, especially if the Controller is to be accessed
remotely.

All the Controller's configuration settings are displayed and can be changed here, see configuration for details.
Remote upload

In addition, at the bottom of the page, is the means to upload a project file remotely via the web interface as an
alternative to uploading directly from Designer. See the network section to learn how to generate a file for
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remote uploading.

IMPORTANT: Controllers must be running the same version of firmware as the Designer software. Uploading
a project file to a Controller running different firmware may result in the project failing to load and run. Check the
Controller's home page to determine compatibility before attempting a remote upload.

Custom Page

If a Custom Web Interface has been added, this can be accessed from the dropdown in the top right hand
corner.

Log In

If the project has been configured with any user access accounts, then to access the web interface, users must
use the Log In option in the top right.

This login uses the user names and passwords specified in the Project > Web Interface tab.

If authentication is active on a controller enter the username and password for a user account.

2~

Please log in

NOTE: The web interface uses Web Socket connections (RFC 6455), and some managed networks and proxy
servers block these connections. If you don't see the web interface populating with data, please check whether
your network is blocking web sockets

NOTE: Sometimes Ad-blockers can affect access to controllers with passwords set. If issues are seen, the
controller's IP Address should be Whitelisted.
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Custom Web Interface

To add a custom web page, or set of pages, to the web interface on a Controller, go to Project Mode, Web
Interface Tab, Custom Web Interface and select Edit...

This will open a dialog that shows the files that currently make up your custom web interface:

New Folder Import Files... | | Import Folder...
Root
Name -~ Size Kind Date Modified
Assets -- Folder 11/08/2016 12:23:15
€ index.html 15 bytes html File 11/08/2016 12:23:15

Close

Adding Files

To Add files to the web interface, click Import. This will allow you to add files to the current folder selected within
the Custom Web Interface tool.

Any file type can be included, but since they are stored as part of the project file, be aware that they will take
away from space available for programming, and will increase show upload times.

Adding Folders

To add sub-directories to the web interface structure, use the New Folder button. This will add the folder to the
directory structure and allow you to add files to the new folder.

Removing files or folders

To remove a file or folder, select the file or folder and press Delete.

JavaScript Query Library

Alternatively, the controller's web server includes a JavaScript Query library which can be used to fire triggers
and also to query the controller for information about its state and properties.

See the Controller AP| for more information.

Security Certificates

Recommended security configuration:

Security Certificates all -SSLv3 -TLSv1 -TLSv1.1

ECDHE-ECDSA-AES256-GCM-SHA384:ECDHE-RSA-AES256-GCM-
SHA384:ECDHE-ECDSA-CHACHA20-POLY1305:ECDHE-RSA-
CHACHA20-POLY1305:ECDHE-ECDSA-AES128-GCM-
SHA256:ECDHE-RSA-AES128-GCM-SHA256:ECDHE-ECDSA-AES256-

SSLCipherSuite
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Custom Web Interface

SHA384:ECDHE-RSA-AES256-SHA384:ECDHE-ECDSA-AES128-
SHA256:ECDHE-RSA-AES128-SHA256

SSLHonorCipherOrder on
SSLCompression off
Examples

Examples of Custom Web Interfaces are available on our website.
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Access Files

The information for .webconfig configuration and htaccess files has been added to the APl Help, our online
resource. This allows us to manage it better, allowing for a faster turn-around of tweaks and improvements to
the documentation, as well as fixing minor errors.

The latest version can be found here.
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Command Line

Command Line

The Controller has a command line entry box in the Control page of its Web Interface.

By checking “Parse command line submissions as Lua Commands” (see Custom Command Line Parser), any
Lua, including our API (see API v5), can be entered into this field and run during normal playback.

Alternatively, users may write their own scripts which can be used as a Custom Command Line Parse if they
wish (see Lua scripts) but a standard script “commandline.lua” is available here.

IMPORTANT: Note that by default there is no command line script installed. Most installations will not require a
command line and so it is inactive by default. If you wish to use the standard command line script you must use
the “ Command Line Parser” section of the Web Interface section of Project Mode to select the script.

The command line syntax defined in the standard commandline.lua script has the following commands, where
X,y and z represent numbers and [] indicates optional syntax:

Selections

X
Xy
Xy
X-y/z

where X, y and z are the fixture number, '-' selects a range and '/' combines discrete selections or ranges.
Setting intensity

x@y[%][tz]

where x is the fixture number, y is the level (either as a DMX value or as a percentage) and z is an optional time
in seconds. If a time is not specified then it is treated as a snap change.

Examples:

1@127 Set intensity of fixture 1 to 127 immediately

2@50% Set intensity of fixture 2 to 50% (127) immediately
3@100%t5.5 Set intensity of fixture 3 to 100% fading over 5.5 seconds
Setting RGB

Setting red, green and blue uses the same syntax as intensity, but replacing the @ with r for red, g for green,
and b for blue.

Examples:

1r255 Set red of fixture 1 to 255 immediately

390 Set green of fixture 3 to 0 immediately

7b100%t2 Set blue of fixture 7 to 100% fading over 2 seconds

Note that the default values for red, green and blue are 100% (255) to give white. So to make a fixture output
the colour red then you will need to set green and blue to zero.

You can also apply multiple settings to the same selection of fixtures in a single command. For example:
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Set fixtures 1 through 25 to 100% intensity, red to 255, blue to 255 and

_ o,
1-25@100%r255b25590 green to 0 immediately

Clearing fixture settings

xclty]

where x is the fixture number and y is an optional time in seconds.

Examples:
1c Clear settings for fixture 1 immediately
5ct6.5 Clear settings for fixture 5 fading over 6.5 seconds

Clearing all fixtures settings

caftx]

where X is an optional time in seconds.

Examples:
ca Clear settings for all fixtures immediately
cat10 Clear settings for all fixtures fading over 10 seconds

Multiple Commands

Multiple commands can be applied from a single command line if separated by commas.

Examples:
1@100%,1r0,1b0,19255 Set intensity of fixture 1 to 100%, red and blue to 0 and green to 255
Clear settings for fixture 1 fading over 5 seconds, set red for fixture 4 to 255
1¢t5,4r255,4@75%t5 immediately and then set intensity of fixture 4 to 75% fading over 5
seconds

Interaction with timeline playback

Settings applied from the command line are applied as if from a high priority timeline, so they will override all
normal timeline programming until cleared. Fades to and from command line settings behave just like fades
between timelines.
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Main Menu Tools Overview —

The Main Menu contains several useful tools which can be used for troubleshooting and high level functions:

» Output Viewer
e Controller Log Viewer
» Import Object

» Export Object
* Preferences
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Output viewer

Select Output viewer from the main menu to open this window:

Controller | 1: Controller 1 (LPC) w | Protocol | DMX w | Universe |1 =
1|2 (3 |4|5 |6 (7|8 |9 ([10|11 |12 |13 |14 |15 |16 |17
20|00 |0 |0 ]JO|0O)O|0O|128| 0 128/ 0 (20| 0 |0 | O | O
18 |19 (20 |21 |22 |23 (24 |25 |26 (27 |28 |29 |30 (31 |32 (33 | 34
O |0 |0 128l 0 N28(0 |20l 0 |O |O|JO|O|0O |0 |12B| 0
35 |36 |37 (38 |39 (40 |41 (42 |43 |44 |45 |46 |47 |48 |49 |50 | 51
12680 |20(0 |0 |0 )OO [0O|0O |0 [128| 0 [12B| 0 |20| 0 | O
52 |53 |54 (55|56 |57 |58 (59 |60 |61 |62 (63 |64 |65 |66 |67 | 68
o|oO|0O|O|0O 1280 128|0 |20 0 |O |O|O |O|O|O
69 |70 |71 (72 |73 |74 |75 |76 |77 |78 |79 (B0 |81 |82 |83 |B4 |B5
128| 0 1280 |30 |0 O (O |O|O |O|O|O|O|O]|O|D
B6 |BT |68 (89 |90 (91 |92 (93 |94 |95 |96 (97 |98 | 99 |100(101 |102
o|of0o|JOo|Oo|O|O]|]O|[M2B| 0O 12B| 0 |0 |30|0 | O | O
103 (104 |105 (106|107 (108|109 (110|111 [112 {113 [114 |[115|[116 |117 [118|119
o|JofojJo|lo|lofojJo|lo|Oo|Oo]|JO|O|O|O]|]O]|O
120 (121|122 (123|124 [125|126/(127 |[128|129 130131 |132|133 |134 (135|136
128 0 1280 |0 (3|0 |0 |O|O|O|O|O|O|O]|O|D
137 (138|139 (140|141 (142|143 144 |145|146 147 (148 |149|150|151 (152|153
o|o|fOo|J]o|Oo|O|O]|]O|0O[28|0 128|0 |0 (30| 0 |0
AEAHAER4ERI4ETI4EQ [4EG 4EM 484 482 489 484 HEE4AR 487 480 484 1470

Use the Controller, Protocol and Universe pull-downs to select the Controller and DMX universe that you wish
to view. What you will see depends on the status of your patch and the simulator:

Unpatched universe

If the universe is not patched then all values will be zero (0) regardless of the simulator's status.

Patched, simulator not running (reset)

If the universe is patched and the simulator is not running then you will see the default values for the fixtures.
These are the values that the Controller will output after a reset or power cycle and prior to a timeline running,
see Precedent.

Patched, simulator running (playing or paused)

If the universe is patched and the simulator is running then you will see the values that the Controller will

generate when it runs this timeline. Designer uses exactly the same playback algorithms as the Controller so
what you see with the DMX viewer is what you'll get with the Controller.

Output Live

If you have connected Controllers then you will be able to select Output Live in the simulator to have Designer
generate the DMX values directly, the Controllers acting purely as a DMX driver. In this case what you see in
the DMX viewer is exactly what is being output to the fixtures in realtime.
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Controller Log Viewer

Select Controller Log Window from the Main Menu to open this window:

Controller | 001138: Controller 2 (TPC) w | Log Level Filter | Debug w | Lines to display (50 w Clear log on controller
Log Type Filter 15 45 08:10:26 IP Address: 172.30.2.231
Check All 12 Aug 08:10:26 Network reconnected
12 Aug 08:10:268 No interface to display
System 12 Aug 08:10:25 Falled to load project: File open error
12 Aug 09:10:25 Loading project...
Project 12 Aug 09:10:25 Websearver is running
12 Aug 08:10:25 Time: 09:10:25 GMT
[¥] Time 12 Aug 09:10:25 Date: 12 Aug 2016
12 Aug 09:10:25 IO initialized
Qutput 12 Aug 09:10:25 Memery usage on startup - total: 127564Kb, used: 43112Kb, free: 84452Kb
12 Aug 08:10:25 Firmware version: 2.2 BETA10
[[s] 12 Aug 08:10:25 Beotlcader version: v0.7.0
12 Aug 09:10:25 Serial: 001138
Trigger 12 Aug 08:10:25 TPC booted
Script
DALI

This windows displays the same information as you get on the Log page of the controller's web interface.

The log can be filtered by:

e Controller
e LogLevel
e Log Type
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Import Objects Overview

The Import Objects option in the Main Menu can be used to import a .csv, .tsv or .txt file which defines a Fixture
Layout, Pixel Matrix, Universes, Patch record, a .ptc or .dat file to import a TPC Interface or a .fap file to import

a Philips Color Kinetics VMT Map.

Import Objects O >
Import Object
Select the type of object to be imported

Fixture Pixel Matrix Universe

Import fixtures Import a pixel matrix Import universes

Patch Touch Interface Philips Color Kinetics

Import fixture patch Import a touch interface Import Philips Color Kinetics

YMT Map
Timeline Flags
Impart timeline flags
Cancel

During Import, if the file import has errors, the file can be updated externally. If this is done, then a Reload File
button will become available.
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Fixture

Import Object

Type |Fixture

Column Property
Mame
Mac 600 EM2

Mac 600 EM2

Mac 600 EM2

Mac Viper Profile ...

Mac Viper Profile ...

Import Options

Select the object type that the chosen file contains.

Object Properties

12

13

14

(®) Use existing layout

v Use the first row to assign properties

Mumber

Fixture Import Options

Comments

Choose file delimiters Comma D Tab I:‘ Space I:‘ QOther

Manufacturer ID

30

30

30

30

30

—
Layout 1 = | {_) Create a new layout

QK

25

181

25

181

25

Maodel ID

Cancel

A Fixture Layout file should include the following required data:

« Number - a unique fixture number

* Manufacturer ID - the manufacturer number for the required fixture (can be found in the fixture con-

figuration)
* Model ID - the model number for the required fixture (can be found in the fixture configuration)

NOTE: These columns are required to import the fixture layout. X and Y position are required columns, but can

be left empty for fixtures. This will allow you to add the fixture to the project, but not the layout.

The following columns are optional, and if not provided, the default will be used.

* Name - A name for the fixture
» Groups - Allows importing fixtures into a specific group.

e This takes the format "{number,'Group Name'}{number2,'Group Name2'}"
e Comments - A comment about the fixture
e Mode ID - the mode number for the required fixture (can be found in the fixture configuration)
» Width - the width of the fixture on the layout

» Height - the height of the fixture on the layout

» X-the x-position of the fixture on the layout
* Y - the y-position of the fixture on the layout
* Angle - the angle of the fixture on the layout, clockwise from vertical.

The following can be set for any columns to ignore them.

 Ignore - use if there is data in the text file which should be ignored

Importing Fixtures with no position

You can import a fixture without any position information. This will create the fixture within the project, but won't
place an instance of the fixture on a layout.
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NOTE: The text file still requires X and Y columns to import.

Importing Custom Properties

If you have Custom Properties setup within your project, these can be imported by adding a column to your text
file containing this data. The Custom Property will be available in the Column Property drop down.

Example
The data below will import 4 LED - RGB 8-Bit fixtures in a line and add them to various groups.

Fixture number,Groups,Manufacturer ID,Model ID,X,Y

1,"{1, 'Group 1'}{4, 'Group\'s Group'}",0,5,960,960
2,"{2,'My 2nd Group'}{4, 'Group\'s Group'}",0,5,1440,960
3,"{3, 'Group with \ in'}{4, 'Group\'s Group'}",0,5,1920,960
4,"{4, 'Group\'s Group'}",0,5,0,240,240,2400,960
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Pixel Matrix

Import Object O X

Import Options

Select the object type that the chosen file contains.

Type |Pixel Matrix il Use the first row to assign properties

Choose file delimiters Comma D Tab I:‘ Space I:‘ QOther

Object Properties

Column Property

Number X ¥ Angle
33 ] 0 0
34 10 0 0
35 20 0 0
36 0 10 0
37 10 10 0
QK Cancel

A Pixel Matrix file should include the following required data:

« Number - the fixture number of the required fixture within the project
e X-the x coordinate within the pixel matrix
* Y -they coordinate within the pixel matrix

The following columns are optional

* Angle - the angle of a compound fixture within the pixel matrix
« Ignore - columns within the file which can be ignored

Example
The data below will create a Pixel Matrix with fixtures 1-7 in a vertical line.

Number,X,Y
1,1,2
2,1,3
3,14
4,15
51,6
6,1,7
71,8
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Universes

Configure Properties
Select the property delimiters Comma |:| Tab |:| Space |:| Other

Assign a property to a column by selecting a column, then choosing a property from the drop down menu.

Property
Contraoller | Protocol | Device Type | Device Mumber| Mame IF address KiMET protocol version | Chromasic | Port count | Universe number
1 Art-Met 10.1.1.1,10.1.... U]
1 Art-hMet 1
PD5-60ca 24V
1 KIMET DMX [Ethernet 1 10.0,0,10 2 Yes 2 1-2
1 sACN 21.2.1.1 1

< Back Mext = Cancel

Universes, with their properties, can be imported and exported from a Designer project. This allows for a quick
changing of properties via exporting a universe, opening the .csv export file outside of Designer and making the
desired change, then reimporting. A good example of this is with setting a unicast IP address to a batch of Art-
Net universes or altering KiNET power supply information.

The following headers are required for all protocols:

+ Controller
¢ Protocol
¢ Universe number

For KiNET, the following is also required:
» Device Types*:

PDS_150e

PDS_500e

PDS_60 24V Ethernet
PDS_60_24V DMX/Ethernet
PDS_60ca 12V DMX/Ethernet
PDS_60ca 7.5V DMX/Ethernet
PDS_70mr 24V Ethernet
sPDS_60ca 24V DMX/Ethernet
sPDS 480ca 7.5V
sPDS_480ca 12V

sPDS 480ca 24V
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Data Enabler Ethernet

iColor Accent (Data Enabler EO)
PDS_60ca 24V Ethernet

Data Enabler Pro

ColorBlaze TRX

Multi-Protocol Converter

Other types can be used to create custom power supplies.
The following columns are optional, and if not set, will use a default value:

« Name - A human readable name for the power supply (KiNET only)
IP Address - the IP address of the power supply or universe (Art-Net, SACN or KiNET)
e IfnoIP is set for Art-Net or sACN, the universe will default to broadcast
« To assign multiple IP addresses to the same universe, ensure the IP addresses are in quotes,
suchas"1.1.1.1,2.2.2.2,3.3.3.3"
Ports - The number of ports that this power supply has
Device Number - The user number for this power supply
Chromasic* - (Yes or No) - Whether the power supply is Chromasic
Protocol Version* - The KiNET version that the power supply uses

* These can be used to import custom power supplies into the project
Example

The .csv copy below will import Art-Net universe 0 with Unicast set to two IPs, Art-Net universe 1 set to
Broadcast, a KINET Power Supply “PDS-60ca 24V DMX/Ethernet” and an sACN universe with Unicast setto a
single IP.

Controller number, Protocol, Device type, Device number, Name, IP address,
KiNET protocol version, Chromasic, Port count, Universe number

l,Art-Net,,,,"10.12.2.1,10.2.2.120",,,,0
1/Art_Net////////1
1,KiNET, PDS-60ca 24V DMX/Ethernet,1l,,10.0.0.10,2,Yes,2,1-2

1,sACN,,,,21.2.1.1,,,,1
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Patch

Import Object O *

Import Options

Select the object type that the chosen file contains.

Type | Patch Record b Use the first row to assign properties

Choose file delimiters Comma |:| Tab |:| Space |:| Qther

Object Properties

Column Property

Fixture number Controller number Protocol Universe number | wer supply IP addn |
11 1 DM 1
12 1 DM 1
13 1 DM 1
14 1 DM, 1
15 1 DM, 1
oK Cancel

A patch record file should include the following required data:

¢ Fixture Number - the user number of the fixture

¢ Controller Number - the controller the fixture is patched to

¢ Protocol - the protocol to patch to

¢ Universe Number - The universe of the specified protocol to patch to. If using Art-Net, the universe can
be set in three part format (a/b/c = Net/Sub-Net/Universe)

¢ Channel - the channel to patch to

The following data is optional, depending on the protocol/fixture being used.

e Power Supply IP Address - The IP Address of the the KiINET power supply (if using KiNET)
e Port - the port on the KiNET power supply to patch to (if using KiNET)

« Patch point - the patch point of the fixture (if using a fixture with multiple patch points)

¢ SACN Priority

¢ RIO Device Number - the address of the RIO to patch to (if using RIO DMX)

« RIO device type - the type of the RIO to patch to (if using RIO DMX)

Example:

Fixture number,Controller number,Protocol,Universe number,Power supply IP
address, Power supply user number,Port,Channel,Patch point,sACN priority, sACN
universe priority,RIO device number,RIO device type

1,1,bMX,1,,,,1,Fixture,,,,
2,1,pMX,1,,,,4,Fixture,,,,
3,1 1,,,,7,Fixture,,,,
4,1 1,,,,10,Fixture,,,,
5,1,DbMX,1,,,,13,Fixture,,,,
6,1 2,,,,1,Fixture,,,,
7,1 2,,,,4,Fixture,,,,
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8,1,DMX,2,,,,7,Fixture,,,,
9,1,DMX,2,,,,10,Fixture,,,,
10,1,pMX,2,,,,13,Fixture,,,,
11,1,Art-Net,0,,,,1,Fixture,,,,
12,1,Art-Net,0,,,,2,Fixture,,,,
13,1,Art-Net,0,,,,3,Fixture,,,,
14,1,Art-Net, 0,
15,1,Art-Net,0,,
16,1,Art-Net,0,,
17,1,Art-Net, 0,
18,1,Art-Net, 0,
19,1,Art-Net, O,
20,1,Art-Net, O,

~
~

,4,Fixture,,,,
,5,Fixture,,,,

~

,6,Fixture,,,,

~

,7,Fixture,,,,

~
~

,8,Fixture,,,,

~
~

,9,Fixture,,,,

~
~

10, Fixture,,,,

21,1,KiNET,,10.1.2.3,1,1,1,Fixture,,,,
22,1,KiNET,,10.1.2.3,1,1,5,Fixture,,,,
23,1,KiNET,,10.1.2.3,1,1,9, Fixture,,,,
24,1,KiNET, ,10.1.2.3,1,1,13,Fixture,,,,
25,1,KiNET,,10.1.2.3,1,1,17,Fixture,,,,
26,1,KiNET,,10.1.2.3,1,2,1,Fixture,,,,
27,1,KiNET,,10.1.2.3,1,2,5,Fixture,,,,
28,1,KiNET,,10.1.2.3,1,2,9,Fixture,,,,
29,1,KiNET,,10.1.2.3,1,2,13,Fixture,,,,
30,1,KiNET,,10.1.2.3,1,2,17,Fixture,,,,
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TPC Interface

You can import any TPC Interface that has been exported from Designer 2, as a .dat file or any TPC Interface
created using Interface Editor as a .ptcfile.

The selected interface will be imported into Designer and added to the project.

You can then go to the Interface Mode to edit it, and associate it with a controller in the project.
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Philips Color Kinetics

Philips Color Kinetics

Import Objects
Fixture Options
Flatten YMT layers into a single Designer layout

':::' Use existing layout | Layout1 =

Pt
L_J Create a new layout

Mext » Cancel

A VMT map from Philips Color Kinetics Video Management Tool 2 can be imported to bring the fixture map and

patch into Designer.

Select Philips Color Kinetics from the Import Object Dialog and browse to your .fap file.

VMT layers can be mapped onto different Layouts in Designer, or flattened onto a single layer.

If you select a VLC Layout, the fixtures will be added to the associated VLC, otherwise, select the controller to

patch the fixtures to.

The fixtures in the VMT Map will be brought into Designer, mapped onto the selected layout/s and patched

according to the VMT file.

If the KINET power supplies in the VMT project don't exist in Designer, and are of a known type, they will be

added to the project.

PDS_150e

PDS_500e

PDS_60 24V Ethernet
PDS_60_24V DMX/Ethernet
PDS_60ca 12V DMX/Ethernet
PDS 60ca 7.5V DMX/Ethernet
PDS_70mr 24V Ethernet
sPDS_60ca 24V DMX/Ethernet
sPDS_480ca 7.5V

sPDS 480ca 12V
sPDS_480ca 24V
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Data Enabler Ethernet

iColor Accent (Data Enabler EO)
PDS_60ca 24V Ethernet

Data Enabler Pro

ColorBlaze TRX

Multi-Protocol Converter

NOTE: Only original .fap files can be use, not exported map files
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Timeline Flags

Import Objects O x

Configure Properties
Select the property delimiters Comma |:| Tab |:| Space |:| Other

Assign a property to a column by selecting a column, then choosing a property from the drop down menu.

Property
Flag Time Flag Mame
00:04.3
00:07.0 Cue 1
00:10.6 Cue 2
01:15.0
01:17.0 Finale

< Back Mext = Cancel

A Timeline Flag import csv require the following required data:

» Flag Time - The time position of a flag
¢ This takes the format minutes:seconds.milliseconds

The following columns are optional:
» Flag Name - The name for a flag at the specified time

During the import, choose to create a new timeline to import the flags into, or use an existing timeline. Selecting
a new timeline will add a new timeline to the project with default settings.

Selecting to use an existing timeline will provide the options to merge with the current flags in the selected
timeline or replace them.

¢ Merge will retain all existing flags in a given timeline, and if a flag doesn't exist at the time of a new flag
one will be added. If a flag does exist at the same time the new flag will replace the existing flag and
name data will be updated to match the import. Triggers which use these existing flags will keep their
configuration and the flag will remain linked.

¢ Replace will delete all flags in a timeline and then import the new flags. Triggers which use the original
flags will lose their configuration as the flag has been deleted and replaced, even if the new flag is at the
same time.

Example
The data below will import 5 flags at the specified times with optional naming.
Time,Name

00:04.3,
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00:07.0,Cue 1
00:10.6,Cue 2
01:15.0,

01:17.0,Finale
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Export Object

Export Object

Export Objects O x
Export Object
Select the type of object to be exported.

Fixture Pixel Matrix Universe

Expart fixtures on a layout Export a pixel matrix Export universes

Patch Touch Interface Timeline Flags

Expart fixture patch Export a touch interface Export flags from a timeline

Cancel

The Export Object option in the Main Menu can be used to export a .csv file which defines a Fixture Layout,
Pixel Matrix, Patch Record or list of KINET power supplies

When you export a text file, you must specify which type of object it refers to.
You must then select which object you want to export, i.e. which Layout or Pixel matrix should be exported.

Finally, select the data fields that you want to output to the export file.
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Preferences

Select Main Menu > Preferences on the main toolbar to open the Preferences dialog:

System

Select the System tab to change the default behaviour of Designer:

Preferences

J'..S‘.n’stem General | Llayout | Patch | Mapping | Timelne | Simulate | Metwork |
Show MNew Project wizard

Number of backups tokeep |1 |%

I:‘ Notify about beta rele